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GURPS Traveller
The official alternate universe for Traveller, the premier

science-fiction roleplaying game.
Explore the universe of the Third Imperium, where

Emperor Strephon rules t 1,000 worlds and adventure is
around every corner. Travel to unknown worlds, open trade
routes across the rin, fight Vargr corsairs, or drop from
orbit in a meteoric assault 011 a pirate base. If you can
conceive it, GURPS Traveller lets yOll play it.

GURPS Compendium I
Togefher in one place: All the new rules that have

been added to the CURPS character-creation system
since the GURPS Basic Set, Third Editioll, was released
in 1988. Hundreds of advantages, disadvanrages, skills,
and other rules for character creation, all in one compact,
easy-to-use volume.

GURPS Robots
Design, build, and play robots! From the tiniest

nanobots to the mightiest megabots, CURPS Robots'
detailed rules have it covered: cyborgs, androids, artificial
intelligences, battlesuits, and even biomorphs - deadly
fluid-metal machines lhal can lake any shape!

Use the advanced-design rules (fully compatible
wilh CURPS Vehicles, Second Edition) to customize your
creations. Thirty completely worked-out sample robots
are included to help you get staJted.

GURPS Ultra-Tech and Ultra-Tech 2
Two sourcebooks of hard-core, hard-wired hardware

ready to use in your campaign.
Today's science hints at the technological marvels just

beyond the horizon - Ultra-Tech delivers. These books arc
brimming with near- and far-future technology; whether
you need a wonder device Ihm kills, heals, protects,
entertains, or just makes life e,lsier - you'll find it here.

These books are invaluable companions for any game
set in the future or incorporating futuristic technology.
Don't be left behind!

lNlNlN. sjgarnes.corn
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About GURPS
Sle\'e J:lcl.:son Games is committed

10 full suppon of Ih" CURl'S ~y~It:Il1. Our
<l(,hlr<:~~ i, 5J GaUH':,. BtlX 1l\957. Austin.
TX 7fi760. PIc,lS'; include a self·
addrc:~~c(1. ~1:lmfl'C'd l'nwl,)p<.' cS,\SE) "ny
linn: you IHi\(,> u~! Rc~ulln:c~ illduuc:

l'yr(/lIIid (W\I·w.sj~alllcs.cnlllf

Il~'ramid/). Our (mline 1l1;lg:lzinc incilldc~

nel\' GURPS I1ltc~ ,IIllJ ;\l1id.:~. It 'lbu cuv­
er!> IJIlIf/;t'/JIIS flllff Dn/KIII/.I", Tn/1'dlt·,.,
World IIf J)lIrkIlIJs.\', C/l1l til 011111111I. and

many II1nTe lOp J:'al\\C~ - and olher Slew
Jad,~ol1 Game, rch::lst:~ like 11/ NOII/illl:,

/,\'\1'0. ell,. II'(/rs. 1'01111, 0xrl1 Millia/llrlJ.~.

,lIltl Illore. l'yrllwid suh~\'rihcr~ ,ilso have
access 10 playlcsllill.'s \.nlilll:!

NI'Il' ,\"U/Jp/t'III"IIIS lind mll'/'II/Url'.I',

GURI'S (,'ol\linucs [l) grmv. :Ind we'll hI.'
h:lllPY to lei yOll kllOW whal'~ Ih,'W, A cur­
rem l'''lulug i~ av"il"bk ("r an SASE. Or
l:hed; lJUl our Web sile (hclnw).

ErrOII/. Everyone makes misl<lkes.
including us - but we do our he~1 ll} Ii.\
our error:., Up-lo-u:lle ermla ~h..:els I'llI' all
GURI'S releases, indlilling Ihis hunk. arc
;lv:libbk from 5J G:IllH~~: be sure 10
induu..: Ull SASE. Or dllwnloalllh":lII (1'0111

lhe W..:h - see h..:lolI'.
(i,lm"l'illflIO. We \'alue your ('11111­

lllenl~. (or new rl'<)dlll:l~ <IS wl'll a~ upd.. l­
..:d prinling~ of exi~ling lilk._!

Imalln. Visil u.~ Oil Ih..: Wmld Wide
Weh al WW\\'.sjgarnl·s.I'um for an on lin"
l·:II:,log. l'Hala. tlpdale~, Q&/\, "ml IIIUl:h
mOl\:. CURl'S h:1S il.~ own U~l'llel group.
wo; rcc,g;lI11c~.frp.gu'T'_.

CURPSI/cl. Thi~ ":-lIl<1il li~1 hlJ~l~

lIIudl of Ihe online dbl'u~,illn o( GURI'S.
Tn jnin. c-m.,il lll:tjnrdnlllo0'io.COlll
wilh "subserihe GURPSnel-L" in Ihe
body. or poilll your We'll bro\\'~cr 10

gu rJ'Sllct.sjl-:'lllles,~'ulll,

The (;URPS "'rtll'f~1I1'r ..\liell Race.\' I
Wl'b P:'gl' i~ al www.sjgamcs.com/
gurJlsltnl \'eller/aliell raeesl.

Page References
R\lh:~ ,lIld ~lali~lie, ill Ihi~ book .. rc·

specifically for the CURl'S flask Sel,
Third I'diliflli. Any page rd..:r'::llc,: Ih'l1
hegin .. wilh :1 B rd'er~ 10 Ihl' CURl'S
Bash'S'" - e.g .. p. BI02 IllC:IIlS p. 102 n(
Ihe CURl'S fla.\';c Set, TlJird Edilifill.
P:tge references lh:u bllgin with CI indio
CalC GURPS CUlI/pel/diulJI ,. Olher reler­
enc,;-s an: GT forCURPS Trill'elkr, T;BC
for Beh;/ld Ihl! ClaM'. ell for
CampelldiulII II" 5 for Space. UT for
Ultra-Tech. and VE for Vdlides.
Fur a full lisl of abbrc\'ialions, see
p. CI t 81 or the upd:tted Web liSI :\1

www.sjgames.comlgurpslabbre\"S.hlml.

INTRODUCTION
In Ihesc pages you'lI find detailed descriptions of fivc alicll r:\ces existing with­

in the GUllI'S Trm'clfc,. milieu,
The Z/IOl!alli nrc enemies of the Third Imperiulll. bllt :Ire far from being simple

villains. The most alien of Ihe thre(' lllajor races of Humans. their unusual psionic­
based sodety lacks freedoms we wke for granted but h:l~ maltY admir:lb1c Ir:tits.
Since Zhoduni society is baseL! :1r()(IlHl psiollics. we'vc also included a chapter of
addilion:ll glliddincs for psionics in Trm'c/ler.

The wolllike \1"IJ~r arc the other major race described in Ihis book. Although
their mindsel is quite dilTcrent than that of HUIll:llliti, their :Idvelllurous n:i1ure and
cxtensive clllltacl wilh the Imperiulll makes thl'm eminently suit:tble as player ch:tr­
acters,

The three new "minor races" descril,lell ill this hook share two trailS: all dwell in
or ncar the Zhmlani alld V:trgr. anll all arc just beginning to make Iheir inlluence relt
011 the Spinward sectors of the Imperiulll. The enigmatic six-limbed Clotho arc
long-term alli~s of the Zhod;mi. while the discovery or the dinosaurlikc Drak:mlns
hilS ignih.:d war amI piracy alllong the small Vargr stales on lhe Zhodani border. The
most recelllly encountered of these races arc the exotk gas-giant dwelling Sheo!.
whose highly unusual Ilrst contuct has led to an Uncnl1lllltJll degrce of cooperation
betwecllthe Imperium am} Zhod:ll1i Consulate.

AlIllr Ihese races arc intl'nd('d to be useful both as NPCs :1Ilc! PCs; c:llllpaigns
set mainly in the Zhod:llli Consul:lIe, Vargr Extents alll] anHlIlg Ihc Oral\. worlds are
all possible as well. or course. thcre are many more aliens yet to come: GU[(/'S
,\lie/1 [(aces / is planned as the lirst of a four-pan series. and later books will cm'er
the AsIan. K·krec. Hivers and Droync. as well as many minor ral:es, hnth olll ami
new,

ABOUT THE AUTHOR
David L Pulver is:1 game designer and author hascd in KingslCln. Ontario. Burtl

in C:llwda. he grew up in England and New Ze:ll:lIld before rClurtling to Ihe Great
White North. Traveller was the second rokplaying game D:lvid ever refereed (Stilrt­
illg ill 1L)71)), His OWll Tnll'cllcr c;lI11p:tign lasted 10 YC:lrs. evcIllll:t1ly mUI:ning imo
a hyhrid of GURPS Space :lnd Tral'e/ler. I-Ie is gl:ld this eminently logical evolution
has now been officially recognized :IS a Good Thing, David's published work
includes over two dozen RPG sourcebooks including c;URPS ni/l-Tech, GU[(PS
Vchicles. Ullhhleglll1l Cri,\'i,\': Uefore ami Afler (R. Talsorian). Glory of [(ollll!
(TSR) and MinIS alltlllrtifacl.~(ICE).

ABOUT THE EOITOR
Loren Wiseman was \lItc nf lhc founding p:lrlllcrs nf GDW. I11C.. original pub­

lisher of Tr{/l·e/ler. :llld spCllt over 20 Yt'ars there as a game designer. devcloper.
typesellcr :lIld editor. Artc:r GDW do!'ed, Loren freel:lllced I'm a time. amlthen C:lml:
to SJ Game:.. where he is Ihc Tnll'eller lille ...ditur alld expc:rt-in-residencc.

JOURNAL OF THE TRAVELLERS' A,O SOCIETY
The: long-nlllllillg Trill'ella rnagazinc is now unline:ll jlas.sjgaml'S.cum. cui ted by

Loren Wiseman. It supports all versions of Trm'e/lcr with news. articles. discussion
an:as. :tnd reviews. Subscriptions arc Sl5/year for 52 weekly Lllxlates and full :lCCC:-~ to
arch in:::..

The TI'(Il'(!lll'l' Nell's SI'I1"ice is updated \\wkly. chroniding the life and times of the
Imperium. and is viewable fl~'(' :11 www.sjgamcs.eom/guqlsltr3\·cllcr/news.html. The
Sl Gallies Trtll'e/ler lillks rage (ww\\"~..jgalJlcs.cnlJl/gurps/lra\'ClleTl1inks.hlllll) links
to the: Trtll'e/ler Web Ring. which includes most of the m:tior Tr(ll'el1cr~oriellled web­
!'ites. For information on subscribing to the TrQI'('lIer m,tiling list. go to
tml.tra\"cllcl·cenlml.com/tmlrorm.html.

INTRODUCTION
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Humans evolved UII Earth - Terr:! - over lh...: paSI li...:\,,;r:11 milliun years. [t was:1
gre:lt shock to the explorers from Earth to travel to ttK~ stars only to nnd other
Humans already there. lind ruling vast empires such as the First Imperium. It look
lllallY CClllllrics b<.:forc il cnuld be cst:lhlishcd Ihal all the races Df Humanity h:ll!
indeed originated on Terr:l. having been sen ted on olha worlds some 300.000 y,:ar:;
ago by the mysterious AlldcJl1s.

or all lhc~c far-llung. nH.:C~ of mankind. only three had succ,,:clkd in dc"dopillg
jump drive on their own: Ihe Vil;tni of the First Imperium. the Solomani of Earth.
nnd the Zhodani. By Terran st:lndards. the Zhodani arc the most .lIien.

The Zhmlalli have the Inngest unhroken streIch of civilizatioll of llny HUlIIan
Ill:ljor race. Unlike the SolOlllani and Vilani. they {lid not experience a Long Night
(sec p. GT48). But in the past. the Zhodani people suffered their own tragedies. hav­
ing faced ncar-extermination in lheir pre-history. achieveu space night. and then
been thrown back 10 :mother dark age. only to rise again with a unique civilization
based around the powers of the mind.

Even before they re'lched into space. the ZhoJani heg'lIl to develop the sciel1l:e
of psionics and intcgrateo it intu lheir sucicty. The result was a culturc in which peo­
ple not only :lCt. but also think. in a different way than uny other sp:tcefaring Human
race ~ and one which possessed radically different v.lllles lhan lhose of lhe Terrall­
and Vil:llli-dominalcd Third Imperium.

PHYSIOLOGY
Though Human in :111 rcspccls. Ihc Zhodani dirrer slightly in appearance from

j-Iumans of Solomani or Vilani alll.:cmy. They tend to be tall :tnd lithe. :wemging
close to seven feet tall allli nlllghly 200 pounJ~. COll1ple.xioll~ arc predol11il1'1I11ly
swarlhy and hair color is usually black or brown. Blond h:lir is unCOllllllon. but :1
l1lutation that occurred on %.hdalll in the 1,lSt IU.UUU years made prematurely gray
hair lwice as cOlllmon as red hair.

ZllOdani have 2R lcclh (as opposcd to Solllll1alli and Vilani with Jll and the
teeth tend to a\"er:lge ., liny bit larger. This is not cspcci:llly noticeable. but it docs
mean a brier denIal examinalion can identify a Zhtxhllli who has nOl been surgically
altered.

Allthc physiologic:!1 Ch:lfaCteristics of Zhodani arc the result of tWO f:lctors: Ihe
original gene pool of the Humans who first inhabited Zlu..bnl and minor Illutations
or Jcvclopmellls whidl 11:1\'1,; lakcn p1:1CC Juring Ihe .100.000 years lhey lKI\'C li\'cd
on their planet. Thcir heigh I and physical build ;Ire both consequences of Zhd:lIlt"s
0.85 G surface gravity. Basic comple,xion W:lS shaped by cnvironmenlal fuclnr.~

which selectcd spcciric lrails during cvolution on Zhdanl.
The original Zhodani came from :1 ralhcr limiled stock: under 5.000 pl'rsons

were broughl by the Ancients to Zhdmll, :III from the same small area. Coupled with
a lower rale of environment'll mUlatioll (less solar radial ion from Zhd:ml's KO star)
and a social reluctancc to intemlarry with other HUI1l:lnity. modern Zhodani do nO\
have Ihe wide f:lnge of racial characteristics (coloring. heigh\. etc.) th,lt Imperial cil­
izcns possc.~s.

The Zhodani
and the Ancients

Th~ story of lh.: ZlllIlbni pl'Ople Ix:£ins
with Ihe ;Irrival '11' a nl'CI of Ancienl~

sl;lrship.; in Ihc Zhtl;1Il1 ~yS1~m,

;Iround lhe ycar · ..02.000. They spenl :l
ye:lr or IWO CtlnSlruclinS a pair of
cnl(}nl~s. Ihen jUIllpl'd OIJI·SYSICIlI. v:lllish·
info! from hi.'lOry. The lin-I Andcl1l SCH!;:­
tllenl W:JS:I scrics of hascs :Ilong the weSI­
an eoaSI of Qiknavra Ithe smaller of
Zhd:ll1t"s IWO l'olllillel1l~J: IIIwcring sky­
Sl;r,llJl:rs in Ihc l\'c~l~'rn mUlllll<Jin r,lIlges
ami untkr~e:l dlJllll·d l'itic~ uff llic shore.
all linked by an l·xlcns;I·.: gral'-lc\'ilalion
milway I1clwlJrk. Tho.' ~':l"lJlld sClllcmcl11
was nUl 011 Ihe 1l1:L1ll't Zhd:1I11. but rOlthcr
nil Vicpchakl. iI' lidc·lu.:I.:o.'d 11I0011. locm·
cd on:l wind-swepl dc~ert plain.

Ql"cr lhc ni.'.~t l"1'rl1Ury. ttl<' t\\'o bases
grew inln dlic". c\,cr1W:Llly ha\"ing a pnpl!'
lalinn of flcrh:lp~ 1011./111(l Drnync :md :l
few of Ihe sUpl'r·l)royne callcd Andcl1ls.
E.1Ch was lhc ccnter of:1 vihr.Ull cconomy.
They tr:lded gnods ;ll1d services helwcen
um: :If1Olhcr. :lIld l·\lIlSlruelcd tJlln:r b:ISCS,
They sem shill~ 0111 inH' lhe aSlcroid bell.
l'aplureu I'lanclUilb, and hroughl lhclll
bOll'k lu scrvc ,I" "P:ICC "t:ltitlll~ :lllU suurl;C~

uf mincrOll 11"':'11111.
··Zhdalll City:· Ihc rwnw Jlrc~el1l-JOlY

:m;:h,lcologbb hill"<' givcn lu lhl' pl:lI1ctilr;.·
metropolis on Ill<' Qil..na,'''' coast. was. 1110.'

center for eSlcrhi\"l' agricllltllr;ll i1IHI
induSlri:ll ;Icli\'ilics. VaSI :lcrc:lges lI"erc
cuhivalcd. Illcg:IIIll\S of minCr:lls \\'cn~

l11ined. and hc:wr indllslrics wcrc eSlah­
Iished. l\'1:Jny ilf Ihc Al1delU.~· aClidlics
lefl l11:lrks lhal rl'lll;lill llxlay: a grC:ll olJl:n·
lli1 l·ollpo.:r mine SC:lr" lh~' \\"cstcrn edgc of
the Qiknaw;l mountain ranfOe. Olnd 10.~ic

\\'a~IC JUIl11lS d:uing hal'k to Ihis pcriod
h:l\"c :llsu becn found.

NOI ;i11 Ancicnt :Il;til"itics wcn.: cxplil;a.
ble - withoUI contcxt. SUIllC scelll str,mgc.
or e\'cn scn~c1es~. The /\IlI·ielltS dug cur\,­
ing trellch~s ill th~ sca l>.:d. and then filled
them lip wilh 11l:11~ri:l1 quarried from else·
where on Ihe planet. They sliced off
mountain tops. lifted lhem 20 yards into
Ihe :lir. :lnd lhen filled in lhe gJpS with
:lniflciJI SlOne. They buill reinforced sleel
buildings and lefl Ihem emplY :lnd scaled
against entry.

COIl1;lI/lt,(J (JI/ lIexll)(lgC . . ,
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The Zhodani
and the Ancients

{Continued}

[liSle'll! of using rollots as servants, us
they were known to haw done on Olher
worlds. lhe Ancients brought with them
Tcrran Humans. It is unknown whether
they were physically removed from 8mh
itselr, Of were grown from o\"a :md sperm
banks 1:1kcl1 from <I prior sampling of
Eanh pOpublions: either were II'dl within
the Ancients' capahilities. In :my case. the
HUll1;JI\s were hred until their pnpul;Jlion
was nC;Jrly haifa million strong. The exact
role HUl1mlls played in Zhd:mt City's soci­
ety remains obscure. bUI evidence .sug­
gests they wen: both pet and SCr"illll.

Viqx:hakl City also e.'l.pcricm;cd c.\!cn­
sivc UCI·clopmeliIS. TIle city's foulll.lillions
uumJwcd miles beneath lhe lunar crust. Its
towers dimbccJ six miles into the sky. The
dellil.ens of the city COllstructed lIum...rous
idenlkal buildings. perhaps residential in
natlll"<.'. and a Wist tunnel network lhal c:lr­
ried services 10 lhem. As wilh Zhd:llll
City. lhe AncienlS ;llso poerformed activi­
lies whose exaCI purpose remains
unknown. Caches of desert sands were
carefUlly slOred. sorted into stockpiles
based on color or grain size. They buret!
mile.long roads righl through solid rock
faces wilh Ihe precision of a luser. only to
SLUp after encountering chOlsms ,I few
yards ul.:ross. Sloncs massing hundreds of
Ions wcre lluarried. shuped into !<pheres.
and lransported half-wuy tlL'rOSS lhe moon.
only 10 be Ihen left Sianding forlorn in bar­
ren SleppeS. Thcre is no cvidence. howcv.
er. that Vicpchakl CilY ever housed or
bred Humans. or imported lhern from
Zhd,nll CilY.

On Olher worlds. individual Allc1enl
sitc.s arc :i1ways ditTerenl. The IWO cities
rdlened lhis feature in :llmost every
aspect. r:ll1ging from :lrehitcetur:.i1 slyles
and 1l1:l1..:rials 10 mining techniques
(shaped nudeur I.:hurges und X-ruy lasers
on lhe moon. while disinlegralors am!
plilsma bur..:s WeT<: us<:J UII ZhdulIl). The)'
did havc une single feillur<: in L'Ulllmun: in
bUlh L·itics. road interstL'tions were
marked by ;\ stone stanchion topped with :I

polished crystal octahedron. Archeologists
differ in their interprefation of this fc;t­
ture·s signiticancc - somc belicvc them ;l
d~cOriltion. others see them as having
served a practical purpo5e. e.g.. as sign­
pOStS or for trnftic direction.

Diet
Zhodani can also digest certain proteins native to Zhdant which are indigestible

by off-world Humans. This is likely an evollllionary adaptation. though it may also
result from Ancient engineering. A minority of popular Zhodani foodstuffs and meat
animals arc /10/ digestible by olher Human races: eating them may resulL in digestive
problems. 'llkrgic rc,lctiotls or food poisoning.

Restaurants and food shops in regions frequented by non-Zhodani Humans
(e.g.. in s!anowns on the Zhodani-Imperial border) will huve menus or labels that
mark wh.1l foods arc or aren't :lpprupriatc for non-Zhod:llli, Likewise. caterers at
official diplollliitic receptions will be aware of the problem. Travelers eating else­
where in the Consulate should exercise caution.

ZHOOANI PHILOSOPHY
The Zhodani cannot be sllid to have <I ··religion." for thL:y do nol 'lcknowledge.

let alone worship. any son of Supreme Being. nor do they believe in an afterlife in
the convention'll sense. The ancient Zhodani worship of the 11100n god Viapchakl
had fallen by the wayside as early as Ihe industrial revolution. and had disappearcd
entirely by the ··Second Dark Age·· that saw the rise of the psionic nobility. Around
-6623 on Zhdunt there appeared whal some Solomani academics have termed a
vaguely Buddhist, vaguely ·'green'· philosophy, TCIl'r;z:.iclll.\·h (··morality·s path'·).
which is taught in the schools as a matter of fact and endorsed by the slate as a com­
ponent of ·'proper thought.·· It is governed by a small organizmion. ucademic and
secular. the Fe'TllII:)lfol'rchedl' C'guardians of the book""). which every 50 years or
so releases a slightly modified version of the ·'holy book:· the Fl'I'/'lIl1z!IIlIW· ("the
book of morality·").

Tavrziansh holds that life is a matter of duty. Duty arose with life: even the
humblest creatures have llt1d perform lheir dUly. ;n an unconscious "'.:;(alc of grace."
Nevenheless. even unintelligent life can fail in its duty. A plague of rodents would
be seen. philosophically. as an indication thm the rodents had forgotten their place.
and COrrective measures would be jusl ilied.

With intelligence comes the ability to understand one·s duty to all life ill1d most
especially to one·s race. Duty to the race takes priority over all other duties. but it is
II1USt prai.~cworthy to keep OllC'S duties from coming into eOllnict ... thus. the deli­
cacy with which the Zhodani contacted. befriended and incorporated the Clotho.
The Zhodani can contemplate war. and even genocide. to protect their race. but they
follow Tavn'.iansh beller if they protect other life. especially intelligent life. as well.

Duty is also the watchword of the individual. It is understood thaI everyonc has
a duty \0 the race: proles do their duty in one way. intendants and noble,s in another.

THE ZHOOANI



Part of dUI)' is 10 recognize Ihlo: dUlies uf uthers and work (0 lli.lrmonize yours wilh
thein..

De..th. tu the lJuxlani. is nO( a complele ending. The "cvil'" llha' i!>. failure of
dUly) of the individual spirit will be lust. 11lc "good" of the spiril will mcrge for a
lime with Ihe uni\'ersal energy lIeld. Ihe TaiTirm, and Ihell relurn to .mother member
of the r.1l;e. 11le more dutiful Ihe spirit. the more personalily (and possibly c\'cn
memory) will remain: this resembles reincarnation. An undutiful spirit will be
diminished in proportion 10 ils failures. However, :!ctu:!1 cJelllotion on the "chain of
being" is mrc. It would be a very bad noble who relUrned as a prole. lind a \'ery bad
prole who returned as. for instance, all Imperial or a rodent.

But dUIiful spirits do advance. Merit. in Tavn;iansh. is tied up wilh psionic
power. at least as far as Zho spirils are concerned (Tavn:iansh doc!> n.:cognize spirits
and duty of other rm.:es, hUI has lin Ie to say aboul them). When a prole displays
psionic power. it is said that he showe<.l grcat devotion to duty in his previous cycles.
and now he will be given grealer duties as a reward. Intcrcslingly. this is also a sign
of P:ISt devotioll ill the Jamily of such a prole. Wilncssing :llld participating ill the
elev:ltion of :l spirit is a sign that the plirellis themselves arc also worthy: by per­
forming their duty to their talentetl child. they conllrm their worthiness. In some
later cyde. their own spirils will rise.

The gradual sprea<.l of psi powers ill the Consulate, and the gradual increase in
the proportion or nobles and intendants. is thus taken as proof that the Consulate as
a whulc is behaving well, and that the race as a whole is performing ilS dUI}' to all
life.

Eventually. holds TavrLiansh. worthy spirits will mo\'c on to ... whal'! Union
with Tavrian (Flietlll'riclIl) is presented as 3 merger with the universal energy field.
with a relention of personality and memories or the spirit's good le.g.. dutiful)
behavior in all cycles. TavrLiansh speculates. but docs not positively teach. that
some of Ihe Ancients may have already reached that state: who. aner all. can know?
(On the other hand, the rubble of the Ancient civilization ma.kes it clear that some
among them cared nothing for Iheir duty.)

Imperial scholars and politica.l scientists feel quite certain Ihat Tavniansh, and
its brief "holy book:' FevfUnzhlavr. were nol "organic" developments of Zhodani
belief. They seem too wclt tailured tu fostcr compliance with the norms of the
Consulate! The question is not one that can be effectively pressed or researched, but
negative evidence is strong; Fevranzht3vr appears in the historical record quite
abruptly in -6623. with no precursor movement or writings of nny kind. The earliest
extant copies of Fevranzh\;lvr are very similar in conlcn!. bill 1101 as "polished:'
L:lter versions do not rellect a development of philosophy. but rather a morc skille<.l
prescntation of the underlying message: ;'Conform, be good. and you might be a
noble someday."

ZHOOANI ANO OTHER RELIGIONS
No ahemate philosophies or religions may be taught or espoused to Zhodani in

the Consulate. Offenders (and any convens they have made) will be visite<.l by the
Thought Police (see p. 28). Visitors, client races. and so on are nominally free to
practice Iheir own beliefs. but nOI 10 proselytize ... and on human·populaled worlds
taken over by the Zhodani, other religions are subtly but IIrmly discuumge<.l.

OUiside Ihe Consulatc, of course, Zhodani are exposed to a wide variety of
beliefs. Despite the best efforts of Ihe Thought Police. some Zhodani find
Tavrziansh to be unsatisfying once they have encountered an alternative. The very
notion of a Supreme Bcing is unfamiliar to Zhodani raised in Tavrziansh. the idea of
a personal aftcrlife s!r:.lOge and laughable ... yct some Zhodani stay to hear more,
and inevitably convens are made.

Of course. thc convcrt knows that his ne.'(1 encounter with the Thought Police
will lea<.l to the loss of his new belier. and JXlssihly danger to his teachers. Some
accept this: OIhers run. In fact. religious convcrsion is the chicI' sotJrcc uf ZhocJani
rcnegades. as rcligion offers an ;'end run" around thc normally firm Zhodani cultural
nomlS. Bolh the Imperium and lhc Tavrchedl' arc keenly aware of this.

THE ZHOOANI

Zhodani Sports

I t is widd)' held within Ihe Imperium
that the Zhodani are humorless
automulons incupolble of having fun.

but lhis is nOi true. Sports and g.:JITles are
O:llI:ouragcd b«ausc of lheir hcahh bene·
fits. Zhodani childfl'n play simple gamc.~

~imilar to Iho~c of Ihc children of the
Imperium. including \'crsions of tag.
blind-mao's htuff. hidc-and_seek. and so
on. providing elCerci~ and di\·crsion.

A~ Zhoduoi gCI oldcr. thcy arc intro­
duced 10 v:Jrious tc:nn games. ami indh·id·
lIal physic:1I competitions such as races. to
inslill a sense or teamwork as well as pro­
vide cxcn:isc. Psionic skills are used in
SOIl1C games. but othcrs ... re (lurel)' tests of
physi(,:al skills.

Adult sports tend to be lcss leam-ori­
clllcd. and strcss physical skills as well as
PSiOllil: ones (thc Psionic G;lmes :Ire not
lhe ont)' competitions in Zhooani culture.
merely Ihe best known). In m:ln)' sJl'Ons.
psi skills are prohihitcd. as the competi­
tions are intended a~ cnmpari.rons of phys·
ical ahilities atone. Che;lIing is almust
unknown. of course. and would be detm­
ed almosl immediately :mywa),.

ZhodaniArt

Ar1ists han: an important role in
Zhudani sueiet)'. Zhoo:lni fine ans
Ilre much the same as those in the

Imperium: p..inting. music. sculpture. the­
aler, and literary endeavors alllhrive. The
Zhodani have onc signific:Jnl difference in
the practice or their an. ho\\'cver.

All artist with telepathy soon learns
what provokes :1 given re~f1'Onse. und can
pass this inform:uion :llong to others.
Zhodani know ex:!clly (for example) wh:!l
mural 10 pUI in a dental waiting room to
calm nervous patients. They know whal
effects lhe color or.mgc has 011 till: lllajori­
ty of patrons, and can ochicve ellaet (and
sometim~ subliminal) «:sults by their art­
work.

Because of the conformist nature of
Zhudalli societ)'. mosl Zhodani art seems
limited amI unimaginali\'e by Imperial
standards. Zhod.mi mists are noc pl3ced
under any legal restrictions Of censorship.
however. They simply know what is
acceptable 10 society as a whole, and
remain wilhin those limill' voluntarily.
Zhod3ni ar1iSls do nOl: feel compelled to
stretch tile limiL' of Iheir expression. as do
many tmperi::al anists, and will argue that
their creativity is nOI stuntcd by the
restrictions they work under.



SOCIETY

ZHODANITHE

The fact that p~iol1ics make up
a nwjm p:lr! of e\'(~r)'day life within
the COllsulate has had a profound
etTeet upon Ihe mellial and CillO­

linnal make-up i.lf ils people. While
they :lrc Human. their way of look~

ing :11 life is quite at variance from
most llIm-psilltlic Human culturcs.
It has been said [hat psionics h:1\'e
made the Zhodani Consulate gov­
ernmelH Ihe 1I10st effective. power­
ful and absolute tyranny in Human
history ~ :lIlcl also the happiest and
IllO.<;t slahle Slate 10 live in. Both
these statemcnts arc quite truc.

In contnlst to Ihe patchwork­
quilt of planetary societies making
lip the Third Imperium (whose
techno-feud:llislll is an overlny that
affects intcrstd1:Jr polili!.:s hut [":lrdy
daily life), Ihe worlds of the
Zhodani Consulate possess a

J homogenous society thaI. despite
millor vari:lliOl1s for lncal condi­
tions. is cssemially the same from
phlllet to planet across its c.'(panse.

Zhod:mi sm.:icty is divided into
Ihree hereditary £roups:

Nobh's perform all elective go"emmcntal functions. They :lre the only inhabi~

tants of the Zhod:lt1i Consulate who arc permilled to vote or be clecled to govern­
mcnt office. Nol all nobles work in £ovcmment - some have senior military posi­
tions. manage large hereditary eSI:lles. or engage in anistic pursuits. 5.6 percent of
the Zhodani population are nobles.

Imel/dams are a psi-Iraincd middle class. They include mo:"t bureaucrats. busi­
ness and project management. merchant captains and officers. teachers. psycholo­
gists and dOl.:tors. police. and journalists (though some nobles may also be found in
these positions). Many serve as psionic lroops (""commissioned l:ipcci,tlisl.~··) or mili­
tary officers (except generals and admirals). Intendants also act as personal :tides to
individual nobles. They make up about 14.9 percent 01" the popul:ltion.

Pm/ex (proletarians) arc the commoners of Zhmlalli society and Ihe largest
social class. Proles include farmers and factory workers. supervisory ,\nd junior
managers. small business owners and shopkeepers. enlisted soldiers and spacecrew.
scientists and technicians. and comlllon laborers. Just over 79 percell I of Ihe
Zhodani population are proles.

There is a huge gulf between the lower-class prolcs on one hand nnd the higher­
class intendants and nobles on the other. That divide is psionics: their possession
and use of psionic :Ibilities define the upper classes. Nobles (and [hose individuals
born into the intendant class) are trained frOm youth in psionic ability. Movement
from the prole to the intendant class. and subscquent prol11otion from intendalll to
noblc. is essenlially conferred on those with high psionic ability.

Marriage between dilTerent classes is illegal: liaisons do occur. btll (especially
prole/noble) ilrc socially disapproved of (any children that result arc born into the
lllother's caSle. lhough of course high-p::;i pro1cs can bccome inlend:lI1ts).

Despite the adoption of high-psionic proles into the intendam class and Ihe pro­
motion of worthy intendants into the nobility. the upper classes have not grown sig­
Ilificlllllly in proporlion 10 the prole majority. Illlcndallt birth rales tend 10 he low

Zhodani Humor

The Zhoonni sense of hUllwr b di(tcr­
l'nl from the lmpcri;i1 Ilorm in ,0111\'

\\':')'s. In ;;ener:,!. the Zhll,bni laugh
,IS an csprcssiOIl of delight or in r<,';K'lion
to a plcas,1ll1 sllrpri,~c. Zhmlani have 1illk
in [he way of nervolls l:lugtllcr. or laughter
in TC;H:tinn In ;lnCllhcr'~ misfnrlllllC.

Zhmbni appr.::d:Llc wil. c_~jlccially plays
on words (puns). Jokes lh:n 1I',lrl; on Ill,my
Ic\'d~ :lnd I1mhilingual puns aTl: csp.:cialJy
:lppro.:ci:ucd.

~Iiluly ~dr-dcpTl:C:.llil1g humor is ,'011­
sidercd a sign of good 11lCIll;tl he.dlh. as
c\·... ryul1c is C.\IJo(,>CICU to cxcn;isc Inullilil)'.
The Zhoo;ll1i feel it l;ll;cs a certain UC/,;rt:e
of sclf-conlidcnce to Ill,i!;e fUll of om:sdf.
up 10 a point. Tal.:~n 10 e:\cess. however.
such lllllllor is viewed as un indk"OIlor of
pot..ntial ml'ntal inst<lbility. GooJ,,1;Itllf..d
j~sts as;11\ indication of fri..ndship. fIll1l<ll1·
tic :lltr;lcticll1. or c:ull;lnld..ric afl' ;I(~eept­

:!hk. prc1\'i(led thai they ;Ire received
jovially and l\'ciproc;ned in kind. Gallows
humor irnended J(} mise spirits al1d tliven
:Illention fmm impending disasler is lolcr­
:Ited. but not especially encouraged.

The Zhudani have little appreei:ltion
for slap.~tick comedy. The nOlion of laugh­
ing :It another's p:lin ur misfonullc slrikes
lhe IIvcr;lge Zhoo:mi :IS pcrn:rse. :lnd Ihe
Ilutiun uf laughing at :llIother'~ elllharr..l~~­

men I lIIakes Ihem une;)sy. W;lh:hilig ;1
man slip un a b:U10lUlI peel :lnd full duwn
docs nOI slrike Ihel11 1I$ funny. Wmehinl;. a
man being hit in the f;l(,~ by u ('fe,Ull pic is
view~d as mildly humorous if the victim
is clc:trly not phy_sic.:Jlly injured and
1:lllghs OItkrward. They C;jn _~ce humor in
cenain sllllatinn:ll intongn]ilies (:I wait~r

in a reS1aUrmll uncovering a Ifay to reve:ll
a carefUlly cooked hom. :lnd so on).

Shock comedy (obscenities. \'ul·
garisms) is :1 complete mystery to the
Zhooanl. The nUlioll tbm simply mention­
ing perfe,"ll)' n:llur,d bm.!ily functions is
funny is Ilot sumething Ihey ullderslallll
e;lsily.

Th~ pruclic,,1 jokc is foreign to
ZhoJani society. MOSI such jokes involve
some fom1 of humilimion or insult (al1x'it
minor ones), .:Jnd Zhodani do not consider
such lhings productive or socially "cccpl­
"hIe.

Q: How m.my Zhoo<lni l,h.J<:~ ill;l!;e .
A: TIl chowg.: a light bulh'! I knew you
"erc' going to S;l~ lhal ~



because of a strong focus on career o\-er family: Nobles stop aftcr only onc or two
children. hccau~e estales are normally given to the eldest child. and it is considered
bad fonn to leave too many younger sons or daughters lacking such an inheritance.
In fact. without the influx from the other classes. lhe noble class would decline.

111e way the Zhodani think is strongl)' influenced by their sociely-s acccpt:lllcc
and use of telep.lIhy. II differs from thal of the average Imperial citizen in many
respects. The Final War

RESPECT

HONESTY
Extensive telepathic ability among the mling classes has l>ermined the Zhodani

to weed out criminal personalities and potential subversives e:lrly in life. :llId re-edu­
catc thcm as useful members of society. Thus. there has been practically no seriOllS
crime or dissent for thousands of years. Qlle of the foremost values (which Imperial
Humans notice mOSt quickly) is the fundamental honesly thai pervades e\'erylhing.
Trust is all assumption. not a risk. Walls protect from the clements rmher than frorn
intruders_ Locks tire rare. lmd 1I10.~tllrC safety devices to protect children rather than
anti-then precautions. Laws den I more with appropriale actiOlllhntl with crime.

The AnciclllJ>lkslruwc.! o:adl Olher in a
devilslalin.!; \\ar that began around
-300.000 .. nd lasto:d J>ome 2.000

yean.. Zhdanl was not spared. Radioaclh'e
d:ltillg J>h\.",~ ...ome 500 me~'llons wonh of
llucle3r weapons fell on Ihe pl:lI1el anc.!
lunar base circa -299.700. which places
Ihe deStruClion f<lirl~'1are in lhe Final \V<lr.
Zhd:lnl CilY <lnd Viepchakl City wcre
<lll1lo~r rnwlly deslroyed. SlrUClUrcs wen.:
tl:llI~ned. mechanisms wreckcd. lanuscupc
hurtled :rnd hI3ckene.d. The asteroirJ stu­
linn was blasled OUl of orbil anrJ cnlsherJ
10 the surface. hurying ilS renmins in lhe
ocean floor. SOOI from burnill~ forests
combined wilh the effecls of the aSleroid
impact 10 I;rcale a lIudo:ar \\ inler. trigger­
ing all k-o: a,!;o:.

Vil:lX-"haU was :'llso smIck hard. Here
the deslruction was more precise bur jllst
as complele_ The towers we~ sliced nIT
e\'en wilh the ground (cithcr hy energy
beams or gr:l\'ity pol<lri7cd eltplosives)
and :'lllowed 10 ~<luer w~re lhey fcll. 'llIe
center of the cily bec:'lme one enonnous
crmer. :'Ihhotlgh Inc mtthanism of dCSlruc­
lion remains unclear: Zhodani archacol()o
gists h3\'c heen unablc to measure
radioactive contamination nor diseo\-er
matcrial residuc suggesting all ash:roid
impael.

The Final War was fought in lhe
Zhdalll syslem ovo:r .. period of slighlly
under 21 stundtlrd days. Thc 31l:1cking
slrike tll:eI len. Ile\'er 10 re\Urn. TIley had
done lheir work well ... but even in Ihc
f:lce of the deslruClion. some survivors
remained :!live on lhe planel. borh Human
:lnd Droy~. Perhaps ane-tenrh of rhe pop­
ubrion. :lhonr 50Jllllillum:lns :lnd IO.lKIO
Dmyne rem3ined 31ive. Fcaring further
:llIacks. they ned from the radial ion­
scarred cilY. scallering into the fon.'Sts and
jungles.

All of the super-DrO)'lIC known a...
Ancicnls had perished: the DroYlle sur­
\'h'ot'S wcre 100 Sl:"oIllcn."d alld too shocked
by lhe de\'i1StaliOll to sUL'\:essfull)' rebIJild.
The more numcrous Humans. u~ la fol­
lowing lhe orders of their m3slers. had
neither the knowledge nor lhe skills 10 do
so. The resull was :I rnpid slide into b.1r­
barism.

•
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THE ZHOOANI

Regard for social superiors is a rl:ltural part of Zhodll1li society. It is ingrained
into everyone in the schools and the community. Of course. for tme respect to per­
sist. nobles must earn it. Many do so in a roundabout way: their intendants m~ke

sure they receive credit for a great many worthy activities.
The hard-working intendant class does almost everything in the mlllle uf the

nobility. Nohlc.~ receive credit for a great many efforts and d~ds. some of which
they are perwnally responsible for, but many more of which are handled by inten­
dants with little or no supervision. It is in the best interest of an illlend:1ll1 10 make
his superior noble look good because that noble is responsible for promotion and
advancement. Nevertheless. the
credit accorded the nobles helps
ensure that Ihey are perceived
as hard-working and worthy of
their positions.

CONFORMITY
Zhodani are. by and large.

conformists. Everyone knows
Ihe rcllllively narrow hand of
activilies which all members of
society understand and approve
of, and everyone strives to aCI
within that mnge.

This extends to many areas
of Zhodani culture. Even the
range of acceplable dress
(while wide) is rarely exceeded.
Interests I1lrely involve stl1lnge
or unsuitable subjecls. Too
much deviation from the norm
is considered an aberration and
subject to rc-education.

The most distinctive ele­
ments of Zhodani dress are tur­
ballS und cloaks worn by all
Zhodani nobility. the stylish
beards male nobles favor. and
the hClldhllnds worn by all
intendants.



While nobles have more freedom of Ihought than do prolcs. and some may be
eccentric. even they tend to be conformists. Noble children nrc suhjccl to cilrcful
telcpathic supervision when they arc babies and pre-adolescents. and thus by the
time they are proficient enough to possess mind-shields (usually as early adoles­
cents) aud have earned the right to mental privacy, they have bcen Lhoroughly inte­
gratcd intQ Zhodani cliltuntl mores.

Sex Roles: The Zhodani have been sexually egalitarian since their d<lrk ages,
largely because of the emphasis on mental rather than physical strength.

THE ZHODANI

AMBITION AND EDUCATION
Rather than individuals seeking to find themselves, Zhodani society attempts to

actively dircct individuals to the most productive and satisfying pursuit available.
Telepathy lets Zhodani educators help ne(lrly all member.>; of .>;ociely 10 .>;ee thcir

own potential and determine, at an early age. the paths they can take toward its real­
ization. These techniques help each person understand his needs and motivations
and find a place where ability and aptilude elm contribute most to personal well
being and the community as a whole.

Individual ambition is accepted as pari of Zhodani society in all areas except
one - crossing the huge soeilll gHp frum prole to illLclldaJlI. Achieving this requires
one criterion only: a high level of psionic power. With it, advancement is certain.
while without it, going from common prole to intendam or noble status is impossi­
ble, and going from intelJllanL to liable is cxtremely difficult. Note that because
inheritance of psi powers is not wholly predictable. it is po.>;.>;ible for lwo prole par·
ents with low power to have a highly psionic child.

Prates
The aspirations of the proles are generally limited to economic and personal

gOllls - to succeed al whatcver job they do, and thus win financial security and per­
sonal satisfaction. While many individuals arc content to do lhcir jobs and cnjoy
happy lives. those proles with more ambition may seek to excel within a discipline.
whcthcr it is as an artist, athlete. scientist, explorer or whatever. Or. they may seek
economic Sllccess. perhap.>; using cllmings 10 open a small husiness. or working hard
10 impress superiors and win promotion and higher salaries.

'.'.

RACISM AND INTOLERANCE
Zhodani reel uncomfortable in most places outside the Consulate, where "liars

alld thicves arc allowcd to wandcr arOlllld luose" ltml tlte fundamental values of
Zhodani society are not enforced. Moreover, as Zhodani lack racial diversity, the
average Zhodani has had little ex.perience with other types of Humanity, who appear

l
:\=~:=-1~~)~0G:=i~ strange or lJllIJsmtl 10 Iheir eyes. These two

~II/ '_ impressions tend to mingle. resulting in an
instinctive distrust of anyone with non­
ZhodafJi fcatures.

While Zhodani are by no means xenopho­
bic, Ihey do open up to strangers only slowly.

.'JI.<?:--<:I" Zhodani settling on worlds with indigenous
J Human peoples have been reluctant 10 inter­

marry with them, which reinforces this. On the
other hand, any Human who looks outwardly
Zhodani (tall. lithe. swarthy complexion, dark
or gray hair) is instinctively welcomed as a
friend; even if the Zhodani know the person is
a foreign cilizen, Ihey arc more likely to warm
to him. Later experience will shape future ani­
tudes, of course.

Intendants and nobles, bccause of their
wider experience. are not entirely averse to working with foreigners. especially if
those individuals agree to a telepathic scan to check their motivations.

.-'

Primitive Zhdant

..

T
he icc age that followed the Final War
created a set of icc bridges connecting
Qiknul'r.l with Dlcqiats (the larger of

Zhdunt"s (wo continents). Over thl:sC nat­
ural highways the surviving
HUlIlans of ZIILlanl jourru:yeu.
seekillg better lunds. perhaps
retaining memories of the lost
utopia of Zhdanl City.

Some 20.000 years after lhe
Final War. the Humans of
Zh(1anr had Sl'fC:lrl :lcross rhc
globe. They slowly developed
primitive Technologies: Slone
tools, huts. fishing. As the glaci­
ers receded. nomadic hunter­
gatherers ranged o\'er the larger
continent following herd-beasts.
By -250.000. a primitive Humtln
race lhe Zhodani (;u1l Zlrc/CII/
(Ho/l/o oz.hdm/: LCilrning Mom)
had established itself in the mid-
latitudes of Dleqiats. ShOTt]y
thereafter. a rival race, Vlas/ebr
(HoJ/lo das/ehr: Superior Man) emerged
in the south-western region of the same
continent.

Around -250,000, rhe IWO di'<:fincr
Human races conr:lcted one ;morher. lead­
ing 10 bolh el:lshes and inter-mixing. The
mixing of the races produced a hybrid
race. Zhndorlas (Homo zhodotlas;
Supreme Man) whieh gradually evolveu
sophisticated language and social eulture
over the next 120.000 years despi(t: the
impcdiUll.:nt of a second ice age. The next
step calm: ill -40.000. when the race began
the first herding of animals. followed by
their deliberate breeding. By -30.000.
Zhodotlas had created several domeSlic
breeds: "redl (an analog of Terran cattle),
arrs/ia (an analog of Terran chicken,.;, hili
wilh fibrous fealhers th:1I can he woven
inlO cloth) and un'll (an :Imphihious
crawler raised in dammed streams). On
the heels of animal herding eame agricul­
Illrc, the raising of gmins, and even the
planting of orchards. By -24,000. Zhodot­
las was well cstllblished liS a faHner iJlld
had erclltcd a growing culture.



However. this ambition has a definite ceiling: proles working within an organi­
zation can attain junior management. foreman or non-commissioned officer (NCO)
positions that involve supervising other proles, but they will never hold rise to poli­
cy-making. exccutivc, cOlllmand or commissioned officer posts.

As such. Illl': social :llJlbilion of prates is sublimated into ambition for their chil­
dren - hopes th:u Ihey (or their grandchildren) will have a high enough PStOIllC
power to warnmt training and elcvation into the intendant class.

Intendants
As with proles. an intendant's childhood education will result from natural apti­

tudes being identified alllitmined for a suitable and Ilecessary career. (Psionic train­
ing will be ;Ill important part of education.)

After his studies (which may include educ3lion aI a local or off-world university
or college) his records wil1 he sent to those individual nobles or publie- or private­
sector organizalions that express a need for new intendants with th:ll p<lrticul<lr
career path. Usually. an intendant or his family will have 31rcady made such contacts
during his studies. and there will be a job waiting for him - perhaps u local noble
thai his family has traditional1y sen'cd. Often. there will be a number of differcnt
choices. some of which may require travel and intervicws. Becullse the intendant"s
education i.~ ge:tred toward a career. there is almost never any difficulty finding :1

posilioll.
Each noble has one intendant specifically assigned 10 him: this direct relation­

ship provides the noble with a capable secretary :mel :lssist:tlH. Such positions are
avidly sOllght after hy ambitious illlemhlllts since most or the r:1lI1e allll power of a
strong noble rubs off 011 his persollal intendant.

Other intendants take positions with corporntioll.~ or institutes. with the military.
with prurt:-;sioll,. that requirc psi powers (e.g .. psychologist. socinlogi~t. tt:aeher) or
as secondary personal assistants with specil1c duties or ;lssiglllllClltS for nobles_ The
remainder of the intendant popul:ltioll works for the gcneralized bureaucracy that
helps the Zhot!:mi govcnlllH.':1I1 rUI1t:tillll.

Primitille Chirpers
in Qiknallra

While Humilns devetoped in
Dleqiars, thc few surviving
Aneienl'; in Qiknavr.L remained on

lhat continent. The devastatiun uf the war
was enough 10 blasl Ihem back w the
sionc age. Without their leehnulugil'al
man'cls. Ihey were evcn more hcliliess
than the Humans. but SUIlIC did manage 10

SUn'I\'e.
The Ancicnts were DroYllc. whose

society was based around it caste system.
Those who fled the devast:ttioll of Ihe
Final War lost Ihe traditions lha! csrab­
lished and m:tintaincd caSlCS, :md hceamc
Chirpers. uncl'lslcd Omyne, a phenomcoa
observed on many mher worlds where
Droync sun';"cl! rhe Final War.

11 [(x)k 5(UKXI years. bur the Chirpers
eventually regained agriculture. and wilh­
in !UO.OOD years had cn:ated IWO large
Empires: one in Ihe moun lain ranges of
southern Qikna\'ra, the other in Ihe nonh­
crn lowlands. Allhal point. howcvcr. both
Cillpircs ccased to develop: thc Chirper~

hud lillIe illlcrest in any government (or
invention) thai provided more th:!n neces­
sities needed for a Il'::lsonably eomfort,lblc
agrarian existence.

They did. however. rel:lin lhl! Droyne's
n:lUlr:!1 psionic abilities. Teleporr:llion
provided limited tr:lnS[XJrtalion. Telepathy
was wielely Il.o;ed I"or childhood education.
lhe senlement of legal disputes between
Chirpers. and to bind the empire lOgether
through relays of telcpathir.: communica­
tors. ESP abilities. ehicOy dairvuyance.
helped prospectors lucate underground
water and miner.ll deposits. The Chirpers'
ability to rnaintaill empires of cOllsider­
,rble size and stability was largely the
result of their p~ionic talents.

i
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The Viepchakliashtie
Empire

The first IIliljUT HUI11<J1l empire un
Zhu;ull hold ih uril:in in the 1Il!ricul­
luruI cOllll11unities Ull the Wt:S(CTli

coastal plains of Dlcqials. These lowlands
were fertile. rich ;In~as well-suiteu to
farming. O\'er the course of several cen­
turies. their population grew and the land
under cul1jv;uion cxpamkd.

As ramlcrs. the)' had :1 natllral interest
in [he .<;C:lsons. and along [he coaSI they
made the connection hetween the ocean
tides and the lunar phases of Vie:pchakl
ovcrhcml. A priesthood capable of predict­
ing s..::asolls :.md tides grew up. :md ol'er
tin: course of the l;l.:IlIUrics cslOlblishcd OJ

rdigiUIl of Viepdmkl worship. As their
inf1ucuci: waxed. Vicpdu.lkl's power
grew. rcplm:ing the older sun-gUll Plicbr
as the must puwcrful member of the
regional p'1I1Iheoll. The priesthood became
a highl), organized institution. and their
religion both a lIlotive :Illd binding force
for;lI1 exp:lIlding Slate.

B)' -I l'>.OOO. the Viepch:lkli:L~htie. or
Moon-Wor.~hipring Empire. had g:linecl
sovereignty over cnastal strips fnr ]00
miles north and south and intlucneed the
eoa,;t fur :H1Olher 70() miles inland. Coasl­
hugging boats and brick buildings were
invclllcd. ~'Iathclllalies. originally for
computing tides. was raised and relined as
,I s1:iclH:c. TIll: ;In of war. nc<:dcd to main­
tain the strength of the Empire against
nUllwdic tribes of miders. was also dCl"el­
opel!. 1\ proul! capillll city. Dlolprikl.
:uos~' :lstride a major river l10wing from
the interior of the continenL It would grow
to a population of a million people. ser\,­
ing as the cent..r of trad.. and commerce
for other cities. the hnb of:t husy tr:tnS[l0rl
network Ilcces.s:lry HI keep ils teeming
pnpul:ltion fed.

The Viepchakliashtie Empire reached
its height anoUi -17.0UU. when it estab·
lished {Utal contrul o\'cr the archipelago uf
some 200 islands within 1.500 ntilcs uf
Dlulprikl.

Intendant social ambition t:cllters lIli elt:vlltioll to the noble class. One mcthod is
through parlit:ip:lliun ill the Psionic Games (p. 18). which brings powerful psis to
the noble class: about one intendant in seven is elevuted to the nobility ill this way.
Another is as a reward for faithful service itl later life (abuut lwo in seven achieve
this. Ilsually ncar the end of their careers). Some intendants strive for such rewards:
others are reasonably happy with their existing place in society.

Nobles
Nobles have more freedom to shape their own destiny than intendants. From

childhood. their education concentrates on psionic training and fosrering proper
social altitudes. They llrc givcn a more generalized ··classical"· education with
emphasis on leadership. psychology and personnel managemelll. although they may
choose to specialize in certain nelds from their teenage years onward.

From lhe noble's pcrspct:tivc. the most important skill is to be a good manager,
to know which illlend,lnts are doing a good job and which are simply time-servers,
and how to best motivate them. Unjustified praise will lead to sloppy work: 011 the
other hand, being too niggardly can lead lu lheir becoming disillusioned. Since
intendalllS are fellow psis (and thus. in many cases, their minds cannot be casually
read). motivating them requires more skill than dealing with proles whose thoughts
are an open book.

Some nobles will inherit family businesses or large estates. Dy custom the
majority of any inheritance goes to the firstborn noble. though this doe.s vary
between families. If the family owns a large corpormiorl or rhe like. lhe heir molY
lake a posilion within it as a junior execll1ive. captain of a merchant vesseL or the
like. and eventually expect to inherit it. Naturally, any young noble will take a
skilled intendant aide as an adviser. Those nobles who arc not direct heirs typit:ally
enler politics at the locallevcl. go into mililary service as ajunior officer. or if they
have exceptional aptitude in such areas, may take up an academic career. Nobles
may change careers. For example. one who ran a successful corporation or had
served with distinclion ill the military may dlUllse til retire and enler poliries.

There arc several different ranks of nobility in Zhodani socier)'. These do not
COme with herediwry government positions (which are electi\'e) but do correlale
with the innuence (l1nd often wealth and eSlales) of a family. A member of (he high­
er ranks of the nobility will be expected to live up to his title: if he does so, he can
benetit from its prestige and the social connections that come with it to rise t"nr more
nlpidly through the military. or he dectetl tIHJrt: easily 10 highcr nnice.

Ambitious nobles can aim at achieving election to high political oflice. or
becoming senior oflici:lls ill government agencies or high-rank.ing oflkers ill the
military. If they do so with distinction. they will often be recognized by the Zhodani
stale ami rewarded wilh higher noble tilles. if they did not already possess them.
Other nobles turn their altention to Olher areas: exploration. research. or evcn com­
merce ... although high nobles are more likely to 011'/1 n business. relegating its
operation to inlendants. than 10 aClually manage it.

CONSULAR GOVERNMENT
The Zhodani have the distinction of being governed by rhL' oldest and most Sta­

ble Humun interstellar st,lte still extilnt.
The Consulate is a representativc dClIlocr::tcy with a .~Irictly limited franchise (in

praclice. an oligarchy). Citizenship (and voting rights) is restricted 10 the nobility.
Proles and intendants cannot vote. although plebiscites and other mechanisms
cnable them to express opinions.

Government is based around a hierarchy of councils thai extend from local
cOllllllunities to the Qlomdfabr (the Supreme Council of the Zhodani). On Hverage.
each higher cOllllt:il oversecs the affnirs of allY where from thn.x: tn a dozell or mort:
lower councils. This continues all the way up the l:uJtler. from" local town council
to world councils to the Qfomd/abr.

THE ZHOOANI



Councils consi:a of elected r~prl'sentativescalkd l'tJllsuls. A CllUIlCil"s member­
ship is typically sufficiellt to supelTise the lower courh:ils under it. :lllhough th..:
Zhod:lf1i cOllsider the: ideal size 01':1 council to be 10 members. A council uses con­
sensus (and if necessary. majority vole) 10 m:lkc execulive uecisiolls appropriate to
their level of government :lnd budge\. Each council. when il approvcs Ull ordcr.
implemcnts it through its intcndantudministrativc staff and the staff of various gov­
ernment ;lgencies under its jurisdit:liol1. Inlcnd:lIus are onen the source of recom­
mendations to the council: they arc equally often the individuals who see thaI the
order is carried out.

Consuls serve for un Olympiad (about 2.25 standard years). At the end of :m
Olympiad. each council will elect a fr:lCtion of its members (usu<l11y IWO) 10 serve
on the next higher council; the remainder leave office. oftcn moving horizontally 10
appoinllllt:llts in government agencies or projects rather than returnin,g to the private
sector. At the lowest community council level. eleclions arc held by popular vote of
nobles resident in that district. Consuls thus follow an ""UP or Ollt"' progression
through the rungs of govcrnmclll. with those who stay in onicc gaining expericnce
and prestige. (It is possible [0 go back 'IIlU run for cOllllllunity offiee again, though
rare.) The progress vaguely rcsembles the Roman Republic of ancielll Terra. hence
lhc Anglic tral1slation of the gm'ernmcnt"s name as "'thc Consulate:'

Local Government
Community councils rcpresent small municipalities or larger mral areas. A lypi­

cal council has 10 members who represent some 2J:lOO nobles and oversee around
50.000 proles ami intcndal1ls. Non-citizens do 1101 vote. bUI a council is expected to
listen to their concerns and act in a paternal fashion to ensure lheir well-being.
Regular plebiscites are held on community issues. Community councils can :\Iso
receive petilions and lobbyists from individual proles (though this is rare) or. f:lr
more often. from their intendants and noble patrons acting on behalf of themselves.
business or other special interests.

COlIllllUllily cnuJll:ils hallult: education, local infrastructure such as ro'lds. hospi­
tals and public utilities. the maintenance of public order and ment.r1 hc:r1th. and
municipal tax collection. Consuls will generally work to implement spccific goals
during their tenure. such as improving local crop harvests. getting a ncw gnl\'-Iev
railway line. or ensuring econolllit: growth.

Planetary Government
Consuls ekctcu from local councils ~Irc presumed 10 Ct)nlillile In represent their

original community's interests. but as they rise to higher and higher councils. are
expected to distance themselves from locul pressures and issues. broadening their
perspectives to serve lhe greater g~lod of [he larger constiluency.

TI-IE ZHOOANI

The Discovery of
Qiknavra

A
round -t6..~(}O. ri\,:tlry h~!ween fac­
tions 01" the Vierdlakl priesthood
split Ihe ernrire inlO cO<ls!al :lI1d off­

shore st:ues. which funh..:r fr:lgmel1led.
The smalt succ..:ssor Slales 10 the

Vicpch<lkliashtic <It firs! m:lint<lincd their
indi\"idua[ prieslhoods. cal'h with <l sli~ILI­

ly differcl1l doctrine from th..: mher.;. 5uun
doctrinal qucstiurls weI''': being s.... l1lcd as
much by the sword and .,rruw as by schol­
<lrly dispute. und 111(1I1y priesthoods estab­
lislH:d militury orders to defend territory.
l:onvert the hcalhen. :H1U maintain :I derer­
rem slrcngth. :lnd keep lhe common folk
inlin('.

Gradually. nl:lny prieslhnnds and
orders i!ec:lme hereditary. :md priesl-war­
riors slowly c\"olved il1lo :L secular feudal
nobililY. Ily -lJ.OtKl feudalism Imd taken
hold io force and swept the many small
nations of northwestern Dlc~li:lls. This risc
of a noble class hclpeu perpeluale a pal·
Icm of wars anu elll,lIl};ling 'll1i'lnces that
eharacterizcu lhe ne.\t three lhousand
YC'lr.; ufZhuu'lni history.

Tuw'lrd lhe end of lhat period. the
value uf science be!!<ln 10 be rceo<::nizcd.
l<lrg;:ly through tIL'; idl(' pursuits-of the
noblt: dass.... s. where il became stylish for
younger sons and d:ltl£hters to follow sci­
entific pursuits :Ind for the nobility ro act
as p:ltrons for cxr.:dilion.~ 01" discovery.
The key period e:1I1 h.: pillpoillled 10 Wilh­
in a hnmlred ye:lrs: -ltW{) In -X49(). [n
-8590 Ihe prinling press W:JS inveilled
(movable type folloll"eu in -8530). In
-X550 an ocean e.~pcdlli\ln uise\lvcn:d the
continent of Qiknavfa. In X540 e.\plurcrs
in Qiknu\'fu mad.: COI11;lC' wilh the l'i\"i­
lization Ill'll ruled pans uf Ihal cunlim:nl:
lhe Chirpers. The Zhodalli n'llm:d Ihem
Qiknal'rals. ··pcopk· of Qikna\'l''l:'

Trude bq;'lll wi III the \'arioliS
Qikn:lvrat ellllllre.~. with cxotie goods
from the nell' contin"nl Ilowing back inlo
Dlcqi:lts- It was soon discovered that the
Qikn:l\'r:Its had psionic flOwer.;. amI within
10 years. a fell' 1'llIman_~ proved allte to

le:lrn Illes.: same ariS as IVell Some
QiknaH:llS were taken 1l:ICk III Dleqi:!ts
and servcd as teachers fnr Ihi.~ new sei­
encc. NO! long ufter. lhe many regions of
Oikn:!vra lhallhc stalic QiknaVfal empires
Imd not settled were opened up fur colo­
niz:,lliun :md exploitmion. Zhodani migrul­
cd there in l'lr};C numlx:r1i in search of kmd
and wealth.



Industrial Revolution

P~iOlli(,:~ were un imporlunt factor in
the Jlt:.\l 200 years. and rapidly
spread through wth till: ukl ,IIlU m:w

continents. [I WllS discovered certain p.::u­
pie had innate talent~ for different kinds of
psionic ability. and these could be
improved by c:lrly training. Other individ
lwls were inspired by the [eMS psionics
could perform. and ;llIcmplcd 10 match or
duplicate them through science and tech­
nology. The need for IU:llcr ;mrl [;ISler
inteT-continental communications hel~rl

spur these developments. Technological
improvements to wagons. ships. signal
devices and printing wcrc all [Tied. By
-8.300 Zhdanl was I.mdcrgoing all industri­
ull"e\'olutioll.

The industrial n::volutiun prudu,"cd
railroads which opened ujJ eastern
Dleqiats 10 (l W(lve of selllell1t:lll similar to
thm which had swept Qiknavra sOllle two
centuries ago. The e)(punsion led to vast
farming and ranching concerns of the
Dlcqiats plains. c)(panding coastal ship­
ping and mininr. in the m01lnl:lin r:lOges.

Through milch of this expansion. the
feudal nohilily of the many small SlaTes of
wcstern DJcqi:lls continued to maintain
their power. providing the mooey to found
towns. duiming the new territories in their
own names. enforcing their I:I\\'S and col·
Icctin.g ta;>;l;S. Evcntually. high ta;.;:cs und
the prublcms of a too-distant iluministra­
tiOIl led to culuni ..1 rcvolts in Qiknuvra
and easteru Dleqials. which forwcd all
alliance uguinstthe old countries.

Thc strife resulled ill war after war
from -8200 to -8000. Ncw adv;lIlCCs in
technology were pressed into military ser­
vier.. :IS :lircrafr. jcts. rockets. plastics.
food prescrv;Lllon tcchniquc.s. r:ldio :lnd
suhmersihles were rapidly developed. fly
-8.000 Ihe warring countries finally :lgreed
to disa!'rcc: castcrn LJlcqiats mtd Qikn:lvra
were noll' established :IS represelll:l!ive
demoer:ldes (Qiknu\"fu being U multi­
rat·ial HumunlChirpcr stute) while western
Dlcqims ].;cpt its feudal system. ulbeit in U

slightly WCUkClll;d rurm. with <J stronger
central ~u"emnleill.

In the period of ulleasy peace that
began in -8000. all threc nation,; turned
their :tllention to Sp;LC~. T~leports to orbit
had been anempted befor~. but proved
c:ll:lstmphic due to enerr,y :'Ind mnmenlllm
rrohlel1l~. Technology proved 10 be the
answer.

The number of council layers on a given world depends on its population _
there arc usually from one to six intennediate councils before lite World Council. As
one community council usually exi.~ts for every 50.000 people. the "ideal" structure
on a IIlod!;sl population world with 10 million inhabitants would be about 200 com­
munity councils, 40 city or district councils, eight regiollul coullcils and one world
council. On the other hand, in a Lilty mining colony with only 20.000 people. the
community council would be its world council. In many cases. worlds with very
small populations are actually ··colonial" territories governed hy 11 cOl1sul sent from
a neighboring world: this prevents the next level of government from being too
unwieldy.

Interstellar Government
Subsectors, sectors and provinces (groups of sectors) have their own councils.

At world or lower level councils. consuls take offIce almo.~t immediately after being
elected. At the higher levels, a year or mOre may he spent jusl travelling to the world
where the council meets. The accepted convention is that a consul serves until his
replacement arrives.

The Supreme Council
The ultimate ruling authority of the Zhodani Consulate is the Qfomdlabr - the

Supreme Council. Unlike the other councils, where newly elected members replace
those promoted upward, the Supreme Council consists of two groups: the Standing
Council (composed of conventionally elected members) and the Senior Members
(composed automatically or all fomler members of the Standing Council).

Senior Members arc an advisory body: they provide experience and advice to
the Standing Coullcil. They do not have to attend every meeting, and are often
offered specific projects to oversee to complelion. This is especially useful for
lengthy programs, such as an important research project. the economic development
of a particular subseetor. or lhe planning of a core expedition. where great authority
and someone who can maintain a single vision and steady hand over the long term is
vital for its success.

Senior members may also suggest new programs for the council 10 undertake,
and if accepted. may be placed in charge of them. Much of the political maneuver­
ing in the Supreme Council is of an ''I'll support your peL prognllIt if yOIl slIpport
mine" nature. However. in theory al Ieali!. it is aU geared toward serving and protect­
ing the best interests of the Consulate as a whole.

Partisan Politics
Formal political parties do not exist within the Zhodani system. but factions and

interest groups are quite common. From the community to the subsec!or level. poli­
tics are essentially concerned with localized i~Slles. At Ihe highesl levels of Ihe
Consuhllc. olher questions come to the fore:

Ami-Imperialists believe Ihe Third Imperium's very existence if; antithetical to
the future of the COIlf;ulate. and that if it eallllot be ddeatcd. measures mllsl bl: laken
to conlllin it.

Oesril1(1ria!lS believe it is vila I for the Consulate to maintain a proper level of
funding for tile core expeditions (pp. 22-23). They al~o support extensive research
illtn Anciellts (illcluding ~lHdy or llequisition of Ancient sites :llld artifacts in the
Imperium or other states). They arc very concerned with doing their best to fulfill
Ihose visions thai may be provided by the Ancient "stannap" artifact (see p. 22).

E'jJall.\·irJllisfs dOll't agree Ihal the Consulate has reached the maximum govem­
able size. They want 10 change the longstanding policy against expansion 10 see the
benellts of Zhodani-style society brought to other Human races. either through force
or through el1l:ountgcflIcnt Dr pro·Zhod'lIli movements and the t'stablishmelll of
psionics institutes or their equivalent.

CCJl/Sl'rt'(J(jl"es believe Ihe Consulate IHls expanded to its natuml boundaries. and
dTons of g.oVertllllcnt should bl: restricted tl) protecting ilS borders llnd internal
development. Exploration should be limited to Ihat necessary for Consular security
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(although many Conservatives beli(;v(: th:tl discuvering the secret behind the
Starmap is in this ctllcgory).

Colrmialixfs are in the minority who also feel the Consulate is not as large as it
should be. Rather than the Core Expeditions, they advocate a more rapid and more
unifoml expansion of the Consulale's borders into undeveloped regions not under
Ihe control of other interstellar stutes.

Progressives are a minorily of l:Ollsuls who believe Zhodani society would ben­
efit by an even greUler development of psionics. They advocate increased psionic
research and, perhaps, a slow expansion of the intendant class (and thus the nobilily)
by reducing the minimum psi lalent required to enler them.

These are not established parties: rather. Consular politics illdude different
mixes of these viewpoints. and as each becomes ascendant. policy changcs.
Currcnlly. eonservalive and destinarian viewpoints are dominant: just prior to the
Pifth Frontier War. anti-imperialist and expansionisl views held sway, and these
have a strong residue of support.

Government Revenue and Services
The Zhodani ConsulUle maintains itself through a variety of taxes on goods and

services. Each council has the authority to levy a tax on gross income to support
services like roads. hospitals. lirclighting or the Tavrchedl', and at higher levels,
Starports and the military. A corps of intendants administers the tax laws, auditing
records and levying taxes. Basic public utilities (energy supply. air or cnvironmemal
maintenance companies. cumputer network providers, etc.) tend to be state-owned
and provide govemment income.

THE LEGAL SYSTEM
The character of crime in the Consulate is markedly different from Ihal of other

Humlln societies. Responsibility for law enforcement is maintained by the telepathic
Tavrchedl' or Thought Police (delailed on p. 28) who arc as mueh concerned with
people's mental health as with actual deeds.

Three broad categories of crime are recognized among the Zhodani: illadve/"­
rem, il/cired lind insalle offenscs. The conccpt of premeditated crime for personal
gain fits under the insane heading.

Inadvertent crime is an unintentional violation or infraction of the law. it results
from inalll.:ntioll or dislnl(:tit)ll. Examples include accidental violations of traffic or
other regulations, failure to relUm borrowed materials to a lender, forgelling :111

appointment with a noble or causing an accident because you forgot to maintain
your vehicle. For minor cases Ihe usual punishment is a small fine, to compensate
sociely and encourage the offender to be thoughtful in the future. If signiliclllll d:lm­
age or injury resulted, the recompense 10 sociely can be substantial, and repeated or
extreme cases may be taken as evidence of willful negligence requiring re-educa­
tion, though such are rare.

Incited crime is an infraction of a law brought about by another. Often il results
from an overreaction by an individual to an inadvertent crime or misfortune. For
example. if someone responds violently to a perceived insull or injusticc. this in an
incited crime. The Zhodani recognize people can perform wrong actions out of
anger. despair or the like: litis mitigates wrong-doing, if the crime is not unduly dis­
proportionatc to the situation. bUI docs nol excuse it. The solution is re-education:
Often. the incited individual is seen as weak-willed, vulnerable to being inciled to
crime because of a character !law or subconscious fault. Re-education uses psycho­
logical :lIld psionic lechniques to remcdy Ihe naw, retrailling the individual to recog­
nize similar provocations and avoid or properly handle them. Sometimes, the inves­
tigation 01" an incited crime will tum up an actual injustice; if so. thm will also be
dealL with in as fair a 1Il3l1ller as possible.

Those who have been outside the Consulate and have trouble behaving and
thinking in a proper way when they return SOmetimes fall into Ihis category.
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Exploration of
Viepchakl

I n -797M the first orbital flights were
made by the air furee uf eastern
Dleqiats. followed quickly by nights

from Qiknavra. Tell ycars later. Zhdant's
orbil WliS full of artificial satellites:
although western Dleqiats lagged behind
ill ruckt:t lechnology. only pUlling up its
first satellite in -7951. In -7959 eastern
Dleqiats mounted the first Zhodani expe­
dition 10 Viepehakl. a somewhat conlro·
versial event that possessed hOlh religious
and scienlific significance. The night was
suCCr.SSfll1. and ;] permanent moon base
W;I$ established in -7950.

In some ways the cxploration of
VicpchakJ hearkcned back to that of
Qiknavra: thcrc were Chirpers already
there. These Chirpers. SOOIl dubbed
Viepehaklls ('"people uf the moon") were
the remnants of the Droyne who hnd
inh'lbited Viepclmkl City. Some hundreds
of Chirp.::rs had survived the Final Will in
those segments of the extensive under­
ground tunnels that had escaped destruc­
tion. Some stayed in cold sle/';p fnr Ihou­
sands of years. while others !>imply wan­
dered the IIlnnels. tending hydroponic
fanning installaTlon.s nr eating from auto­
maled food producers.

tnllially it was Human astronauts from
caStern Dleqia!S that contacted the
Viepehaklts, hut within :t ycar Qiknavr:t
had launched its own expeditiun, one
which included Chirpers.

The Chirpers from each world rIlet in
friendship in the depths of the ruined
Viepdmkl City. Wilhin a few days. the
Qiknavra Chirpers fell ill and died.
Reacting quickly. the Zhodani determined
that the cause was a bacteriological
weapon lying dormanl since rhe Final
War. An agent specific 10 the Qiknavr.ll!>
was canied by the Vicpehakhs; an agent
specific to the Vlcpehaklt!> was canied hy
the Qiknavr,m. Apparently. hiologieal
agents specific to cach type of Droyne
were drop. launched during thc Fin'll War
but each went to the wrong world.
Although :tn immediate qu:tr'lntinc W<lS
ordered, biulogical samples frolll
Viepclmklls lmd <llre'ldy been senl to
Zhdant (months before) and il was only a
matter of tillle before the plague spread to
tile QikJmvrats there.

111e allli-QiknavralS plague also affect­
ed Humans (apparently all Humans sus­
ceptible to the earlier strain had died off
during Ihe Pinal War), albeit more !>lowly.
On Viepe;hakl mOSI Humans died within
weeks or months. Within a year, the
plague's first effects were heing felt hy
Humans on Zhdant. Within two years, one
third of all Humans on Zhdant were dead.
In 10 years, the Human populutiun was
reduced by two-thirds, lind Chill'Cni" wen:
eXlinet.



The Dark Age

The I-fuman die-back cr:lscn rno.'>! of
the g:lins of the pm\! cenlUries. Vast
areas of the plains of eastern LJleqials

were :Ib:mdoncd. as were the Qiknavr:m
settlements in Qikmlvm. Cities were crnp­
liell. Attention turned to sUTvi"ul. By
-7940. Zhdllnt hud cntered a scr.:ond Dark
Age. II would Iusl u thousand ycurs.

The darkm:,s was nevcr tOlal. Iiuwcv­
er. Tin: feuual cuhLlrc of wes[cfII D1t:qi ... ts
had not pllnicipmed in lhe IUI1(lr expedi­
(ions. and as such had been less exposed
to the pl<lguc. Many of its ruling class still
lived in self-sufficient country eSlates. nnd
Ihese were more easily se:llcd off. A good
['!Onion oflhe nobiliTy survived rhe 1110101:'­
ieal holoc:lIlsr ,h;1I engulfed the pl;}nel.
with the resull lhal it was western Dleqims
culture lhal was the first to recover, and
which took control of the dcvasl:lled
world.

COil/iI/lied on next J,age . ..

--

lllwme crime is a general heading
for most nwjor crimes against propelly
or individuals. including Iheft rnr per­
sonal gain. rape. premeditated assault.
treason or murder. The general concept
is Ilwt any individual who cOlnll1il.~

such ;1 crimI,; musl be insane. Sentences
for insane crimes enll for re-educalion
until the insanity is cured. Sometimes
the orrcllder·s rcrsollality must be
largely rebuilt. In rare instil.nees. an
execution will be ordered if the individ­
ual appears eOJllplclcly inellnlble.

Note thai someone who is caught
thinking about performing a crime may
be arrested. alld juuged guilty ir menial
examination shows that there was seri­
ous intent to comml( the actual deed.

Justice
Technically all nobles are empow­

ered to sit in judgement of any accused
criminal. In practice. nobles who do
not possess telepathy are expected to
refuse to judge a cuse and defer judge­
ment until a Iclqmth ClUl be fuund to
handle II.

Cases are generally presided over
by a noble consul from the cOlllmunity
council in the area where the crime was
committed or the legal dispute took
place. If there are multiple nobles on a

council with le1cp:llhic abililies, Ihe case will go 10 whichever noble is not otherwise
occupied. Some councils rOlate judicial duties among themselves: others have a few
nobles that specialize in them. If a region. facility or ship is under military control,
OIlC of the noble nfficer!'i will handle the CllSC.

Procedures are informal: the noble listens to (he basic case and considers the
facts presented. In a dispute between two parties, the noble will hear both sides.
Additional facts arc gathered by reading the minds of those involvcd. If IICCe!'iSary,
the noble may dispatch Tnvrchedl' (Thought Police) investigators to locate evidence,
suspects or additional witnesses. A judgement is made and the decision recorded,
usually being sent telepathically to an illtemlant clerk in the local records center.

Crimes committed by nobles and intendants are seen as special cases. since a
noble of higher rank than the accused must judge them. Inadvertent crimes are han­
dled with a warning or admonition: repeated elTors might also result in the noble or
illlendant being dismissed from their present job or losing hope of further promo­
tion.

Nobles are believed under the law to be incapable of incited crimes. Insane
crimcs rencet II brcakdowll in a 1l0b1c·s pCf!:ionalily (commonly purl rayed 10 the pro­
les as a result of overwork and the demands of responsibility). Minor violations may
be let orf with a warning and usually a short or lengthy enforced vacation from
work: major crimes call for rc-edlJclltion. For the guod of all conccrncd. a convicted
noble is usually transferred to another location or world after re-education.
Intendants are also re-educated. but usually lose their intendant status and have men­
1:11 blocks placed in their mind" to make lhem forget how to usc their psionic pow­
ers.
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RIGHTS ANO RESPONSIBIL.ITY
So e,-..:uctly what rights and freedoms do the different classes have in Zhodani

society and under Consular law?

Prales
It's important to remember that proles are not citizens. They are subject to the

jurisdiction of the Consulate. as manifested through the local govcmment council in
the region they reside or, in the case of individuals working directly for a consular
agency (such as the military), that organization's hierarchy.

Proles are not serfs owned by Ihis or th,lI noble family, but they are considered
to be dependcnls of the Consulate as a whole. If a prole wishes to change his job
and move to another lown or another planet, and can afford to pay for moving and
uansport, he still requires the permission of the local council. In practice, all this
means is letting the council office know he is moving, and explaining why to an
intendant bureaucrat. If he has a good reason to do so, such as an opponunity for a
new, belter-paying job. or :l region who~e schools better ~uit the aptitudes of his
children, the request will be routinely approved. If his decision seems frivolous, or
nol in his own best interest, the council may not grant it and the Thought Police will
doubtless illquire into the persoll's mental health - why is he unhappy enough to
want 10 change his job and move to a different location'?

This is an imponam facllO remember: All of a prole's major decisions arc sub­
jectto the scrutiny of the Thought Police and the upper classes (or superior officers,
if the prole is in the military). If his aetiuns seem ill-considered or unhealthy, the
government may intervene for the prole's own good.

Intendants and Nobles
The greatest freedom that the upper classes

have is mental privacy. Privacy of thought is
highly respected among the Zhodani upper
classes, although proles have no such rights.
Nobles have an almost complete right of priva­
cy and illtcndanls nearly as much; in either
case, it can only be breached if there is sllspi­
cion (in the case of an intendam) or clear proof
(for a noble) that the individual is guilty of
aberrant thought.

In other ways intendants have less freedom
than proles. Membership in this class carries a
precondition of service: intendants arc expect­
ed to be engaged in socially acceptable work
under close supervision of the nobility (at least
unlil their retirement). Soon arlCr n:achillg
adulthood an intendant will select a career
path, and will generally remain in that career
until cit her retirement (and a pcnsion) or suc~

cessful promotion to the nobility. Retired imen~

dams have somewhm more freedom, and usual­
ly end up raising a family, taking up travel, or
becoming involved in hobbies or personal busi­
ness pursuits.

Nobles are, to a large degree. as free as any
Imperial citizen. They have the right to vute or
hold office, and arc free to travel and do as they
wish provided they obey Consular laws, Those
who choose to enter military service or join <l

government agency will. of course, be expected
to obey their superior oflicers,
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The Dark Age
{Continued]

In the post-holocausl world. technolo­
gy was regarded with a certain sllspicion.
Many of the old noble families had
retained the tradition of psionic tmining;
in the new world. these powers .~tood them
in good stear!, and over the next fcw ecn­
wries. Those nohles that harnessed psionic
ahilities possessed a considerable advan­
tage.

J'si powcrs wcre still a r<lfe gift, und
could appcar iJl commoners as \\'ell. As
such, many nubles allempted to attract
COllllllon-born psi talents 10 lheir sen'ice
by offering them noble titles. Soon. psion­
ic potentitll became a symbol of nobility
as well as a mere tool. The noble used
telepathy to judge cases when he held
court: in battle, he fought with memal a.~

well as physical weapons. A.~ any com­
moner who displayed psi powcrs had a
goorl chance or heing elevated to the aris­
tocrncy. being of "noble blootl" and pos­
sessing powerful psi talents were nearly
synonymous.

Gradually. those noble
ri,lmilie~ who did 110t possess
psiunil.: gifts (or did nol add
them lu their families
through adoption or mar­
riage) were overcome by
those who did. By -6800, a
n~w caste of psionically
trained nobles was Iinnly in
charge of their own rebuilt
nmions. and was also estab­
lishing colonies and claim­
ing territories in eastern
Dleqials and Qiknavra.
While still an aristocratic
~ociety, they had learned the
le~sons of hi~IOT)'; they insti­
luted limiled democratic
principles on a local level.
while retaining most power
for themselves.



The First Olvmpiads

U
arious systems were used 10 dClcr­
mim: who possessed <:Ilough psionic
power to be worth raising to the

lIobility. In -6731 the !il'sl Psionic Gwrn:s
were held. in Dlolprik1. The first games
were poorly organized and poorly attend­
ed. bu! they did give common-born partic­
ipants an opportunity to display their
pOtenTial. Successor games weTe held
every three year«, aml it was soon formal­
i7.cd 1hal any commoner who ~orcd well
would be rniscd [0 the lowest nmg of the
3risIOCr:Jcy.

This institution rcsolvcll many social
prublems. It dcruscd the question of
f<.l\'orilislll ill granting new noble titles ­
allY t:OllllllOllcr family l:uuld hope to pro­
Juel: il psionic SOil or J<lughtcr thut might
enter the nobility. It also increased the
ranks of the psionic nobles, imd cllsun:d
thc)' would have the Illiljorit)' in un)' strug­
gle against non-psis. Fillilll)'. it cstilblished
an event for the public that entertained
them and defused lillen! jealous)' and fear:
il m:lrlc psionics p:ln of public life: no! a
sh<ldowy power. hut, :l gifl Ihal any
Zhodani family could hope for. and cele­
br:uc with pride :rnd juy when it appeared
in one of their children or grandchildren.

THE ZHOOANI CONSULATE
The Zhodani give the name Drilllllia ZlIlIanlia to 1heir in1erslellar community.

The name is commonly translaled in Anglic as Zhodani Consulale. but literally
means "government by the elected leaders of the Zhodani:' The Consulate consists
of about 6,500 systems spread through more than 175 sllb:;cctor:; and includes both
worlds colonized by the Zhodani themselves and non-Zhodani worlds lhat are
administered by {he Consulale.

The Consulate is located spinward and coreward of thc Imperium (sec the map
on pp. GT6-7). Over 70 percent of its worlds lie wilhin 100 parsecs of Zhdan!. the
Zhodani homeworld. The territory of the Consulate is a reasonably compact area:
the Zhodani have expanded (with the exception of the core expedilions) ill all direc­
tions at roughly the same nue. and this is renected in the size and shape of lhe
Consulate.

The cemral twO sectors of the Consulate were primarily sell1ed during the
Zhodani sublight era - lhe period before jump drive's discovery. The fringes. the ter­
ritory between the central eore and the present borders. were settled in the expan­
sion period once jump drive made greater travel distances possible.

Worlds
Zhodani worlds in the core sectOrs are classified as representative democracies.

More pragmatic Imperial classifiers will dcscrihe them as oligarchies. democracies
or bureaucrm:ies {kpemJing on the degree of responsiveness of the local nobility and
intendant bureaucracy to the prole majority.

Some planets with small populations may be administered by other worlds or
cOlltrollcd by eurporate interests. Balkanized multi-society worlds. dictatorships and
olher govemmelllal forms are found within lhe Consulate. but only in frontier sec­
tors where local societies have not been fully integrated inlo Zhmh.ll1i society. These
are classed as "unabsorbed" worlds.

Xboll! ROlITes: The Zhodani do not have an Xboal system. Naval bases are
directly linked by relay stmions (operated by the Zhodani Navy) using fast couriers
thaI also CalTY government mail. The COllsulale also contracts with privale compa­
nies to maintain postal routes. The equivalelll of Xboat lines on Zhodani subsectOr
maps are thus known as Zhodani Postal Routes.

BlIse.\".' Naval bases and depols exiSI OIl illlp0rla111 or Ihreatcned worlds through­
out the Consulate. usually with an AmlY or Consular GU:lrd detachment for ground
security. The equivalelll of scout bases are simply naval bases that are oriented more
loward supporting sur-..'ey or exploration operations.

Tech Lel'els: Most Zhodani worlds are TL7-11. averaging TL9-1 O. TLO-6
worlds are generally "unabsorbed" worlds.

ZhodaniTravelZones
The Zhodani do not maintain a system of travel zones, bUl do have twO equiva­

lent categories:
Forbidden Worlds (similar to Imperial red zones) have access prohibited by the

Consulate government. Typical uses are military training grounds or planelary bom­
bardment test ranges. Ancient sites, sources of rare or valuable resources, and secret
Consular research sial ions. These arc lIonllally watched by r-6 warships and gar­
risoned by a conlingenl of troops.

Unabsorbed Worlds (cquivalelll to Amber zones) are claimed and governed by
the Consulate hUI not absorbed into the mllillstrc:llil of Zhodani cultllre. Long-range
programs 10 bring the world inlo the Zhodani mainstream may be underway. Often
stresses resulting from this lead to local guerrilla activity, requiring action by Ihe
Military Thought Police or lhe Army. In some worlds, a psionic ruling c1:lss 1Il1ly be
panially established. bUI still fragile and under aHack from subversive elements.
Foreign agents on these worlds may also be allempting to stir up al1li-Zhodani resis­
tance. All unabsorbed world is not usually penniued armed forces (olher than police)
,md its citizens arc gencr,tlly not permilled off-world withollt Consular permission.
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The Second
Industrial Revolution

o U
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A
I the same lime. while psi made up a
growing pun of Zhoduni sociecy.
mundane technology could not be

ignored. During the dark age alld Ihe rise
of psiollics. some scientific knowledge
had been losl. but enough was retained to
allow lluvallces ill science as they were
needed. 'llthough al more conservath·e
pace. Technology was accessible to the
entire populalion and provided many of
the same things [hal psionlcs could. The
psionic nohle.s realized [hal they h:ld to
suppon its development: il provided jobs.
<Jntl an exp.mding economy anti a beller
life for everyone.•mtl that would assure
the psionic nobles remuined in power.

The rebinh continued und ueeder'lteu.
Eustern Dleqiats wus again settled. A
lr.mscuntillelltal railro:td was laid. in lllllny
places on thc S;:Hne roadbed whidl huu
l·rossed the continent more th<lll a thou­
suno.! ye,lrs before. Qiknavra was resell led.
and the ancicnt citics rebuil!. Expeditions
wcre mounted in hopes of finding any
enclavcs of surviving Chirpers. but it was
fruitlcss: Ihey were confirmed [0 bc
extinct. ""lankind wa.S ;llone on Zhdanl.

fly -6400. the Zhodani had reacquird
space tfavcl. ;lnd with suitable precautions
returned :lg:lin to the moon Viepehakl.
Sadly. no surviving Chirpers were disco\'­
ercd there either. Phmetary missiuns ful­
lowed. with sen:T'.1l colutlies in the Pliebr
system's m;teroid bt:lts amI outC( plancts
eslablished by -6200.

labrensh

This turbulenl rimward province includes the Zhodani portions of YiklerLdanzh.
Afachtiabr, lakr, Briakqra·. Tloql (the Spinward Marches) and all ofZiafrplians sec­
lor. It borders hoth lhe Imperium and the Vargr Extents, along with the non-Zhodani
Human-domilwted settlements spinward of the Imperium. Iadr Nsobl has been
actively involved in wars and military connicts with the Imperium as well as strug­
gles involving the various Human comlllunilies in neighboring sectors. Zhodani
from Iadr Nsobl have a reputation for being a bit more adventurous lind non-COll­
formist, though the average non-Zhodani would be hard put to notice.
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Meqlemianz
The Consulatc's spinward frontier. Meqlemianz province includes the Zhodani

portions of Tsadm. Ei'lplial and Sidiadl sectors. It is relatively well-developed. with
a high level uf industrialization mul colonizatiOIl and a larger thml usual percentage
of nobles directly involved in commerce. Relatively few native intelligent species
arose in this region. so the worlds here were easil)' absorbed and the border is quite
peaceful.

labrcllsh includes the coreward sectors of Zdicdciant and Stiallchepr. as well as
the large Pelican nebula. This province is a major center of ship construction in sup­
pOrt of the core expedilions. The region is the farthest from the Imperium: few non­
Zhodani traders or tn.l\'e1ers arc fmlliliar with il.

Jadlaprlants
The oldest province is Jadlapriants. I! includes Zhdant and Tienspevnekr sec­

tors. Roughly half of this province W3S originally settled by the Zhodani before the
discovery of jUlllp drive. an amazing aehievelllent that has beell rarely equaled by a
sublight spacefaring culture. Included in subscctor G of Tienspevnekr sector are the
Addaxur (aka Clotho) homeworld and the other worlds reserved for Ihem. Zhodani
from Jadlapriants have a reputation for being a lillIe staid in their outlooks. There
are almost no unabsorbed worlds in this region.

PROVINCES
The Zhodani Consulate is divided into eight preqliallz (provinces) which serve

as administrative districts. Provinces arc an intermediate level between the sector
council and the supreme council on Zhdant. Each provincc is roughly cqual in popu­
lation.

Sometimes known as the Zhodani-Vargr Marches. this province (10 corcward
and lmiling of Zhodanc) encompasses Ilvikiaswf and part of Tlabricish scclors.
Trade activity with the Vargr and the recently discovered Dmkarans is Ihe major
focus of the region. which makes parts of it something of a wild-and-woolly fron­
lkr. Zhodani megacorporalions based here specialize in lhe production of Vargr.
oriented high-tech equipment for sale in the adjaccnt Vargr states to trailing.

If the)' heed travel advisories. off-world Zhodani ma), visit and trade may be
encouraged (In show the hCllCtits of incorporation into the Consulate). but such
activities are regulated to prevent unplanned ':iUeio-ceonOlllic disruption. NOIl­
Zhodani may be allowed. or nol. depending on the situation. An Imperial sociologist
is mure likely to be welcome on a world that is a model of integration than one on
which Consular Guard troops and wmbuls arc sweeping the countryside for local
insurgents.

Re.~en'lIli(m \V()r1d.~ belong to friendly non-Human races that have signed bind­
ing treaties with the Consulate. Essentially they arc permanent I)' unabsorbed worlds:
tittle or no elTon is being made to bring them into Zhodani societ)'. Their eilizens
CUll usually trade and travel within the Consulate.

Shtochiadr

ladr Nsobl



Formation of the
Consulate

The Jure of the stan; was as great as the
lure of the planets. Between ·6200
iJnd -5415 some 50 inlcn;lcllur mis­

sions were moulilcd; colunies were estab­
lished in six SlUT systems within fuur par­
secs. owl! trude in research. information
and Wry v:lluablc or novel <>oOOs was car~_ 0

ried on. Sub-light ships traveled eslab­
lishecl roules, calling at each colony and
returning to the Zhocl,lnc .~yslcm over a
50-year period. E~rlor;nory missions went
(,In her out. often on 20- or ]O-YC:lT expe­
ditions.

In ·5823, a union of :Ill Zhudani W3S

established as the Zlllxlani Consul:lle. for­
malil.ing a t/" ftlclO union which had exist­
ed fOT 5UI11<: time. BUI during :Ill their
C.\IlIUf<Jliul1s. nu intelligent races were
cll\'ountcrcu. The universe sccm..:d to be
empty c:\..:epl for the Zhod;lIIi.

Then. in -5..J 15. ;\ IHc<lkthrough
changed ~verything. Dr;mzinqabr.;\ devel­
opment company working on a fusion
power .~ource in th~ asteroid belL ..:hanced
on lhc principle of jump drive and pro­
duced lJ working prototype. Within 10
YClJrs. the Zhod;ll1i Cnt1Slllllt~ was Oper:'ll­
ing a neel of jU1111' .~hips and explorinf!
space Wilhin 50 p..1I"!'iees. With juml' drive.
lhe Zhodani could sce a truer I'ieture of
lhe universe. JUSI beyond their prc\'ious
limils wer..: sy._tems Imrlloring imclIigcn!
lifc. ahhough slill al a ralher lull' tc..:hno­
logie.. l lc\'cl. Oil Ollu,:r words. exolie
nmive life pl'Ol·idl.'d iIl1IlH.J\'ed drugs. n..­
vors'lIld fibo:rs. "'·Iincrals from 1l1.'11' worlds
hclpt'd shapt' beller srnr":lUres. beller I'ehi­
cles and lx"ttcr ,,:ollllllunk"lions.

Expansion
and Contact

I n-51 :20. Zhodani ships encountered the
Adda,mr (I he ra..:e known to Imperial
IlurnllllS ;l.~ Ihe Clotho) an intelligent

sl'eeies of six-legged carnivores from II

world ahmll ..J() I'llrsec.~ from Zhodane.
This r<lCC hall estahlished their own inler­
stellar elllpil"\: nf 37 systcms (albeit only a
few heavily seuled) wilh eOl11l1lunic:ltions
lIH1inl:lilled by sllh-lighl ships. Thc
Zhodani IJhserveJ the fringes of lheir
empire for ;lboul 10 )'e;lrs bl:for..: making
open cOlltacl. The ;L1icns were less
aJvanceJ Ihan the ZhoJani. lacking jump
drive and bcing tate TLS <It the tinle of
contact. Carcfully planncd ovcrtures
established friendly relations. Their
empire was incorporated inlO the
Con.~ulate. as well as being allowed 10

TCtain sovereignty o\'er its 10 most-seuled
worlds.

COII/illllell Oil Ile.rl page . ..

Obrefripl
This province includcs occasional worlds and groups of worlds (up to subsec­

tor~sized clusters) scattered between Zdiedeiant sector <.11111 Chtierabl seclor along
the puth or lhe core expeditions. It is still relalivcly sparsely settled and represents a
region thaI is undergoing illlernal colonial developmem. Many of the worlds here
arc unabsorbed.

Chtierabl
A single seclOr-sized province located 250 p:trsecs corew:.trd of ZhdanL

Chtierabl is well-established and over 800 years old. but il still has :t strong "colo­
nial" character.

Vlanchiets Qlom
This encompasses :111 sell led or claimed Zhodani corcw:lrd territory beyond

Chtierabl sector - approximately 30 subseclor and panial subsector-si7_ed areas
reaching 600 parsecs toward the core. Portions of this prnvillce arc as much as 50
years llway from Zhdanl al Jump.4. including a SIring of expeditionllry bases that
cxlcnd some thousands of parsecs coreward. Ships servicing lhis roule make exlen­
sive use of low passage and robots. This is the Consulate's true frontier re:gion with
many worlds unabsorbed. reservations ur only recently colonized. and settlemcnl
here llllracls only lhe mosl adventurous of spirit.

BORDERS AND EXPANSION

The Consulllte is roughly at its limits of growth: until ilS overall tech level can
increase (through industrial development and research), further cxpansion of its bor·
ders would strain inlerior communicaliolls without providing gre:lt lllllounts of addi­
lional belleliL Instead. long-term attenlion is being directed lUward the galactic core
(sec Till' Core E.\·/JelliriollS. p. 22).

To trailing 01" the Consulate are the Imperium and the Vurgr Extents. Expansion
toward lhe Vargr Extenls slowed after Vargr settlcments were encountered. but
cXlensive trade and diplomatic :lctivity continues. The origin'll settlements in Tloql
(the Spinward Marches) were minor and were driven nUl lly IlIlperi:11 exp:lIlsion
between 20{) and .'i00. Conniet belween the Zhod:1t1i and the Imperials has since
produced some nuctuation .. long the Imperial border as Frontier Wars have been
fought over the last 600 years.

Rimward of the Consulate arc numerous small Human stales and. further
Rimward. lhe Greal Rift. Through Yiklendanzh. Afacluiabr (Far Fromicrs) and lakr
fForeven) sectors. Zhodani expansion encountered a variety of Human and non·
Human cultures. many of them long-slanding :lIId well cst:lblished. Some of lhese.
especially various Hum:lIl minor races. have been enliced imo ;Ieee-pting Zhodani
ways. with most of them llbsorbed into the Consulate. Others have ret1lllined client
st:ltes of the Consulate, A few havc resisted the Zhmlani. accepting Imperial aid or
depending un lheir own resources. These areas arc prime regions of conflict
betwccn the Zhodani and the Imperium. The Zhodani fear th:l\ the Imperium will
attempt to establish a direcl corridor through the Spinward Marches to :Ibsnrb these
border states; this is a primc reason for the Consulatc's "pre-emplivc" Frontier \V:trs,

No large non-Zhod:lIli statcs exist on its spinward border. R:l\her. il marks the
regions where lhe Zhodani Consulule has reached the end of suilable worlds or sys­
lems wilhin acceptllhle distances uf supporting industrial base.~. Some developmcnt
and expansion continues ;H ;1 slow pace. but is hampercd by thc diversion of
rcsources to core e.xpcdiliolls and lhe fact th:l\ much of the Consulate has a lower
average TL lhan that of lhe ImperiulIl. which limils lhe availabilily of high-jump
communication vessels.

The Coreward Border and the Core Expeditions
This hugc arc represents the Zhodani potential for future exp:lllsion. The

Zhodani word for the region to coreward ~ Frollzhatlivr - is often lranslated as
"\Vasteland:' The Zhodalli have found fewer hahitahle: planCls ami races aeross most

THE ZHOOANI
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Expansion
and Contact

[Continued}

Tht' Zhuuani Consulute continued to
expund for lIeurly 4.500 yeurs. Zhoduni
exp.msiOll wus a rcsult of natural curiosity
and economic forc~s within Zhodani soci·
cty. Expansion und production made for a
bcttcr standard of living. Worlds were
e.~plored. colonies established. new indus­
Iries created. Long-ternl expeditions were
nlOll1lTeel (.mel are slill ongoing) to explore
well beyond their borders: 10 the galuetic
core. to other .spirn[ unns. and even to the
edges of the guluxy.

Zhodani Truders truveled the rrontiers
of the Consulate. Thc)' elll.:uuntcrcu uther
species: they met Vargr in Gvurrdon sc\:­
lOr in -2800 lUl.:l.:idcntully giving Ihem
murc aUl'ulIecu jump Icdlllulugy) "nu
Ir,lucd with the Vihl1li in Pro\'cnee and
Corridor sectors around -:2000. By cirt,l
-1000 thc Consulute hud reaclu:,J its pre­
sent size. but trading e.'l:pcditions contin­
ucd. They encountered Imperialtwders in
SO. :lI1d in 460 began mcrcanrile re[atlOns
with the As[;m of The Trojan Reach.

ZHOANT
The Zhod:mi homeworld, Zhdant (often called Zhodane by Imperials).

lies far spinward of the Imperium, in the center of the Consulate. It is located
within Jadlupriunts province: the surrounding subsector and sector are Zhdanl.
after the world.

Zhdan! orbits the orange star Pliebr. smaller and dimmer than Earth's Sol.

T."{Je: KO V.
LlllllillOSilY: 0.42
Radill's: 0.98 Sol.
Mw;s: 0.811 Sol.
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Stellar Data

of the region. Nevertheless. Zhod.mi scicnlifie curiosity has driven Coreward expan­
sion.

The actual reasons are a Consular secret (see The Core Expeditions. sidebar.
p. 22). Officially, Ihis Iype of focused exploration is said to be beneficial to Zhodani
society. providing a steady stream of new discoveries and economic opportunities.
and an outlet for non-conformist individuals. without causing the societal strain thai
a more consl.mt non-linear expansion of the Consulate might involve.

Over the years many Zhodani in senior government and military lmd scientific
positions have learned there is more to it. An enigmatic map (the "starmap artifact")
was discovered in an Ancient archaeological site, which (p<ll1ially) showed a route
to the galactic core, and this has convinced the Zhodani to expand in this particular
direction. This much is also suspected by Imperial intelligence services (and
prompted their "Longbow" surveillance project). That the map was also a psionic
artifact that showed real-time and preeogni[ive visions has for many cerlturies
remained a deep secret known only to the Supreme Council and an extremely select
clique of scient iSIs. intelligence agents and mi Iitary ofticers.

Since approximately -4.000 the Consulate has moun led seven core expedilions.
The latest was l;lUnched in 750 and took 50 years for the round trip. including
approximately 10 years of exploration and research. The Zhodani have now
explurcd :1 narrow corridor reaching some 5,000 parsecs from Zhdant, and have
established a string of worlds from which further expeditions are sent OUI.

The expeditions. relatively unknown outside of the Zhodani Consulate. have
becn a sourcc of basic rcscarch informal ion, xcnological data (as new races and cul­
tures were discovered along the route) and even rare or previously unknown miner­
als and phamlaceuticals. The Zhodani have also discovered a number of Ancient
sites along the path of the expcdition. which have yielded certain materi:lls and tech­
nologies that are still being studied.

Settlements (collectively, the Vlanchiets Qlom province) havc been estab·
Iished all along the route to maintain cOlllmunications with the consulate and
keep the corridor open between major expeditions. Such worlds also exploit
valuable mineral deposits. research the strange and novel life-forms encoun­
tered, and provide maintenance and repairs for ships passing in each direction.

Small e.>:pedilions ([00 rmmy 10 count) have ventured far beyond the area
the major fleet-sized core expeditions have covered. They have travelled later­
ally to explore new worlds that arc beyond the areas shown on the Ancient's
star map projcctor. Thcy have also vcnlun;d fUrlher coreward. some as far as
1.000 parsecs. Their reconnaissance helps c1car the way for each additional
core expedition.

To the Imperium. thc Zhodani oftcn secm staid. The Zhodani quietly
shake their heads. The Imperium is hemmed wilhin its borders. and its Scout
service appears to spend much of its time maintaining internal communica­
tions and surveys. "making surc the stars stay put.'· In contrast. thc Zhodani
arc engaged in an epic vcntllTe beyond known space. to worlds Humanity has
never seen.
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World Data
SllIrpol"/: Class Y.
Diameter: 5.974 miles (9.635 km). Atmosphere: Thin oxygen-nitrogen. Surface

Water: 40%. Climate: Warm. Populi/tirm: 83.000,000. Governlllenr: Oligarchy
(Suprcmc Council of the Zhm!llni Consulate). COl11rol Raring: 5. lL: 12.

Zhdant's surface water is divided into twO primary seas which divide the planet
into a large and a small continent. The polar icecaps arc minimal, a mcre 2 percent
of the world's surface. nle planetllry day is 27 standard hours long.

Neither the planet's axial tilt of 18° nor its orbital eccentricity of 0.05" are suffi­
cient to cause any extreme variations in temperature or climate. Seasonal varialions
are similar to most habitable worlds. In !Ill: extreme northem and southern latitudes.
tempcrattrres reach lows of 32" to _4°F (0° to -20"C) in winter and range as high as
95" to 104°F (35° to 40°C) in summer. The average worldwide temperate is 59.9°F
(15.5°C).

Zhdllnt has two continents: the extensive Dleqiats and the smaller Qiknavra.
Dleqiats girdles nearly 70 percent of the globe and is divided naturally into three

regions: western Dleqiats, the Dleqiats Desert, and ellstem Dkqiats. Of the three. the
west is the oldest and most sellled. with a few cities more than 18.000 years old.

The largest city is the seacoast metropolis of Dlolprikl, which is also lhe site of
the Hall of Consuls. where the
Supreme Council meels in scs­
sian. Dlolprikl is a beautiful city
with some buildings dating back
10 pre-itlduslrial times. Tts Hir of
antiquity_ excellent museums,
ancient religious shrines and
vibrant culluml life allracl visitors
from across the Consulate and
even a trickle of adventurous non­
Zhodani tourists and academics
from the Vargr EXlents. Imperium
and even the Solomani Rim.

Eastern Dleqiats, rich in min­
erals and soil. was sell led in --earnest only after the invention of
the railway, and the laying of track \
across the desert. The desert itself ___
remains undeveloped. except for
the arable land along the northern
shorc.

Qiknavra is a much smaller
continent (about one-seventh the
size of Dkqillts) willi thick jun­
gles al the equator and mixed
broad plains and forests in the
temperate regions. The Shivva
Range (··Mountains of Moon­
light'') stretches from the north [Q

the south through the center of lhe
continenl.

A stretch of the western shore of Qiknavra was originally the site of the Ancient
Zhdant City. Destroyed in the Final Wars. its ruins have becn excavated and
explored by the Zhodani for centttries. lind the process is continuing as new tech­
niques are developed. Also of archaeological interest are a number of Qiknavaran
cities founded not by Humans but by Chirpers (degenerate Droyne). Nearly all these
cities hllve long since been occupied and rebuilt by Humans in the 8.000 years since
the Chirper extinction. but a few remnants of Chirper architeclltre (designed for a
winged race) remain. giving the area a unique flavor.

The Core Expeditions

The Imperium and most other cultures
around it have their hands full
exploring :md exploiting the systems

within or near their own terriTOries. The
Zhod:mi. however. have heen driven by
unusual circumstances to explore the roUle
to the Galactic Corc.

In -4218. archaeologists used a combi­
nation of clairvoyance ami new sensor
ICl;hnology [0 find previously hidden
chilllluers Ilcarly UlIlile b<:ncalh thl.: sile of
Ancient ZIH.hml Cily. Tdcpurlutioll was
used 10 reach these chambcIs. wln::n: tIlt:
archaeological [calli found certain surviv­
ing artifacts. These included a small
device thaI could project a three-dimen
sianal Smnll::lp. one which extended along
a corridor 30 p:lTSCCS in diameter and
more [h;)n X,(J(lO [l:lTSeCS long. aimed '"
the galactic core.

Initial inve.~tigatinn of the ,mifacl's
map showed it to be accumte. even 10 stel­
lar spectra. gus giants and worlds. The
artifact ulso proved to be u powerful
psiollil; fOl;US. Most psionically tulcntcd
individuab found the device to produce un
undefined and uncxplaim:d sellse uf !Liluri­
ty (possibly caused by differences
between Human and Ancient brains). A
very few. fewer than one in 10.000. found
th:n the device produced dear. readable
impressions. usually of ships and Sl,'\[ pat­
ferns along rhe roUle oflhe map.

For more Ih,lIl 2(){) years. fhe images
remained lInexpl:lined. Then in -.0107.01 the
Zhodani heavy cruiser LiP.lljlJin.t (Swift
Wind) misjurnped and was presumed losl:
40 YC:lrs luter it returned to Consulate
SPUl.:c. It had spent 38 year.; on u primitivc
TL3 world fabril;llling un imponunt com­
pom:nt of ils jump drive. The story uf its
exploits. while interesting. W,IS filed us
routine and would have been ignored but
for a few unusual facts. First. a psionic
researcher had used the Ancient projector
decades before the cruiSt'f had misjumped:
his vision had been recorded. Second. the
de;lr im:lge from Ihe projector. which dis­
played the U,mjqit'l.t :lppe:lring within :l
star system (which happened !O he within
the coreward corridor) and arriving on a
world that was unmistakably the one it
had been stmnded upon. was proven to be
fact after the cruiser's return.

COllliIlUt't/ 011 lIe.II page . ..



Social Data
Zhdant's population is a mere 83 million. More than 90 percent arc racial

Zhodani: the non-Zhodnlli population is primarily Clotho (p. 113) with a slTIancring
of foreign nationals (mostly Hum:mity and Vargr) in diplomatic and trade delegmions.

Zhdant is governed directly by a charismatic oligarchy. the Supreme Council of
the Zhudani Consulate. The world has a Control Rating 5 and is TL12, which is
among the highest in the Consulate (most olher Zhodani worlds do nOl exceed
TLlO-I!). The spaceport is Class V. with excellent facilities and 11 naval hase.

Viepchakl
Zhdant has one natural satellile, a large, tidally locked moon with a very thin

atmosphere and no water. Viepchakl orbits Zhdant with a period of 40.7 local days
al a distance of 237.000 milcs. TI1C moon dominates the night sky over Zhodane.
Natural coloration makes it a reddish pink wilh dark shadows across its face. Wind­
blown dust storms rage across it from time to time, a phenomenon visible from the
surface and lung sccn as portcnding future events.

Viepchakl has a number of Ancient sites. including all extensive, partly ruined
subterranean city and a huge crater left by an Ancient weapon. This site is under
Naval and Cunsul;lr Guard protection, although a few of its tunnels have been made
into a museum accessible to tourists. The muon is largely unspoiled, with the only
other installations on its surface being a naval base and an archaeological instiWte,

Other Planets in the Zhodane System
Both orbits inward of Zhd:mt are occupied by small. airless wurlds of no special

value.
Adrablsish: The innermost "hot roekb:JII" world in the Zhodane system is tidal­

ly locked to the star Pliebr. Some mining is still carried Ollt un the inncrmm,t rhmet,
taking advantage of natural smelting processes due to Pliebr's heat. Robots do most
of the mining. and fewer than 100 peuple live here.

P!iall!shorl: This bare rock has never been exploited for mincrals. though it
served us a Zhodillli AmlY hostile environment training area in the remote past. A
stand-by military base (currently unused) is located on the planet.

There are three occupied orbits beyond Zhdant.
Dle/lls/iats T,\'iaqr: This is Zhodane's asteroid belt. Mining is the major induslry

here: the mineral-rich belt hal; still nut beell p\;lyed oul despite 3.000 yenrs or
exploitation. The belt also provides hulls for some large asteroid-based ships.

Bmrleklll: The system's only gas giant. Three large smellites and six small ones
orbit it: they are horne tu traffic-cuntrol installaticJIlS :Jl1d large naval system defcnse
bases,

El/lkm:hdmj: A small airless iceball. There is a minor system defense outpost
there, largely manned by robots.

ZHOOANI LANGUAGE
The Zhodani speak the same language throughout the Cunsulate. having adopt­

ed it as a standard soon aner achieving interplanetary travel. As the Consulate has
remained 11 homogenous entity since the early spacefaring period, only a few
dialects exist. They tend to arise from the jargun uf specialized professions rather
than planetary or regional linguistic drift.

Some words in the Zhodani language have been included in Ihis book, but oth­
ers will likely be needed in the course of :my lldvcn{llrcs involving Zhodani. espe­
cially for personal and world names. Words in Zhodani. as in English. have definite
letter frequencies :md syllable panerns. Zhodani syllablcs are formed from up to
three elements: an initial eUIlSOn<lllt suund. a vowel sound. and a final consonant
sound. The tables below show the various ~;ounds and their relative frequencies. The
number in parenthesis shows the total of the relmive frequencies; thus initial conso­
nant "8" occurs an avarage of 3tlmcs in 128, vowel "I" 8 tilltCS ilt.l I.
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The Core Expeditions
[Continued]

The Ancient device was transformed
from a museum piece (0 a slale sec reI
overnight. to be lIsed and examined unly
under very strictly contrulled circum­
stances. All uf ils \'isiuns or premonitions
wcre carefully noted 'lI1d n:cun.led.

The Zhodalli Supreme CuuIKil was
faced with a dilemma. The Ancient 1ll1lp
device clearly lmrl the abilily to foretell
the future. ul le.lsl ill limited circlIm­
stmH:O:S. It had also been proven a reli:lhle
map of lhe star systems cOTCward (ar tcaSt
by expeditions which hali rcached the first
hundred parsccs or the route). They could
ignore thc devicc. hiding it aw;\)' in thc
archives and never inl'esti!!atin!! its potcn­
tial. Or the)' could :tn:ll)'le its map and usc
its pOlemialto expand corewurd.

They chose [0 use Ihe projet'lOr. To
date. sevcn major core expeditions huvc
heen mounted 10 IraI'd the roule shown in
the projector, There 1t00'"e alsu uecn hun·
dreds of minor e.~peditions checking out
1>ystcm, orr tire rnuin route. or cvcn
ueyund thc map's data.

111e lllird Expedition met ;illlled resis­
tuner - " xenophobic culture encomp:JSS­
ing seven systems (but withoul jump
drive) reacted violently when thc Zhodani
arrived. The ZhoJani were prepared: Ihe
projector's images had included space hat­
tIes. The xenophohcs' resistance was
cnlshed and their worlds hypasscd.

The most recent major expedition WUli

370 years ago. ill 750, The Supreme
Council is planlling the Eighth Expedition
- but meanwhile, numerous smaller expe­
ditions are underway, exploring unknown
space 10 either side of the main corridor,



ZHOOANI SOUNO FREO.uENCY TABLE

Initial CDnsDnanls 11281 Sound Freq. Pronunciation Sound Freq. Prommciatioll
Sound Frcq. Pronunciation Y 2 yellow M j dam
B 3 bat Z ·3 • lcbra N I can
BL 2 P100d w 6 mazda NCH 4 branch
BR 3 bring ZH 4 measure NJ 3 _oinja
CH 3 chain ZOO. 6 zh+d . NS 3 cans
€lIT 7 which type NSH 4 n +sh
D 6 doll Vowels (311 NT 2 CHill

DL 4 paddle Sound Freq. Pronunciation NZ 3 n+z
DR 3 d,.din A 7 lock NZH 4 n+zh
F 3 fool E 8 get 'p 1
FL 2 Jlood I 5 kit PL 4 apple
FR 2 fry IA 4 yank PR 4 prey
J 4 joy IE 4 layer Q I like king
JD 3 charged 0 2 go QL I like cling
K 3 kid R 1 Przemysl (polish) QR I like crown
KL I heckle R 3 nxI
L 2 long Final CDnSDnanls (471 SH 4 wish
M I moo, Sound Freq. Pronunciation T 2 lit
N 5 new B I crab TL 5 Tlaloc (Aztec)
P 4 poo, BL 4 able TS 4 lils
PL 4 play BR 4 labor V § have
PR 2 prey CH 3 which VL 2 Viand .'i
~ I like kiQg D 2 had VR 3 ,room
QL I like cling DL 4 paddle Z 5 zebra
QR I like crown DR 4 badder ZH 4 measure
R 3 ron F 3 cliff 4 glollal SlOp
S 4 ~- FL 3 wa}Jle
T 3 town FR 3 llfr!id Notes: Unpronounceable letter combi-
TL 6 Tlaloc (Aztec) J 2 age nations (any two consecutive three-Iel-
TS 2 cats K I pike tcc consonant clusters) are truncated to
,v 3 -vine KL 2 heckle just the initial consonant c1usler.
VL 1 Viand KR I crack", The eve sequence RRR is lruncal-
VR 1 'room L 7 doll ed to R.

Zhodani Names
Proles have two names - a personal and family name. Each has a child's name

which is used until age 18, at which point the individual selects a personlll nllme for
use in adulthood. Both are drawn from a wide variety of traditional names. The fam­
ily name may be taken from either mother or fmher; different families lrace lineage
through paternal or nlllternal lines. Family names arc numerous, most originating in
place names (lown. estate or planet) or occupation (farmer. baker. mechanic,
radioman) although the original significance may be lost. Use the word generation
system. hUL add a suflix like -qaf("from:' as in Dliant JdiprduJilqaf, or DlianL from
Jdiprzhdil. a large estate on Zhodane) and -l1ad ("-er:' as in Tliaqrnad, or miller,
from Tliaqre' ["10 grind grain"]).

Intendants follow the same scheme as prolcs bUI suffix -iepr afler their pcrsoIHl1
name. Thus if Dliant Jdiprlhdilqaf had been discovered to be psionic, his personal
name would be Dliantiepr.

Nobles have one name wilh a suflix whieh indicates litle: -ml correspomls to
Status 3, -sreh,. to Status 4, -lIas 10 Status 5, -(/asche' to Slatus 6. Several suffixes
for Status 7+ exist, the most common of which is -iashal'.

Sample names:
Prole: Qenzh Chtilnats, Sineike' Dliatsevqaf. Plevianeqr SlOnjinad.
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IJlfcl1(/aJlf: Tliablzhdiliepr DlenjiashfriapqaL Plitsiepr Fezdepninjnad,
Dlc'ynzheiepr Prenchinzhqaf.

Noble: Detsprenatl. JrvD.tsistebr, Chipldlastlas. Stezfiahlaschc'.
Deliberately using a short form of a Zhodani's name (e.g., "Tlin" for

Tliablzhdiliepr) implies a close romantic relationship. Unless such exists, doing so
in public. especially with a noble. is one way to get arrested for re-education.

Zhodani Word Generation Table
The word generatioll table allows ordinary dice to detemline Zhod.H1i words.

Sound frequencics in the table are approximate. The table uses two dice ~ one red
(or another color) and one white. Word generation involves three steps: determining
word length, determining syllable types, and determining sylhlblc components.

Word ullgIIl: Words may be almost any length. although words of more than
six syllables are rare. Word length can be produced by rolling Id to get the number
of syllables «(0 speed generation. the OM can treat any word of three or more sylla­
bles as only three), Or, the player or GM can specify word length.

Syllable Type: For each syllable in a word, generate the type of syllable. The
Basic table is used for initial syllables. and for those occurring after a syllable of
type ve or eve. The Alfcl"I/(l/c table is used for syllables which occur after type V
ur ey syllables.

Syllable Compol/I!JI/.\': The component consonants ami vowels for a syllable are
determined from thc remaining tables. Dy inspection of the syllable Iype. the correct
column is determined (illiti.11 consonant. vowel or final consonant). Roll one die to
detennine which table in the COIUlllll is used. followed by two dice to determine the
specific vowel or consonallt to be used.

Word Generatioll Example: The GM needs to name a new Zhodani NPC. He
throws one die (rolling 2) [0 get thc name length: two syllables. He then rolls ld
twice on the basic table (6, 4) to
find the initial syllable type:
eve. Since the first syllable is
type eve, he must roll another
pair of dice on thc basic table
again for the second syllable type
(rolling 3, 4) and gets Ve.

For the syllable CVe. each
component must be determined.
Rolling ld (4) followed by two
more dice (I. 5) for the initial ~ Il~
consonant produces In: For the
vowel. rolling another die and get­
ting 2 followed by 6,3 produces e.
For the final consonant, rolling 3
followed by 2. 5 produces lIell,

The initial syllable is preJlch.
Next. each component must

be determined for the syllabic
ve. Rolling for the vowel 3 fol­
lowed by 6, 5 gives i: rolling 4
followed by 3. I for the final con­
sonant produces 11~./I. The Zhodani
name. then. is Prenchil/:II. In
accordance with the rule for
Zhodani names. we would then
add a suflix to indicate the charac­
ter's status. If he were an inten­
dant, for example, the -ie/II' suffix
would be added, giving Prell-
chill::.hieW:
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'ZHODANI WORD
GENERATION

TABLES
Basic
R,d While Die
Die 1 2 3 • 5 6

1 V V V ev ev ev
2 ve ve ve ve ve ve
3 ve ve ve eve eve eve
• eve eve eve eve eve eve
5 eve eve eve eve eve eve
6 eve eve eve eve eve eve

For initial syllables. or after ve or eve.

Alternate
R,d While Die
Die 1 2 3 • 5 6

1 V V V V V V
2 ev ev ev ev eve V
3 ve ve ve ve ve v e
• eve eve eve eve cveeve
5 eve eve cve eve cveeve
6 eve eve eve eve eve eve

For syllables after CV or V.

Initial Consonant 1
R,d While Die
Die 1 2 3 • 5 6

1 8 8 8 8 8 8L
2 8L 8L 8R 8R 8R 8R
3 8R eH eH CH eH CH
• eH eH eH CH CH CH
5 eH CHT eHT eHT eHT eHT
6 CHT CHT 0 0 0 0

Initial Consonant 2
R,d White Die
Die 1 2 3 • 5 6

1 0 0 0 0 0 OL
2 OL OL OL OL OL OL
3 DR DR DR DR DR F

• F F F F FL FL
5 FL FR FR FR J J
6 J J J J J JO

Initial Consonant 3
R,d White Die
Die 1 2 3 • 5 6

1 JO OJ OJ OJ K K
2 K K K KL KL KR
3 KR L L L M M

• N N N N N N
5 N N P P P P
6 P P P Pl PL Pl

Col/tilmed Oil next /mg('. , .



ZHOOANIWORO
GENERATION

TABLES
{Continued]

Initial Consonant 4
Red White Die
Die12345G

PL PL Pl Pl PR PR
2PAQQQLQLQR
3QRRRRRR
4SSSSSS
5SSHSHSHSHSH
6 SH SH 8rIT SHT SHT SHT

{nitia! Consonant 5
Red While Die
D~ 1 2 3 4 5 6

1 SHTSHTSHT T T T
2TT5T5T5T5T
3STSTSTTLTlTL
4TLTLTLTLTLTl
511 TSTSTS V V
6VVVVLVLVR

Initial Consonant 6
Red While Die
Die123456
1VRYYYZZ
2ZZZZ0Z0Z0
3Z0Z0ZDZOZDZO
4Z0ZHZHZHZHZH
5 ZH ZH ZHO ZHD ZHO ZHO
6 ZHD ZHO ZHD ZHD ZHD ZHD

Vowel 1
R.d While Die
Die 1 2 3 4 5 G

1 A A A A A A
2 A A A A A A
3 A A A A A A
4 A A A A A A
5 A A A A A A
6 A A A A A A

Vowel 2
R.d White Die
Die 1 2 3 4 5 6

1 A A A A A A
2 A A A A A A
3 A E E E E E
4 E E E E E E
5 E E E E E E
6 E E E E E E

Continued 011 JlI':XI page . ..

BUSINESS ANO ECONOMY

The Zhodani economy is a blend of feudalism. capitalism and state socialism.
Individuals are free to own propeny and make money. They can choose their job.
but will typically be :slccrcd toward 11 parlicular field hased on early le~ting and apti­
wdes. It is considered anti-social not 10 work if able. Individuals may quil a job ­
but doing so because of unhappiness, as opposed to because a new opponunity has
opened up. is seen as llnli-socilll, and rTlllY result in a visit from the Thought Police
and re-education.

Small family businesses are owned and operated by proles. but often a local
nuble has 11 part-interest in them as well. Generally, a prole will approach a local
noble with a business proposal, and if it seems reasunable. the nuble will provide a
certain degree of capital and use his influence to assist with permits, contracts. elc.
In exch,mgc, Ihe noblc gets part-interest in the company. This is not considered
"favoritism" ~ anyone can approach a noble; the profits from a successful business
are seen as benefiting everyone. Or a prole might instead use a financial institute or
try tu intcre~t a larger corporation.

Corporations of planetary or subseclur sizc arc oncll owncd dircctly by a pUitic­
ular noble, or more often. a noble family; they may also be mn by a large financilll
holding company Ihat represents the interests of stockholders, most of which are
individual nobles or in[cmllll11s seeking diversified investments for their income.

Single noble families dominate a few megacorporations. but the mlljority lire
controlled by holding companies representing numerous interests. In many cases the
Zhodani Consulate is one uf these interests, with part or the company being state­
owned (and that portion of the profits going to support the state). This is especially
true or defense contractors and companies working as public service providers. In
general. Zhodani industry is much morc "nationalized" than that of the Imperium.
the state having a stronger role in it.

Zhodani megacorpormions doing business within the Consulate include:
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Chiadle
Chiadlc is a major heavy industrial combine. noted for its rugged farm and fac­

lory mm:hincry and industrial. maintenance and repair robots. Chiadle also makes
many utility vehicles and armored personnel carriers IIsed by the Zhodani Army and
Consular Guard. Chiadle equipment has been exported to some Vargr states and
llculml worlds. The company has signilicam holdings in the Spinward Marches in
Cronor suhsector.

Ibr Ajklia Oriachobl [lAO]
An electronics and consumer products gianI, lAD is best known for its quality

computer solhvare. making everything from computer operating systems to slarship
navigation programs. Some lAD software (chiefly translation programs) is even
marketed withilllhc Imperium and Vargr Extents.

Priantqlovr Orafr
This rncgacorporalion dominates transport and passenger service within the

Zhodani border province of lad,. Nsobl. with a home pon at Cranor: its name means
"Military Star Shipping:' It is owned by a Zhodani noble family. but enjoys a per­
manent military subsidy as a reserve arm of the Zhodani navy. Its ships are armed
and can be called lip or requisitioned by the Navy when needed.

Tanzhrtl Zofrtia (TanZof]
TanZof is one of the largest manufacturers of civilian slarships withiu the

Consulate. TanZof passenger vessels arc noted for their excellent allcntion to inter­
nal ergonomics. A ride on a TanZof liner is always a pleasant experience.

TanZof gigs and pinnaces have been LISCO by the IIllVY. but until recently it had
not manufactured warships. In the military build-up preceding the Fifth Frontier
War, TanZof bid on and received a contract to build a new class of patrol frigate.
Unfortunately. T1JllZof cneounlcrcd problems dealing with military subcOlltractors
who were not used to working with it, resulting in many of its vessels coming 100
late for the Wilr, .md others experiencing problems in service. particularly wilh
weapon installations. includillg Olle catastrophic lauTlch software error in which a
missile was prematurely delonated within a tUITet. A Naval investigation is ongoing:
in the meantime. a number of senior '1~1nZor executives in the Quality Assurance
division have volulltarily reduced their salaries and undergone counseling.

While TanZof has had difficulties with its mililary design bureau. its civilian
ships remain in high demand.

Tliazhashal
The largest Zhodani defense contractor. Tliazhashal manufacturers starships.

gray vehicles. robots. military electronics. energy weapons and scientitk instru­
ments. Tliazlwshal Shipyards ,Ire the major military shipbuilder in the Com;ulate.
They have been very busy of late. replacing losses from
the Firth Frontier War and building a new generation of
TL 12 warships.

Tliazhashal does not construct civilian merchantmen.
but docs build scout and survey vessels. and sell many
prospecting and lab ship vessels LO belters. universities amI
research firms.

They also own and operate a small tleet of survey and
scientilic vessels. The Zhod'lIli Consulate has no equiva­
lent to the Imperial Scout Service. and as such privatizes
many of those functions not directly rel:ltcd to the navy.
Tliazhashal's Survey Division performs. under Consular
contract. routine astrographical surveys throughout
Zhodani and neighboring space. Tliazhashal is also the
major provider or equipment and civilian personnel for the
Zhodani Core Expeditions.
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ZHBDANIWDRD
GENERATIDN

TABLES
[Continued]

Vowel 3
R,' White Die
Die 1 2 3 4 5 6

1 E E E E E E
2 E E E E E E
3 E E E E E E
4 E E E E E E
5 E E E E E E
6 E E E I I I

Vowel 4
R,' While Die
Die 1 2 3 4 5 6

1 I I I I I I
2 I I I I I I
3 I I I I I I
4 I I I I I I
5 I I I I I I
6 I I 14 14 14 14

Vowel 5
R,' While Die
Die 1 2 3 4 5 6

1 14 14 14 14 14 14
2 14 14 14 14 14 14
3 14 14 14 14 14 14
4 14 14 14 14 14 14
5 IE IE IE IE IE IE
6 IE IE IE IE IE IE

Vowel 6
R,' White Die
Die 1 2 3 4 5 6

1 IE IE IE IE IE IE
2 IE IE IE IE IE IE
3 IE IE IE IE 0 0
4 0 0 0 0 0 0
5 0 0 0 0 0 0
6 R R R R R R

COII/illi/cd 011 /It.'XI {mgt.' . ..



ZHeJDA:NIWeJR..,
GENERATION

TABLES
[Continued}

Final Consonant 1
Red White Die
Die 1 2 3 4 5 6

1 B B BL BL BL BL
2 BL BL BL BR BR BR
3 BR BR BR BR CH CH
4 CH CH CH 0 0 0
5 D DL DL DL DL DL
6 DL oL OR OR OR OR

Final Consonant 2
Red White Die
Die 1 2 3 4 5 6

1 OR OR OR F F F
2 F F FL FL FL FL
3 FL FR FR FR FR FR
4 J J J J K K
5 KL KL KL KL KR KR
6 L L L L L L

Final Consonant 3
Red White Die
Die 1 2 3 4 5 6

1 L L L L L L
2 M M N N NCH NCH
3 NCH NCH NCH NCH NCH NJ
4 NJ NJ NJ NJ NS NS
5 NS NS NS NSH NSH NSH
6 NSH NSH NSH NSH NT NT

Final Consonant 4
Red White Die
Die 1 2 3 4 5 6

1 NT NT NTS NTS NTS NTS
2 NZ NZ NZ NZ NZ NZH
3 NZH NZH NZH NZH NZH NZH
4 P P PL PL PL PL
5 PL PL PL PR PR PR
6 PR PR PR PR Q Q

Final Consonant 5
Red While Die
Die 1 2 3 4 5 6

1 QL QL QR QR R R
2 R R R SH SH SH
3 SH SH SH SH T T
4 T T TS TS TS TS
5 TS TS TS TL TL TL
6 TL TL TL TL TL TL

Final Consonant 6
Red White Die
Die 1 2 3 4 5 6

1 V V V V V VL
2 VL VL VL VR VR VR
3 VR VR Z Z Z Z
4 Z Z Z Z Z ZH
5 ZH ZH ZH ZH ZH ZH
6

--

Vestabl-Makarin
Vestabl-Makarin's name indicates a wish to claim descent from the original

Maknrin combine (founded circa -2800) thaI wa~ involved in the first contacts with
Vargr traders. Actually the company itself is considerably younger, dating only to
743, but was incorporated on the same world (in Ziafrplians seclor) as the original
Makarin combine and views itself as ils successor. In 992 it merged wilh Vestabl
(owners of the largest fleet of are carriers in Zhodani space) to form the present
combine.

Vestabl-Makarin operates subsidized merchallts with Consulate-wide interests,
but is best known for dominating trade along the Zhodani-Vargr Marches. especially
with Gvurrdon sector. Unusual for a Zhodani corpormion, many of its ships are
armed, and during the Fifth Frontier War a number of them were pressed into serve
as troop carriers; two wen: lost in action.

SECURITY AND INTELLIGENCE
INSTITUTIDNS

THE THOUGHT POLICE

Perhaps the most misunderslood of Zhodani institutions is what Imperials call
the Zhodani Thoughl Police. the Tm'/·chedl'. The Thought Police is a branch of the
govcrnmcllt charged with nmilllaiuing "right thought" ill Ihe population. To non­
Zhodani they are seen as a secret police constantly spying on the population with
telepathy. Their mission is to catch anyone discontented with the system, their lot in
life. or their superiors, and brainwash them into acceptance.

The Zhodani viewpoint is completely different. The term T(I\JI'Chedl' literally
means "Guardians of Our Morality." The organization is seen as fiJling a role much
closer to fircman or EMT than policeman.

Zhodani society is a happy one. but even in a hllppy society. individual members
can fall prey to depression. frustration or disillusionment. They can still suffer from
mental illness or imbalances. Individuals can lind themselves losing trust or conli­
dence in the system. It is for these people that thc Tavrehedl' exist.

Thought Police monitor all of Zhodani society. conducting periodic examina­
tions of individuals ill ordcr to ensure that everyone's mental health is at acceptable
levels. Blit the Thought Police also conduct random sweeps of the community. look­
ing for signs of unacceptable behavior or deviant thought patterns. When they find
such panerns. they seek them out. find the source and remcdy the situation.

Tavrchedl" arc m:vcr faceless guartlialls. They keep case liIes 011 all proles (and
forward them along should the proles move) and have access to psychological eval­
uations made 31 schools dating back to childhood. The local Tavrchedl' always
sends a few officers to visit any newcomers as they move into a neighborhood: a
friendly meeting. and a "call LIS if there is any problem." This is designed \0 make
people feel more secure. and to see the officer as a friendly face. But it also has
another purpose: to see that person"s face and "fee]" their emotional signature. so
that the Thought Police officer can more easily scan him during routine neighbor­
hood patrols.

Onc group that can escape the regular monitoring of the Tavrchedl" arc civilian
merchant crcws, especially those who spelld lellgthy perioLls outside the Consulate.
Inste;ld. the mental health of such individuals is usually the responsibility of the
ship's doctor. normally an intendant lelepath. who repons to whatever intend,lIlt or
noble captains the vcssel. If there is 11 serious prohlem. the doetor will report to the
captain, and. if it can't be worked out, the patient will be sedated or confined (ideal­
ly in low passage) until they can reach a civilizcd Zhodani port.

The mind shields of nobles and intendants provide 11 certain degree of mental
privacy: the Tavrchedl" can detain them only if deeds rather than thoughts suggesl
criminal behavior. Quile orten. however. a noble or intendant will voluntarily come
to the Thought Police for help. Every Zhodani is trained almost from birth 10 regard
the Tavrchedl' as friends. and to seek Ollt their help at the first sign of lInhappilless
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(in the same way as Imperials are urged to seek medical anemion for a physical ail­
ment).

The rights of foreign nationals vary wilh wh;llcvcr tre~lty their ~talc~ have with
the Consulate: the treaty with the Imperium is unclear in ils proteclions against
casual scrying.

Re-Education
The cure for any aberrant behavior is re-educatiOIl. Psionics has made this

extremely crfieicnl. LOllg ago. psionics made possihle studies which confirmed what
educational techniques worked and how efficiemly. They allowed academics tn phlll
oul lessons with far greater eftkiency, and create tests and examinations that con­
linn thllt learning has takcn place. Psychologists and mental health professionals
were able to study the mind and develop mood and behavior-altering leehniqucs
with levels of ecffecliveness unheard of elsewhere.

The result is excellent diagnosis and careful treatment in re-education cemers.
When treatment is completed. the individual rejoins socicty without any stigma or
blot on his record; the period of re-education is much like a period of recovery from
illness.

In game terms. re-education represents the removal of menial dismlvantages and
the substitution of other ones. It is perfomled as a Contest between the lower of the
re-educator·s Telereceive and Psychology skills and subjecfs Will. and requires one
day for every point worth of 11 mcnlal disadvllfitllgc to hc added or removed.
Modifiers: the re-educator rolls ai-I per point of disadvantage involved. a! -2 if the
facilities or a typical Tavrchedr ortice (special drugs, monitoring equipment, etc.)
arc umlvllilabh: and a further -3 if lacking the detailed psych-profile case records the
office usually has on Zhodani citizens. (These could be absent if an individwll has
traveled from another world: in cases of '·insane" crimes Zhodani authorities may
incarcerate individunls for II few weeks to request and awaitlheir arrival (or a rep0l1
they cannot be found). Such records \\'ill travel with miliwry personnel as thcy arc
assigned to different bases. and be transferred when civilians change their residence.
movc tn allotller joh, etc.
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1ihe Imperium anll
the Frontier Wars

Ahhough it had known of it for some
centuries, Ihc Consulate first I;ame
into solid contact with the t:l\pand­

ing Third Imperium around 550. War fol­
lowed almost immediately (589-604).

The Consulale bdit:vt:d Imperial
lroJden; and st:ulers were moving into sub·
seeton; thai lhe Zhodani hod olrcady dis­
covered (tnd t(trgeted for colonization, and
had begun building up strength in its bor­
der regions. As tensions mounted, lhe
Imperial colonists decirled to ~trike tlr~t.

Their rag-ra~ ~i]lIadmns were shallered by
the powerful force~ the Consulatc uscd.
hill Ihey :Jchie\'ed thcir purpose. provok­
ing local Zhodani commanders to mount
retatiatory strikcs into lhe Imperium.
These in turn drew Imperial counter­
ltllacks. As lhc situation spiraled uul of
control. Zhodani Provillci.d Officer
Tliakl<lbtl. ill cUlllmand of lhe Iadr Nsobl
ncct. call\'inced the provinl;iul council to
mobilize. and the Zhodani launched the
strength they h;ld been hoarding in ;I full­
scale offensive.

LIsting for 15 yenf5. Thr. rir.~l rmnrier
War engulfed 1'111 eighr of lhe coreward
subsectors of The Spinward Marches. tn
lh~ second year of lhe war, the Zhodani
rallied In their side Vargr of Ihe neighbor­
ing Gvurrdon sector. forming the Firsl
Outworld Coalition. The f:Jpid Zhodani
offensive caught the Imperium lurgcly
unprcpufed. The ZI.lWani quickly t:xpdled
lmpcrial sclt1clllcnlS frolll lakr and
Briakqm· sectors. '.Illd the conlinued fight·
iug was char(tcteril.ed by dcstructive r,lids
a,gainst high-popul<ltion worlds in the
M<lrchcs by Outworld forces.

The dedsivc moment of the war
occurred in 60'1 when nnw-Consulnr
Officer (grand ndmiral) Tliakbbll allempl­
ed n bold ··wnr-winning"· .~lroke Ihrough
Jae Tellona. It was 10 he coordinated with
a V:Jrgr lhrust from coreward that would
trap the Imperial fleel (which was still
eonl;entralillg ilS forces) between a
Zhodani anvil and a Vargr hammer. Sire
c:Jught lhc Imperial f1Cd al Zivijel
Rhy!:mor. but much of lhe plallued Vargr
support failed to arrive. many having
dil'erted 10 pluudt:r worlds len undefended
by tire Jlulssing Imperilll battle fleeL
AltllCking regllrdless. Tliaklabtl met her
match in the brilliant defensive l;lctics of
Grand Admiral Olav h;lull-Plankwell. The
Imperial commnnder. in a bloody hl'l111e of
anrition in which the crellm of the Zhodllni
n,'lVy - the ladr Nsobl combined fleet ­
pe.ri.~hed atmost to the lasl ship. With them
died any hope of Zhodani victory.

The negotialed armistke left the
Zhodani in I;ontrol of lhe Cronar subsector
of the Marches, but eslublishcd extt:nsive
Imperial claims elsewhere ill lhe sector,
lind WliS acclailllt:d all Impt'lial victory.



If the re-educator wins. the disadvnntagc is
removed (or reduced in potcncy. if it has several lev­
els); otherwise. the subject remains incorrigible, but
repeated attempts can be made at the usual penalty for
repeated attempts. If the n::-edueator scores a critical
success. he may also remove or insert a second disad­
vantage of equivalent or lesser value; on a critical fail­
ure a mistake is made and the wrong disadvantage is
insertcd or removed. If the patient gets a critical suc­
cess. he convinces the re-educalor (and probably him­
self) that he is "cured," but the effeci will break down
within hours, days or weeks (GM's decision) after
release. On a critical failure, the patient acquires a
permanent level or Weak Will (or loses n level of
Strong Will) as a side effect of the process.

The Second
Frontier War

The Zhodani licked their wounds and
~penr the next d07.cl1 years integrat­
ing their new IcrrilOrics and rebuild­

ing their lI;}vy. The Imperium !lid neither:
R:uhcr than cOllsolid:lIing his victory.
hault·Plankwcll turned :JTound and
laullC"hcd an expedition aguinsl the
[l11pcrilll Core. [;lking the Iridium Throne.

This ignircd ;1 scri<:s of Civil Wars
within the Imperium. Seizing their dWllcc.
the Zhodani fonned the SCl,;ond OUIII'orlJ
Coalition and l'I::ncwcu their all<lCk ill tin;
Second Frontier War (615-610). Howe\·cr.
Zhod;mi forces 11;ll1 been birdl)' b;mcred by
their defeat only 14 years before. Hild e\"en
with their VaTgr :llIies. cOlild not muster
the Slrl':ngth to brc;lk Imperial defenses.
Ancr:l long holding .1etion. the Imperium
assemhled I;lrge forces ;lod forced a sl;i1e­
mate. The Imperial Admiral on Ihe Spot.
Arbcllatr:1 Alkhalikoi (Iatcr Empress
Arbcllalra) ceded more territory. This won
i.l shaky pei.l<:<: that I:lSled m::lrly 350 ye:lrs.

The Zhrn.laoi reg:lrdciJ the out<:ome of
the Second Frontier War as a miligaled
success: Imperial espansion \Vas hailed.
[rnmediilte Zhodani territorial .nlluitioliS
were largely satisliel.! by the gains of the
Seconl.! Frontier War. anI.! their efforts in
Ihe Mnrches beenme primnrily focusel.! on
intcgrming new territory anI.! popul:'ltions.

How the Thought Police Operate
Proles have a right to happiness. Intendants and nobles don't: they have taken

on the cares of society and the Consulate. and it is understood th:'ll this means that
they will not always be completely happy.

Usually. an unhappy prole will call the TIlOught Police long before they nOlice
him. All Zhodani citizens lelltn. as children. the signs of depression and discontent
in Ihemselves as well as others. They know that help is just a vid-call away, and that
being happy is both their duty and their right.

But sometimes the Thought Police must be more proactive. Occasionally a
prole will sit awake late at night. depressed and angry. Some aspect of society has
affected him adversely. and he has been unable to cope with it Perhaps he losl his
old job and is unhappy with his new OIlC; nUlybe he is jealous of ;1 neighbor who is
morc successful than he is. The thought patterns spell deviance. and roving Thought
Police patrols pick them up (using Emotion Sense or Telereceive).

Late at night. there is a knock al Ihe door. The prole knows the Thought Police
have arrived. He invites them in - he views them as emergency medical personnel
rather than oppressive IllW enforcement offkers. They enter. talk quietly or loudly
depending on what their quick diagnosis indiealcs. Alh:r a few minutes. the prole
leaves with the Thought Police. If the person lives alone. a note is lert behind. to tell
any concerned neighbors who might enter where he has gone. Already. the prole
feels slightly better. knowing that someone cares. The Thought Police will also con­
tactlhe prole's empluyer. By law. he fUust be given time off with pay: COStS arc cov­
ered by the state.

A few days or weeks later, the prole returns, much happier. His lIew job is
exactly whnt he needs nnd wanlS. a perfect OUIlet for his ambitions (perhaps he has
been given slightly different dUlies: perhaps he has been shown the vital imponance
of the position he occupies). His successful neighbor. he now knows. fills an impor­
tant role in society. and pays for his success with m.lded responsibilities. Everything
is fair. The world seems brighter and clearer.

Tavrchedl' Hierarchy
The Thought Police arc a civilian rather than a military body. They are orga­

nized into levels of authority which parallel the various ruling councils. Thought
Police precincts nre organized to cover the same population governed by a local
council. Higher levels or Thought Police organization are responsible for re-educa­
tion nnd are supponed by higher level councils. At the planewry level. the Thought
Police command stmcture is responsible for lraining lIew officcrs. amI is supported
by thc plallct:lry cuullcil. Highcr levcl councils support Thought Police research and
development. usually of refined techniques for delermination or treatment of aber­
rant behavior.

Thc Suprcmc Coulleil is n::spollsiblc ror uhimate policy decisions conceming
the Thought Police.
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THE MILITARY THOUGHT POLICE
The Ttll'rclledl' Drial1afl (lit. ··GlIardi:lIl.~ of Ollr Morality for Protection of the

ConsuI3lc") are officially a part of the Consular Guard. but mallY military thought
police serve on detached dUly in the regular Navy and Army. or in regional units.
The military thought police have a twofold purpose: maintain the moral and menial
heahh of the Consulate's troops and operate in enemy. disputed or occupied territory
10 protect 1he Consulate and its citizens.

The Tavrchcdl' Dri:man is less delicate thall tlu.: forces which deal with Zhodani
civilians. Its methods (because it orten deals with large populations of discontented
individuals. and because these lack the detailed psych files of Zhudani) are coarser
or harsher Ih'lll most ZhlXlani would prefer.

The military Thought Poliee is responsible for administralion of occupicd
Imperial worlds and suppression of guerrilla aClivity. The military administ(a1ion is
eOllcerlled primarily with maintaining a safe and docile population. and proven
methods of achieving such a condition includc some brutal exploits to prove they
are serious, followed by inclusion of locals in the governing process. The people
that arc included often receive a quick re-educalion and then take their positions
with sincerity and dedication to the Zhodani caliSc. To thc rest of the population.
such an individual may appear to be brainwashed or coerced.

THE EYE AND THE HANO
The 1ozjab,. (lit. ··the Eye and I'land") is the Consulate's prim;lTy intelligence

and coven operations agency. Orten referred to as "Zhodani Intelligence" or
"Consular Intelligence" in the Imperium. the operations of the Tozjabr are frequent­
ly confused with those of the Military Thought Police.

In fact. the Tozjabr are a quite distinct Zhodani institution. They arc relatively
··young." having been established circa 550. during thc period of tellsion that led to
the First Frontier War. Prior intelligence-gathering activities and special operations
had previously been shared between various mililary branches and diplomatic
offices, with counter-intelligence handled by the Drianan Tavrchedl" (the Military
Thought Police).

raced with the juggernaut of the Third Imperium, it became apparent to the
Zhodani Supremc Councillhal treating covcl1 operations as a simple adjunct to mili­
tary or diplomatic affair.; WllS 110 longcr practical. TI1C connicl with thc Impcrium
would be of long duration. and military ;lction would simply be exclamation marks
in a lengthy cold war in which espionage. subversion and propaganda were weapons
of Ilcccssity.

With the need for a dedicated covert oper;lIions and foreign intelligence organi­
zation established. it took some years for the Supreme Council to agree on its charac­
ter, and whether it would be rnilitllry or civilian in naturc. It was feared the moral
authority and integrity of the Tavrchedl' Drianafl would be compromised if they
were also t"sked with performing regrettably necessary "ctions lhat would. if per­
formed within the consulate, he against Zhotlani law. For this reason, it was ultimate­
ly decided the agency would be a civilian body independent of Ihe Thought Police.

Tozjabr organization is similar to mOSt other intelligence agencies. Operatives
includes analysts and field agents; most of the laner arc intendmlls, but a few arc
prolcs. Offices arc established at the provincial. sector and subseClor level. and al
embassies on client states and within the Imperium.

Telepathy makes the insertion of foreign "moles" into the Tozjabr vcry difficult,
but the Zhod<lni character makes finding suitable candidates for undercover agents
and inslilling proper tradecraft a diffJcuh and lengthy proposition. even with telepa­
thy. The Tozjabr prefer to recruit as both analysts and agents individuals with some
experience with non-Zhodalli culture. e.g.. Illereanlilc. llcmlcmic. diplomatic or mili­
lary personnel who have been stationed ;,broad. Even so. the stress of making deci­
sions and compromises alien to Zhodani thought can be consider'lble. Extellsive
counseling is given to operatives before retirement. but a small number of Tozjllbr
agents are unable to re;ldjust 10 life in the Consulate and have required re-education
or. in a few C:lses. have turned to crime or defected to foreign powers.
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The Long Peace

T
here had always bccn u "pcal,;\: fac­
tion" within the Zhodani Supreme
Council. chiefly lhose who saw

\:xplorollion and economic development as
morc valuable. After the Second Frontier
War the)' were joined by the so-called
Expansionist movement. who hoped to
cxtend Zhodani values toward other
human cultures_ They h:uJ noticed fhe
growfh of the Psionics Institutes (begun
under Cleon I) and saw them as seeds that
might evenlU:llly SproUl :Inll htossom into
the beginning or a "mature civilization:'
Too, the end of the Civil Wars in the
Imperium and the rise of innovations like
lhe Xboat system suggested thaI. possibly.
lhe Impcrium was moving fOward a more
stable. l,;entrally direl,;ted state. similar to
the Consulatc. Perhaps in tl1<lt cnviron­
ment psionil,;s would spread and nourish.

Suo afler lire victory of the Second
FrOlllier War. the Expansionist f,rction
argued against further war with Ihe
Imperium. believing such actions simply
reinforced the idea that psionir.:s wcre thc
cnemy. They were joined by council con­
servatives who felt inrer<;teltar w:tr at the
levcl of the r=irst :Ind Second Frontier
Wars placed undue strain on Zhodani
economy :tnd sociely and :Jeclimati~.ed 100

many protcs to both viotenee and forcign
instilutions. On :.r more praetil,;:tl level. Ihe
Navy wer.: busy with the mammoth logi.~­

lie effor! leading to the Sel'enlh Cure
Expcdiliun. and ils "DCSlinarian" support­
en; did not wanl anythill!:l to di"ctl ullen­
tiull from llris effort.

They got Iheir way. For the Ilext IWO
and a hulf ccnturies. a few incidents aside.
peace prevailed.



No Peace
Between Us.

The Imperiulll. tou. was lir~u of war.
During Ihe period 650-750 l;ultum!
exchanges memories of the last waf

had faded and cultural exchanges flour·
ished. 1I.'lany Zhod,lni academics toured
the Imperium. and vice versa (writing
socio-political studies that h;)\,c rarely
been equaled since due to their first-hand
sOIiTces). This cooperation extended to
many psionic il'milUtC.'i: in some regions it
W;lS aClu:llly accepted to have ;l visiting
Zhoc.lani adep!' or 10 go 10 ,he Consulate
for ::Juv:lnccd training.

Around 770. the long peace began to
crumble. Firsi. the Zhodani polk)' of
<:ngagcrncnt was predicated on the
assulIlJltion Ih;ll the [ulpcrials wuuld.
c\'cnluiJlly. adopt ZhOUiJili vil,:\\'s. fo,'lany
Zhoduni politicians did not wish 10 wait
for the lenglhy l'hange~ nel'e~sar)' wilhin
th.. Imperium. und instead (lll .. mpled to
innuence uncoml\lilled border worlds and
client ~t:tle~ :111 along Ih.. frontier.
Likewise. loe:tl interests within the
Im~rilll11 s:]w Ihe~e worlds a~ fuir gume
for commercial und economic exploita­
tion. and raised fears Ihal Ihey would 1':111
into the hands of Ihe Zhoo:l11i.

Within the Spinward ""larches. a nUI11­
ber of neutral worlds in Querion and
Je\\'ell sllbseelors were lOrn between
nUlil·isl. pro-Zlmdani und pro-Imperial
faelions. Both inlerslellar stales offered
Olid Olud ussiSlalll'e to their rt::SIlCl:lil'e
clients. The Zhodani Consulate Ilrovid..d
funds to ~upPOrl p~ionic institutes in the
fervent hope that ~uch worlds would
evolve into more Zhodanilike societies.
When tledgling pro-psionic parties did
achieve power. they lell! T:wrchedr ad\'i­
sors to help lhem rel:]in il. In general. Ihe
Imperiulll look a more armS-length
approach. bm Imperial megacorporalions
oflen provided amlS. equipmem and mer·
ccnary strikcrs to prop up pro-Imperiat
govcrnnn:nts and. SOlllelil1l\:s. to over­
throw those who took a Ilro.Zhodalli line.

Cml/;1II1e(101I /leXI (1(1S(' •.•

Tozjabr Operations
The new Tozjabr was fonned in lime to participate in the First Frontier War, but

lacking experience, had relatively minimal impact. being essentially all appendage
ofZhodani naval intelligence despite the uriginal wishes uf its founders.

Tozjabr operations became bolder during the long period of lension leading up
the Third Frontier War, when it was largely responsible for the covert funding of II

number of psionic in~titutes throughout the Spinward Marches (and even beyond).
Some of these inSlitutes became de facIO schools turning border world or Imperial
citizens into Zhodani agents.

Since the Second Frontier War, one of the major conccrns of Ihe Tozjabr has
becn activities in the Vargr EXlCnis. These are aimed at propping up friendly govern­
menls (such as Ihe 40th Squadron) and, in some cases, weakening unfricndly ones.
On the simplest level, these involve gathering intelligcnce to dctermine the stability
and intentions of ostensible allies. and cultivaling a web of Vargr agents. Sometimes
more direct measures are involved. such as providing covert sponsorship 10 various
groups whose charisma and pre~tige would be weakened if it were known that non­
Vargr ,lrms or funds were Oowing toward them. It is suspecled by the Imperium that
the unusual longevity of the 40th Squadron. a long-time Zhodani ally, is a direct
result of Tozjabr machinations.

Bctwecn the Third and Fifth Fronlier Wars. the Tozjabr stepped up their opera­
tions in numerous client slates adjoining the Spinward M:lrches. and in u few cases
is believed to have been direcily responsible for destabilizing pro-Imperial govern­
menlS :.lTId pushing worlds inln thl: Zhodani bloc.

In 1042 the Tozjabr attempted its mOSI audacious coup \0 date. Long the nag­
ship of the Imperium's Five Sisters Flotilla (208th Fleel).lhe Li8hllliIl8-cla~scruiser
Vermilion SUl/Ice was rctired from aclive service in 1040. being replaced by several
ships of smaller tonnage. Tr:msferred to the Scouts. il underwent relit and refurbish­
ment for 16 months al Mora and Ihen was returned to the Five Sislers subsector
preparatory to a long-range penetration into the e1ienl slaleS to spinward. The rnis~

sian included large-scale use of the on-board libraries :ltld l:tbs to enh:mce local
technology as ··a gift from the emperor:'

TIle Tozjabr acquired the itinerary of the ship from agents wilhin the Imperium.
and arranged a surprise for the ship in Ihe Garconne syslem. When il arrived. all
went normally until the rcccplion on the quaners deck. The Zhodani had procured a
variety of data acquisition modulcs whieh werc aetuully warbots ill disguise.
Programmed to act clumsily. they gave an image of :1 r:lce iment on looking very
advanced. while obviously having more show than substance. These modules were
shipped to Ihe SUIIICt: to acquire much of the techllological datu being given away.
The ruse worked - ew.:h group of modules wandered in selected areas of the ship.
accomp;mied by Tozjabr agents surgically altcred to prevent detcction. The takeover
wus set for four minutes 10 midnight (midnight exactly being too obvious). Had it
not been for a curious fuel deck ensign who saw through a warhot's disguise. the
plan would have worked perfeclly

As it was. the Toz.jabr failed to capture the ship. but in Ihe resulting lirelight the
\Ienlli!ioll Strll1ce suffered cnough casualties and internal damage Ihat the much-pub·
licized cruise was abandoned. resulting in ;I severe blow to Imperial prestige.

A perhaps-unfonunUle legacy of the Verll/ilioll SUIIIC/! incident wus the cstnb­
lishment of a namboyant "cowboy" tradition in the To:rJabr. This was carried for­
ward through the agency's next two directors. including the currell! holder of the
position. DirectOr DezpritJasche·. A former Guards Commando major and Legion of
Honor holder. her views on how special opcraliolls would favorably innuence the
course of the coming war were given great credence by the more hawkish c1emems
within the Supreme Council. This led to lhem placing substantial naval and
Consular Guard assets under Tozjabr direction.

During the years leading tip to the Fifth Fromier War. Tozjabr focused ils opera­
lions on the Spinward Marches. Its major accomplishment was to suppon the expan­
sion of the Ine Gi,'ar movement across the Marches (often channeling funding and
weapOl1~ through thl: Sword \Vorlds). The Tozjabr also used covert operations to
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eliminate or suborn a number of Imperial pickets and listening posts, enabling a
Zhodani task force to make its way undetected to within a mere parsec of
RegimllRegina. Perhllps mOSI impressively, it was able to infiltrate the Imperial cor­
poration Magnetodynamics and establish a hidden Zhodani naval base on Fulacin in
the Rhylanor subsector in the heart of Imperial territory. The naval base was only
diseovertxl by a band of civiliall advenlun:rs at the last minute through what
amounted to sheer accident; had Murphy's Law not intervened, Ihe Fulacin forward
base might have enabled the Zhodani to successfully support the siege of Rhylanor
and tum the tide of [he war.

One operation that was lIot carried out was a planned assassination of Duke
Norris, who made Dezpritlasche' nervous due to his fomler connections with the
Imperial intclligcnce cOlTllUullity. Intcndcd 10 cause chaos throughout Regina prior
to the arrival of the Zhodani fleet, the plan was ovemlled on advice of the naval high
command, who considered Norris a "non-entity" and fell assassinations of sector
nobility would have unfortunate political repercussions, hardening Imperial resis­
tance and possibly alienating traditionalists in the Sword Worlds. Dezprillasche'
protested vigorously; her early recognition of Norris' importance has helped
ensured her stay in office after the Fifth Frontier War lurched toward its unsatisfac­
tory conclusion.

Future Interests
Overall, Tozj'lbr operations in the Fifth Frontier War can be said to have been

carried out with a combination of ambition, flair and professionalism, but to have
failed to achieve lasting or major results. It may be that the Zhodani placed too
much faith in achieving strategic surprise. and [hl'l[ the large number of opcralions
carried out themselves risked compromising that very surprise through early or acci­
dental discovery.

With the presellt peace treaty between the Zhodani and Ihe Imperium likely to
hold firm for some years to come, the "secret war" is likely to increase in impor­
tance. The Tozjabr are presently attempting to rebuild those spy networks and con­
tact" that were lost during the war.

Aside from their usual interest in Imperial political and military developments,
Tozjabr agents are also involved in stirring up trouble in the Border Worlds, and are
taking a keen interest in the current mysterious policies of thc Danian
Confederation. Beyond the Marches, Ihe agency has become extremely concerned
with the anti-Human influence of the Church of the Chosen Ones in the Vargr
Extents (which threatens thcir usual coalition with the Var!,'T slalcs), and lhe growing
lilrt:nglh of lhe newly encountered Drakarans near their trailing border.

THE MILITARY
Though they do not consider themselves a warrior people, the Zhodani do have

a lengthy military tradition. There are three major services: the Navy, the Army, and
Ihe Consular Guard.

THE ZHOOANI NAVY
Like the navies of the Imperium, the Zhodani navy operates at three levels, here

termed Consular. Regional, and System.

The Consular Navy
This is the interstellar space navy tasked with Obtaining space superiority during

war, besieging enemy worlds, and protecting interstellar trade routes within the
Zhodani Consulate. It is lIIaillly equipped a[ TLlG-11. but a few TLl2 ships have
been produced since the fifth frontier War. The Consular Navy is organized into
eight Provincial Fleets, one per province.

Zhodalli s4uatlrulls lcnll [0 follow a similar organization to that of the
Imperium. In general, fromier systems are defended by squadrons of battleships and
cruisers, with battle rider squadrons held back in reserve neets within the Consulate.
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No Peace
Between Us

[Continued]

III this tense situation war nearly erupt­
ed ill 792 over an incident on Attica!
Querion in the Spinward Marches. An
election brought a Zhodani-Ieaning gov­
ernment to power. but on its heels came
alleg:Uions of te!ep:uhic "influencing'· of
the e[eclOr,lIe. Revelation~ Ihal the new
pre~irlent'~ hu.~banrl had taught in a
Zhodani-funded p~i in~titUie led to viotent
anti-government riots. After security
police refused to leave barracks 10 sup­
press them and anti-psionic rioters took
over some cities, the paniekcd government
acceptcd a Zhodani Consu[ale orrer to
send truups to "restore ordt:r.'· The
IIllpt:riulil Objt:Ch:d. am'! an IIllpt:rial Navy
squadron was sent to blockade Attica and
prevent the Zhodani troopships' arrival.
Sector fleets mobilized, and diplomats on
both sides scrambled to prevent war. In
the event. the Zhodani linked. the Guard
never arrived. and Attie:!'s government
fe[1. Wi!r wa~ avenerl. blll theo;('; len~ion~

remained (See Crisi.r Of '99. p. GT27).
Tbese sltlliltion.~ undOubtedly con­

nihuted to what would happen next. From
!lOll to !l26. all across the Imperium, sim­
mering anti-psionic prejudice boiled over
inlo an organized pogrom against psion­
il.:s. Psionic institutes Wl.:re shul down.
dt:stroyt:d or furct:d undt:rgrollud. and
many psis wt:re killt:d, imprisout:d. lobot­
omized or driven into hiding or exile. In
the Spinward Marches. where thoughts of
Ihe Zhodani influence had kept the issue
near the surface. anti-psionic activities
reached a fever pitch on some worlds.
while on a few others. pro-psionic and
.,nli~psjonic mobs fonghl in open conflicl.
A few thou~and psionic refugee~ even tled
into the Zhodani Consulate; the~e were
accepted. and typically settled on undevel­
oped worlds.

The I'sionics Suppressions had a chill­
ing effect on the Zhodani Consulate. The
optimistic hopes of the expansionist
"Peal.:e FUl.:tion,'· already ragged. were
tum to shreds. Ordinary Zhodani through­
OUl the Consulate were shol.:ked at
Imperial actions. The ciliz.ens of Ihe
Imperium were exposed as barbarians
who had rejected the greatest gifl science
could give them.

There could be no peace.



The TIJi"d
Frontier War

The First und Second Frontier Wars
were [ought primarily for territorial
reasons IImJ in rcspOIlSC to liircc(

provocation. The Thin.! Frontier War was
different. The Zhodani had long n:cog­
njzed that the Imperium's higher average
technology level and its greater size CQuid
"out-produce" the Zhoduni within a few
centuries. and soon after that, economic
impef:llives would lead to lIew expansion
that would push the Imperium into
Zhod:lni terTi 1OT)'- The Con.~ul:lIe plJnnecl
the Third Frontier War in a deliber:lIC
effort [0 upset rhls situation.

The century leading up to the Third
Frontier War was preceded by numerous
skinnishcs. Even so. many in the Zhodani
government favored a simple policy of
containment father than outright war. and
CVCIl aftl;:r lhl: Psionil:s Supprl:ssions
belie"ed that "avoiding l:Ollt<lmillation"
was a better road to take. Nevertheless.
the view gradually grew that a new war
WitS inevitable and if so. the Consulate had
better strike first. rather than being caught
by surprise as in the First Frontier WaL
By 960. the mititary had begun serious
pkmning. even as the war party .mempted
lO align support for lhe effort. In lhe cnd.
'hey :lchievcd suppon for:l slrklly limiled
wareffon.

The Third Frontier War (979-9R6) wa.~

characterized more by commerce raiding
and hit-and-run slrikes than by great plan­
etary sieges. Unwilling to escalate thc war
(with lhe large-scale l:ol1lmitmenl it would
ha,"e requireu). lhe Imperium retalialeu in
kind. The r<:sull was se\'ere disruption of
commercial acti"itil;:s within the Marches.
The Zhodani. with their state-controlled
economy. were willing to accept these
losses. itS was the Imperial capital. The
people of the Spinward Marches were not.
The result was growing '1l1Ii-Impcri:1l sen­
limenl on the p:lrI of lhe M:lrches' com­
merci:ll imeresls and nohilily. :lnd criti­
cism nf the war elTon.

Faced with growing dem:lnds 10 either
escalate the war by actually invadiog the
Zhodaoi Consulate (which was :111 unae­
ccptable commitmcnt of force, given the
slate of tensions on lhe Solomani Rim) or
bilck uown. then Emperor Styr:>:. agreed to
all armistice. with territorial adjustments
heavily favoring the Zhodani.

More impOrlOlnt from a Zhodani per­
spective was the political fallout from Ihe
waf. Criticisms of Imperial handling of
the crisis led 10 me Emperor's abdicmion.
His successors, nOI wishing 10 be pUI into
Ihe same position. reinforced the neets
wilhin the Marche.". The raxes reqUired [0

mainrain mese forces, combined with the
chilling effect that the threat of any laler
Zhodani invasions imposed, effectively
served as a brake on future Imperial
e:>:.pansion wilhin IlIl;: bon!t:r n;gion.

The biggest difference bel\veen the Consular Navy and the Imperial Navy is
that a good percentage of Ihe fonner's ships (12%, hut only 5% of tolal tonnage) are
occupied with exploration duties, which in the Imperium would be the province of
the Scouts. Some Zhodani ships are dedicated exploration vessels packed with sci­
entific instrumenls, whilc olhcrs arc simply scrving llS escorts or on amled recon­
naissance missions. Many are tasked with supponing the Zhodani core expeditions.
but exploration also continues in other directions, albeit at a much slower pace.

This "warrior-explorer ethic" has a slrong effect on Zhudani naval culture.
Many Zhodani officers possess advanced degrees in xenology or other scientific
fields as well as engineering or naval tactics. and senior officers will have spent a
term or so serving on an exploration mission; as such, thcy arc cxpecled to be ready
to be diplomals as well as soldiers when necessary.

Regional Navies
Regional navies operate the jump-capable warships that are raised by individual

subsectors. They are under the control of the subsector's council. In peacetime each
regional navy is responsible fOf patrolling space within il~ subscctor's borders. espe­
cially near worlds that lack the lechnology level. population or wealth to suppon a
system navy. In ladr Nsobl and Shtochiadr provinces. Ihe regional navies are rela­
tively well equipped and experienced, due to constant operations against Vargr cor­
sairs. Imperial forces and squabbling client slates. In the other provinces. lhey are
generally neglected and under-equipped. and mainly serve a "Coast guard" type of
function. rescuing ships that have misjumped into frontier worlds, fen-ying disaster
relief learns about and performing courier missions. In time of war the regional
navies are placed under Consular Navy command.

System Navies
These are the planetary defense. system patrol and revenue collection squadrons

of each world. They are primarily composed of non-jump capable vessels: revenue
cutters. system defense boats. defense satellites and orbillli fOrlrc.~ses. Unlike lhe
Imperium, the Zhodani Consulate does nOI permit system navies to possess jump­
capable warships (although client states may).

THE ZHOOANI ARMY

The Zhodan! AmlY comprises the planetary amled lighting forces of the indi­
vidual worlds alld subseetors wilhin the Consulatc. TI1CY delll with planclary surface
actions. battles and campaigns. Where necessary. they may serve as ship's lroops
aboard naval vessels. The Zhodani AmlY is generally equipped at TL9-1 I. depend­
ing on the subsectors and worlds whcre particular units arc raised.

The basic fighting element is the baUalion. aboUi 500-1,000 people and 50-150
vehicles. usually organized into three fighting and one headquaners and suppon
company. Five batlalions and SUpp0l1 troops form a regiment; four regiments and
supporting arms make a division. All units of a division will usually be based in the
same subseclOr, but component regiments and b::malions are often assigned 10 cam­
paigns on different worlds.

On the ballalion 10 divisional level. the Zhodani army has four main types of
fighting formation:

Lift Ill/alitry are ordinary soldiers who ride to battle in lightly armored grav
vehicles. Thc majority wear combat annor ,md carry g,IUSS riOcs. They ,Ire support­
ed at the battalion level by warbots and light scouting and anillery grav vehicles.
Lift infantry regiments normally have three ballalions of lift infantry, one of grav
lanks (sec below) ami onc of ar1illery. Lift infantry divisions consist of two regi­
ments of lift infantry, one of lift mechanized infantry and one of anillery.

Lift Mechallized Ili/allll), are similar to lift infantry on the banalion level, but all
combat soldiers wear halllcdrcss and thus carry heavicr wCllponry. A lifl mccha­
nized regiment normally has two battalions of lift mechanized infantry, two banal­
ions of grav tanks and one of artillery. A division has two lift mechanized regiments.
one grav tank and onc artillery regimcnt.
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Grm' Tallks :Ire heavily armcd and armored nying tanks. Grav tank b;lltaliOlls
consist of 30-40 grav tanks ,lIld 50-60 supporting vehiclcs. Grav tank regiments have
three grav tank, onc lin mechanized infantry battalion and one artillery battalion. A
division has two gr.lv tank. one lift mechanized infantry and one artillery regimcllL

Lift Cal'tl":\' battalions arc highly mobile striking forces that mix mechanized
infantry. fast Sl;out vchicles and grav tanks in the same formation. Lift cavall)' regi­
ments comprise three battalions of lift cavalry and one of grav tanks ;lIld artillery.
Lift cavalry divisions have three regiments of tift cavalry and one of aniJlery.

Other speci;llized units also exist on a battalion or regimental level. such as
jump troops. commando groupments. engineers, etc,

Note: Zhod;mi organizational terms here and elsewhere ,Ire translated into the
nearest Imperial equivalent (company, battalion, etc.), except where referring to
psionic forces. which have been rendered idiomlltieally (grollplllelli. detachment.
and so on).

THE CONSULAR GUARO
The Consular Guard arc an elite fighting force raised from throughout the

Consulate and under the direct command of the Zhoduni Supreme Council. They arc
maintained al a higher Slate of readiness than the AmlY, ;lIld are generally equipped
at TLIO-ll.

The Consular Guard is sometimes thought of as the Zhmlani equivulellt of the
Imperial M:lrilles (albeit :I TL lower). but this is inaccurate. Overall.;l Guards divi­
sion has morc gmv tank, artillery and supply units and fewer jump-tmincd b:lltle~

dress troopers th;lIl an Imperial Marine force. The Murines arc focused Oll their mis­
sion as ship's troups amI pl:lIIclmy ;lssault. ;11 which they arc unexcelled. The
Consular Guard is more of a multi-purpose elite force: it docs train for pl:mctary
invusion. but is also used for regular army missions when the Army n::quires stiffen­
ing, amI as :1 mobile n::scrvc whell campaigns gO poorly. In general. it Gill he said
the Guard cont.tins a mi,'I: of forces good at mOSt military tasks, but not experts in
any single lield.

Cllllsular Guard org:mization Ull thl: ballaliOIl :mu rcgimelltal level is similar to
that of the Zhod.mi Army. but tends to have a higher proponion of gr:lV tanks. e.g.. a
lin infantry regiment has a mix of t\Vo lift infantry and one gruv t:lIlk battalion,
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Rise of the Hawks

Till: Fourth Frontier War. or "F3lse
W3r" (1082-84) wa~ triggered by a
border incidcnt <llld W;l~ fought by

renex; it cOI1Cludcd in an ,mnislicc evcn
before the Zhodani Supreme Council
could receive news of lhe war ,111(\ ~cnd

orders 10 Ihe fronl. Thc Fifth Frontier
WaL on Ihe mher hand. like llie Third.
W3~ ch3raclcrized by careful stralegie
planning.

The success of the Third Fronlicr W;lr
h<ld strengthened Ihe hand or the ;lnti­
Imperial raetion in Consular polilies. II
had also led to Ihe ris<: 1'1' .1 nell'
Exp:.IlIsiunisl 1l101'cment whl) bdi<:\"c;d th;.lt
Ullder Ih<: COrT<:ct stimuli. lhc Imperium
ilsdf mighl lie I·ulnel'..,ble.

Over Ihe P;lSt two Ikc'll.k$.. some
Zhod..,ni lhink-tanks bdievo:J they had
do:lo:cto:d struelural tensions within lhe
Imp.::rium ilSelf. Faclions in lhe Supreme
Council and a dominant majorit)' within
lhe l:ldr Nsobl provincial eonllcil lhal had
supponed this rcsc,lrch believed an :tll-mu
effort In C;lplllre key worlds elf the
Spinward Marches rnighl h,lve sweeping
repercussions Ihroughoul lhe Imperium,
During the Third Fronlier WilL lhe
Imperium had been structurJlIy sound. but
evell so. the toss of confidence I::lused had
led 10 an Emperor's resign'lliun.

This lime. il was hoped Ihal a defeal of
the Imperial furces would have a high
probabilily uf di~crediting Emp<:rur
Slrephon's rule. providing the Ilecessary
C.S<:IlSC for one or the other of It\l' tlKh,
dukes 10 scin' puwer. . r...suhing in a
second Civil War. similar to th:ll which
had followed the Impcri;tI victory Ituring
the First :md Second Fromier W:lrs. Then,
lhe Zhodani h:ld Illsl Iheir war and heen
unable 10 follow up. This time. a Zhod<lni
\"iclory wonld leave lhe Consul,lIe in
sh;lpe 10 take <Idvalilage of lhe lurmoil.
Some Zhod:mi hoped this would sec the
realization of Ihe Expansionisl drcam or
creating a new. pm-psionic Slale rmm lhe
:Ishes of Ihe old: Ihe mure pragmallc sim­
ply saw it as redu<:ing Ihe thre'll posed by
the Imperium for a I'ery tong lime.



The Fifth
Frontier War

T
he exact liming of the Fifth Frontier
WllT was lhe result of internal
Consulate pOlitics ralher thun any

direct Imperial provocation. The acciden­
tal deaths of two Supreme Council nobles
ill 1096 led 10 a sudden realignment of
forces that plll:'l majority f;lVoring a show­
down with lhe Imperium in power. Seeing
an opening, the waT faction moved quick­
ly In put long-planned military and coven
oper:lIions in effect. Due [0 the growing
influence of Tozjabr (sec p. 31). Ihese
plans included a much heavier rcliulIl:c un
coven operations, including a hidden buse
at Fulul.:inlRhy!<llIur and substantial sup­
pori fUf Inc Givar gUl:TTilla activities.

The Fifth Frontier \Vilr erupted in
1107. wheu Zhodani forces launched a
surprise attack on Regina/Regina in the
Spinward Marches, supported by V3rgr
(lnd Sword World allies and guerrilla
uprisings. Unfol1un:uely. an undcrt:STirna­
tion of the caliber of Imperi:l.l sector le:l.d­
ership and ~heer had luck combined to
snatch defeat from the jaws of victory.
Alrhollgh the Zhodani came very close 10
seizing key worlds that would have pre­
vented Imperial reinforcement. their inititll
sueec.~s tumed into slUlcmatc. In late 1109
new elections to Supreme Cuuneil com­
bined with the deteriurating situatiun led
many members tu favor a negotiated sel­
lIemcnL Negutiutions beg3n with the
Imperiulll, ..nd in 1110 thc w3r was over-

The resulting treaty led to some territo­
ri ..1 realignment (in particular in the
Sword Worlds region). but did nOt change
the Zhodani Consulatc's ovcrall rt:l:uion­
ship with the Imperium. Ncvcrlhele.~s.

although the Zhod:mi oflicially declared
the war a vicTOry (having "sellled·· eel1ain
bordcr queSTions). it failed to achieve thcir
imended aims. Worse from a Zhudani pcr­
.~pecli\'e. the war seems 10 have led to a
strengthening uf Imperial pusitiun within
the Marches. with the appuintment of the
able Nums as Archduke. It is likely that
the Zhudani ate IlOW rethinking their loog­
tenn strategy, and atlempting to determine
what a united Marches will mean in tenns
of future Imperial ambitions.

SAMPL.E MIL.ITARV UNIT:
LIFT INFANTRV BATTAL.ION

So what if lhe PCs are involved in a mercenary or other group operating on the
Zhodani frontier and havc thc misfortunc to encountcr Zhodani Army or Consular
Guard troops?

To give an example of what the Consulate usually deploys. the organization and
equipment of a typical unit is {1l:scribcd betow. TIIC lift illftll/try htllftlliull is onc of
the most common ground fonnations of the Zhodani military. According lo esti­
mUles made during the Fifth Frontier War, lhese units constituled about 32 percent
of Zhmhllli combat battalions in the Spinward Marches; it's unlikely these slatistics
have changed much.

The lift infantry battalion is organized along fairly standard lines. Each battalion
consists of a headquarters company and fOUf rifle companies, for an ideal total of
799 personnel and 127 vehicles. In practice. nonnal peacetime attrition and delayed
replacements will typically see an ordinary baualion about 3-5 percent under
strenglh. The samc organization is used in both lifl infantry and lift mechanized
units - the only difference is in the number and type of other battalions in the regi­
ment and in whether the troops are equipped with combat annor or bauledress.

Any position that requires a specific psi power, along with the required power
and skill, in noted ill italics; otherwise, Ihe officer. while psionic (like all nobles or
intendants) may have any talent, which will often be quite rudimentary. Of course,
somc officers Htay have additional powers beyond those required.

Headquarters Company
Thc headquarters company contains the following sub-unils: a point defense

platoon. a nuclear damper section, a maintenance platooll, a quartermaster platoon, a
medical plaloon, a communications platoon_ a psion detachment, and a command
po!>t plaloon, for a total of 167 personnel and 46 vehicles.

Point Defense Platoon: TIlis unit is responsihle for intercepting incoming mis­
siles or artillery shells. h contains 14 personnel: four drivers, four gunners. four
vehicle commanders. one NCO and one officer. They operate four point-defense
grav sleds.

Nuclear Damper Section: This section is responsible for protecting the battalion
from altack by nuclear weapons. It contains eight personnel: three drivers, two vehi­
cle commanders. two damper technicians and aile NCO. They operate two nuclear
damper projector grav sleds and a light utility sled.

Maintenance Platoon: This unit is responsible for keeping battalion equipment
running and recovering and repairing damaged vehicles. It contains 26 personnel:
six drivers, 15 mechanics. three squad leaders. one NCO and one officer. TIICY usc
six vehicles: twO repair van grav sleds_ two recovery grav sleds, and two utility
sleds.

Quartermaster PlarooJl: This unit is responsible for ensuring a smooth flow of
supplies, and for feeding the troops. The quartermaster plaloon contains 13 person­
nel: eight drivers, three squad leaders, one platoon NCO and one otlicer. They oper­
ate one light utility grav sled and seven utility grav sleds.

Medical Platoon: The medical platoon contains 13 people: four drivers. eight
medics ami nllc doctor. They operate three grav ambulances and one surgical van
grav sled.

COII/Illunications Platoon: The communications platoon contains 12 people:
Ihree drivers. five communications technicians (one of whom is a commissioned
specialist. a telepath with high power lllld good Telcscnd skill). one NCO. and one
offker. They utilize a meson communicator sled and two LR (laser/radio) communi­
catiolls sleds.

PsiolJ Detachmem: This platoon-sized unit is lrained to use psionic powers in
support of the battalion's combat operations. The detachment consists of 11 head­
quarters/transport group. a scout group. a recon group and an assault group.

The Commalld POST PlfIT(}(J// eDntaills all intelligence section. a communicalion
learn, a computer team. an electronic warfare team. and a headqll,tflers group. The
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intelligence team consists of twO officcrlill1crrogators, each a telepath, three soldiers
and a command sled. The comlllo team has one driver, three technicians, and a UR
sled. The computer tcam contains a driver. three technicians and a computer sled.
The electronic warfare team contains one driver, one gunner, one vehicle comman­
der, one EW technician in an EW sled. The headquarters group contains the battal­
ion commander, the assistant commander.. one NCO. two drivers. two gunners. two
vehicle commanders and two command sleds. The platoon has 26 men and six vehi­
cles.The headquarters/transport group consists of an officer (a major), a communica­
tions technician. ,lIld three drivers. with one light utility sled and two utility grav
sleds.

The scout group includes four drivers, four gunners, four vehicle cOInlf/llllder:\'
and four a.uixlanl vehicle cO/l//I/{l/u}ers (Telepathy or ESP), riding in four scout gmv
sleds.

The recon group contains one officer (a lieutenant) and 17 cOlllmissioned spe­
ciali.\·ts (all with ESP).

The assault group consists of six assault teams; each team has two scramblers
and one directOl; all commissioned specialists. Scramblers have psychokinesis (with
telekinesis skill); the director has telepathy and ESP.

Rifle Company (Lift]
The baualion's three rifle compallies make up its main combat strength. Each

rifle company contains a headquarters & weapons platoon and three line platoons
for a total of 158 personnel and 15 vehicles.

Headquarlers & weapoll.v plal(}(m: This contains an electronic warfare team. a
recovery team. a fire direction center (FDe) learn. an indireCl fire team. a direct fire
team. and a headquarters team.

The EW team contains one driver, one gunner. one EW technician and One vehi­
cle commander in an EW grav sled.

The recovery team contains one driver. one gunner. one mechanic. and one
vehicle commander in a recovery grav sled.

The FOC tClIlll conlains one driver. one team leader. three technicians and aile
FDe grav sled.

The indirect fire team cOlltains one driver. one vehicle commander. one multiple
rocketlauneher technician ,lIld onc MRL grav sled.

The direct fire team contains one driver, one gunner and one team commander
manning one gun sled.

TIle headquarters team contains one driver. onc gunncr. one vchicle commander.
one forward observer. one medic. the company NCO and the company commander
(captain). They use a command sled.

Line PllI/ofJI/x: Each of the three line platoons consist of one headquarters team.
one point defense team and three rine squads.

The headquarters team contains one driver, one gunner. one vehicle commandcr,
the platoon NCO, the platoon commander (Iieutenalll) and one comm,lIld slcd.

The point defense team contains one driver. one gunner and one vehicle com­
mander in a point defense sled.

Each rifle squad contains one driver, one gunner/vehicle commander. one NCO
and eight infantry soldiers in one grav APC.

Lift Infantry Equipment
Soldiers in lhc lift infantry battalions are equipped with Zhodani combat armor

(p. 46) and armed with gauss rines and RAM grenades. Each squad of a rille com­
pany has one PGMP-ll as a support weapon. Individually cnrried anti·tf.ll1k missiles
arc issued as the tactical situation warrants.

Soldiers in lift mechanized infantry battalions are equipped wilh TLi 0 baltle­
dress and an11ed with PGMP-IOB weapons, with FGMP-Ils serving lIS the Sqlllld
support weapOll.

Zhodani military vehicles are described on pp. 59-63.
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The Future

TIll: Zhodani Consulalc's stability
appears as rock-solid as ever. and ils
sheer size and multilcveled govern­

ment makes it dirficuh for anyone cata·
strophe to overwhelm it. Unless a truly
unexpected event takes pl:lce. it is here 10

SI:lY·
Perhaps Ihe only thing the Zhodani do

fe:1r i~ !:lck of knowledge. Thi~ may be
why Ihey :lre driven 10 !(eek Core\V:lrd,
and 10 u!(e Ihe ancient device in the
Consutar Archive!(. They believe that the
Anciclils had a rcuson to do so. and that if
there was something lhat the Ancients
feured. il wuuld be beller tu be preparcd.
And yel. the expcricm:e of the first cxplor­
crs 10 rcach Vicpchakl und rckusc thc
ancient bioweapon also haunts lhem. und
leads lhem to explore both cautiously and
in strength: wilt they open a door best lert
shut?

A~ for the Impt'rium. the Zhoo:lni have
been at odds with it since initi:ll eont:lct
W:lS c!(labli!(hed. The underlying re:lson is
the r:ldical difference!( in culture hclween
Ihe!(e t\Vn "dominant" nr:lnches of
Hum:miti. Zhodani morality i!( repelled by
the dcviousness of non-psionic human
minds. white Impcriat distrust of the
Zhodani is bound up Wilh the gener.1I umi­
psionic prejudice th:u has long charueter­
izcd the ImperiUIIl. Pn.:judicc against
psionics fecds opposition to the Zhodani.
and viee versa. Thus. rceent Zhodani his­
tory has been dominated by their enmity
toward the tmperium. with personal dis­
taste reinforced by :l feeling th:lt the
Imperium's reckless tmders ;md lmvless
selllcr!( are spreluling spinward. into the
Zhodani sphere of inlluencc. Imperi:lls
feel Zhodani !(ociclY destroys an individ·
ual' ~ func!:1mem;11 freedom of choice.



TheZhodani
Calendar

Zhuduni measure the pussugc of lime
using standards established on their
homcworld.

Day:;: TIlt: basic unit for Lhe Zhodani
calendar is the ~ld(//r:>li," (duy). t:llujvu~

lenl to 1.l25$7 standard days or 27.02
hours.

Yenrs: The chien (year) is 244-44
zhd:lnsti:\1 or 275.2 standard days (approx­
imately 0.75 stanr!;)rcl ye<lrs) long.

Olymp;(Jr!.r: Thn::e chren constirule one
111I~qu<:dij (olympiad) which is 733 7.hdans­
tial long. Every third olympi<lf! is 734
zhdan.'aiul long.

Seasons
The chlcn is divided inlO six shidl"

(se<lson.~) each 40 zhdansri:ll long. rOUT

~lrdallzl/{J(IIr.flial(holidays) ~ep;mlle lhe
shidr. orr Zhd:ml, the lcnllS are used now
more us months: the weather that charac­
terizes cut:h season is I)'picul of the middle
huituth:s uf the weslern Dleqials continent
on Zhdalii.

Thc ~ix scasons arc A/rim (raining).
associated wilh spring ruills alllilln: phtllli­
ng of crops: VrieJls/iu/ (llcal). llu: Oflcn
siagnant. hOi summer season; A/dl(lfser
(waning). a period when Ihe hot Summer
wealher becomes lemperate: AWllhobl
(harveSf). rhe autumn season to harvest
mamrc crops: AI.{/lIinl'! (chill). lhe frc~7;~

ing winter; and Alflllipl' (th<Jw). the mch­
ing of wimer ice and frozen ground.

TacdcalErnployrnent
Zhodani doctrine for the elllploymcnl of lifl infantry is almost identical to

Imperial doctrine. Thus. only the use of the psion detachment requires special trem­
ment.

The scramblers of the assault learns arc most onen used in conjunction with
aHacks on enemy fortified positions, which, for one reason or another, cannot be
neutralized by firepower. Immedimely prior to the infantry assault 011 the position,
scramblcrs will disrupt thc defense by Ilsing telekinesis to pull pins on grenades.
squeeze triggers on defender's weapons, ac{ivate safeties, etc. (Troops experienced
with Zhodani may counter this by keeping weapons pointed away from one another,
storing grenades and munitions in bomb-pronf eonlainers, elc.) Nevertheless. the
Helllal scrambler assault will clearly mark lhe position (0 non-psionic assault troops
and suppress the defender's ability to react for several seconds. Properly exploited,
this can be a critical advantage for attackers.

ZHOOANICOMMANDOS
The most feared Zhodani ground troops arc their elitc psiunic commando

forces. During the Fifth Frolllier War, some 95 commando groupments (baualion­
size units) were deployed in the Spinward Marches. Even though they represented
only 2 percent of all Zhodani combat battalions, the eOlllllUlIldU$ callsed disruprion
and morale delerioralion grcatly out of propurtion to their actual numbers. The price
of this success was heavy wanime losses, which have not yet rully been replaced.
As of 1120, only 72 groupments remain in the Spinward Marches (181 throughout
Lhc Consul'lle). Howcver, despite their smaller numbers, Imperial Intelligence is
worried Zhodani commandos may actually be morc effective now Ihat a war has
enabled them to reline their doctrine and provide a cadre of ballie-hardcned leaders
and vetefallS.

Some commando units also train as "jump commandos .. ' They are issued spe­
cial equipment enabling them to drop from ships in orbit directly onto a planetary
surface. (Orbit to ground telcl'0rtatiolls arc 1I0rlll<lll)' impossible due to effects of
energy and momentum, although ground to orbit 'ports are possible for a I'cry high­
powered teleporter.)

In Consular Guard formations. one commando
groupment is assigned to each lift infantry, mecha­
nized infantry or grav tank regiment. Two jump
commandu groupmenls arc parI of each jump regi­
ment of a jump division. and one jump commando
groupment is attached directly to each lift infantry
and lift 11IedHlrli:t.cd divisiun. Three groupmellts (two
of them jump) are attached directly to each Consular
Guard corps as part of the corps troops. til the regu­
lar army, onc groupment is attached to each corps.

Unlike other Zhodani units. which have only a
small psion detachment for each battalion headquar­
ters, most of the persolllH:1 ill a cmnlllHndu group­
ment (ideally 422 of 531) are psi talents. Of these.
36 are espers and/or telepaths and 384 are telepolls.
Teleport talents are all power 15+. All psi talents in
Zhodani comm,tndo units are issued injectors of psi­
double drugs. Distances traveled rarely exceed 30
miles because of the disorientation involved and the
need 10 use drugs for such long-range jumps. A
commando groupmelll will seldom make more than
two or three such long jumps per day: multiple short
Jumps are more common.

A point of interest is the fact that the combat
soldiers in commando units. being psis. consist
enlirc1y of ol'1kcrs or commissioned spcci'llislS (of
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intendant or noble stams). Of course. the l>upportillg technicians, drivers, gunners
and so on are proles.

Organization
A commando groupment is organized into a headquarters & headquarteri\

squadron and three commando squadrons. The commando groupment contains a
total of 531 personnel and 59 vehicles.

TABLE OF EGUIVALENT ORGANIZATIONS The Holidays

THE ZHOOANI

Commando Squadron
Each of three commando squadrons contain a squadron headquarters, a trans­

port/mhot dclacluncnt and three commando detachments.
Squadron Headquarters: This conl>ists of the squadron cmnmllllder (Lt.

colonel) and squadron vice-commander (major), both teleponers.
Truml'0rllRohol Detachment: This consists of 13 drivers (one an NCO in

charge of the unit) each operating 11 12-passengcr grav APC. They arc used for the
transport of Ihe unit during non-teleport operations. On some deployments, a
squadron may leave behind its vehicles to save cargo space on !ranspol1 spacecraft,
but bring the driverl> to operate local grav vehicles. Assil>ting Ihe detachment are 13
maintenance robots programmed for Mechanical. Electronics and Armory tasks.

Headquarters Squadron
The headquarters conlains a command POSI detachment. and communication,

medica\. nuclear damper lllltl point dcfclli\C det.achments.
Command post detacllmelll: This conl>ists of an intelligence group, a communi­

cations group, a computer group, an electronic warfare group and a command
group. II hilS a lolal of 26 personnel and six vehicles, organized as follows:

The intelligence group consists of two o!ficedillte.rmgators (tclepaths with
Telereceive skill) and three other ranks, one of which drives the group'l> grav sled.

The eommulliealions group contains one driver, three communications techni­
cians, and a laser/radio (UR) l>led.

The computer group contains one driver, three computer lechnicians. They use a
grav sled with a battle computer.

The electronic warfare (EW) group containl> one driver, one gUJlller. one vehicle
commander. one EW technician. They operate an EW grav sled.

TIle headquaJ1ers group contains the grollpmell1 commander (colonel) and assis­
Will commander (It. colonel). one NCO, two drivers, [WO gunners, two vehicle com­
mands. They travel in two command grav sleds.

COIlIIlIltllicaliolls Detachmenl: This consists of II personnel and three vehicles
organized liS follows: one officer. nile NCO. three drivers, six communications tech­
nicians, an UR communications sled and a meson communicator sled.

Medical Delachmenl: This consists of 13 personnel and four vehicles: four dri­
vers, eighl medicl> and one doctor, operating three grav ambulances and one surgical
van grav sled.

Nuclear Damper Detachment: This consists of eight personnel: three drivers,
two vehiele commanders, two damper technicians, and one NCO. They control three
vehicles: two nuclear damper projector sleds and one light utility sled.

Poilll Defense Detacllmellf: This unit operates vehicles designed 10 shoot down
incoming missiles and artillery shells. It contains 14 personnel: four drivers. four
gunners, four vehicle commanders, one NCO. one officer. TIley operate four point­
defense grav sleds.

Expressing Dates
Days within a season are numbered I

to 40. A Zhodani date is expressed as
Olympiad-Year-Season/Day; a holiday
name replaces season/day as nece.~.~ary.

Thus, the equivalent of 289-1112 i.~ 3471­
I-Dranzhrin.

T
hl: inlt:r-~t:ilsolL holidays have their
origins ill early Zhodani fann festi­
vals and religious holidays. some dar­

ing back to many thousands of years. On
most worlds Ihey are civic holidays, often
celebrated with considerahle pomp and
ceremony.

Dr(lll~hrill (Sunbright) takes place
betwc:en Atp.aipr and Atrinl. It is the ver­
nal equinox, the point whcn dllyS llnd
night~ are equal length. It is lllso Ihe
Zbodani New Ycar.

VipecJwklstial (Moonduy) WilS origi­
nally a religious huliduy assvciillt:d with
lhe worship of Vit:pclmkl. lht: god resident
in Zhdaul"s red moon. It is now a feSlival
of wild abandon held between AtIinl and
Vrienstial.

DWII;:hrill(lldJ (Sun flight) is the
autumnal equinox. when days and night~

arc equal length. It is a melancholy time
for the commemoration of rhe clead. tak­
ing place between Vrien~tial and
Atchafser.

K(I~dipl"!.ui(l1 (Thanksgiving) i.~ a tradi­
tional harvest festival hcld betwccn
Alaniebl and Alshtiavl.

"'hf!qiIUlslillf (Olympi:uJ Day) is a ~pc­

cial holiday inscrted betwccn Alshtia\'l
and Alpuipr cvcry third year. Elt:ctions of
consuls und tlrt: winllers of lhe Psionic
Games arc anlluuIll:t:d OU lhis date. Every
third olympiad. Atll/u:'1I1;:iaslio{ (double
olympiad day) is added immediately after.
Its function is to synchronize the calendar
(like a leap year) but it also extends the
Olympiad celebration.

IMPERIAL
Section/Squad
Platoon
Company
Battalion

ZHOOANI
Group
DciaehmenL
Squadron
Groupmento



The following table shows severnl key
events in Ihe history of the Zhodani (with
Imperial dates).

IMPERIAL EVENT
-302.000 Ancitnts arrlVl: ilt

Zhdrll1t with Humuns.
-300.000 Extensive developmcnt

of Qiknuvra.
-299.270 Final War begins.

Humans scatter.
-299.700 Zhdant devastated.
-299.700 Nucle3r Winter. lee :Jge

hegin.~.

-280.000 lee :Jge ends_
-275.OCKl Nomadic hunter-gather-

ers range over Dleqiats.
-260.000 Huts. fishing developed.
-100.000 SeeOlld Icc Age begins.

-80.000 Second Icc Age ends.
-40.000 Anirnul herding.

Breeding.
-30.000 Special domesticatcd

brecds.
-24.000 Agriculture. Grains.
-18.000 Moon-worship_ Brick

buildings_ BoaK
-18.000 Elementary astronomy

and mathematics.
-17.000 Moon-worshipping

empire at its penk.
-15.000 rleginning of the first

Dark Age.
-13.lK>O Rise of noble classes.

feudalism.
-9000 EneourJgcmcnt of sci-

ence and ellplOrlltiun.
-8590 Printing press.
-8550 Discovery uf Qiklla\'rJ.
-8550 Ql:can trade.
-8540 CUll tact with QiklH.lVluts

(Chirpers).
-8500 Elemcntary psionic tcch-

niques learned.
-8300 Industrial revolUlion.
-8200 Warf~lre belween

DelqialS anc! Qikn:!vra.
-8000 Unea.~y peace.
-79tiO First orhital !lights.
-7959 First expedition to

Viepchakl.
-7950 Viepchakl base.

Discovery of
Viqx:haklls Chirpers.

-7949 First Qiknavnlls-
Viepdmkhs medillg.
Plague.

-7948 Chirper extinction.
-7945 Plague spreads. Human

die-back.
-7940 Second Dark Age.
-6800 Recovery. Ascendanee

of psionics.

Contilll/ed 011 /lext page . ..

• •

COIllIllt/lido Detachlllellt: Each commando delachment consists of a delachme/ll
cOlI/llulI/der (major). a {Jetachmellf ,'ice-commal/del" (captain), both tcleporls, and
four commando groups.

Each group contains a group leader (captain) and an assislallt group leader
(lieutenant). both teleports, a group director (lieutenant, and an Esperrrelepath with
Clairvoyance and Telesend sk.ills) and eighl commixsio/led specialists, all telepons.

Equipment
Zhodani commandos arc equipped with the besl personal weaponry and annor

the Consulate issues. This is vital, as only a limited amoum of equipment can be
carried while teleporting.

Combatants arc all issued guards battledress (TUG), grav belts and PGMP­
IOAs. One member of each group is armed with an FGMP-II as a support weapon.
Individually carried ami-tank missiles are issued to combatants according to the
demands of the individual tactical situation. Occasionally a unit may be anned with
less heavy weapons, e.g., Guards Combat armor. gauss rifles and grenades. if the sit­
uation calls for it. For example, plasma guns may not be issued if an operation
requires minimal or no damtlge 10 buildings or starships being assl:lUhcd. or a covert
operation may necessitate commandos to disguise themselves as lower-TL merce­
naries without access to bauledress.

Non-combatants in a commando force are equipped with lrooper combal armor
and am1ed with gauss rifles. RAM grenades and anti-tank missiles are issued 10 the
non-combatants of the headquarters squadron for its defense, and to the drivers of
the lnmsport detachment of each commando squadron.

Outside a combat zone. officers and commissioned specialists are generally
unam1ed if in Zhodani territory. If serving as part of a force stationed on a troubled
world where off-duty soldiers may be endangered. they generally carry snub or
gauss pistols.

In jump commando units, all personnel are also issued jump capsules when
expecled action may require them.

Training and Tactical Employment
The main difficulty of most special operations lies with inserting the commando

force behind the enemy lines in close proximity 10 its tllrget, ami safcly retrieving
them afterward. Zhodani commandos accomplish this by psionic teleportation.

Recruits for commando units arc chosen solely on the basis of their talem in
teleportation. although certain minimum menIal and physical slandards arc also
required. Thus. Zhodani commandos do not occupy the role of elile combat troops.
unlike the special forces of 1110s1 armies.

This is not to say that commandos are not good IroOPS: the average commando
receives extra military training. and he is, perhaps, as good as an Imperial Marine
trooper; that is nothing to be ashamed of. A Zhodani commando is not, however. the
equivalent of an Imperial Marine special openllion.!:i soldier. or even lhe equal of spe­
cial ops troops of, say, the Sword Worlds. This is simply because Zhodani comman­
dos arc oflen average physical specimens with a unique talent who are then given
excellent training: in contnlst. the avcrage special 0ps soldier is a superior physical
specimen given excellem training.

Teleportation is the key to commando operations. In long-range penetration sit­
uations. where teleport disorientation is expecled, commandos may jump to previ­
ously reconnoitered safe areas (such as small clearings in woods or a vacmll lot at
nigh I) where they can recover from teleport and then move out against their objec­
tive. In short-range ldeports, commandos are sometimes inserled directly onto a
b<lulefield or combat zone and open fire immediately. In this regard. they are onen
used in retrograde operations to disrupt an enemy attack. being inserted immediately
behind advancing cncmy spcarhc<lds tn attack thcm (or their follow-up forces or
immediate headquarters) from behind. Zhodani commandos are also w;cd against
supply dumps. command posts. communications centers. artillery firebases :tnd
othcr operational or strategic largets.
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The obvious defense against commando raids is to mine or carefully watch
every po.!i.!iible <l.!i.!iembly point within or near pO.!i.!iible Zhodani objeclive.!i. In prac­
tice, Ihis is nearly impossible, and often draws great numbers of troops away from
fonvard lines, which makes any conventional assault more likely to succeed. A more
praclicaltactic is to simply tmin .!ieeurily forces to be on the alen for teleportefS. so
that the sudden arrival of enemy forces does not lead to disbelief or panic. An enter­
prising slrategist can also attempt to lure commandos into an attack on a position
that appears vulnemble. but is in fact heavily defended - sincc Zhodani commandos
are elites. destroying a single commando squadron can eliminate the only comman­
do forces in that particular battle zone. Of course. success requires outwitting the
Zhodani al their own game.

Tavrchedl' Commandos
These little-known formations are the elite troops of the Thought Police. The

civilian Tavrchedl' headquarters in each subsector (and the Military Tavrchedl com­
mand within each Zhodani army) is assigned O!le squadron (not groupment) of "spe­
cial commando.!i." These are elite formations tasked with counter-terrorism and
hostage rescue.

TelTorisrn is very rare ill the Consulate. bUl dissident groups opposed to the
Consulate do exist on unabsorbed worlds. Tavrchedl' commandos are typically
assigned to subsectors and individual worlds where these problems are endemic. and
are called into action when, for example, such dissident groups have seized
Consulate government facilities (like embassies or starport buildings), taken hostage
Zhodani nationals (such as diplomats, traders or tourists) or hijacked spacecraft with
Zhodani aboard. If peaceful negotiations cannot resolve the situation. Tavrchedl'
commlllldos will be used. provided, of course, they have been assigned to the world,
or the situation is one (such as an embassy siege) in which there is time to summon
them. As Tavrchedl' are, technically, civilian police forces, this also enables the
Consulate to slate 110 Army or Guard units were involved in a particular incident,
which is useful propaganda when dealing with the Imperium and neutral worlds.

Tavrchedl' commando unils are identical to an ordinary commando squadron in
organization, with one difference:

Hos/(Ige-Negotiatiol/ Group. One of these units is attached 10 the headquarters
of each commando squadron. Each group consists of a group senior llegOlilitor
(lieutenant) and group assislallt lIegorilllor (commissioned .!ipecialist): each is a
telepath and trained psychologist with a background in criminal behavior. Assisting
them are a noncommissioned driver and communications technician. They have a
gmv sled for travel.

Note that because Tavrchedl' Special Commando units are only squadron-sized.
they do not possess the extra headquaI1ers unit (nuclear damper team. point defense
section, etc.) of military commando groupmcnts.

Training and Equipmell/: Tavrchedl' special commando recruitment procedures
are arduous. Troopers are recruited from Zhodani commando soldiers who are espe­
cially physically fit and otherwise elite, and wish to transfcr out of the military and
into civilian Tavrchedl'. They are Ihen given extra training for instant recovery from
disorientation following telepoftS. They also receive additional combat training.
concentrating on close-quarters baule and hostage-rcscuc procedurcs. This brings
them nCllr the levcl of lhe Imperial commando and special operation units.

Tavrchedl' commandos are normally equipped at a somewhat lighter level than
their military equivalents - plasma guns tend to splauer civilian hostages as well as
terrorists. Cumbatants arc usually issued with TLiI guards banledress and gauss
rifles. One man out of each eight-man commando group is sniper-trained and
assigned a gauss rille of extra quality (very fine: +2 to Accuracy, x30 cost).
Commandos also usc non-lethal hostage-rescue devices such as stun grenades and
sleep gas.
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Zhodani Timeline
[Continued]

IMPERIAL EVENT
·6731 Fif5t Psionic Games·.
-6050 Zhodani language

standardized.
-6400 Reacquisition of space

tr:l\'el.
-6]00 rirs( pl;metary missions.
-6200 Planetary colonies.
-WOO lnter!uellar expedition~

(sublight).
-5823 Zhodani Consulutc

cstablishcd.
-5415 Jump drivc discovcrcd.
-5120 Cuntact with Cluthu

(Adda.\ur).
-5000 Outward expansion.
-4218 Discovery of the

Starmap Projcctor.
-4034 Starmap Projcctor's

effectiveness proved.
·4006 First Core expedition

sets 0111.

-2800 COntacl with lhe V:trgr.
-21XlO f'in\1 contact with Vilani

tmders.
-1200 Consulute achieves

TLJ 0 (but mostly
TL8·9).

-1000 Consulatc rcuehes pre-
sent sizc.

50 First contm:1 with
Impcrialtmdcrs.

461 First COlitUCt with Ihc
AsIan.

500 Consulalc is TLlI (but
mostly TL9-10).

550 Tozjabr founded.
589-6Q.:t First Frontier War.
615-620 Second rronlicr War.

750 Seventh Core
Expedition.

979 Third Frontier War
bcgins.

986 Third Frontier War cnds.
1000 Consulutc Ulwins TL 12

(bUl rtlustlyTLIO-ll).
1082 Fourth Fruntier War

(False War) begins.
1084 Fourth Frontier War

(False War) cnds.
1095 Contact wilh the

Drakaralls.
1101 Planning for Eighth Core

Expedition begins.
1107 rifth Frontier War

begins.
I I III Firth Frontier War ends.
1120 The pre.~enl.

1150 Scheduled depanuTC of
Eighth Core Expedition

• The prcscnt Zhodani calendar "begins"
un this date, counting it as the first
Olympiad.
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POSITION lAND IMPERIAL EDUIVAlENT!
Officer of Millions (General)
@fficer of 5.000 (Major General) ~r 10,000
(LieuJena'!!..Gc~)
Officer of 2,000 (Brigadier General)
@f6cerof500(LieutenantColonel)or 1,000

~(Q~onel) _
Officer of 100 (Captain) or 200 (Major)
Officcr,of~ (2nd Cieuteoant) ot 50 (lst Lieutenant).,
Wait!ng Officer (~ub.!ltern_QfEnsig~)

Leader of 100 (company NCO) or 1,000 (battalion
NCO).
Lcadcrof 10, 20 or 50 (squadisectioniplatoon NeOs)'
Commissioned Specialist
Recruit, Trooper, Follower (recruit/private/corporal).

I
I
o

4
3
2
2

6
5

RANK
8
7

ARMY AND CONSULAR
GUARD RANKS

Military Rank see p. 822
Ranks in Zhodani Consulate have different names than

those of the Imperium. Idiomatic translations of Zhodani
ranks are:

Administrative Rank see p. C/29
Members of the various levels of Zhodani government

councils will hold Administrative Rank as follows:

ZHOOANI STATUS LEVELS
smus DESCRIPlIDN DR TITLE lAND IMPfRIAL EDUIVALENn

7 Deziashav (protector, "equal to Archduke)
6 Toztlasche~ (ii~t hand, ~ual to D@
5 Viestlas (highborn, equal to Marquis)
4 Jdistebr (wellborn, equal to Count)
3 Pranatlr(aspirant; equal to Baron)
·2 ,intend@t (l:qual t9 Krlig!!.!l~~_......>-O~_..

I well-regarded prole
o average prole
-1· bclOw-avera~gc~p~ro~!.'?: ,
Psionics: Anyone with Status 2+ must have some form

of psionic power and appropriate skills.

CONSULAR RANK LEVELS
6 Supreme COnsul
5 High Consul (Provincial eouncil)
4 High Consul (Subsector Council)
3 World Consul
2 &msuJ (local, town, city or regional)
1 Intendant Aide to a Consul
Council membership generally requires Status 2+ and for

rank 3+. a minimum Status equivalenl to the rank held. On
some very low-population planets, the world consul might
only be Rank 2,

Reputation {Decorated] see p. 817
Outstanding service in the Zhodani military is recog­

nized by Hero Medals awarded in classes from 1st (the most
common) on up distinguished by service, e.g., Guards Hero
Medal 7th Class. "Wound badges" are the equivalent of
Purple Hearts.

Enrollment in the COllsular Legion oj Meril is a very
high honor awarded 10 distinguished governmental and mili­
tary figures by the Supreme Council, based on testimonials
from lower councils or military authorities. Members are
entitled 10 wear the distinctive gold sash of honor that marks
them as the recognized elite of the Consulate. Legion mem­
bers do receive concrete benefits. Patriotic Zhodani citizens
grant Legion members a 10 percent discount on just about
anything from meals to starship passage to air/raft purchases.

Either honor indicates the character will have a positive
Reputation. A suggested bonus for the Legion is +3. One or
more Wound Badges should be worth +1; a Hero Medal's
bonus should be the recipient's best Hero Medal c1ass/3.
round up. Total combined bonus for all honors, however,
should not exceed +5. The Reputation affects a large class
(all Zhodani plus some foreign military or diplomats, V2
value) either "sometimes" (V2 value) or "occasionally" (Ih
value) depending on how orten the owner wears the sash or
medals and how well his face is rememhcred when he docs
nol.

The discount for the Legion of Merit is bought as an
Reputation (Legion of Merit winner) for 10 point,>; GMs may
halve the cost if the campaign is mainly set outside the
Consulate.

CREATING ZHODANI CHARACTERS

Status see p. 818
Zhodani society affects the way Status is considered.

RACIAL TEMPLATES
As Zhodani arc Humans. they are created as Human

characters with only a few minor changes. The most impor­
tant is height: Zhodani evolved in a lower-gravity and are
unusually lithe and slender. Calculate a Zhodani's height nor­
mally for his ST, then figure weight from that height, then go
back and add 7" (!) to it.

ADVANTAGES/DISADVANTAGES
These modifications are suggested for Zhodani charac­

ters:

Zhodani characters can be created using the normal
Basic Set system or the streamlined template system found in
GURPS Traveller.
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This is not required of Zhodllni. but is IOU:r commun.
especially among Proles. With little experience in telling
falsehoods to one another, Zhodani also tend to be bad liars.

SKIL.L.S
Zhodani with psionic powers will have appropriate skills

for them (especially Mind Shield). See p. 169.
Zhodani nobles, with a lifetime of experience in reading

minds, tend 10 be also exceptionally good amateur psycholo­
gists. They will often have Detect Lies and/or Psychology
skill.

Honesty see p. 837
Zhodani are taught from an early age to respect the law.

In a society with telepathic police in which wrong thought is
an offense, this quickly becomes a habit, and liS such, most
Zhodani will grow up with the Honesty disadvantage.

Zhodani without this disadvantage are usually Status 2+
diplomats, traders, police or intelligence agents who hllvC
spent their lives dealjng with "dishonest" non-Zhodani, and
thus, by necessity, have been exposed to a more flexible
morality.

see p. 837Truthfulness

"Taboo" Mental Disadvantages
The following should not be taken by characters raised in

Zhodani society: Berserk. Bloodlust. Cumpulsivc Lying.
Delusions, Kleptomania, Lunacy, Manic·Depressive.
Megalomania, Nightmares, On the Edge, Paranoia, Phobias
(if of something commonplace. like Claustrophobia).
Pyromania, Sadism, Shyness (Crippling).

A racial Zhodani who does posses any of these disadvan­
tages should really take them as a 5-point Unusual
Background or. if a Zhodani within Consulate society. a
Secret (mentally unbalanced, will be re-educated if discov­
ered) worth -lO points).

Intolerance: Non-Zhodani (-1D points]
The average Zhodani believes. with some juslilicHtioll.

that non-Zhodani societies are full of liars and individuals
suffering from criminal insanity. and reacts at -2 to them. As
Zhodani are racially homogenous. a Human who doesn't
have Zhodani build and features is generally assumed to be
an alien, and as such, a potential criminal. A Zhodani without
this disadvantage is Likely to be either unusually tolerant kind
of person. or one who has trained himself to deal with non­
Zhodani cultures - e.g., a field anthropologist, a diplomat, or
an intelligence agent.

NAVAL RANKS
RRNK POSITION lAND IMPERIAL EOUIUAlENTl

8 Officer of Millions (General)
8 Consular Officer (grand admiral)
7 Fleet or Provincial Officer (fleet or sector Admiral)
6 Battleship'OT Squadron Officer (captain or

commooore). _
5 Destroyer or Cruiser Officer (It. commander or

commander)
4 Deck Officer (lieutenantJ.
3 Learning-or \yatch,Officer (e~ign or sUblieutenant)
2 Waiting Officer (subaltern).
2 Crew or Base Leader (chief petty officer).
1 Section, Coml!.artment or-Deck Le;¢er (petty officer).
1 Commissioned Specialist
O· Recruit, Trainee. Spacer or Advanced Spacer

(spaceman).
Nobles and intendants must be officers or commissioned

specialists: those of lower status may be neither. thus limiting
them to rank 0-2 positions.

The lowest rank held by any noble or intendant is "COlll­

missioned specialist." Commissioned specialists are officers
by virtue of their social status and special Ialems rather than
command training: they are not in the chain of command.
Most commandos are commissioned specialists. as are psis in
special assignments like a telepathic communicator or a tele­
kinetic scrambler. An Imperial equivalent would be a medical
doctor who holds a commission and officer-equivalent rank
but is not in the chain of command and does not give military
orders. Some positions, of course, require both a specific psi
talent and command rank, such as the leader of a commando
group or a thought-police interrogation team.

Zhodani officers in all formations will have the mini­
mum psi talenls of the nobility or intendant class. Officers in
the Talent branch of the Navy or in Army or Consular Guard
commando and Tavrchedl' formations arc specinlly selected,
and willllsually hllVC much higher power.

Psionic Power see p. GT84
Psi powers and skills are common in the upper ranks of

Zhodani society. In campaigns centered on the consulate,
Zhodani of Status 2+ may buy psionic skills without the
Unusual Background cost required on p. GT84.

See p. GT&4 for common powers and skills: Mind Wipe
and Sleep are also available for Zhodani. Many individuals
have more Ihan one power. especially both ESP and
Telepathy. The average individual will have Power in the l­
ID range, but a substantial fraction of the population have
higher or lowcr Powers. Hereditary nobles and
intendants may have any power range; those
who were elevated from the proles. or inten­
dants who became nobles through psionic
games. should spend 45+ points on psionic
Power.

All Zhodani nobles or intendants not
Telepaths receive early imensive early training
from childhood that gives the single-skill power
Telcpath (Mind Shield only) costing 2/1evel.
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CHARACTER TEMPLATES
~. . .

. ~ &~.~.. .: ""

Reasonable Zhodani characters can be created using any
of the templates on pp. G'1'87-105 - just use the above guide­
lines for Zhodani characters when customizing the template.
A few nOles:

Auomcys in Zhodani space specialize in commercial,
patent and property law; criminal prosecutors and defense
lawyers do nol exist, as all justice is in the hlmds of the
1avrchedl'.

Bureaucrats, Managers and Professors will normally be
intendants.

JJOIlllry lJl/llters. Corsairs and Rogues are very rare to
non-existent in the Consulate. Law Enforcers use the
Tavrchedl' template given below.

Diplomats and Wealthy Travelers are typically Nobles.
M{/r/ial Artists do exist in Zhodani space. Martial arts

are practiced as a professional or <Imateur !)port on some
worlds. Traditional styles favor "soft" manial am emphasiz­
ing holds and throws (Judo skill) supplemented by eXOIic
techniques using the skills Booy I.allgullgc, Cloak, and
Sensitivity (see pp. CII32-135). Melee weapons have long
been out of style, but some sian and stick (tonfa) fighting is
still practicco.

Scows do not exist as a separate service. but the template
can represent naval personnel who spent much of their career
on Consular NllVY cxploflltion ships.

Undercover agenrs will generally be intendants with a
good mix of psionic powers. Imperial or other foreign agents
operating in Zhodal1i space usually pretend to be trade reps
or tourists from Zhodani client states or neutral worlds.

I\rm)' and Marine templates can be used for both
Zhod<lni Army 11ml Consular Guard veterans. Both services
include troops trained for orbital assaults as well as ground
operations. All officers must be intendants or nobles with
psionic power.~.

Marine Special Ops equivalent characters do not exist.
Instead, see Zhodani Commando. below.

'\ P'-,"- '"--"-

\ /

\

Nmry templates can be IIsed for all levels of the Zhodani
navy. Officers must be intendants or nobles. Some officers
with high power Telepathy or ESP powers may be assigned
to a special "talent" branch of the navy. They are used for
bailie communications. first contact situations and to psioni­
cally inspect vessels that are being searched and boarded.

ZHOOANI OFFICIAL 75 POINTS
A noble or intendant involved in governmenl administra­

tion - he might be a Consul (elccted member of a council) or
an official in a Consular agency. Retired consuls retain their
influence and are often assigned to special projects or diplo­
matic activities; some even become tourists and travel
(!hough only rarely beyond Zhodani borders), though occa­
sionally this may be a cover or an excuse lor a fact-finding
mlssmn.
A,,,ib,,'es: ST 10 [OJ. OX 10 [OJ. IQ 13 [30]. BT 10 [OJ.
I\dvGll1ages: Status 2 II OJ, Telepathy Power 3 [15J. A total of

35 points ill additional Status [5/Icvcl], Admini~trative

Rank [5nevel], Charisma [5/level). Common Sense [10],
Imperturbable or Unfazeable [10 or 15], Security
Clearance 1-2 f5/levell, Single-Minded [51. extra
Telepathy [5/IevelJ, ESP [3Ilevel] or Teleportation [21f..
!level] LvariesJ psionic power. and Wealth LIO or 20],
Ship Patron [varies. see p. GTS4].

Disadvanfages: Honesty [- I0] and Intolerance (Non­
Zhodani) [-10] and a tOlal of -15 points chosen from
Hidebound [-51, Incurious or Obdurate [-5 or -IOJ, No
Sense of Humor [-10], Odious Personal Habits ("Boring."
"Officious," etc.) [-5 to -151, Overweight or Skinny [-5],
Sense of Duty (to Consulate) [-101, Stubbornness [-51,
Tmthfulness [-5]. Unfit [-5] ,md Workaholic [·5].

Primal)' Skills: Administration (MIA) lQ+2 [6]-15. Politics
(M/A) IQ+I [41-14; Mind Shield, Telereceive and
Telesend. each (MIH) rQ-I [2]-12.

Secondary Skills: Computer Operation (M/E) IQ [I J-13.
Savoir-Faire (MlE) IQ LIH2, Speed-Reading (MIA) lQ­
I [1]-12, Writing (M/A) IQ-I [1]-12 and Psychology
(MIH) IQ+I [6J-14.

Background Skills: A total of four points in Bard, Language
(usually Galanglic), Leadcrship, Research or Vacc Suit
(M/A) and Accounting. Diplomacy, Economics.
Intelligence Analysis or Law, all (M/H).

CIl.\·tomizatioli Note: Not all official~ will be telepath~ a~ list­
ed, but a majority of those Zhodani who do excel in such
offices tend to be ones with telepathic power.

ZHOOANI COMMANCO
102/112 POINTS

A commis~ioned speciali~t or officer from a Zhodani
psionic commando unit. either in the Army. ConSU];lr Guard.
or the Tavrchedl' Special Commandos. The desire for adven­
ture that got them into the military may impel veterans 01"
such units to continue an active life after mustering 0111. If so,
their unique skills can win them I"unher employment as secu­
rity officers on merchant vessels trading or exploring beyond
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Consular borders, or as IIIcrcellurics providing special capa­
bilities to pro-Zhodani client Slates. Some ex-commandos are
recruiled by the Eye and Hand (Consular Intelligence) where
their abilities arc mueh in demand.

As well as commandos, this template can also represent
Consular Guard or Zhodani Army psi-Ialents (scramblers and
recon specialists) serving in regular unit PSiOll Detachments.

The lower template cost is for commissioned specialists
with rank 2; the second cost listed is for officers who buy
rank 3+.

Aurivutcs: ST 10 (0], DX 12 [20], IQ 13 (30), HT 10.
AdvCllltages: Courtesy Rank 2 [21, Status 2 [101, and one

combination of psionic powcrs bascd on specialization: if
Commando, Telepathy power 5 (Mind Shield only) (10),
Teleport power 13 [33}; if Direclor, Telepathy power 6
[3D). ESP power 15 [45]: if Rccon specialist, ESP power
20 [60], Telepathy 3 [15]: if Scrambler: Psychokinesis
power 13165J and Telepathy power 5 (Mind Shield only)
[10). Then choose 15 points from Chllrisma [5/IevcJ],
Combat ReOexes [15], extra Courtesy Rank [Illevel],
Fearlessness [2/IeveIJ, Fit [5J. G-Experience [IOJ, High
Pain Threshold rIO], replace Courtesy Rank with
Military Rank 2-5 [at 5/level), extra Psionic power
[variesJ, Reputation (Decorated) lvaries], extra Status
[5I1evel], Strong Will [4/levcl].

Disadvamages: Fanaticism (PatriOlism) [-15J, Intolerance
(Imperials) L-IOJ, plus -20 points in Callous [-6],
Chuillmy [-51, Code of Honor (Officer's) [-5], cilher
Duty (military. IS or less) [-IS] or DUlY (Reactivation, 6
or less) [-2], Honesty l-IOJ, Overconfidence or Glory
Hound [-10 or -IS}, Sense of Duty (His command or
comnldes) [-10). Stubbornness [-5). Tmthfulness [-5] and
Workaholic {-5].

Primary Skills: Guns (Light Automatic) (PIE) DX+ 1 [\121
-IY', pillS Electronics Oper.tlion (Comm) and (Sensors)
each (MIA) IQ-I [IJ-12. rree fall (PIA) DX-I IlJ-II,
Savoir-Faire (Military) (M/E) IQ-l [\121-12. and Vacc Suit
(MIA) IQ-I [1]-[2. In addition. take one or the following:

If commando: Autoteleport and EXOIelepon, each
(MIH) IQ l4J-13, Balliesuit (PIA) OX [21·12, Beam
Weapolls (High-Energy) (PIE) DX+2 [1]-14"'. <lnd Body
Sense (MIH) IQ-2 [I ]-11.

If scrambler: Levitation (M/H) IQ-I f21-12.
Te[ekinesis (M/H) IQ+3 [10}-16.

If recon specialist or commando group-director:
Clairaudience (M/H) IQ-I [2[-12, Clairvoyance

(M/H) IQ+ I 161-' 4, Te1csemj and Tc1ereccivc (MIH) IQ
[2]-12.

Secondary Skills: Another Beam Weapons or GUllS skill.
(pIE) DX+l [\121-13* or Gunner (any) (PIA) DX [Y.!]-12.
plus Computer Operation (MIE) IQ-I lYi]-12. Demolition
(MIA) IQ-I llj-12. first Aid (M/E) IQ-I (V2j-12, Gesture
(MIE) IQ-I fY.!}-12, Judo (P/H) DX- [ f21-11, Knifc (PtF.)
DX-I W~]-I1. Mind Shield (Mill) IQ-l [2J-12, and
Survival (any) (MIA) lQ-2(V2J-[ l.

If rauk 3+ (officer) add: Administratiun (MIA) IQ-I
[1]-[2. Intelligence Analysis (MIfI) IQ~2 [1]-11.

Leadership (MIA) IQ [2]- 13, Psychology (M/H) IQ-3
[IJ-IO, Tactics (M/H) IQ+I [6]-14.

'i' Includes +2 for IQ.
Background Skills: Spend two points on Driving or Piloting

(any) (PIA). L<lnguage (Gal<lnglic) (M/A), Sports (lillY)
(PIA), Swimming (PIE) or additional Psionic skills
(MIH).

THOUGHT POLICE OFFICER
122 POINTS

The character is a member of the Tavrchedl', one of the
Zhodani guardians of law and mental harmony. The Thoughl
Police are also responsible for Zhodani counter-espionage
activities. A Tavrehedl' PC is most suited to a ZhodaJli-een­
tered campaign, but a determined officer might be encoun­
tered hunting spies or fugitives on any frontier world along
the consulale's border, or llssigncd to security duties lit lin

embassy within Imperial space.
Atlributes: ST 10 [0], DX 11 [lOl, IQ 13 [301, HT 10 LO}.
Ad\l(lI/lages: Status 2 [10], Telepathy power 9 (45). A total of

20 points chosen from Aleflness [5I1evel], Contacts
(Streel; skill-IS, 9 or less, somewhat reliable) l3/comactJ,
Fearlessm:ss 12/lcvel], Higher Purposc (Oppose all crimi­
nals of one type, e.g., spies. or look out for specific
Citizens, e.g., children) [5j, Intuition [15J. Legal
Enforcement Powers* [15], cxtra Status [S/levcl), extra
Telepathy power (5/level).

Disadvalltages: Honesty [-10 poimsJ and a (Otal of -25 points
chosen from Bully r-I01. Curious [-5 to -151. Duty* (To
force) [-5 (0 ~15). Intolerance (violelll criminals) [-5].
Odious Personal Habit ("Authoritarian") L-5].
Overconfidencc [-10], Sense of DUly f-5 to -151 and
Workaholic [-5).

>:< Thought Police officers II1l1st have Legal Enforcemelll
Powers and a -5-point Duty; retired officers will have
neither.

Primal)' Skiffs: Area Knowledge (Heat) (MJE) IQ+I \2J-14,
Emotion Sense (M/H) IQ [41-13, Law Enforcement
(M/A) IQ [2]-13. Mind Shield (M/H) IQ [2]-12.
Psychology (M/H) IQ [2J-12. Sleep (M/H) IQ [2J-12.
Telesend (M/H) 1Q [21-12, Telereceive (M/H) IQ [61-14;
Guns (pistol) (PIE) DX+I [1f:.]-12''': Judo (PIH) DX-2 [I]
-9.

* Includes +2 for IQ.
Secondary Skills: Administration (MIA) IQ-I [1]-12.

Computer Operation (M/E) IQ-I [I )-12. Criminology
(MIA) IQ-l [11-12, First Aid (MIE) IQ-I [Vzl-12, Holdout
(MIA) IQ-I [Y~]-IO. Research (MIA) IQ-I [1]-12.
Shadowing (M/A) IQ-2 (Y!]-Il and Stealth (PIA) DX [IJ
-10; any two of Erase Signature, Mental Blow. Mind
Wipe. Psi Scnsc, Suggest lmd Telesclm. all (MIH) IQ-I
[2]-12; any two of Detect Lies. Diplomacy and Law. all
(M/H) IQ-l 121-12; any two of Piloting (contragrav),
Driving (mllomobi1c) or Riding (any), a[l (PIA) DX [I]
-10. or Running (PII-I: BT) HT-I [1]-8.

Backgroulld Skills: A total of 2 points in Armory (any) or
Electronics Operatiun (any). both (MIA). or Animal
Handling or Porensics. both (M/H).
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ZHODANI EQUIPMENT AND STARSHIPS

Zhodani equipment is similar (0 the basic types
described in GURPS Traveller. Most Zhodani equipment is
designed al up to TLII (with an average TLlO): some TLI2
items are manufactured on Zhdam and other advanced
worlds. but these are gcncmlly restricted to a few elite go\,·
cmmclIlllgcnclcs or military units.

One unique aspect of Zhodani technology is the use of
cenain psycholronic (psionic electronics) circuitry in equip­
ment. notably psi-sensilive switches Ihal enable nobles or
intendants 10 "nick" gadgets on or off with a though!. See the
Psiol/ics chapter. p. 142. for details of this technology.

Zhodani Cllll usc equipment and facilities designed for
other Human races with little difficulty. One exception is the
Zhodani height: as they average T' laller. low doors and ceil­
ings can occasion:l1ly be :Iwkward. and clothes or armor
designed for ordinary Humans may require re-tailoring (+5%
or so to cost) in order to have a proper fit. Aside rroll1
trousers possibly too long in thc Icg. other races using
Zhodani equipment may have another difficulty: some equip­
men! imended strictly for use by nobles or intendants (such
as Guards combat armor or a pcrsonal vchiclc) may Dilly
have psi-sensitive switches. s;lfeties or triggers.

Gun/be;lOl weapons other than hunting weapons (c.g..
semi-automatic rinr.:s :Hld shotguns) and itcms imcnded ror
covcrt operations or criminal activities are generally unavail­
able for sale on Zhodani worlds. regardless of the local
Control Rating. Nobody has any rC,lson to sell them!

ZHOOANI COMBAT ARMOR
One of Ihe more distinctive pieces of Consul<Jte mililary

equipmcnt is the ever-present Zhodani-style combat armor.
Recognizable by its clamshell helmet (which splits down the
center to open). Zhodani combat :Irmor is a standard issue
piel.:c of equipmel1t found in nearly every Consulate military
unit.

Combat armor serves two purposes: it armurs the wearer
aguinst cnemy ;lttack. and it also protects againsl hostile
environments. The arlllor C:1ll also be fitted with additionul
accessories such as communicators or sensors.

Combat armor is the st:mdard comb:ll unirorm of about
half of :111 Zhodani army personnel and most Zhodani ship's
troops. TIle combat armor's distinct clamshell hellllet appear­
mIce lIlay evoke Dark Age Zhdant war~helms used by the
early psionic nobility. which were often designed to suggest
Chirper heads.

Characteristic Models
Therc arc four basic models of Zhodani combal armor.

c:aeh tailurel1lu a specific lask required: trooper model. offi­
cer model. guards model and noble model.

All combat armor shares certain characteristics. It is a
suit or prtJIcclivc armor composed of a helmet. from and
back 10rso units. twO amlS. twO gauntlets. twO legs ilnd twO
boots. Pressure-tight joints allow the armor 10 be used in vac­
uum or in hoslile atllluspher..:s. The armor is nol powered. but

is constructed of light-weight alloys and plastics for a maxi­
mum or utility and convenience. Joints are fully articulated to
allow normal movement by the wearer.

Combat armor is designed 10 enable a soldier to fight in
:my kind of planetary or space environment (including a bio­
chemical or nuclear battlefield) and La provide ovel1llJ protec­
tion against fragmentation. enabling a steady advance under
artillery fire. The armor is quite effective against ordinary
riOe bullets or lasers. Illaking it useful for opcmlions against
low·tech troops or guerrillas. but much less so against a
gauss rine or an ACR using expensive APS ammo. It cannot
stop plasma and fusion guns.

Two nap-protccted localions (one on the upper left arm.
Ihe uther on the bullOCks) have a self-sealing membrane which
allows hypodermic injections without breaking suit integrity.

A belt with connectors girdles the waist and allows car­
rillgC of V:lriOUS equipment (from a pistol holster to magazine
pouches to medical kit). Backpack connectors allow addi­
tional equipment to he attached and carricd on the b.....ek.

TIle two-piece clamshell helmet has a seam through the
middle of the faceplate and top or the skull which allows it to
be opened. with each haIr then resting on a shoulder. A
quick·rcJeasc :II the throal can completely remove the helmel
in an emergency.

Combal ,lnnor takes 60 seconds to put on and 40 sceunds
to removc. ur haIr th:u on a successful Vacc Suit roll.

Trooper Model: The trooper model combat annal' is (he
standard issue body armor for the majority or the ZlnKlani
army. It is the lIlost commonly encountered and Ihe leasl
sophisticated. It is the same as the combal armor on p.
GTI18 (with +H DR for being TUO) except thaI Ihe helmet
has built·in Illultiview goggles. short range communicator
with com scrambler (p. GT113) and HUD (p. GTI16). With
accessories: 36.25 Ibs.. Crl.912.5: TL 10.

OJ1icer Model: Also culled Command combat armor. It
is the S;1Il1e as the comb:tt arlllor 011 p. GTllS (+M DR for
being TLlO) with the addition of a helmel-Illountcd sensor
visor. mcdium range eOll1l11Ullit:,Jlor wilh corn scrambler
and personal computer (see p. GTI13). as well as a HUD
and inertial compass (sec p. GT 116). With accessories: 39
Ibs.• Cr3.612.5; TL IO.

Guards Mudel: Guards model combat armor is norl11al·
Iy issued 10 Psion detachments. Commandos. and Consular
Guard oflicers (in place or conunam! combat armor). It is
specially proouccd 10 enhance (or not hinder) psionic activi­
ty. Special wiring paltems in the armor can be switched on to
provide psionic shielding and orr to 1101 inlCrrcre wilh psionic
aClivity lIlld to rorm a "psibemclic web" (p. 142) thai permits
Ihe user 10 auto-Ielepon as if Ihe mass of (he comba( armor
(though not other equipment) did not exist. Glove palms :lrc
easily rClIItwablc to expose bare hands for psionic aClivity
Ihat requires contact.

Guards Combat Armor has PO 6. DR 54 011 lorso. PO 4.
DR 4-f. all limbs. PO 4. DR 36 on hands and feel. The helmet
protectS the head with PD 6. DR ~2 (face is PD 2. DR 3.J).
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Th«=: annor incorporates a helmet-mounted sensor visor,
mediumrange communicator with com scrambler, and a per­
sonal compulcr (see p. GT113), as well as an inertial com­
pass, HUD and psi shield (see p. GTI16). Wilh accessories:
38.25 Ibs.• Cr 9, 112.5: TL II.

Noble Model: Zhodani nobles serving in the military
usually wear noble-model combat armor. It is basically iden­
tical to Guards combat armor. bUI is distinguished by its
broad cloak. whose de«=:p black ablative cloth is also IR
absorbent Thc cloak provides an extra DR 24 vs. lasers and
plasma/fusion guns (and DR 4 vs. other attacks) and -2 to be
spotl«=:d by infrared/thermal imaging sensors from the rear
(unless aimed at head or feet); if the user crouch«=:s and takes
no other action, he ean wrdp the cloak about his body provid­
ing complete protection and concealment. For every four
laser/plasma/fusion gun hilS stopped, DR drops by one.

The workmanship of noblc combat anllor is of very high

quality, with special allcntion to quality of finish and com­
fort. With accessories: 33.65 Ibs. (38.65 Ibs. with cloak).
CrI5.362.5. TL11. The ablative cloak alone is SIbs. and
Cr250.

Zhodani Battledress
Trooper batt/~dress is issued (0 Zhodani mechani7.ed lift

infantry soldiers and jump troops. as well as some ship's
troops. 11 is functionally identical to the TLIO banledress on
p. GT118.

Gllards batt/edress is us«=:d by commando units and noble
officcrs in lift mechanized infantry units. It is idemical to
TLlI battledress. tn addition. it incorporates a psibernetic
w«=:b (p. 142) that enables the user to autoteleport with the
suit as if it were part of his own body. Guards baltledress
weighs 8.5 Ibs. and costs Cr8.500 more than ordinary TLII
battledress.

ZHOOANI STARSHIPS ~.;!.." . • -- . . . '. .... ~>l!i
.~\. , ~ . . .. . '~.I

The starships described here include a mix of civilian
and milit:lry vessels.

The Navy's elite TLiI battle and cruiser squadrons are
assembled in massed "lire brigade" forces deeper within the
Consulatc. With neet strength currently at a low ebb due to
losses in the Fifth Frontier War. this best makes use of their
higher jump capability. enabling them to rapidly deploy to
whalcver region might be threatened. while "keeping the best
goods OUt of the shop window" to prevent any surprise allad
from destroying the cream of the Consulate's fleet in detail.
For this reason the majority of Zhodani warships likely to be
encountered on the frontiers are the older TLiO designs pre­
senled here.

A'I Zhodani ships with fuel processors need 10 hours to
refine fucl (2.5 hours for lhc scout, 30 for the Shil'l'lI).

SHIVVA·CL.ASS PATROL.
FRIGATE [TYPE ZP, TL 1 OJ

An ubiquitous design used by both Regional and
Consular navies, the Sl/illl'lI ("Moonlight") is among the most
frequently encountercd types deployed on or beyond the
Consulate's frontier districts. It is unusual for a small escort­
sized warship in being lightly armored, unstreamlined and
not especially agile: instead il is a stealthy ;'pockel carrier"
for a small fighter squadron.

The Shiv!'U class is used on various independent picket,
communications and patrol duties. often well beyond
Zhodani borders. The fighter squadron lets it patrol a large
area without the S/u"'Vtl itself being drawn away from any
craft it may be escorting. Thc vessel's emission cloaking also
makes them useful for commerce raiding and support of
covert operations.

The S1Iiwas have been built in many variant models with
slightly different fighter squadrons. Wild rumors that the ves­
sel carried a powerful psionic talent with a special long-range
(or even inICJ1j:tellar!) psi·augmcnted and communicalion sys­
tem added to the confusion. The Fifth Frontier War demon-

str:lled otherwise: the talent served as a central director for
the fighter squadron. rapidly conv«=:ying banIe information
llnd tactical instructions to individual pilots.

Sample class names: (-v:. = light. thus Shivi'll = moon­
light): A/ekrva. Smam. DOrlll·a. Jadsm. Jirrodl'{l. Loyhl'O.
Mie/rl'fl, Ullln'a.

Loaded mass (but not cost) inclodes fuel skimmer and
eight Tim/-class fighters.

Crell': Captain (Leadership and Tactics). Pilot (Pilot).
Navigator (Astrogation). Sensor/Comma Operator
(Electronic Operation lSensors] and [Communications]. six
Gunners (Gunner [Laserl. [Missilel or lSandcasterl). I
Group Fightcr-Director Talent (Telepalhy and Tactics). 3
Engineers (Engineering and Mechanic). 8 Fighter Pilots
(Pilot and Gunner), Medic (Telepathy and Diagnosis.
Physician) and one Thoughl Police officer (Telepalhy.
Psychology).

(lOO-tOll USL Hull, DR 50. Basic stealth and r:ldical
emission cloaking. Six lurrets (two lriple laser. IwO triple
sandcaster. twO triple missile). B:lsic Bridge (5 ercw con­
soles), 23.5 Cargo. Engineering, Fuel Processor, I II
Maneuvcr, 24 lump. 240 Fuel (one lump-3 and a further
lump-I, or two conseculive lump-2s), I Sick bay, 10
Staterooms, two Utility, 80 Spacedock (40-ton capacity. typi­
cally one Fuel Skimmer, see p. GTI40), 84 vehicle bay (for
eight 10-lon fighters).

Statistics: Emass 1.092.45. Lmass 1.868.35, Cost
MCd55.589. HP 45.000.

Performance: Acce12.16 G,lump 3. Air Specd O.

YETSABL-CL.ASS ZHOOANI
COURIER (TYPE ZC, TL12J

A recent design (based on traditional prototypes) from
the TLl2 shipyards in the Zhodani core. this swift and ele­
gant starship is a private vessel used by senior government
officials for travel and diplomatic purposes. It is named after
a racing beast found on Zhd:mt
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Zhodani Patrol Frigate

esseIs of the Shiwa ["moonlight") class are easily

recognized by the sleek nose section and the dor­

sally-mounted, semi-detached dome containing the

jump drive. The Shiwa class is a highly useful design, and is

deployed on various independent picket, communications,

and patrol duties. Shiwas are often used for missions out­

side the Consulate, and are occasionally found inside the

Imperium, usually as part of a diplomatic mission accompa­

nied by an Imperial Navy escort vessel.



Shivva Class 600-ton Patrol Frigate

Deck 1

Jump Drive
Dome

craft (air/rafts, G-carriers, and the like] may
be carried in place of one or more of the fjght­
ers. Each bay has a separate door, and all
fighters can be launched simultaneously,
although this is seldom done except in
wartime. Fighters are normally launched singly
or in pairs, one from each side. For safety, per­
sonnel are not allowed in the bay during launch
or recovery due to the close tolerances.

Cargo Bay: Since the Shiwa class is not
intended for trade, the cargo capacity is small,
and normally taken up by mission·specific sup­
plies or equipment, food (for lang duration mis­
sions), and spare parts.

VEHICLE ANO CARGO OECK

PLAN VIEW
~"'D"'e-c';"k"3--

Deck 2
Deck 1

Deckplan Scale:
1 hex = 1 yard

OECK 1

Fuel Skimmer Dock: The vessel's 4D-ton
fuel skimmer is normally stored here when not
in use. When used as a fleet auxiliary, the ves­
sels's small craft are sent to other ships in the
fleet for any required maintenance. For long
duration missions, any necessary repairs or
maintenance work on the fighters is done in
the skimmer's dock (while the skimmer is off
getting fuel), cycling the fighters in and out two
at a time. Maintenance is normally undertaken
by the pilots themselves, as the standard crew
does not include any personnel trained in small
craft maintenance.

Fighter Bays (8): Each bay contains one
1D-ton fighter. On covert missions, other small
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on the doors or on any of the interior
storage compartments. They have
latches to keep them from popping
open by accident, but since all Zhodani
are trained from birth to respect the
privacy and property of others, locks
are unnecessary.

The majority of this deck is devoted
to fuel storage, and is thus inaccessi­
ble to the crew except under extraordi­
nary circumstances.

Staterooms: Staterooms on ves­
sels which are not expected to carry
non-Zhodani passengers have no locks

STATEROOMS, FUEL. ANO MANEUVER DRIVE DECK

(

Deck 2



The ship's engineering staff has a
small supply of door locks for the rare
occasions when a non-Zhodani may be a
passenger (if the vessel has to trans­
port a non-Zhodani prisoner, for exam­
ple), or when a crew member has
become dangerous to the others aboard

ship and the medical staff is unable to
take the proper corrective measures.

Lower Fuel Tank: This and the upper
fuel tank on deck 3 contain internal anti­
surge baffles.



Deck 3

COMMANO DECK

This deck is in two parts, the com­
mand dome forward and the jump
drive dome aft, each inaccessible from
the other without going to another
deck first. On a vessel this small, this
separation is not a serious design flaw,

although it complicates damage con­
trol procedures.

Bridge: The storage space known
as the ship's locker on Imperial vessels
does not have a lock for the same rea­
son the staterooms do not have them.



- Bulkhead
"-" Sliding Door
--- Iris Valve
-;::::::::0 Access Panel
® Manual Hatch in Floor
@ Manual Hatch in Ceiling
~ Acceleration Couch

AL Air Lock
Av Avionics Bay
Br Bridge
CR Conference Room
SL Ship's Locker
SR Staferoom

KEY

The psi adept carried aboard the ves­
sel is now known to act as a central
director for the fighter squadron, rapidly
conveying battle information and tactical
instructions to individual pilots.

Crew: The ship's medical officer is
trained in observational psychology, to
detect potential mental instabilities in
the crew and treat them before they
become major problems.





Crew: Captain/Pilot (Pilot. Leadership and Tactics).
Sensor/Commo Operator/Navigator (Astrogation. Electronic
Operation [Sensors) and [Communications], Gunners
(Gunner [Laser) and (Sandeaster]). Engineer (Engineering
and Mechanic).

2oo-ton SL Hull. DR 600. Turret (two 405-MJ lasers,
one sandcastcr). Basic Bridge. Engineering. II Cargo. 36
Maneuver. 8 Jump. 60 Jump Fuel. I Space Dock (up to 250
cf of vehicle. usually an air/raft). 9 Staleroom, 1 Utility, I
Sickbay. I Fuel Processor. Lmass includes one loaded
air/raft.

Statistics: Emass 499.475, Lmass 562.075, COSt
MCr55.5348. HP 22.500.

Performance: Accel 6.4 Os. Jump 3, Air Speed 4.134.

Chtanoql-class Scout {Type ZS, TL 10]
A standard Zhodani exploratory vessel used both by the

navy and by commercial concerns for frontier exploration
and reconnaissance. All old and reliable design, the Chralloql
("Pioneer") is oriented more toward survey and scientific
missions and less to courier-type duties than its Imperial
counterpart. the Sulieman. C1l1ulloql-class scouts have been
extensively used in the Zhodani Core Expeditions for supple­
mentary surveys off the main axis of exploration.

lOO·ton SL Hull, DR 100, Basic Bridge, Engineering. 12
Maneuver. 3 Jump. 20 Fuel. Low Berlh (capacity 4). 6
Staterooms. Sickbay. Utility. Fuel Processor, 3 Labs. Turret.
2 Lasers, 7 cargo (+1 in turret).

St:'ltislics: Emass 183.195. Lmass 223.195, Cost
Mcr27.676. HP 15,000. TLIO design.

Performance: Accel 2.15 Gs. Jump 2, Air Speed 1826.

Shianjo-cJass Liner {Type ZR, TL 10]
A passenger liner used in the core regions of the

Consulate and ulollg most of its main trade routes. The
Shialljo class ("Don vOy:lge," litemlly. "good journey") are
known for their stylish interior design and high jump speed
(for ,I mcrchant). Statcrooms arc typically occupied by
Nobles or Intendants. while proles usually travel in low pas­
sage, unless they are servants or retainers. In peaceful
Zhodani space, commercially vessels are typically unarmed,
but in wartime this makes them easy me,ll for privateers and
commerce raiders, forcing the Zhodani navy to use convoys
and provide escort.'i.

800·1on USL Hull. DR 100, Heavy Compartmentaliza­
tion, Basic Bridge, Engineering, 38 Maneuver. 32 Jump, 240
Fuel, Vehicle Bay (Slow Pinnace), 9 Low Berth (capacity
36),90 Staterooms. 2 SickBay. two Utility, 76 cargo.

Statistics: Emass 1,080.9, Lmass 1.514.96, Cost
Mcr156.823, HP 60,000. 11.10 design.

Perlormance: Ael.:d 1.00 Gs, Jump 3, Air Speed nla.

Zdebr-class Trader {Type ZT, TL 10]
Zd~br-class merchants arc typically owned and operated

by small trading companies or individuals in frontier regions
of the Consulate. such as the Spinward Marches and
Zhodani-Vargr Marches. They arc lIlore general-purpose ves­
sels than the 400-ton subsidized merchant used in the

Imperium. heing closer in actual concept to an oversized free
trader. Atypic:llly for a Zhodani commercial vessel the Zdebr
class is normally armed, albeit lightly by Imperial standards.
Zdebr-class ships arc named after historically famous sea·
pons and CllfllVlln roules on old Zhdanl.

400·ton SL Hull, DR 100. Basic Bridge. Engineering. 27
Maneuver, 12 Jump, 80 Fuel, Vehicle Bay (Ships Boat). 9
Low Berth (cap:lcity 36). 16 Staterooms, sickbay. Utility, 2
Turrets, Laser, Sandcaster. 104 cargo (+ 4 in Turrets).

Statistics: Emass 503.3, Lmass 1.076.94, Cost
MCr66.4857. HP 37.500. TLiO design.

Perfonnance: Aecel 1.00 Os. Jump 2. Air SpL"'Cd 1,745.

Echtovr Oazhia-class
Council Cruiser (Type ZF, TL 12]

These fast, highly advanced ships are used by Supreme
Council members or (heir agents on Consular business.
Interior fittings arc notably luxurious. They arc unusual in
carrying a second $tarship internally ~ 3. high~G courier use­
ful for sidc-Irips or for ensuring the safety of the Consul.

2,C)00·ton SL Hull. DR 1.500 (tUITet armor DR 1.000),20
Turrets (six with triple sandcasters. eighL with triple 405-MJ
lasers, six with triple missiles), Basic Stealth and Emission
Cloaking. Comm:lnd Bridge. Basic Bridge. Engineering. 10.5
Cargo. 190 Maneuver. 100 Jump, 800 Jump Fuel. 3 Low
Berth (12 tubes). 10 Fuel Processor. Nuclear Damper.
SickbllY. 40 Staterooms. 4 Ulility, :2 Vehicle Bay (holds one
utility grav-sled). 42 Vehicle Bay (holds 4().ton pinnace). 210
Vehicle Bay (holds 200-ton Zhodani Courier).

Mass (but not cost) includes loaded pinnace (p. GTI41),
utility grav-sled (p. 59) and Zhodani courier (p. 47).

Statistics: EMass 527.475. LMass 582.2568, Cost
MCr583.596. HP 90.000. Crew: 41.

Performance: Accel 6.18 G, Jump 3. Air Speed 4.134.

Lienjadl-class
Battle Cruiser {Type zac, TL 10J

A multi-purpose vessel designed for independent opera­
liuns in fronticr space, either on its own or as part of a small
task force. Liclljadl ("Swift Retribution")-class vessels arc
designed to deal with colonial problems. They carry troops
and landing cruft but are also capable of fighting in the line
of battle. The vessel's space dock nonmllly carries a mission­
tailored mix of strike fighters and assault boats. Its extensive
cargo capacity, staterooms and low berths allow a battalion·
sized Zhodani Army or Consular Guard lift infantry unit to
be carried if necessary, though normally only a company·
sized force is transported.

10.000-ton USL HuH. DR 1,000. Hcavy Compartmental­
ization, Hardened Command Bridge, 2 Engineering, 3,000
Maneuver, 400 Jump, 3,000 Fuel, Space Dock (Holds 1,000
tons, 4 doors). 120 Low Berth (capacity 480), 200
Staterooms, 3 SickBay, 20 Utility, 30 Turrets (20 with triple
lasers, 10 with triple sandcasters), 5 Bays (two missile, three
panicle accelerator) 600 cargo.

Statistics: EMass 31.734.2. LMass 39.734.2, Cost
MCr2.562.648. HP 255.000.

Performance: Acccl 3.02 Gs. Jump 3, Air Speed lIolle.
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Camed by the type ZL liner for ground-ta-orbit interface
and as an emergency lifeboat. 40 ton SL Hull. 100 DR.
Cockpit,S Maneuver, 4 Passenger (48 seats). 22 Cargo.

Statistics: EM:1S$ 54.06. LMass 164.06. COSI Mer 4.55.
HP 7.500.

Performance: Accel 1.22 Gs, Jump 0, Air Speed 1,732.

Tlat/-class Strike Fighter (TL 10j
A light anti-shipping fighter eamed aboard Shil'l'u-dass

patrol frigates. (Tlatl: "throwing blade").
1O-lon $L Hull, DR 150. Radical Stealth and Emission

Cloaking, hull-mounted Missile Rack, Cockpit Bridge, 6
Maneuver Drive.

Zhodani Ship's Boat (TL 10J
Carried by the type ZT trader. 20 ton SL Hull, 100 DR,

Cockpit. 3 Mallcuvcr, 1 Passenger (12 scms), r [ Cargo.
Statistics: EMass 33.64. LMass 88.64. Mer 3.625, HP

4,500.
Performance: Acecl 1.35 Gs. Jump O. Air Speed 1,732.

A lough, well-armored landing craft used by Zhodani
naval vessels. 50-ton SL Hull. DR 750, Basic Stealth, Basic
Emission Cloaking, Cockpit, 30 Maneuver. 2 Passenger (24
seats), 7 Cargo.

St:-ttistics: EMass 361.48, LMass 396.48, MCr 12.195,
HP 9,750.

Performance: Accel 3.03 Gs, Jump 0, Air Spccd 3,721.

(TL 10jTL/-1085 Jekobr Missile
With much ot" its navy still TLlO, the Consulate deploys

the Jekobr ("Javelin"), which Lrades off warhead size and
cruising endurance for acceleration, enabling it to catch
faster Imperial Navy vessels. Statistics as SIM-IO
(p. GTI58), except: "small" 240111111 HEAT warhead docs 6d
X 60 (10) damllge, 2.100-lbs. thrust drive gives 7 G accelera­
tion; 252,000 kWS energy bank makes endurance 40 minutes
(2 space combat rounds). Weight 303.1 lbs. (0.15 tons); Cost
Cr31.480.5.

TL I0 missile racks and bays used by Zhoclani have tubes
for 240mm, not 250mm, missiles; statistics are otherwise the
same.

Vokr-c1ass Fighter (TL 10j
A medium-sized multi-role fighter carried on larger

Zhodani vessels, named after a large nying predator on
Zhdant.

3D-ton $1. Hull, DR 200, Basic Stealth, Basic Emission
Cloaking, Cockpit, 20 Maneuver, one hull-mounted Laser
and 2 Missile Racks.

Statistics: EMass 155.46. LMass 155.46, Cost
MC,8.365. HP 6,000.

Performance: Accel 5.15 Gs, Jump 0, Air Speed 3,873.

Crew: Pilot (Pilot and Gunner (Missile)).
Statistics: Emass 57.3. Lmass 57,3. Cost Mcr (,,9175

(sans missiles), HP 3,000.
Perfurmtlnce: Accel 4. 18 Gs, Air Speed 3,000.

(TL lOj

(TL lOj

Zhodani Slow Pinnace

Zhodani Assau/t Boat

ZHOOANI ROBOTS

Almost every industrialized race uses industrial moots in
Lheir factories, but the vast majority of these are nothing
more than reprogrammable machine tools that remain fixed
in their factories. The Zhodani use industrial robots, but they
alsu lise mobile robots tu a consistently greater degree than
do mher major races.

There are a number of reasons for this. Many other
Human and nou-Human races expanded ill W1IVCS of settlers
with a pioneering spirit or who were adventurers, dissidents
(or even penal colonists) who did not tit into mainstream
society. Zhudani society was stable ;md well-adjusted prior to
starfleet. with fewer misfits and adventurous souls.

The fact thm robots do not have minds that can be com­
municated wiLh through ordinary telepathy means that
Zhodani do not uy and anthropomorphize robots to the same
degree Humans do. A Zhodani noble or intendant need only
to try to touch a robot's mimI LO kiwI\' iL is not "alive" or sec
inside the machine's body with ESP to reveal what makes it
tick. Nor, in closely monitored Zhodani society, are the fears
and prejudices that other races have ahouL a "mbot revolt" or
"android doubles" likely !O occur - at least. not without swift
tre:llment by the Tavrchedl'.

Lacking the biases that limit the usc of mobile robots in
the Imperium and Solomalli Confederation, it is noL surpris-

ing Lhat the Zh(Klaui make a greater lISC of robots Lhan any
other known major race. Even so, the Zhodani preference for
psionics has slowed the development of advanced artificial
intelligence. Instead, all Zhodani rnbnls arc designed to
receive orders psionically - and a result, do not need any
great intellect. The role of robots in Zhodani society is sim­
ple: machines that do repetitious or dangerous johs, freeing
Zhod;llli for safer or mure rewarding pursuits.

Zhodani mainly use robots for industrial. maintenance
and hostile environment activities. The latter function
includes everything from space repairs to deep sea mining to
combat.

Note: Zhodani military vehicles and warbots generally
receive a descriptive milne, all identification number based on
the first syllable of the manufacturer's name followed by the
four digits 01" the year it entered service (in the Zhodani cal­
ellller). The description in parenthesis. e.g .. "utility gnlv
sled" is a simple statement of function, not a name used by
the Zhodani.

Robot Designs
Zhodani robots are usually TLS to TL II designs

(dcpcnding 011 the planct where they are built). The JfI0~t

advanced models are warbots used by the military. These are
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typically TLI J. with a few TLl2 models enlering service
with Consular Guard units.

The 7.hodani do not, as a rule, build humanoid robots.
The standard mobile robot conligunlliun is a legless LOrso
containing a brain. power plant. contragrav system and
thrusters. A number of arms. usually two. but sometimes one.
three or more, are atlllehed. Often they have buill in tools or
weapons. The robot is usually topped with and a rotating
head turret containing sensors and communication systems.
This design may vary somewhat, but it is common through.
out the Consulate.

If using GURPS Robols or CURPS Vehicles to build
robots the following design considerations apply:
Brai1lS: No neural-net, biocomputer or sentient options.
Sellsors: No bioscanner. chemscanner. three-in-one or Xadar

options.
Communicators: No neutrino option. but see Meson

Technology on p. GT I08.
Propulsion: Typically, vectored thrust reactionless thrusters;

the TLilthrusters listed become available at TUO.
ContmRral': As usual, TLl2 CG is available at TL8 while

TL13+ CO is available at TL9+.
Weapom:r: Jaws are mre in Zhudani mbots. For weapons,

See restrictions in GURPS Traveller Equipment and
Supplies chapter. GURPS Traveller weapons can be used
instcad. When installing energy weapons with backpack
power supplies. install only the weapon itself - omit the
backpack and instead just add that many power cells.

Power System: Typically fuel cells, nuclear power units or
energy banks. Only rechargeable power cells are used.

Armor: Usually metal or laminate.
C(llllouflllge lllltl TIIrI!llf ProJeclirJII: Intruder chameleon is

unavailable.
Biomolvhics: Zhodani may install surface sensors, but other

types of biomorphics are almost never used.

USING ROBOTS
Robots generally have these advantages and disadvan­

tages:
AdvlIlllages: A robot's brain gives it Absolute Timing

(thanks to its intemal clock). Eidetic Memory 2 (it can store
events in ils memory, recalling thelll with perfect accuracy),
Lightning Calculator and Mathematical Ability. It also has
High Pain Threshold, Immunity to Disease and Poison and
(in lhe case or most high-tech rohot power planl") Doesn't
Eat or Drink and Doesn't Dreathe.

Disadl'Qlltages: An ordinary robot has these disadvan­
tages: Cannot Learn (it can't spend experience points to
acquire new skills or raise attributes), No Sense of Humor.
Reprogrammable Duty (it muSt obey whoever il is pro·
grammed to obcy) and Slave Mentality (it follows orders
without showing individual initiative).

Like animals, robots normally have a split health/hit
point total. Damage inmcted on a robot's body (torso) is
treated exactly like damaging a human. except that all rohots
effectively have High Pain Threshold. Damage to a limb or a
head (unless the brain is installed there. rather than in the
body) does not reduce body hit points: inslead. each head or

limh has its own hit points separate from the body's, and
reducing th,U IOClttiun to 0 or fewer hit points simply pre­
vents that body pan from functioning (and disables any com·
ponents built into it).

ZHOOANI WARBOTS
The Zhodani traditionally use mobile robots as pan of

their armed forces. TIlese robots are not sapient. but are a
cheap substitute for ordinary soldiers. Thcy are typically
used in conjunction with sapient troops to provide additional
firepower. or for stnltcgic rca"ons.

Imperial propaganda paints the 7....hudani usc of "death
machines" as one more example of their souless culture. The
Zhodani have a different view. War is necessary. bUI nOI
glamorous, and their soldier's lives are 100 valuable to waste.

Warbats are nonnal pans of many Zhodani units. and arc
attached to others for special operations on a mission-by­
mission basis. They are used in various ways. ranging from
mass assault to mobile fire suppon platform to providing
security perimeters or post-battle pursuit. They are vital for
clearing built-up areas, where casualties may be unaccept.
a.bly high for Human troops: in such missions. they arc nor·
mally sent in 10 locations where Clairvoyance-using psion
detachmcnts havc pinpointed enemy resistance. Against
lower-TL forces. use is often made of their flight capabilities
for surprise vertical envelopments.

Warbots are programllled to recognize and ignore friend­
ly troops either through pattern recognition ("that is ZhOOllni
combat armor. that is a Zhodani tank ...") or sometimes
other mcallS. TIICY arc usually programmed with this infor­
mation, along with terrain maps. bailie plans amllhreat crite­
ria ("anack enemy banledress troops. then other infantry" or
"eliminate enemy ATOM teams").

Zhodani find warbuts are highly lIseful in certain non·
combat situations. For ex.ample. if the Consulate wishes [0

keep the peace in a riot-torn city, use of Human troops to
patrol the streets simply pruvides mure targets ror snipers,
leading to escalation of violation. ror such exposed roles,
warhots are the best choice - they are better armored, highly
intimidating. and discuurage relalillliun. An insurgcllt lIlay
wish to trade his life for a Zhodani soldier: would he do the
same for Cr156,805 worth of eleclronics that the Consulate
can well afford to lose?

TLIA-3404 CHIAKRZI
[WARBOT. TL11)

The Clliakrzi ("Sandstorm") is the standard battlefield
warba! used by the Zhodani amlY and Consular Guard. It is
approximately cquivll.lcnt to a battlcdress-cquipped soldier,
albeit faster and tougher. About 5" tall, il has a bulky torso, a
low domed "head" with turret sensors and a single antenna.
two powcrful arms. and a second underside weapon turret
(although no visible gun protrudes). It has no legs. but usual·
Iy floats 1-3 yards off the ground. As Ihe turret is underneath
thc warhot, il call easily strafe opponents below it. but if in
cover most fully expose itself before firing. However. ils
small size (compared to a lank) lets it quickly pop up. fire.
then CflllCClil itself.
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volume 5.1184 cf. Costs Cr156.805 (plus Crl7.750 for
programs).

The CHI-3374 has a cylindrical body, four arms each
ending in complex tool-hands. and a small wedge-shaped
head turret. Like most Zhodani designs. it has no legs, utiliz­
ing gravitie lift.

Manufactured by Chiadle, the CHI-3374 is lhe mosl
common general-purpose repair and maintenance robot used
in Zhodani space. It can often be seen at starports and aboard
merchant or naval vessels, often replacing one or two Human
crewmen. It comes in various versions, mostly differing in
the kind of tool systems used. The military also use the CHI­
3374 with 110 modification.
Braill: A standard dumb brain equal to a complexity 5 com­

puter, hardened against radiation and electromagnetic
pulse. The brain is installed in the robot's body.

Sensors: Basic sensors equivalent to Human sight, hearing
and smell, built into the turret, plus thermal imaging
(thermograph), night vision and spectrum vision capabili­
ties.

COIIIIIIIIJlicariolls: Dasic communicator package (as per war­
bot); lacks warbot's laser communjcator or IFF.

Arm.\': Four arms: each has ST 20.
Propulsion and Lift: The robot floats on comragravity capa­

ble 01" supporting up (0 500 lbs. Since the bot weighs only
aboul 200 Ibs., it can carry a further 300 Ibs. rllld still
move. It is propelled by a reactionless veclOred-thruster
with 67 [bs. thrust.

Weapo"ry: The robol is armed with a laser cuttillg torch buill
inlo its head. The weapon is not visible until used.

Accessories: The warbot has integral mechanical or engi­
neering tools and electronic or armoury tools in each
arm.

Power Systems: A pair of rechargeable E cells built into its
body provides 58.8 hours of continuous power. The cells
togcther slore 900.000 kWS energy: it uses 4.25 kW$ per
second.

Stmclllre: Medium frame. Four arms (0.28 cf each), one
fully rotating hcad turret (0.373 cf). Hit Points: Body II.
each arm 36, head 5, each arm 9.

Armor and Threat Protection: The robot has PO 4. DR 20
mdal annar. It is fully scaled.

Programs: The CHI-3374's brain can run one complexity 5
program, or 10 complexity 4 programs, or 100 complexi­
ty 3 programs, etc. It comes with and usually runs:

Any lhree Armory (any), Electronic Operalions (any) or
Mechanical (any) at IQ+7* [4]-15 (each Complexity 4,
Cr2,000).

Any two Engineering (any) or Electronics (any) IQ+6* [4]­
14, complexity 5 (Complexity 4, Cr2.UOO).

* Skill poinls quadrupled due to Eidetic Memory.
Statistics: ST 20. DX 10, IQ 8. HT 12/11. Speed 75 (151

mph) flying; can hover. Weighs 197 Ibs. (0.1 tons). Total
volume 2.778 cf. Costs Crl8,799.5 (plus CrIO,DDO for
pro1,'Tams).

Brain: A standard dumb brain equal to a complexity 5 com­
puler, hurdened against radiation and electromagnetic
pulse. The brain is installed in the robot's body.

Sensors: Basic sensors equivalent to Human sight, hearing
and smcll, buill inlo lhe turret, plus thermal imaging
(thermograph), night vision and speclrum vision capabili­
ties, The sensors also include a laser/radar delector.

Commullications: Basic communicator package (contains a
voice synthesizer enabling the robot to synthesize speech,
a radio with a range of 500 miles, a cable jack for a fiber­
optic cable that allows direct unjammablc eommunie:l­
lion with any other computer or communicator it is
plugged into) plus an IFF "beeper" (like that of Zhodani
combat annar) (Ind Cl IClser communieCltor for secure line­
of-sight transmissions (blocked by anything that blocks a
laser beam) out to a range of 2,000 miles,

Arm.~: Two arms: each has ST 30. In placc of a Hllman~lypc

hand is a simple gripper (Dad Grip disadvantage).
Propulsion alld Lift: The robot floats on contragravity capa­

ble of supporting up f,OOO Ibs. Since the warhol weighs
only about 600 Ibs.. it can carry a funher 400 Ibs. (or
operate in higher gravity) and still move: thus. it could
lift an armored man, or various cargoes. It is propelled by
a reaction less thruster with 133 Ibs. thrust.

lVeapolII)': The robot is armed with an FGMP-II concealed
in a fully rotating turret under its torso. TIle weapon is
not visible until it fires.

Accessories: The warbot also includes an inertial compass
(giving it effective Absolute Direction).

Power Systems: A nuc.:lcar power unit rated at 7.965 kW
operates the robot for five years. It also has eight
rechargeable E cells that are normally used to give its
FGMP-ll 500 shots.

Slruclllre: Heavy frame. Two arms (0.9 cf each). two rully
rotating head turrets (top 0.518 ef, underside 0.85 cf). Hit
Points: Body 42. ellch llrm 36. lap head 12. underside
head 18.

AmlOr lIud Threat PlVtectioll: The warbot has PO 4, DR 240
laminate armur wilh 11 thermal superconductor layer. Its
DR is doubled against shaped-charge (I-IEAT and BEDP)
warheads, lasers and X-ray lasers and plasma and fusion
guns. It is fully scaled.

Programs: The TK-27's brain can run one complexity 5 pro­
gram, or 10 complexity 4 programs, or 100 complexity 3
programs, clc. It comes with and usually runs:
Deam Weapons (Blaster) DX+2 [4]-14 (Complexity 4,
Cr4,000).
Brawling DX+2 [41-14 (Complexity 4, Cr4,OOO).
Combat Reflexes, complexity 4 (Cr3,750).
Electronic Operations (Communications) IQ+7* [4J-15
(Complexity 4, Cr2,000).
Electronic Operations (Sensors) IQ+7* [4]-15
(Complexity 4. Cr2,UOO).
Tactics IQ+6* [41-14, complexity 5 (Complexily 4,
Cc2,OOO).
* Skill points quadrupled due to Eidetic Memory.

Statistics: ST 30, DX 12. IQ 8, HT 12/42. Speed 83 (166
mph) flying: can hover. Weighs 603 Ibs. (0.3 tons). Total

CHI·3374
MAINTENANCE BOT [TL11l
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ZHOOANI GRAV VEHICLES

All vehicle designs were built using GURPS Vehicles.
(The 7.hodani "light gray ~lcd" is equivalent 10 all air/rafL)

CHI·2724 VONCHOBO
UTIL.ITY GRAV SL.EO CTL 1 OJ

This is a medium-weight "grav truck" lIsed by bulh the
Zhodani Army and Consular Guard and by many civilian
concerns within Zhodani space. The Yonchobo gray sled is
equipped with day/night. all-weather capability. plus a prux~

imity alert radar system capable of determining the distance
between the vehicle and any obstacles. The vehicle is noted
for its ruggedness and safely in <I wide range of planetary
conditions. Its two gray modules are each individually capa­
ble of supporting the rull weight of the vehicle al up to 1.3
gravities. lind rhe vchick: is shielded against environment.al
contaminants. radiation. and is durable enough 10 withstand
likely collisions and incidental impacts.

TI1C ~tal1dard configuration il1c1ude~ a 500 cf cargo mod­
ule. sized to accepl Iypical cargo blocks from spacecraft. but
a wide variety of variants have been made.

A YOlldmbo i~ a ~Iow but reliable draft animal that has
adapted well to many worlds ill the Com;ulalc.

Body Fealures: fair streamlining.
PropulsioJl alld Aerosfaric Lifr: Two 1.000 lb. vct:lorcd thrll.';t

reactionless thrusters (draw 50 kW each; HP 8). Two 10­
ton lift contragravity units (draw 10 kW each; HP 4).

IIISfrumellfS (I/ld Elec/lrmics: Medium range scrambled direc­
tional radio/cell phone (50.000 mile range: lIP I), medi­
um range lasercomm (IO,OUO-mile range; HP I), 5-mile
mngc radar, 110 targcting (1.25 kW, HP I), I-mile passive
infrared (lIP I), Low-Light TV with 5x magnification
(HP 1),IFF (HP 2), UPS receiver (HP I), radar/laser
delector (HP I). 5111011 hardcned dUlllb cOlllpuler (HP I,
complexity 3) with 2 terminals (HP 4 each).

Programs: Pilot-12 (Complexity 2). Datalink (Complexity
I), Navigation (Complexity 2)

Controls: Computer cOlllrols: backup controls (Body. HP 4).
Crew srariolls: Pilot, Copilot. Occupancy: Short.

AccomlT1odalion~: 2 large crew~tations, 2 medium pas­
sengers.

.. '-"., " , ,', ", .," . .,~-
~ . . .. . . 'A....J

Elll'ilVl1memal systems: 2 man-days life Slippor!.
Safety: crash webs, 4 man-days life suppOrt. NBC for 4 peo­

ple.
Power Systems: 75 kW NPU powen; one grav module aml all

other systems. 100 kWh rechargeable energy bank back­
up can also power secondary reactionless module for up
to 120 minutes.

Spaces: 4.8 cf short term access space, 22.91 cf waste space,
500 ef cargo space.

Volullle: Body 750 cf. Arca: Body 500 sf. Mediulll cheap
frame with fair streamlining. Hit poims: Body 750.

Armor: DR 10 standard metal overall. DR +50 standard
melal open frame "bumpers," front m]{1 hack only.

SI/Iface Feawres: sealed. radiation shielding. Mililary ver­
sions have camouflage paint.

Statistics: weigh I 4,145.35 Ib unloaded, 14,945 Ib (7.5 Ions)
loaded (with 4 crew and 5 tons cargo). Cr61.138. Volume
750 cf. size +4. HT 121750. Mainten<lnce interval 81
homs.

f'elformallce: No ground performance. Can floal, no waler
performance. Stall speed O. can ny. With one grav unit
operalional, motive thrust 1,000, drag 250, lap speed 175,
acceleration 1.5 mph/sec. Wilh both uilits operaliomll. lOp
speed 245, acceleralion 3 mph/sec. aMR 3.5. aSR 4.
11 Dl:l: 14 ITlph/see.

ll1e Utility Sled is a Zhodani workhorse vehicle. and a
large Ilumbcr of variant version~ exist, e~pecially among mil­
itary users. Some of the most common are:

High Threat modification
In areas suffering from insurgency or similar problems.

plates of high-grade nonflammable ablative plastic armor
reinforcement are boIled on to the vehicle. The ~tandard mix
is \.250 lb, Cr1.250. and adds DR 100 standard fireproof
ablative armor to all faces except the top. This reduces stan·
dard cargo capacity to 9.5 tons. While the armor is not sulli­
cienl 10 wilhstand any sevcre lhreal (losing I DR pcr 10
points of damage inflicted on il), it offers protection from
fragments and small arms.

= ~- "-
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Grav Ambulance Sled variant
Used for casualty evacuation. While intended for mili­

tary service. it is also used by civilian hospitals on many
frontier worlds. Replace cargo capacity with two medium
crew stations (medical crew), 10 stretcher pallets. two ESUs.
a siren. seven man-days of limited life support (12 hours with
fuJi load). plus an energy bank sufficient to last unlil life sup­
port fails. and 24 cf of waste space. Weight becomes 5.215
Ibs. unloaded. 8.015 lbs. (4.01 tons) loaded. giving an accel­
eration of 2.5 or 5 mph (other SlaiS unmodified). Cost of this
variant is Cr79.888.

Surgical Van Sled variant
For situations where simple casualty evacuation is nol

sufficient. this is essentially a mobile field surgery. It
includes three medium crewstations, seven stretchers, one
stabilized diagnosis table. seven Emergency Support Units
(e:lch capable of keeping one critically injured casualty stabi­
lized). a siren. 10 man-days life suppon. an energy bank suf­
licienl until life suppon fails. and 4 cf waste space. Weight
hecomc$ 6.080 unloaded. 8.080 Ibs. loaded (4.04 tons). The
performance is the same as the grav ambul:mce variant. It
COStS CrI33.438.

Other Grav Utility Sled variants
Other modification::. not presented in detail include:

COli/pliler Sled: Equipped wilh extensive eleClronic intelli­
gence galhering ,LOd processing equipment. including a
mainframe for cracking encryption and signals traffic
analysis.

Fire Directioll Cel/ler Sled: Similar 10 the :Ibove. but
equipped for receiving corrections from forward
observers and transmitting inform:ttion to appropriale
anillery units.

Laser/RlIdio (LR) (llul Meson COlI/lll1ll1icalor Sleds:
Dedicated battle communications vehicles carrying long­
ranged laser. radio and meson communicator gear.

Nuc/ellr DWI/111!!" .\'!ed: Fitted wilh all auxiliary fusion powcr
plant and a nuclear damper projector unit.

Shop \fIJI Sled: Carries tools and spares.

TLIA·3314 VLEZ.JAG
SCOUT GRAV SLED CTL10)

A small. lightly armored. high speed military gmv vehi·
c1e usually employed for scouting and armed reconnaissance.
It is arnled with a VRF gauss gun and an auto-launcher lor
tactical missiles. The Vlezjaq is named after a winged preda­
tor native to Zhdant's eastern desert that vaguely resembling
a cross between a Terran bat and scorpion.

SlIlm.uemblies alld body feall/res: Three retractable wheels.
Turrct with full rmation. on top of the body. near Ihe
nose. Very good streamlining on body.

Pmpllhioll: 9.000 Ib thrust TLII standard reactionless
thrusters (body. 450 Ibs.. 9 cf. Cr9.0OO. 450 kW).

Ael"O.I't(//h: lUi: 25.000 lbs.-lift TLl3+ contragrav generator
(body. 225 Ib.~ .. 0.45 cf. Cr625. 25 kW).

WeapOlIl)'.' 4mm VRF-Z Gauss gun. concealed (turrct. 28.8
Ibs.. 1.4 cr. Cr8,600. 1.280 kW). Mmm missile launcher.
concealed (turret. 55.8 Ibs., 2.8 cf. Cr2.092). 50.000
rounds 4mlll APS (body. 106.5 Ibs.. I cr. CrI.500). 50
64mm HEAT missiles (body, 930 Ibs., 18.6 cf.
Cr543, 150) in anti-blast magazine (465 Ibs.. Cr4650).

Weapo/l accessories: Full stabilization for both weapons (tur­
ret. total 8.5 Ibs.. 0,4 cf. Cr4.650).

Communicatiolls: TLIO communicator with scrambler (body.
0.25 Ibs.. 0.005 cf. Crl75. 5.000 mile range). TLI 0 laser
communicator witb scrambler (body, 2.5 Ibs .. 0.02 cr.
Cr750. I kW. 50,000 mile range).

Sellsors: Headlights. TLiO PESA (body. 25 lbs .. 0.5 cf.
CrlOO.OOO, 25 mile range. Scan 19). TLiO AESA (body,
37.5 lbs.. 2.5 cr, Crl8750, 50 mile range. Scan 21). IFF
(body. 5 Ibs.. 0.1 cf. Crt.OOO. 50.000 mile range).

Navigation: TL9+ INS (body. 10 Ibs.. 0.2 cf. CrI2.500).
TL9+ Military Global Positioning System (body. lib.
0.02 cf. Cr750). TLIO Terrain Following Radar (body.
2.5 Ibs .. 0.05 cf. CrI.OOO. 0.25 kW).

Targeling: TL9+ HUDWAC with pupil scanner (body, 15
lbs.. Cr 1.000).

£CM: TL8+ Adv:lI1ccd radarllascr detector (body, 15 Ibs .. 0.3
cf. CrI.5OO). TLiO Deceptive jammer (body, 50 Ibs.. I cf.
Cr50.000,5 kW).

COIlIllIIlers: TUO minicomputer. hardened (body. 120 Ibs..
0.6 cf. CrI8.750. complexity 5). Dedicated targeting
minicomputer, hardened. runs targeting program COIll­

plexity 5 (+4 bonus) (body. 15 Ibs.. 0.3 cf. Cr7.7S0).
Dedicated vehicle ops minicompuler. hardened. runs
piloting program complexity 5 (+3 bonus) (body. 15 lhs..
0.3 cl'. Cr7.750). Two TLIQ terminals (body. total 20 lbs..
I cf. CrSOO).

Misce!/(ll/eOlls: Compact lire suppression system (body. 50
Ibs.. I cf. Cr500).

Vt.'hicle COl/frols: Computcrizcd maneuver cOl1trols
(Crl.OOO).

Cre\\' .\·laliO/ls: Commander und assi.~tanl commander run
sensors through two computer terminals. Pilot has pilOt­
ing computer and gunner has targeting computer. All
have normal crew stations (body. total 120 Ibs.. 120 cf.
Cr400).

Occupancy: Short. Crew requirements: Commander.
Assistant Commander. Pilot, Gunner (four).

£m·ilVlIlI/ellTa! systems: TL9+ NBC Kit (body. 20 Ibs.. 2 cf.
Cr4.ODO. I kW). TLlO+ Limited life system (body. 200
Ibs .. 4 cr, Cr2,000, 2 kW) with support for 4 person-days.

Safely xy.\·lelll.l": Four gravity webs. onc in cach crcw st:ltion
(body, total 80 1bs.. 1.6 cf. er I0.000. 2 kW).

Power system: 1.800 kW TLIO fusion reactor (body. 2.360
Ibs .. 47.2 cr, Cr3 I8.000. 22.5 kW excess power. 200 year
life).

Access & calJ:o space: 58 cf uccess space in body. 10 cf
cargo space in body.

Vollimes: Turret (7.4 cr. takes up 9.4 cf in body). Body (523
cl). Wheels (27 cf).

Surfllce lIreas: Turret 23. body 390. wheels 53. Total ami
structural area 466.
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Sin/Cliffe: Extra hc:!vy fr.II11C. standard TL 10 materials. vcry
good stn.;amlining (1.864 Ibs.. Cri 16.500).

flir poims: Oody 2.340. turret 138. wheels 106 each.
Armor: Body has 450 DR standard TLlO laminate. sloped 60

dcgrees on front and ~O degrees Oil sides (17.550 lbs..
Cr175.500). Turret has 450 DR standard TUO laminate.
sloped 60deg at front and 30deg on sides and rear (1.035
lbs.. CrI0.~50). Body & turret front PO 6, DR 900. Body
sides. turret sides & turret re'lr PO 5. DR 775. Other
faces PO 4. DR 450.

Olher ~"IIIf{/ce je(llllre~': Scaled (Cr4.660). Radiclli cmission
cloaking (116.5 lbs.. Cr349.500). Radical stealth (116.5
Ib,.. Cc349.500).
Statistics: Empty weighl: 24.858 Ibs, Normal internal

payload: 1.000 lbs. Ammo: 1.037 Ibs. loaded weight: 26.896
Ibs, loaded mass in tons 13. Volume 557 cr. Size modifier +4.
Price: CrI.056,498. HT 10.

Cm/llld PelfortlUlllce: Note that typic;Jlly whecls arc
only used for parking and so forth. Motive power comes
from thrusters. Top speed 230 mph. gAccel II mph/so gDecel
10 mph/so gMR 0.5. gSR 3.

Aeriol/)(!Ijol"llul/lce: Stall speed O. can hover & fly. Top
speed 740 mph. aAccel 7 mph/so aMR 4. aSR 4. aDecel 16.

TLI·S60 D,Z,YANATL
ZHOOANI GFlAV APe CTL10)

The standard Zhodani Army and ConSIl];lr Guard
infantry fighting vchicle. this is a sleek, turreted grav sled
armed wilh a VRF £uuss gun and missile launcher, which
carries a commander. pilot. gunner and a Elinc-man infantry
s<luad. II is named for a famous Army lifl infantry comman­
der from the Second Frontier War.
SlIbll.\·.\·e/llIJ!ie.v ami body!ellllfre.\·: Threc rctractable wheels

(for parking). Turret with full rotation. on top of the
body. ncar the nose. Very good streamlining on body.

Propulsion: 7.500-lb. thrusl TLll standard reactionlcss
thrustcrs (in body. 375 Ibs.. 7.5 cr. Cr7.500. 375kW).

AelVsuuic lift: 40.000 Ibs.-lift cOlllragrav generatOr (in body.
30 Ibs .. 0.6 cf, Cr700. 40 kW).

lVea!,Ol/ry: 4mm Z-VRF Gauss gun. concealed (in turret.
28.8 Ibs .. 1.4 cf. Cr8.600. 1.280 kW). 64mm missilc
launcher. concealed (in turret. 55.8 Ibs .. 2.8 cf. Cr2.(92).
50.000 rounds 4mm APS (in body. 106.5 Ibs .. I cf.
CrJ.500). 30 64mm HEAT missiles (in body. 558 Ibs..
I 1.16 cr, Cr325.890) in anti-blast magazine (279 Ibs ..
Cr2.790).

lVeopoll accessories: Pull stabilization for both wcapons (in
turret, total 8.5 Ibs.. 0.4 cf. Cr4.(50).

COllllllllllicfllioll.\": TLIO communicator with scrambler (in
body. 0.25 Ibs .. 0.005 cf. erl75. 5.000 mile range). TLlO
laser communicator with scrambler (in body, 2.5 lbs..
0.02 cf. Cr7S0. I k\V. 50.000 mile rangc).

Sensors: Headlights. TLJ 0 PESA (in body. 10 Ibs .. 0.2 cf.
Cr40.000. 10 mile range. Scan 17). IFF (in body. 5 Ibs ..
0.1 cf. Crl.OOO. 50.000 mile faElgc).

Nm'igarioll: TL9+ Inertial Navigation Systcm (in body. 10
Ibs.. 0.2 cf. Crl2.500). TL9+ Military Global Positioning
System (in body. I lb. 0.02 cr. Cr750). TLiO Terrain

Following Radar (in body. 2.5 Ibs.. 0.05 cr. CrI.OOO. 0.25
kW).

Targelillg: TL9+ Head-Up Displ<lY We:lpon Aiming
Computer (HUDWAC) with pupil sC:lI1ner (in body. 15
Ibs.. Crl.OOO).

ECM: TL8+ Advanced radarnaser detector (in body. 15 Ibs..
0.3 cr, Crl.5OU).

COJII!'wen: TLJO minicomputcr, hardcncd (in body. 120 lbs..
0.6 cf. CrI8.750. complexity 5). Dedicated largeting
minicomputer. hardened. runs targeting program com­
plcxity 5 (-+4 bonus) (in body, 15 Ibs., 0.3 cf. Cr7,750).
Dedicated vehicle ops minicomputcr. hardened. runs
piloting progmm complexity 5 (+3 bonus) (in body. 15
Ibs.. 0.3 cf. Cr7,750). One TUO terminal (in body. 10
Ibs.. 0.5 cr. Cr250).

Miscellaneous: Compact fire suppression system (in body. 50
Ibs., I cf, Cr5(0).

Vehicle cOlllrols: Computerized mancuver conlrols
(CcI.OOO).

Crew .'i/(llio/ls: Commandcr uses computer terminal. Pilot has
piloting computcr and gunner has targcting computer. All
have normal crew slations (in body. 101:11 90 Ibs.. 90 cL
Cr300).

OCCI/POllcy: Short. Crew rcquirclIlcllls: Commandcr, Pilot,
Gunner (three).

AccollllllOtlalioll.'i: Nine cramped seats for infantry unit (in
body. lotal 180 lbs.. 180 cf. Cr900).

El1l1irol1l11el/fal sy.wems: TL9+ f'l,TfiC Kit (in body. 60 Ibs.. 6
cf. CrI2.000. 3 kW). TLlO+ Limited life system (in
body. 900 Ibs.• 9 cf. Cr9.000. 9 kW) with suppon for 18
person-days.

Power syslclII: 1.720 kW TLIO Fusion reactor (in body. 2344
Ibs .. 46.9 cf. Cr317,200, 11.75 kW cxecs!> powcr. 200
year life).

Access & C(//:~O space: 55 cr access space in body. 60 cr
cnrgo sp31:e in body.

Volullles: Turret (7.4 cr. takes up 9.4 cf in body). Body (881
eI). Whccls (44 eI).

Stllface {/rea: Turret 23. body 552. whcels 75. Total and
struclUr:\1 area 650.

StnU:lllr(': Extra heavy frame. standard TLiO materials. vcry
good streamlining (2600 illS., CrI62,s00).

flil poill/s: Body 3.312. turret 138. wheels 150 each.
Armor: Body has 500 DR standard TLlO laminate. sloped 60

degree on front and 30 degree on sides (27 .600 Ibs ..
Cr276.000). Turret has 500 DR standard TUO laminate.
sloped 60 degrecs al front and 30 dcgree on sides and
rear (1.150 Ibs.. Crll.500). Body & turret front PO 6. DR
1.000. Body sides. turret sides and Illrret rear PD 5. DR
750. Other faces PO 4, DR 500.

Ollie/" surj{/ce jellillres: Sealed (Cr 6.500). Basic cmissioll
cloaking (81.25 Ibs.. Cr48.7501. Basic stealth (81.25 Ibs..
Cc48.750).

SWli.\"lics: Empty wcight: 36.120 Ibs. intcrnal payload: 3.400
Ibs. ammo: 664 Ibs. loaded weight: 40.184 lbs. loaded
mass in Ions 20. Volume 933 cf. Size Illodifier +4. Price:
Cr695.213. HT 12.
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Ground Pel!ormallce: Note that typically wheels are only
used for parking. Motive power comes from thrusters.
Top ,~pL::cd 170 mph. gAeecl 8mph/s. gDeeel 10mph/s.
gMR D.5. gSR 3.

Aerial pelj"ormflllce: Stall speed 0, can hover & fly. Top
spL::cd 68D mph. aAeed 4mphls. aMR 4. aSR 4. aDecel
16.

TLl-9SD/2 Command Sled variant
A redesign of the Zhodani Grav APC to serve as a

mobile armored command post. It resembles the original
except for a fl:w extra radio anlcnnm: 10 sct it llpm1. A close
observer will notice no launcher neXl to the VRP gauss gun.
Aside from that. there is little external difference.

Slibassemblies. Propulsion. Lifl. Weaponry. Weapon
Accessories. Sellsors. Navif!,lItioll. T(":«etinf!,, ECM: As
Zhodalli Grav APC, omitting the mi.<>sile launcher and its
magaZIne.

Communicarions: TL ID communicator with scrambler (body.
0.25 Ibs.. 0.005 cf, Cr175, 5,000 mile range). TUO long
range communicator with scrambler (body. 25 Ibs, D.5cf.
Cr625. 500.000 mile range). TL I0 laser communicator
with scrambler (body. 2.5 Ibs., 0.02 cr. Cr750, I kW.
50.000 mile range).

COmpl/las: TLIO microframe computer. hardened. high
capacity. genius (body. 150 Ibs.. 3 cf. Cr1.750.000. com-

plcxity 7). Dcdil:ated targeting mini­
computer, hardened, runs targeting
program complexity 5 (+4 bonus)
(hody, 15 Ibs .. 0.3 cf. Cr7.750).
Dedicated vehicle ops minicomputer.
hardened, runs piloting program com­
plexity 5 (+3 bonus) (body. 15 Ibs., 0.3
d, Cr7,750). Five TLIO terminals
(body, 10 Ibs., 0.5 cr, Cr250).

Crew .~/ati(}fl.~: ComnulIldt.:r lISCS onc eom­
putcr terminal. Pilot has piloting com­
puter and gunner has targeting comput­
er. All have normal ercw stalions
(body. tolal 90 Ibs.. 90 cf. Cr300).

Occupa1/cy: Short. Crew requirements:
COlllmander, Pilol, Gunncr (three).

Accommodations: Four roomy seats for
command staff. each with a computer
terminal (body. tot'll 160 Ills.. 160 cr,
Cr400).

Power sysrem: 1.720 kW TLiO fusion
reactor (body, 2,344 Ibs., 46.9 cf,
Cr317,200, 13.5 kW exec,;;s power, 200
year life).

Access & cmgo space: 55 cr access space
in body. 60 ef cargo space in body.
29.5 cf empty space in body. 0.79 cf
empty space in turret.

Statistics: Empty weight: 35.720 Ills, illll:r­
nal payload: 2.400 Ibs. a1nmo: 213 Ibs.
loaded weight: 38.334 Ibs, loaded mass

(in tons) 19. Volume 933 cf. Size modilier +4. Price:
C,2.739.718. HT 12.

TLl-9SD/3 Gunsled and
TLl-9SD/4 Point-Defense Sled variants

This is another rebuild of the gmv APC. with the same
chassis but a ditlerent turret incorporating a rapid-pulse plas­
ma gun and improved target-acquisition and lire control sys­
tems. The gunsled is used fOf direct infantry support; the
point-defense sled incorporates a more expensive computer,
and is tasked to destroy incoming arti11ery lire ami missiles.

Subassemblies. Propulsion. COlllmunication. Navigatioll.
ECM: As Zhodani Grav APe.

Aerosrafic lifr: 50.0001bs.-lifl TLl3+ contragrav generator
(body. 35Ibs.. 0.7cf. Cr750. 50kW).

Weapol/I}': Rapid-Pulse Plasma Gun (turret, 1,781 Ibs., 35.6
cf, Cr74,296).

Wel/poll accessories: Pull stabilisation for plasma gun (turret,
178.1 Ibs.. 3.6 cf, Crl7 .810).

S~!I.HJr.\": Headlights. TUO PES A (body. 10 lbs.. 0.2 cf.
Cf/IO.OOO. 10 mile range. Scan 17). TLIO AESA (body. 9
lbs., 0.2 cr, Cr15,OOO, 12 mile range. Scan 17). IFF
(body,S los., O. [cf. CrI.OOO. 50.000 mile range).

COli/pilfers: TLiO microcomputer. hardened. high-capacily
(and genius on PD sled) {body. ISO Ibs .. 3 cf. Cr50.000.
or Cr350.000 if PD sled. Pow O.lkW. comp1cxily 6. 7 if
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PD sled); usually given a complexity 7 targeting program
(p. GTI62). Dedicated vehicle operations minicomputer,
hardened, runs piloting program complexity 5 (+3 bonus)
(body. 15 Ibs .. 0.3 cf, Cr7,750). Two TLJO terminals
(body, 20 Ibs., I cr, Cr500).

Crew .\"Ialio/l.\": Commander and gunner usc computer termi­
nals. Pilot has piloting computer. All have normal crew
stations (body, total 90 Ibs., 90 cr. Cr3OO).

O(:C:II/IWIt:y: Short. Crew requirements: Commander, Pilot,
Gunner (three).

E//vilOl//IIclltal systcms: TL9+ NBC Kit (body, 15 Ibs., l.5cf,
Cr3,000, 0.75 kW). TLlO+ Limited life system (body,
300 lbs., 6 cr, Cr3,000, 3 kW) with support for 6 person­
days.

Power systems: 19,500 kW TLIO Fusion reactor (body, 5,900
Ibs., 118 cf, Cr495,OOO, 19,077 kW excess power, 200
year life). Rechargeable power cells provide power for
5000 plasma blasler shots, recharged at the rate of one
pcr second from fusion plant excess (botly, 5,320Ibs.,
53.2 cf. C'532.000).

Acces.f & Cmgo Space: 126 cf access space in body. 10cf
cargo space in body. 41 cf of empty space in body.

Vall/Illes: Turret (39 cL takes up 47 cf in body). Body (881
cf). Wheels (44 cf).

Slirface area: Turret 69, hody 551, wheels 75. Total and
stmctural area 695.

StI"llCI/lI"C: Extra heavy frame, slandard TLiO materials, very
good streamlining (2,780 Ibs., Crl73,750).

Hil poillfs: Body 3.306, Illrret 414, wheels 150 each.
Armor: Body has 500 DR standard TLiO laminale, sloped 60

degree on front and 30 degree on sides (27,550 lbs.,
Cr275,S00). Turret has 500 DR standard TLiO laminate
(3,450 Ibs.. Cr34,500); with slope, this gives Body front
PD 6, DR 1,000, body sides PD 5, DR 750 and other
faces and turrct PD 4, DR 500.

Other slIlface jcarurcs: Sealed (Cr6.950). Dasic emission
cloaking (87 Ibs .. Cr52, 125). Basic stealth (87 lbs ..
Cr52,125).

Statistics: Empty weight: 48,238 lbs, internal payload: 800
Ibs, loaded weight: 49,038 lbs, loaded mass in tons 25.
Volume 964 cr. Size modifier +4. Pricc: for gunsled, Cr
1,873,906, for point-defense sled, Cr2, 173,906. BT 12

GIVI/Ild Pc/formal/ce: Note that typically wheels are only
used for parking. Motive power comes from thrusters.
Top speed 150 mph, gAceel 8 mph/s. gDecel 7 mph/so
gMR 0.5. gSR 3.

Aerial pClforll/allce: Stall speed 0, can hover & fly. Top
speed 660 mph, aAecei 3 mph/s, aMR 4. aSR 4. aDecel
16.

Other Grav APe Variants
ElecllVllic Wmj(lre Sled: A commlmd sled variant filled

with area jammers, chaff and prismatic aerosol rocket
launchers and other electronic countemleasure gear.

MRL Drop Sled: A grav APC with the troop compart­
ment removed and replaced with an enlarged cargo area. The
missile launcher is removed, and an articulated ST 50 robot
ann substituted. The drop sled is intended to quickly emplace
and remove small remote-controlled Multiple Rocket
Launchers (MRLs).

ZHOOANI VEHICULAR
WEAPONRY

Z-VRF GlIlI'\".~ GUll (TUO): This ;;very rapid fire" gauss
gun is a 4mm long-barrelled electric gatling gUll. with six
rotating barrels. Used mainly as an anti-personnel and anti­
missile weapon it is devastating against poorly armored
infantry.

J9-M(~alVall R(lpid-Plll.~e Plasma GIIII: A high rate of
fire plasma gun useful as bOlh a direct support and point
defense (ami-missile) weapon. In addition to the effect on the
target, everyone within a 2-yard radius of a hil lakes Vi dam­
age from splanerillg plasma, and all flammable objects will
catch fire.

2-64 AML (TLlG): A light automatic missile launcher
launch tube rated l"or a 64mm, 18.6 lb. missile, Its rapid rate
of fire lets it to fire lwo missiles at once. The standard missile
uses Passive Electromagnetic Homing guidance (capable of
infrared homing, optical homing and homing on enemy radar
or radio cmissions) requiring no further control from thc gUIl­
ner after firing: thus. in six seconds. the launcher can fill the
air with a dozen missiles, Typical missiles use an advanced
shaped-charge HEAT warhead (armor protects at Yio DR).

"'-~"'l\ . '.. . . '••;.,.""'. '...~....~ .~ '.. . " ", . ~~~ .
• ~!J!!Z\. ~... • • ~~.~~~

WEAPON TABLES

""me Maff Type Damage 55 Ar£ 1/20 Max 'Nt RoF Vvl'S VPS CPS P..., Cost Shots Tl
VRF·ZGauss Guo:

Solid rooDds· Vu. Ce '''' 1lJ " .1,500 6,100 29.8 100' 0,0032 0.00002 DO.OJ 1,280 (J8,6OO 'U. 10

APS """""
Vu. e, (dxJ(2) 1lJ " 2,11XJ 9,100 29,-8 100' 0.00213 0.00002 0:9:15 1,280 CIS.600 'U. '10

Point Defense Rapid.Pulse Plasma Gun

~9-MW output: Va, E!' 'po lidx40 25 20 3,600 10,800 1,7&1 • .,. oJ, oJ, oJ. 3BO,cOO 074,297 3OOI4D 10

MissiJ.e Launchers
Weapon Malf Guid Type Damage 'Nt. RoF Spd End M" Min Skill Vvl'S VPS CPS Cost Shots Tl
z.64mm. Missile Launcher

~iic@1!r ~". ~Q.il,.~ lBI ~,;~1O) 5~:!:i.i 2.::- ~~,459'" . T11.'.I2,JOO •..1.0 . "',.11_" IU:;fci37:zCi..;; 10;863 Ci 2J1ii;' :5cj'.:' .....-rffi'!
~ ~._. - _.- ~~~. "j
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Problems in Vargr
Historiography

No t:omplctt:ly aCl;umh.: <IIul tru~lwl)r­

lhy account exists of VUfgf history
from their origin;)! transplantation

to the point where they first made their
presellce known to other starfaring cul­
lUres. As wilh many Olher elements of
V:lrgr socieTy and b:lckground, [nuh is fre­
qllemly oh_~cllrecl by :'I weller of contr.ldic­
lOry claim.~ and imerprelOilions among
Vargr writer.c;: few human scholnn have
been able 10 sift through the contradictory
material of rival Vargr hislOri:InS 10 arrive
at :HlY consensus of what actually hap­
pened.

The sumc problems hu\'<,: hampcr<:t1
first-Iwnd sdlOlarship by Vargr lhcm­
sch'cs: few ancient Vurgr historians wrOle
with uny eye \0 a goal other than pleasing
those who held power at the time, und
many rewrote the past to support current
regimes. That such occurred in human
society is nOl the point; :lmong the Vargr
it's not even seen as dishonest. Much of
history is pnlitical liter:l111rc. and Vargr
racial pride tends 10 discourage tOO milch
prohing hy alien oUlsiders into the cher­
ished myths of this or th:u group.

The Vargr are a major race of intelligent humanoid beings who resemble anthro­
pomorphic wolves. They are unique among major races. and indeed most sapient
species, in that they were not the product of nalUral selection. but are rather the cul­
mination of an experiment in artificial evolution by the Ancients.

Vargr were initially a puzzle for xenologists. The Vargr did not seem to "fit,"
having a biochemistry and genctic makcup distinct from most other native nora and
fauna indigenous 10 Lair. their purported homeworld. This was not a new puzzle:
similar problems had confronted scielllists studying the origins of the Vilani.
Zhodani and many human minor nlces collcctively known liS Hurnanili. All of Ihese
enigmas were solved after contact with the Solomani. the humans from Eanh. It was
eventually discovered that the Vargr, like all the nlces of Humanili. had a Terrestrial
genetic origin.

Unlike Humaniti. however. the Vargr were not simply transplanted. During the
early years of the Third imperium, researchers concluded Ihal they were Ihe result of
genetic manipulation of Terran carnivores. probably wolves. Archaeological data
and other evidence (such their presence on the Droyne caste symbols known as
Coyns) suggest the Ancients were responsible.

The Vargr are descended from carnivore stock transplanted from Terra to
Lair/Grnouf in the Provence Sector 300.000 years ago. during the heyday of the
Ancients. These transplanted carnivores were of the family Canidac and almost cer­
tainly the genus Callis. most likely Callis lupus (wolves). However. DNA from other
canids including jackal (C mesomelas), coyote (c. /amms) anu fox (genus VII/pes)
also seems to have been used 10 a lesser extcnt. Extensive genetic engincering was
performed to give the Vargr intelligencc and manipulative ability. and transform
them from quadrupeds 10 bipeds.

The Vargr relain many of the characteristics of their canine anccstors, to a
greater degree than humans do with primatcs. Also. some 300.000 years of natural
adaptation took place. It appcars lhe Vurgr werc 1101 fully Iiucd to the environment
of Lair. and Ihis produced rigorous conditions which made natural selection essen­
tial to the survival of the race. This seems to have resulted in funher adaptations and
development not introduced by Aneicnt cxperimentation, whieh may have been the
Ancients' intent Thus. the Vargr are, in effect, products of both genetic engineering
Gild some degree of evolution.

PHYSIOLOGY
Vargr are upright bipeds who resemble a humanoid wolf with a bipedal posture

and arms ending in hands instead of paws. Vargr legs are digitigrade - tlwt is. they
walk on their toes. their heel not touching the ground. Their bodies are covered with
Sh0l1 fur. generally gray. brown. black or rust colored. though a wider vuriety of pat­
terns llppear in V:lrgr than in Terrestrial wolves. Their fairly long tails end in a nar­
ing brush. Their muzzle is shorter and less pronounced then a Terran can inc. but still
quite evident with strong jaws and sharp teeth. They have other characteristics con­
sistent with their terreslrial mammalian origin.

A typical adult male Vargr stands five feet. four inches tall (1.6 meters) and
weighs appro.-:imutcly 135 pounds (60 kilograms). while Vargr females are an inch
or two shorter aud 5-10 pounds lighter. On average. Vllrgr aren'l as Slrong as
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Humans. but their reaction spced is measurably faster (although there are wide vari­
ations alllong individuals).

Their hands are ~ill1ilar in shape Hno funclionality to Human hands. though with
signiticanl internal differences. Vargr are nonnally are able to usc the same equip­
ment without moditlcmion or additional practice. Their hands lend to be somewhat
more slender and dexterou~ than Humans. al leasl on the average. Ihough there is
considerable variation. Vargr fingers retain sharp poinled non-relraetable nails uscful
as claws in close combat. although not <IS dangerous 10 an opponent as their teeth.

Vargr are built for sprinling: Ihey can run approximately lwice as fast as
Humans for a short period. Even so. they tire more quickly. and becaw;c of the fur
thai covers mOSl of their body. they cannot cool off by sweating: instead they pant.
The combination of bipedal posture and digiligrade leg design means a Vargr cannot
kick effectively.

Due to their origin. Vargr biochemistry is of course terrestrial. making them
closer cousins to Humaniti than any other non-Human species encountered off Terra.

Senses
Vargr eyesight is notably sharper than Human sigh\. but responds somewhat dif­

fercntly lO colon;: to Humans. V<lrgr color pallerns frequently seem cxtrcmely
unusual. sometimes muddy. at other times garish and clashing. Vargr have a similar
reaction to human color sense. linding it outlandish. Merchants intending to sell to
Vargr arc well l..ldvised to retain a Vargr consultanl if offering producls in which
color is important to sales. such as clothing. textiles or consumer goods. The same is
true with Vargr merchants dealing with other races.

A Vargr's hearing is excellent. hut again slightly out of phase wilh that of
humans. Sounds thai are generally too high-pitched for human ears can be detected.
but lower rnngcs are often vaguely sensed rather than heard. This has obvious impli­
catiolls if Humans talk quietly around Vargr, and means lhal crossover appenl of
musical performances is limited.

The Vargr possess keener noses than do humans. but their sense of smell 13Cks
the acuity of their canine anceSlors. and calluot match lhal of the K'kree. While
smell is important in their worldview. it is far less so thall in unmodilied canines.

V3rgr tactile sense is identical to Humaniti's.

Diet
Vargr are mainly carnivores. They eat the same type of food as humans. but pre­

fer a diet of fresh red meat with occasion3l stewed fruit. They like their me3l raw.
but heavily spiced. They drink w;!tcr. winc. beer and fruit juices. Vllrgr have the
capability to both eal and digest food more rapidly than Humans. but their total
daily intake does not exceed an average man's.

Growth and Aging
Vargr reach puberty between age 11~12. and are considered mature around age

17. Vargr age al approximately the sallie rate as do Humans. Anagathie drugs arc
available for Vargr. but they cannot use the same ones thut Humans use.

Some large Imperial pharmaceutical companies such as SuSAG manufacture
anagalhics (and Olher drugs) specific to the Vargr metabolism. for sale to Vargr liv­
ing in the Imperium or trade.

Mating and Reproduction
Unlike wolves. Vargr are sexually active year-round. Pheromones (chemical sig­

nals) playa stronger role than among humans: Vargr can deteci romantic interest
from a member of their race by scenl alone. which has obvious implications for
courtships. A Vargr pregnancy a,rerages seven months. but mothers tend to be more
active than Humans are during this lime. Twin births are commonest. but triplets or
quadruplets are 1101 unknown. Single hirths are about as comTllon as triplets. and
some groups of Vargr attach special significance to a Vargr born alone. Children are
born blind and deaf. helpless for up to two months after binh.
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Vargr Dating
Systems

V:1rgr timekeeping v;lrics from place
10 pl.1cc: individual worlds gener311y
base it on the Incal day. while a

"week'· of 168 hours (one jump) and :J

"watch'" of just over eighl hours are com­
mon units of measurement for spaeefaring
Vurgr.

As in all lhings. Vargr acklluwlcdge no
univcrsal cult:ndar. llll.li\'iduul planets
impose calendar years based on planetal)'
movements around their stars: sometimcs
standards are imposed across larger areas
of space. but there is no lnte Vargr ·'stan­
dard year:' Vargr st:ltes dealing with one
another will often throw lip lheir h,mds
:1nd simply adopl Ihe Impai:11 C:J1cncl:Jr (or
the Zhodani. if Ihe slate i.~ f:lr Spinward).
il being easier to compromise on this issue
than to fight over which local standard to
usc. Vargr states dealing Wilh hllm:lIJs. on
the uther hand. have been known 10 insist
un lhe usc of lhe IUl.:lll Vurgr dating sys­
lent as a mallcr uf llridl.:. and tu warm
tuward humans who :lre f;ulIiliar with il.

Vurgr dates stw'l from whall.:\·cr point
lhe local populace cares to choose as a
starting point. As an example. the large
Thocngling Empire. onc of the dominant
powers in Gl'urrdon sector. uses the elee­
lion of its firsl modern cmperor in 792 ;md
counrs in ['Ianelary years frolll the C:lpital
(each 1.23 E."IMh years). The year 1120 by
lhe tmperial calendar is lhus lhe year 267
in lhe Thoengling reckoning. On lhe other
hand. bishops of the Church of the Choscn
Ones treat their year zero as the year the
first Vurgr wus uplifted by the Ancients.
whil.:h (using i.lrl.:i.lIlC mcthuds bcsl knuwn
10 lhe dlurdl hicrarl:hy) lhey daim lu
havc cSli.lblished at -312.463 Imperial.
Using the Vurgr homeworld (Luir)'s year
(1.032109 E.uth ye;Jrs) which the ChUTCh
takes serioll~ly (but few other Vurgr do).
Church calendars will stOlte it is the year
303.827 and counting of the V<1rgr
Ascend:1ncy.

One .~ignificaot date Ihat both Imperi;ll
and Vargr hi.~lori;1I1S C:1I1 :tgree IIpon is the
year in which the VOIrgr inveoted jump
drive and began lheir llia.tpnra (Vargrl
G\'egh: g~n/.:d{/e): -3810. In Imperial years
it is now 4.930 EaMh yean; or 4.776 Lair
years since that event. This reckoning
("years on hUl11eworld since lhe dii.lspu­
ru") is also used by Vargr from diffcrcnt
states when they need to use a "common"
date; il might be populur if the Vargr
could agree upon a common namc for
their homcworld.



Prehistory

The Vargr homcworld (or perhaps fos­
Icr-homc\\Iorld) is generally called
luir by Imperials in preference to the

most widely accepted Vargr names. most
of which arc difficult to pronounce by
HUnlulls. No one is surl' which of Lai(s
sC"loral continents was the original home
of the first Vargr tr:msplanlccs. E\"idcnce
has been ad\':lnced for all of thelll. :lnd
some thenries suggest sClIkrnCnlS were
madc on 1110re th:m onc.

11 isn't known with :lily certainty
whether the Ancients meddled only ollce
with pmlO-Vargr sloek or made n:lUm vis­
its IIll;Uidc Ihe continuing development of
the race in a tlcsircd direction. i\'losl c\·i­
UCIK'C .~uggcsls unly a single inler\'l,:nliull
lOok plal:c. It seems lhal. unlike lIn::
ZhtHhuli. the Vargr w<:rc Idl largely 011
their Ilwn to dc,·clop. ralhcr than be-ing
u~cu a~ ~crvants and pclS. <lnd Ih;ll lhe
Vilrgr wcrc confined to a single world.
Howcv"r. Ihc po~~ibility Ihal ~ornc

Ancient worlds other Ih<ln Llir posscssed
Vargr serv;Il11S ;lI1d thaI these sellkrnell1s
were t:c)lllplctely cr:ldic:lIed ill the Final
W;,r t:;lnnot be OIled Ollt.

Thll SOd'll grouping.s of pre-t:ivili7.cd
Vargr hUlllillg packs w!::r!:: the h'lsis fnr the
evulmion of Vargr society. In prt:hisloric
times the V<lrgr p<leks sprc:Jd throughoul
L,ir ,uld dominated its olher spt:cics
lhrough lheir de,'c1opment of l'lIlgUilg..:
ilild leehnulogy. The V:lrgr were SOllle­
what slower to tliseover tools ur lirc Ihan
hUlIwns. perllilps because IJf lh..:ir natural
wcapuns. but their gregariousncss SCCIllS
lu h;l\'c spllrrcd more rapid dc,-c1oplllenl
of ~ol'histk,lled language and writing.

Ancient History

E
;lrly in their history. the nliljorily of
Vilrgr moved from dependence on
hUllling 10 herding domesllc;lted ani­

llwls. As evolved carnivores. the first
Vilrgr Illwns (drca -9JKK)) wcre nOl agri­
culmral in nature hut were mther fonHied
ccmers for Ir:Jdc :lI1d v:Jrious induslries
such as textiles. mining, smelting ami pol­
tery.

L:Jcking the need for large govern­
IllCIllS lU 1ll,1Ilage huge irrigation projt:t:ts
such as those of Egypt or Persi;,_ the V,Lrgr
stales were prim,Lrily slllilll encliLves,
fiercely independent. Much of c:lrly Vargr
history has been likened to the Classicil!
Greek period on Term. although similari­
ties arc supllrficial. City-states rose and
fell in prominence. and in the procc~~

de\"eloped science, I;lw, ocean lrade, phi­
losophy, literature, warfare ... but on the
whole, the Vargr govemment~were small­
er in scope lh:ltl those of equivaicilt peri­
ods ofTcrrJn histol)',

Cml/ilUled 011 lIe.I·' /llIgc, •.

Communication
V:lrgr voice boxes were moditled to makc thClll capablc of speech, but their

lupine heritage is reOcctcd in thcir extensive non-verbal body language, Tails, and to
a lesser extent the movement of cars and the stale of a V:lrgr's fur. serve as an
unconsciou~ means of sign:lling a Vargr's emotional statC to Other Vargr (and also to
mallY Humalls. who have long racial experience with canines), For example, a
twitching wil indicates nervousness or anger. one held high and straight signals
determination. and a rhythmic sway is a sign of contentmcnt.

V,u!.!r spcech is not quitc the mixture of barks ;llld howls that some make it out
to be, bllt docs have a strong echo of their c,lI1ine ancestry. Vargr can and do huwl.
albeit nOt with Ihe same intensity of a wolf - at least. not without somc practice and
trailling. A little of the texture of Vargr speech is lost to Humans, as some high notes
are above their hearing threshold.

PSYCHOLOGY
Vargr retain a number of mental and behavioral traits that bear an obvious rela­

tionship to the instinctive behavior of the canincs they were derived from, Although
sapient, the Vargr arc still very much pack-orientcd carnivores.

The trail thm Humanili finds most negative :lbout thc Vargr is a nature often
characterized as "inconsistent," "c1l:lotic" or "impulsive:' V:lrgr can seem intensely
loyal to an itllerest or cause, then suddenly shift allegiance, TI1C rapid cvolutions in
Vargr politics and commerce arc bcwildering. and maps showing national bound­
aries arc rarely accurate for more than a few decades, In many parts of the
Imperium, humor based on thc mercurial-tempered. "eonfused" and "disloyal"
Vargr is common.

GREGARIOUSNESS
The Vargr are a very gregarious people. enjoying thc comp:lIly of one another

and demanding the security and comfort of fellowship with others of their own kind.
This is a natur:ll developmcllt of the primordial instincts that kept hunting packs
together. As a rule. Vargr enjoy living in close proximity with onc another. At the
family level. they tcnd toward extended families, Solitary conllnemellt is more of a
tonure to most Vargr. On the othcr hand, V:lrgr have less of sellSC of pri\':lt:y and per­
sonal modesty than Humans - within a p:lck. th:lI is. They can bc quite prim with
outsiders. especially those of other races.

CHARISMA ANO COMINANCE
Although they arc gregarious, the group behavior of Vargr is c1J:1r:I~'terjzed by a

constant struggle for dominance within the group. The ability to e...crt personal
authority over others derives from an individual's prestige and force of personality.
The Vargr have various words in their different languages to describe this imponant
perwnal char:lcteristic, but Humans c:l1I it c/lllri.\"lIlll, :I general term chaf3cterizing
Ihe individual Vargr's ability to inspire and dominate other.:; of his kind.

A charismatic Vargr radiates conlidence and ability in voice, manner :tnd pos­
ture, and other Vargr arc naturally drawn to him, But charisma is :lIso affected by
events: defcat has a profound negative impact on the individual's bcaring and con­
duct, telling Others he has failed. Because of this, the Vargr are never cotllellt 10 rest
upon thcir laurels. Much of a high-charisrn:l Vargr's behavior is b:tsed on a need to
continually reallirm his abilities. win the approval and suppon of others, tn prove.
over and over, that he i!> wonhy of his place in the group.

Vargr with lower charisma. who 1l100ke up the majority of any group, arc usually
loyal followcrs. Thcy :Irc aware of their own lack of lhe qualitks they sec ill charis­
matic leaders, :md so attach themselves to a leader in the hopes that a little bit of his
or her renected glory will help them, The Varg.r follower transfers his allcntion from
proving he is b.::uer Ih:m uther Vargr tll pruvillg hix gmlf/I is beller th:1Il uther grnurs.
This is Olle of the strotlge~t forces in V:trgr society: it has allowed whal lillie social
cooperation c.'\ist~ allll)llg their people.

THE VARGA



RACIAL. PRIDE
Vnrgr possess a fierce personal pride. Vargr are easily insulted. which

sometimes leads to them gelling involved in cootliets without proper regard
for possible consequences.

Vargr pride extends to (heir race: Vargr do not like to be placed in II subor­
dinate position compared to 0011- Vargr. Their unique origin as an artificially
uplifted species is a touchy subject. Some don't want to discuss it. Many take
pride in it. choosing to see themselves as the product of a (successful) alLcmpl
to develop a superior species. Others believe Vargr should be recognized as
the natural successors 10 the Ancients, and in lime will take their place as the
dominant race of the universe.

Imperial xenoiogisls ohen dismiss such claims as over-compensation for
a wbrncrgcd racial infcriority complex, suggesting Vargr themselves are both­
ered by the fact that they are "uplirted animals" raUlcr than a naturally evolved
race. Declarations of Vargr supremacy thus simultaneously affirm their racial
self-image and provide a ready rejoinder to aliens that claim their species'
artificial origin.makes Ihem inferior. Y<lrgr xenologists, of course, hold a dif­
ferent view.

VARGR SOCIETY
Vargr social organization is not easily comprehended by human minds.

Analogies from Terrestrial hislory arc pronc to be easily misinterpreted.
Perhaps the closest Earth culture which might provide a good model for Vargr
social structures is that of Ihe Dakota Sioux of North America in the 19th cen­
lury, but il is unwisc to press thc comparison too far. There are as many. if nOl
more. distinct Vargr societies are there are l'!uman ones.

The key elements Ihat shape Vargr society are a strong emphasis on col­
leclivc and informal lincs of authority and an equally strong force from
ingrained pack-tribe-nation loyalty.

Although gregarious, Vargr tend to be most cohesive on a low level, in bands or
small groups (the equivalent of packs). A Vargr gives his loyalty to a charismatic
leader. and follows that leader over the dictates of higher authority if nccessary_
However, Vargr are always susceptible to the lure of some other group if the charis­
ma of that leader is superior.

Vargr tend 10 follow higher-charisma individuals. who mcan much, 11Il1C:h more
to Vargr than more abstracI and impersonal institutions such as governments and
nation-states. There is a Vargr proverb "If I can smell my leader's confidence. 1
needn't fcar: ifT e,m ~eenl his fear, I need a IlCW leader." While Vargr charisma is by
no means pheromone-based. that accurately conveys Ihe desire for dose bond~ of
contact.

The Vargr have lillie respect for human concepts like litlt: and elwin of COII/­

maml. Instead. they respect an individual they can ~ee. hear and scent. In sitnatiUIlS
where this is not possible. maintaining larger organizations depends on maintaining
a hierarchy of close personal contacts between each level; the highest leader must
have followers who are regularly exposed to his charisma. and they in tum must be
charismatic enough to keep the loyalty of their followers, and so on down.

Fur example, consider a Vargr military unit in a tiny Vargr principality. A major
commands a battalion. part of a regiment run by a colonel. who is subordinale 10 the
prince. If both the colonel and the prince are charismatic. and convey this through
pcrsonal contact, the major will be very loyal. If the colonel is not charismatic. the
major will be testing him in an effort to gel his job and risc in the prince's favor. If
the colonel is charismatic but the prince is not, the major will support the colonel in
a coup d't:tlIl aimed at taking over the state. If neither of his superiors is charismatic.
the major is likely to de~ert to the enemy. Iry his OWII takeover, or move on - he
doesn't have a sense of "patriotism" or "regimental loyalty:' However, if the state
were auacked by non-Vargr. he certainly wouldn't desert or tum traitor - racial pride
would prevent il.
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Ancient History
{Continued]

Periodically a leader 1V0uid unite ;l

number of mutu.llly hostile groups by n
combin:ltion of persll:lsivenes~ :lnd rorce
of amlS. but such unions did nnl nllllive
thm leader's own lifetime (and usunlly did
not even l;m that long) hefore di.~inregrat­

Ing. Instead. [he enduring Vargr cpics fca­
rure rhose personalities whose monuments
were far morc enduring: eh:lrismatie
adventurers who look break-away raetions
and led them on o\'erland exodusl:s or
vuyages of disco,·ery. 10 round successful
eolollil.:s arrd open up new lands.

As a rule. the Vargr wefe incapable of
aecl:plillg authority more remOle than rhe
number of people a single ch:HislI1atic
individual could personally sway. Vargr
rulers could rarely stay in one place - they
needed ro be alw"ys on the move, holrling
continual congresses :Inri rallies.
Comhined with the higher demands that a
carnivore race placed on food resources,
this limited both overall population and
the govcmability of Vargr societies.



Vargr Curiosity

O
ne clement of Vafgr pS)'l:hulogy.
oflcn Ilwrlookcd by HunHlns cayer
[0 cundemn their rolCC as one of free·

booters anti demagogues. is their inlcn~

curiosit)'. As pack pro.'tlatoo.. Vaq;r wen:
ncar the lOp of their fooJ chain on L31r:
they h:lll liuk reaSOll to hi: "fr"ill of ,my,
lhillg. ;mJ lend to rC3CIIO new things with
;[ SClllot." of "lhi~ might be \\'Ol1h hllntil1£ or
owning" rulher than "this might hi.: d:m­
gcfOUS.'· Vurgr thus lcnd to :lppro:lch,
ralher [h:m bad: "way from. 'he unknown.
Their inlcr... ~l in seeing. whaT i~ o\'cr tho.:
nest hill or in the next slar s)'sh:m has
hclpc(1 ,prc:u[ their r:lcc lhrllugholll thl:
~lar~: it ha~ :i1~o kept their strong r:Il:1al
pride from turning 1010 xcnophnbiu ­
Vargr :lfC alWayS interested in .dicns. ,:,'CIl
if [hm illl<:n,:sl is somcwhal preU"II)!)'.

RaL'i:i1 inqui~ilil'CllC~~ ha~ al~o hclpcu
Vargr scienlists HtiU ill\'CI1lU('~, Whik
Vurgr oftcn h,I\'<:' difficulty llI,lint"ining
IImg-tcrlll lU'ojects. lhe \,a:.t number or lin­
I-erer~ <LUU backyard in\'ciltors :mcmpling
10 un lhil1g~ for thc simple plc:l~lIre of "CC­
ing Ilh"l will h,lppen h:t~ "flen kd In

imponam di"Co\'eries (:lOd al~Cl SOIllC sig.
nific.nu Ji~,,~terq wilhin Vargr hisrnry.
Slill. in a uni\'cl"e where many slatcs lend
morc :md mllre toward lechnlllngie:11 .lIld
scienlific conservatism (10 ,woid so\"i:ll
(\isnJption) lhe willingness of lhe V,lrgr 10
cxperiment openly with -tahuo

n

IL'\:hnolo­
gies may c\'cntually lead to them ~urpass­

ing some othcr rJoCcs in their t,,~hllolo£ical

tk\'c!opmcnl.

Centralized authority is very lenuous al the higher levels of Vargr socicty:
inslcad. action is based on bra.ld consensus of viewpoint. which might. al anyone
lime, be shaped by the vision of a charismatic leader. This has made it very difficull
for large states like the Imperiulll 10 dcal wilh Vargr governments.

PACK DYNAMICS
Small Vargr groups wilh a sh'lred purpose lend 10 he very cohesive: in effect.

Ihey form a pack. whether it's an infantry plaloon. a factory shift. the crew of a ship.
l! business or a corponl!e depanment. For pack-males. "work" and "home" lives are
rarely anificially sepanlted. For examplc, a Vargr business will often arrange hous­
ing as pan of the job. so lhal all employees will live in Ihe same neighborhood or
apartmenl building. Larger organizalions consist of a number of packs (for example.
depanmellls of:t business). P:tcks :Ire oftcn pan of a lar~er of!!anizalion. but in gen­
eral. the loyalty of such groups' componcnl members will be greater toward Iheir
own immcdialc leader than tow.ard the paren! instilulion lhal they arc pan of.

Vargr who work logelher IcncJ 10 c!'.lablish an infonnal hicrarchy of dominance,
\Vhenever a new person enters such a group. Ihere is tension. Hum:tns might wail
for a new. untried individual or leader to "pro\'e himself' - Vargr will begin chal­
lenging Ih:1I person immediately. :Illd nul lei up unlil he dcmonslr.ttcs his charisma is
equal to lhe job. or shows a willingncss 10 :tccept a posilion OIl the bo([olll of thc
pack.

Either posilion can be cJifficull. Vargr previously at thc bouom scc the newcom­
er as an opponunity to improve their own posilion. by having sOlllconc 10 dominate_
TIle immediate superior wants 10 establish his dominance; if the new member enters
the group:J.1 anything bUI an entry-lcvcl position, he'n face challenges from below
as well. Challenges can range from physical (cuffs. shovcs) In psychological.
They'lI only lasl a shon lime. though: Olher Vargr will observe how he h:tndlcs him­
self in Ihe first few scumcs. and a ncw hicnlrchy will be established.
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For all the (Iigurative) b;lckbiting thai goes on within it. a pack will rapidly
close ranks and pile on against an outside threat. When responding to challenges, a
newcomer must be careful that he doesn't over-react ~ if someone cuffs you,
snarling and jumping on him is onc thing, but pulling a knife or gUll, or tearing out
his throat after he's surrendered, is another. A Vargr who acts crazy will be Teclassi·
lied as;m cnemy by the entire pack.

LOYALTIES
To a Vargr, most loyalties are temporary. but 110 le,u strong for all of that. A

Vargr does his best for a group as long as he remains within it, but has no illusions
of staying in it forever, nor do others. A Vargr may move to join another £roup. pos·
sibly with diametrically opposed objectives or even ideals. Or the Vargr may
become a loner for a time. Always, however, he is seeking to improve his own lot by
moving on 10 a situation thal enhances his own charisma and domimmce.

The transference of individual-to-group-dominance is inherently unstable.
Individuals within the group arc each seeking their own niche and striVing to
achieve more and beller things to improve their own charisma. As It:aders make mis­
takes or go off in a direction others disagree with, factions emerge and cause consid­
emble upheaval as members of the original group are drawn in different directions.
Often!lIe/ions are just individuals who want to go a different way: without enough
charisma to swuy others of lhe group. lhey end up on lheir own, descI1ing their erst­
while cornrmlcs. or being driven out for refusing to recognize lhe group's accepted
leader's authority.

Individual Vargr often challenge a leader when things go poorly for the group ;IS

a whole. or when the leader's authority is diminished by something (whelher it's
injury or a mistake). This does nut mean th;lI individual Vurgr wilt stal1 squabbling
at the !1r.;t sign of danger or hardship. If adversity or casualties are expected. and lhc
group is still achieving its goals despite them, a cohesive Vargr pack witl onen have
higher morale than an equivalent group of Humans.

For instance, if a Vargr platoon is suffering heavy casualties, individual Vmgr
are less likely to run or hide then are Humans: as long as it looks like their unit can
still win and their Ic;lder is on lOp of things, they'll gellerully keep lighting, On the
other hand, Ollce it's apparent that the group is in trouble and the lcmlcr doesn't
know what to do, he'll be faced with swift challenge from charismatic followers, If
he cannot handle this (nn top of whatever problem led to the challenge). he'll lose
the conlidence of those under him. A successful ehallcnge may sec a fre~h new
leader with a new outlook taking command_ or the entire group swiftly fragmenting
if no one leader can will the group's loyalty in time to take suitable action,

Unsuccessful vs. Successful Groups
Oflen a V;lfgr who is naturally charismalic und who has uchieved success in one

field is propelled into ;1 leadership position for which he lacks the specilic experi­
ence, talents or skills necessary, Such a silUation is inherently unstable: the leader's
initial high c1mrisllla tends to lead 1he group into situations it cannot handle. Unless
the leader learns on the job. the effect will often be a string of reverses that erode the
leader's charisma, If no one charismatic challenger appears. the result will usually
be Ihe splilltering of the group as rivals exert their inl1uence over pans of the group
and draw them away from the larger whole.

Successful groups wilh good leaders must grow to survive. If a group docs well.
its leader's charisma is enhanced. and both through his force 01" personality and his
reputation. he can allract morc mcmbers. The constant influx of low-dwrisma, low­
SlalllS Vargr is good for the stability of the group. because it means that thc staws of
existing individuals within that group can rise automatically: promOtion no longer
requires challenging a leader or moving on, In such a situation. giving enthusiaslic
SUppOI1 to popular (lno successful leaders is seen as ensuring that the position of
everyone in the group improves, Thc equation "growth equals stability" is vilal to

any Vargr organization. and is esscntiHI for understanding how Vargr can succeed as
a society,
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IndustrializatiDn

U
argr "empire building" had to wail
until science advanced to the POili1
where lransportation could support

greater populalion uensilics am.! eomllluni~

ealions enabled lhe number of inui\'iduals
who could be uircetly cxposed to a
leader's charisma could illcrease_ Circa
-4000. the developments of railw:ly. lell:­
graph and me:Jt-pad.:ing made populous
cities and larger Slates possible: the inven­
tion of r:ldio. :lir tr;I\'el and. especially.
television, cn:lhled individu;T1 leaders to
project their charisma on;Tn intercontinen­
tal. planetary and I,llcr interplanelary
.scale.

Even these statcs, however. were far
from the hum:m euneepl uf a "nalion:'
Groups supposedly wilhin lhe sphere of
lh:n n:.nioll·s lerritory could alll! did (let
1,;0mplclcly without the si.lIlction of the
"established government."' In short. towns,
l,;ilies. hinterJ;llld and counties were all
more autonomous than anything in human
history_ To humans. much of Vargr hi.~!o­

ry looks like unintcrrupted anarchy; lhe
few Vargr who h;lve studicd the pre­
starnighl history of human culLures havc
dcscribed them :IS mOTlOlOnOUS, rigid. and
slr.nilied. and lind thc "herdlikc" willing­
ncss of ancicl1I human populalions to
endurc Ienglhy dyn:lSlics of itKompetclI1
or oppressi\'e leaders banling.

Vargr began c.\ploring their (jwn solar
system in carnest about -3900. SPi.lCC tra\'
el was supporled by lhe rn..jurity of Vargr.
seen as a n(ltural road to space explo­
ralion. and ri\'i.\1 governments bc:;an to
l-ompete to establish bascs ;lIld inlcrplane·
tm)' colonies. The colonies set up on two
of Lair's sister worlds ded'lred inlkren­
dCllce from their founding nation, resulL­
ing in the Colonial Rehellion (-3815 to
-3790). a three-way struggle for domi­
nance throughout the Vargr systcm. The
firSl full-scale spm:e w;lr in Vargr history,
the Colonia! Rebellion's historie.1I signifi­
cance was far grealer. rlJr il was during
this conOin lhal researchers seeking (l
military edge discovered the jump drive
(in -3810), The jump dril'c was quickly
at'quircd b)' evcry major system gO\'cru­
menl and thc Vargr - beginning with the
losing side in lhe Colonial Rebellion ­
began sprcauing throughout the stars.



Interstellar Society

The DiasJlora of the Vargr race was
incredibly swifl. Their curiosity und
the natural Vargr tcndency to move

un when they t:ouh.ln', win OJ fight. either
wilh nature or wilh opposing fun:cs. led
them to spread quickly if thinly.

Most colonies were sm311. many weTe
ulldcrsupplicd and collupsed. but others
prospered. becoming high-population
worlds that sen'ed as the nuclei of sf1l:lll
interstcl1:1T SiMes :md which themselves
spawned funher colonizing expeditions.

The lllrhull:nr preindusTrial hislOry of
Lair rcpl<Jyed itself as the Vargr spread
through space. The slow speed of inter­
stellar communications combined wilh the
Vargr's own Tltcial drives. The result was
constanl. chuotir.: c.~pal1sion.

The illiti<J) VOlrgr cxpan~ion of the
Dia~pora WitS stoppl.:U in thc trJ.iling dirc<;­
tioll by the \Vimlhurn Rirt. a region where
stelbr density was insutTi<;ient to permit
easy travel. This W<JS lucky for the Vurgr:
beyond the rirt [uy the Vilani Imperiulll.

Unified. dedicated to the muintaining
the st:1ll1S quo of Ihe P:1X Vilinaca. the
emperors :mll Imperial gOI'J::mors \Vould
h:lVe :lllcmp,ed to suhdue the V:lrgr had
they discovered them. for il W:lS ;H:ccptcd
policy tll:lt no race - e.~peciatty non­
hum:lns - with the secret of the jump dri\'e
should exist independent of the Ziru Sirka.

The ambitions of individual Vargr arc then channeled tOward striving 10 do bct­
ter than others 01" equal rank, in the hope 01" impressing their immedi<lte leaders and
insuring promotion ovcr their hc'lds. A growing. successful Vargr enterprise is
rewarded by more success ~ until it reaches natural limits of growth imposed by thc
nature of its enterprise. such as the ability of its upper leadership to remain in con­
tact wilh its basco Thclt. rathcr Lhan sl,lgnate or bccomes static. as many Human
enterprises do. the lack of further growth will quickly result in either a dynamic new
leadership laking the movement in another direction. or more likely. the group splin­
tcring as imlividual Vargr ahandon it 10 join othcr groups with more opportunities.

EGAL.ITARIANISM
Although Vargr groups place lilt cmplmsis all dynamic Icauership. Vargr sod­

elies tend to be essentially egalitarian: Sialic systems that lock individuals into rigid
hereditary castes are generally foreign to Vargr worlds. Vargr societies seldom erect
social harriers that prcvelll a competent ami charismatic V,lrgr from a poor family
attaining higher Slatus. since to do so is generally :10 invitation to a populist revolu­
tion at some point. The concept that even the lowest Vargr can. with sufficient
charisma. a~pire to rulc as a prince is found in al[ Vargr cultures: pauper-to-prince
tales are an imporlam part of Vargr myth. drama and folklore.

The ruling elite of individual Vargr Slates has been known to establish artificial
barriers thai perpetuate the rule of an dite. However. there is gcncrally a mcchanism
to incorporate charismatic individuals who might otherwise overthrow the system.
For example. a feudal system may exist. but instead of succession being based pure­
lyon heredily. nobles may often adopt heirs from outside their family.

GOVERNMENT
There is no central Vargr interstellar government: indeed. there is no govern­

mental type that can be said 10 be "typically Vargr:' The higher the level of govern­
ment, the more unslable it usually becomes, because or the impossibility of gaining
consent from ,til Vargr involvcd. Since thcre is little respecL given to form,ll authori­
ty figures who do nOI derive that authority from high charisma. respect decreases
rapidly as these figures become more remote.

Vargr lltlach lillie importance to office or position. and ,I great deal of it11por~

Lance to the character of lhe individual occupying that position. A distant leader. no
matter how personally able or charismatic. cannot exercise his charisma to win oth­
ers to his st,mdanl. and thu~ i~ eonsidereu less worthy of respect lhan someonc on
the spot who has the charisma 10 influence his neighbors directly. The concept of a
hereditary monarchy possessing some innme divine right to rule is rare.

Vargr sec governmcnLs as groups Ihal can bring together diverse interesls under
a single leader. in order 10 perform tasks that could not otherwise be managed. and
to provide protection and services that smaller groups are too weak to provide.
Thosc go\,crtlttlents capable of appointing individuals who can rctain the confidcnce
of the governed arc successful: Ihose that cannot, forfeit that confidence and are
unswble in the subsequent struggles ror dominance.

Vargr arc highly territorial. but an impoltant difference betwecn many Vargr and
Human governments is that Vargr governments are more concerned with sovereign­
ty over people and interests (e.g.. hunting rights. trade rights) than l:md. Wealth and
property (homes. factories. starports, etc.) are valued. but Ihe idea that the city or
world Lhcy sit 011 belongs to the Slate is nOL as strongly ingrained. To a Vargr. the
concept of empire means marc "the people I rule and the ships and wealth they
bring me" than "the land I possess." There are many cases of several governments
co-existing in Ihe S<HllC physical space. "ruling" with differenL memberships. respon­
sibilities and intereSls.

Interstellar Governments
In all their time in space. the Vargr never been able 10 come to terms with Ihe

requirements of governing a long-lived interstellar stule. With no such a thing as an
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interstellar mdio to bind worlds togcther the way planet-bound population can be
unified. timc :lI1d Jistullec lUIS effectively reinforced the b:lsic lack of ilcceptance
accorded to remote authority.

Interstellar states haw been e~j(ablished. some of them quite I:lrge, but the
degree of control exercised by the central government has always been even marc
tenuous than even that of the Jecenlr:llizcd feudal structure of the Third Impcrium
(which exercises minimal comrol of local affairs in any evcm). Then. too. half or
more of the worlds within the ""boundaries" of a given interstellar state may in fact
be nO! only illllepenJenl but also actively hostile to the central authority.

LAW AND .JUSTICE
Most V<lrgr states have some degrec of formalized legal code, but laws are fol­

lowed only in proponion to the government's ability to enforce them. which tends to
result in Vargr states avoiding attempts to legislate morality or to pass laws govern­
ing what Humans would call "victimlcss crimes." The gregariousness of Vargr soci­
ety makes individual sociopalhs stand out. and these
are usually dcalt with on the 10Cill level "within the
pack". . either by vigil:Jnte justice or by dragging
the offender in front of the nearest authority figure.

Vargr tend to nOt to feel outrage or guilt over
many actinll.~ that hUlllilns would consider crimes.
Insane acts - cruelly done for cruelty's sake. killillg
someone for a trivial reason - these things will pro­
voke outrage in a Vargr. Ratiollal crimes. such as
theft or murder to improve one's wealth or position
or to remove an enemy. arc seen quite differently.
Since :lIlY government is supposed to protect its citi­
zens. th:ll govcrnmcnt's leaders reglml lawbreakers
<IS ch:llienges to its authority. However, the allitude
toward criminals is more like whm many profession­
al soldiers feci toward the other side: "it's them or
me. but no hard feelings:'

Law enforcement and justice demonstrate the
ruler's strength. Punishmellts have two goals: remov­
ing a societal threat and deterring fUlUre behavior on
the part of other criminals. However, unless il crimi­
n:11 is judged illsalle. there is no effort at reform,
since criminal actions arc not seen as amoral. Exile
as a punishment is more common among the Vargr
(where the nearest border is usually close by) lhan in
the Imperium.

This divorce of morality from law means a high­
ly charismatic leader can attract followers for almost
anything - "legal" or "illegal." The neighbors of the
Vargr are constantly subjected to impromplU raids and scallered piracy by bands of
Vargr (totally without government sanction. of course) who have been talked into a
raid, battle or war by a charismatic leader. The inability of Vargr governments to
deal with these situations (or even comprehend the concept of dealing with them)
has led to many frequent misunderstandings with neighboring human cultures
throughout the history of Vargr-human contact.

VARGR ANC HUMANS
A human patron hiring:l Vargr group isn't that unusual. Humans often play one

Vargr grouJl again~t another. Humans traveling in the Vargr Extents may also wish
to hire Vargr emissaries (or bodyguards) in order to have somcone familiar with
local cultural and pOlitical realities. Vargr prefer to be hireu by and work with
charismatic humans. but. of course, money :l1lU self-itllcrc~t also talk.
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Zhodani Contact and
the Gllurrdon Hllaek

I
nstead. fhe first Vargr-Humanili con­
taci occurred with the Zhodani. Circa
-2.HOtl. the Vargr encountered mer·

cham vessels from lhe Consulate. Since
the Vargr were by lhen all over thc place.
it is hard 10 say which ur se\'eral "firsl
eonlacts" had primacy. Al;l;ording l\)

Var£r legend. one nolable early meeling
occurred in wh<.ll is now G\'urrdon Seclor
when <.I corsuir sljuaoJron ilillbushed Ol
Zhodani Illcrch<.lnt cruiser cn~ilged in "
lrade and disco\'ery vOY'lge.

TIle cmiser was from Mak:Jrin corro­
r..ltion. a Zhodani lrading combine. ;uulthc

Var:;r were very impre~scd

hy il~ sleek design and
(espeei;ltty) it~ jump-3
capabililY. as only jump-2
,"e.ssels wcrc lhcn known.
although not by lhe slrolnge
smooth-faced uliens who
crewed il. Nervous al the
telepalhic ilbitilies dis­
played by lhe alien cap'
t<.lin. the V:lrgr were on lhe
verge of executing lhe
Zhodani. However. one of
fhe corsairs. Gvurrdon.
belie\"l~d their claims th;n
they were. ritr\ of a large
empire. He hefricndcd Ihe
Zhod:lni ,md hetpcd lhcm
esc:lpe Wilh their ship.
Gvurrdon sp..::nt years wilh
lhem. traveling as far as
ZhdanL At"lerwllrd he
<.Illilitlcd il lrusled posilion
as an emissilry. helping
Mak<Jrin open trade with
other VOlrgr.

After 10 years. Gvurr­
don grew bored wilh this
life, and with a number of
Vargr compatriots slole
one of Ihe ,llivanced
Zhodani ve.ssel.s. Severat
more years of raiding and
lrJding followed untiL the
now-aged Gvurrdon (leav­

ing bchind his grand starship) visited a
respecled Vargr prince namcd Knurroe.
Atfhough he secmcd 10 be only a poor
loncr. the prince lislened 10 his stories and
ga\'e him fine hospiwlity. In return.
Gvurrdon £<.Ive Knurroc a kingly gift: lhe
Zhodani spaceship. From ilS design. the
prince produced more jump-3 \"essels. and
with that advantage crafted one of the
largest and longest-lived Vnrgr empircs,
which would cvcntually span over 300
worlds. He named il the Gvurrdon Hvaek
(Gvurrdon Pact). after the wanderer who
had given him fhe ship: even today, lhe
seclor bears fhe name of this Vargr cor­
s,1ir. trader and emissary.



The GI/urrdon HI/aek

The G\'urrdon H\':Il~k domin:ued Ihe
G"umlon seclor from the year -2700
10 -2300. Eventually a series of non­

ChUriSI\1Util;' lcuder'S tlod the gr..ldualloss of
tIl<': G\'urrdun Hnlck"s technological
'ld"anlage rcsult<:d in its frugrnclllation
inlo numerou!> suc<:cssor slal.:s.
lis fall left a recurring power V;II':­

UUI11 Ih:,t riv,tl gOl'l'rnmcntS have
tri ...J to fill. wilh 1·'Ir)'ing degrees
of sun' ...ss, frorn -:1:'00 to Ihe pre­
SClIl day. Still. the memory of thai
ollce V:lSI ;1I1t! long-lived (by
Vargr .~I;llldard.~!) empire lingers.
;1Ilt! inspires the dreams of many
:l11lhili(}u.~ V:lrgr leaders: th..:
desire In equal or exceed the
achic\'clllt:nls of the lcgcndary
prince Knurroc remains sirong.

Vi/ani and Vargr

The ri.~e anu fall uf Ihe
G\'urruon H"'l<:k Wil~ Iml\' a
fuutlluh: ill Ill<: Sllll\' uechne

of lhe Fir~l Illlperiulll. but th ...
fighling in GI'urruIIII 'lUU numer­
ous olher Vargr SUlll'S often
spilkd (1\'1,'1' lheir borders illlo lhc
Vil.lOi empire. Firsl eonl:II;"[ \\'ilh
Ihe Vil:lni lOok place around
-27tKI. Provincial J:!C1\'efnllrS with
their own amhilioll_~ wok to
employing. :Inlling and efluipping
"barhari:IlI·· m... rcenaries from
beyund Imperbl borders. The
Imperi:ll govcmor of whal is now
Deneh. Corridor and Pro\'ence
\\'as the first Vil:ll1i leader 10 hal'e
dir t d L1ings with th ... Vargr.
Afl r r...l· iving repllrl~ lIf Vargr
l'orsair~ IIp... ra[ing lin lh ... no\\'­
ragged edges of Imp... rial spal·....
he hirCllthem a~ par[ of a bid for lhl'
throne. The governor was defeat ...d: Ihe
fC[re:uing V;lrgr merc~'naries tumed on the
govemor'S o\\'n worlds. This set a prece­
den! for funher incursions by the V:lrgr.

Unlike [he s[rong (:lnd a[ lh:u lime
cXJlansi()ni.~I) Zhoc!ani Consul:lle. [he
Impcri:ll border was increasingly seen as a
··sllflunderbdly" by ambitious Vargr C:lP­
lains :lIld admirals. Fmm ·2400 through
-1700. Vilrgr bands followed charismmie
I...ad...rs to ['".lid and plund... r lI'urld~ whus...
navies had been destroyed or diverted by
power struggles wi[hin [he weill;cned
empire. Corsairs woulJ discover lightl)'
defended worlds, and their reports would
a[trnclthc allenlion of Vargr border stales.
Soon mass migralions of Vargr would set­
lie on Ihese planels, conquering Ihe
indigenllus populations and founding new
colonies. Dissidenls would inevilabl)' $pin
off new groups and tTavel onward.

COn/iI/lied 011 I/e:a pog~ . ..

Vargr will less onen hire humans. Vargr racial pride make it dillicull for them 10
believe Ihal humans can do anything better than a Vargr. Unless a non-Vargr has
some uniquc skill or ability, they prefer tu work with their own kind. Vargr might
also hire hUlllllllS uul uf necessity. For example. if there arc no native Vargr about. a
group of V;lrgr traders who get into troubles might have no one else 10 tum to.

Vargr lind humans difficult [0 undersl:Jnd -Ihe slabili[y and antiquity of human
socit:ly all secms very inscnltable indeed. Their lack of proper body language - their

nat faces. lifeless ears and no tail - only makes il
worse. Can't they show emotion? This lies into a
Vargr view [hat human sociely is unfmhomable.
full of sinister depths and dark scht:ll1cs Vargr
can only bllrely perceive. Just as Humans can
s[creotype V;trgr. Vargr can stcreotype Humans.
For instance. a Vargr may not offer a job to a
Human who is employed ("cveryone knows
Humans never ch;mge jobs").

Slili. those Vargr who have made 11 sludy of
Humans bdievc they C:1I1 be useful. Hum;1Il loy­
ahies don·t shift as often :IS VOlrgr do. On Ihe one
[wnd. this docs !cOld 10 a fear of human .~ocic[y as
a massive juggemalll Ihat will keep rolling over
you no mailer what you do 10 try and SlOp it. On
the olher. Vargr can believe Ihm human agents
lire more reliable. In a situation where Ihe risk of
sudden defecliun or divergence of aClion would
be unacceplable. hiring hUIll:lllS from a cul[ure
like the Imperium. where Inyllily is a virtue.
[re;lchcry the worsl of crimes. and phrases like
"his word is his bond" arc slill taken seriously.
makes somc scnse.

Vargr who have sludied humans enough to
feel comfortable wilh human hirelings. know. of
course. [hal [hese arc ideal~ not :llways lived lip
to. so they willlonk for humans who have a rep­
utation for keeping Iheir word. Naturally. the
honest Zhodani ;Ire consiuercu to be good
hirc1illg~.

While a Vargr It'lUft.. ,. Illay find a human ;1
good Iieu[cnant. he is unlikel)' to promote him [0

,I position ovcr other Vargr [his would offend. One exception is if [he human has
started 111 a low level and worked his way up. making friends ,1I0ng the way: in this
casc he may be seen as "one of the pack."

One dangcr aliens working for Vargr do face is the danger Ihal a sudden swing
of fortune will result in a dwnge of leadership and thus policy in the group Ihm
hired Ihem. This is true in any job. of coursc. but among Var!!r it can happen wilh
lillie warning and frightcning speed. This can leave human hireling.s high and dry if
Ihe new regime has no usc for them (cash advances arc useful ...). On the other
hand. V;lrgr arc more likely to ;!CI.:ept malleable loyalties Ihan humans are. The "new
regime:' if Ihe new leaders arc unfamiliar with human psychology. may expeci
aliens [0 react like Vargr anu swilch sides as well: characters who "pkty along" may
be able to turn Ihe tables kller.

THE VARGR EXTENTS
The V"rgr EXlems are those regions of space settled by ;lnd under the direct

conlrol of various Vargr govcrnmen[s and factions. The)' span all or part of more
than 21 scctors situated roughly coreward of Ihe Imperium. betwecn the Zhodani
Consulate and Ihe Two Thousand Worlds of Ihe K ·krec.
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The most hcavily populated regions are the dozen sectors corewanJ of the
Spinward Marches. Deneb. Corridur and Viand sectors. Every conceivable form of
governmental organization can be found somewhere in the Vargr Extents. although
some arc vcry mrc: often scvcral radically differem governmenls C'lO be found on
lhe Same world. The only cohesivc force in the Extents is the fierce feeling of racial
pride. which. on occasion. brings aboul a tcndency toward racial cooperation. espe­
cially against cxternal enemies. These tendencies usually break down quickly in the
wake of struggles for dominance among cooperating groups.

There are believed to be some 1.100 independent multi-world imerstellar stales
exisling within lhc Vargr Extents. although many are only small c1uslcni of Ihrec or
four worlds. Only about one-tenth as many occupy more than a single subsector. and
those spanning the bener part of a sector can be counted on one hand. The number is
approximate; in the time it takes for a ship to travel the widlh of Ihe Vargr Extcnts. a
halJ-dozen such nations will havc been absorbed by or combined into larger states.
or fragmented into smaller ones. or simply changed Iheir names.

A complete listing of Vargr swtes is an exercise in fUlilily; u history of lheir rise
and fall wOll!l..1 occupy lllarlY volulllcs. and would be incomprehensible and largely
irrelevam.

VARGR WORL.OS
Vargr worlds. especially those wilh populalions over a few hundred million.

have a marked tendency toward balkanized multi-society govcrnments. Civil disor­
der is fairly common on Vargr worlds: GMs who want to randomize such cncoun­
ters can roll Id vs. lhc local Control Rating each week. If the result is higher than
the CR. some sort of disturbance lakes place. This c:m r.Jnge from a startown riot or
political demonstration to a military coup. Generally disturbances will be polcl1tially
more serious on worlds with lar~cr populations. Depending on severity_ civil disor­
der may shut down shops_ transportation and even slarport services.

XBolll RUlll~s: Few Vargr states have anything as organized as an Xboat system.
Military ships or private contractors may carry messages and mail. usually at only
jump 2-3.

Travel Zolles: The Traveller's Aid Society may post certain worlds in Vargr
sp;lee as Red Zones (usually duc to an ongoing war or extremely xenophobic
natives). These are not recognized or posled by Vargr states. though sometimes a
Vargr state will interdict a world. usually eilher 10 punish an enemy planet with eco­
nomic blockmJe or 10 protecl a crucial military or research installation.

Bases: In addilion 10 naval amI scout bases, some Vargr worlds have corsair
bases. Unlike the few hidden pirate bases within the Imperium_ the location of some
Illrger corsair bases is often well known (though prudem corsairs 31so mainlain some
secrel installations) and visiled by traders as a source of cheap goods and a market
for luxuries. spares parts and weapons. Vaf<Jr caring less for geographic boundaries
than humans. occasionally na\'al and corsair bases will share the same world: this
generally indicates a certain degree of informal tolerance for the laller by lhe for­
mer. allhough by no means does it indicate the corsairs arc under naval command or
vice "ersa.

Ha:nrds: Hij'lding is considembly more common in the Vargr Extems.

Vargr in the Imperium
A few phmets popuhll(.:d enlirely by Vargr cxist within the Imperium, but mil­

lions of Vargr are citizens on loyal subject planets. generally within the coreward
sectors such as the Spinward Marches. Deneb. Corridor and VIand.

Vargr can and do minglc with humans and other Imperial races, although they
often congregate in a particular section uf a givcn startown or city. This is mainly a
function of their gregarious nmure. but occasionally represents some degree of anti­
Vargr prejudice as wett. In any evcnt. the Vargr Qual1er is a colorful and rather exot­
ic locale. filled with brighl colors .1I1U the sounds of hacking Vargr voices raised in
argument or haggling. Vargr districts carry a reputation for violence. d,lllger and dis­
urgllllized crimc nOI entirely unearned.
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Vilani and Vargr
[Continued]

It will never be known jusl how much
impacl !he Vargr had on Ihe decline lind
rail or the First Imperium. The victories or
Ihe Terran Confederation - which ulti­
mately seized control of what was lert ­
are gener.al1y considered 10 be lhc ffiOlin
force Ihal broughl ;1 down. Huwe\·cr. 11M:
Vargr were lcaring chunks from the 1.'01\:'­

ward side or Ihe Empire throughuut Ih...
Inlentcllar Wan.

Wolves in the Night

As the: Fina Imperium collapsed. Ihe
TerTOlI1-dominaled Ramshackle
Empire Ificd and failed 10 fill !he:

\·acuum. c\'cntually collapsing. Thl'Ol.lgh­
out lhe Long Nighl (from -1776 nnw3rd).
much of Human space was no heller or£3­
nized than lhe V:lrgr h:ld ever been. and
Vargr r:lids :lnd migr:lIinns became even
more common. Vargr reached across Ihe
Windhorn Rift inlo neighboring Human­
dnminMcd seClors such as Meshun. and
somelimes e\'en fanher. seltling ill ureas
to Trai[ing of these Humun worlds nco..
Ihe borders of Ihc K·kn:e.

II was at this lime thol lhe words
"Vargr cursOlir" bccOIl11e 0 synonym for
pillOige amI deslruction. With Human
illlel'loldlar gO\'ernl11cnl:> in dis.1rmy. small
bOlIKls of corsairs could penetrate deep into
Human space. While migrants from a
Vargr stale mighl seize an enlire border
world. an a\'erage corsair Sl:IUadmn Ix=ked
lhe organization and m:lOpnwer for luch
conq~.lftribute wasn'l fonhcomin~. or
resiSl:lnce look place. Ilw::ir only recourse
was terror: drop a nuclear weapon on II

city or ltarpon. and perhaps the ne;o;t city
would give in 10 tribule. The cur;;airs did
damage far grealer than their numbers;
IWO dozen Vargr in II single w:trShip could
deva.~tlltc a world. When a neet or corsairs
spread like locusts lhroughout an enlire
subscctor (as in the notorious Sack or
Gashikltll in -[658). the resull Wtts

deslruclion and terror on a scale thaI
would be remembered for millennia.



The Vargr Conquests

Pcrhups morc enduring then their
legacy of (c<J[ wcrc the blending of
HUIllUlI und Y<lrgr scll1cmc11ls on

worlds all across the Con:w<lru rC<!l:hcs uf
the Ramshackle Empir.:-. Gcnocide was
nOI a comlllon VaT!!T hlClic. R;llher. after u
world had been in-'imidalcd by rcpcilh:d
Corsair :ltlad:s. it was morc likely to
:H::CCpl the protcction of anolher b:lO<l of
Y:Hgr. After :1 few yC:HS as local o\'er­
lords. they would altr:1C! colonisl.~. and
gradually the world would assume a half­
Vargr. half-Hum:llJ char:1C[Cr, with a
V:lrgr ruling class and ou[wnrld lr:u!cu
domimlling a Human f'Opulatinn. Incvil;}­
bl}'. coups and re\'olutions led [0 ch<lngcs
in the Vargr government. :Jnd in many
C<.ISCS the new Vargr ruler.; found HUIIWll
allies; history records thaI ~Ol11e charis­
mmil' HUl11al1~ even rose high in the ser­
viet:' and favor of (his or that border
princ('.

The Vargr Enclaves
While HunHlns of tin: Ilcriud may hal'c

been eXl·usel.! for thinking that the V,lrgr
were ,111 ravening frccboocer~. the V..rgr
themselves had other thinl!s on their minI.!.
1\·lore important then raiding was the
opportunities Ih,lI the (Iempor..try) end of
Hum:ln hegemony granted the r:tCc.
E.~lxlllsi{\n followed [he nllw r:lllliliOlr pal­
lern: break,lway Vargr would journey (0 Ol
new world. it would grow Olnd becomc
established. and in the process aC{luire .1

gOI'crtlll1ent: the incl'itable civil strife thal
rcsulLcd wuuld hil'e off new bands of
e.~iles anI.! rcncgades ready to seck another
home.

Thc Long Night was nl'l I.!ark for the
VOlrgr: it was a vibrant period now
Terll('llIbi'-rcl.! fonoly as time of growth ano
exploT;ttioll. the race spreading both eore~

w:lrtl ,lnd f:lr 10 lrailing as Ihey opened up
regions of space even the Vilani had not
tOllched. ny -1500. [he first Vargr h:ld
hegun crossing [he Lesser Rift. and by
-700 mosl of [he Vargr Enclaves h,ld been
settled ,md the settlemems were hcginning
to eneounler explorers and traders from
the Two Thousand Worlds. Among the
fllnhest I'emures were those of the corsair­
cxplorer.'Jrtist Mazarocgfi. famous as lhe
first Vargr to ever encounter K'kree.
Sometimes known (IS Ihe Vargr Marco
Polo (ll11ong HUl11all scholars, his epic
saga remains popular across Ihe ElIlents.

Just as the Greal Rift kepi the ViI(lni
and the Vargr apart. it is perhaps fonun(lte
Ihat lhe Lesser Rift existed, or conflict
nelween the K'kree and the Vargr
encillves would likely have neell fierce
and bloody in tne centune.'1 to come.

Vargr within the Imperium keep much of lheir cuhural pallem. including a lack
of respect for aUlhorily ligures, ahhough they have been known 10 follow charismat­
ic human leaders. They treat the Imperial government much like any dislalll V:ugr
regime, enjoying the benefits proffered (which, al limes, may include the opponuni~

ty to enli~l ill ils service) and following ils dictales only as il suits them, or when
they arc conspicuously enforced. Aside from Imperial citizens, other Vargr - advell­
turers, corsairs, mercenaries. smugglers, criminals and cven a few honest traders ­
eall he found throughuut the coreward [romier, albeit usually only along the imme­
di~ue border.

Humans in the Vargr Extents
A few worlds inhabited by humans, mostly of Vilani descent, can be found

within Vargr states of the Extents, especially those bonlcring on adjacent Imperial
terri lory. These regions wcre once part of the First Imperium and were overrun by
the Vargr incursions. Some of these worlds were retaken by the Third Imperiulll, but
several of the earliest conquests remained Vargr.

The status ,llulln::almenl of humans varies from world to world: some are given
planetary autonomy, while in others human and Vargr show equal slatus with a
peculiar mixing of Vilani-human and Vargr behavior being .~hared by bolh races. On
a few, the humans arc trealed as second-class cilizens or slaves.

The Traveller's Aid Society advises that all Vargr worlds be considered amber
zones, but hundreds of thousands of Imperial citizens visil lhe V;lrgr Elltenls every
year for a wide vtlriely of reasons: trade and diplomatic missions, scientific research,
or mercenary commissions are three of the most common. Nevertheless, humans are
somewhat rarer visitors in the Vargr Extents than vice verstl. On all bUl Ihe closesl
border worlds, human visitors will be looked lipan with (sometimes rather forward)
curiosily.

THE VARGR HOMEWORLO
Thc Vargr "hUlllcworld" and "capital" is a planet known to Humans as Lair

(Grnouf subsector. Province Sector), Lair has never been nccorded any great status
in the heat1S and minds of the Vargr race, unlike such homcworkls as Terra, Viand,
Zhdrml, Kuztt or Kimr.

The true homeworld of the Vargr is. of course, Terra, but the world on which
their culture and race developed is Lair. It lies Iwo sec lars corcward of the
Imperium's Corridor scelor. Lair is, of course, a human name. When speaking 10
Vargr. other names are usually used - L1oclldcgh, a Icon meaning "hOlllcworld" in a
couple of archaic Vargr languages, is one reasonably safe oplion Ihal is aClually used
near the hOllleworld, and which will at worst get a puzzled expression elsewhere.
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Within Gvurrdon sector and the Marches. the Gvegh word kalla.Wlglwl: ("our terri­
tory'} spoken with a certain emphasis. is thc generally :Iccepted h.::rlll.

Ltir has seen no special privileges because of his historical signilic:mce. Indeed.
Lair was only rccelltly unitcd. and strong forces seem bent on pulling it ap:lrt once
more. Of Ihe dozen empires th:lI have incorporated Lair in the last SOO years. scven
of them have been ruled from.1 different world entirely.

Stellar Data
Lair orbits the yellow sun Kneng. a solitary star somcwh:1I smaller and not quite

as bright as Sol.
Ty/,e: GS V. Llllllil/osir.\': 0.67. Radill.I: 0.91 Sol. Mm',I: 0.94 Sol.

World Data
Sllirport: Class V.
Diam('/er: 7.962 miles (12.842 km). Almosphere: Delise lIxygell-nitrogell.

Sillface \\/('11('1": 50<)10. C/illltl/(': Cool. Population: 2.300.000.000. GOl'el'lllllelll:
Multiple societic.~. COl/lml Rlilill~: Various. TL: 12.

Lair is divided into five continenls by its oceans. with 10 percell I of the surface
covered by polar icecaps.

The planetary day is 26 st'lIldard hours long. while the year is 376.72 days. Lair
has no orbital eccentricity but its axi:lltilt is cquivalent to Terra (21.5 Jegrees). There
is some geological evidence Ihat this tilt was induced artificially some 300.000 years
ago, presum'lbly by the Ancients. Average temperature is a cool 61°F (16"C).

Lair ha~ three natural s:lIc1lites. The largest. orbiting. at 94.000 miles. is tidally
locked to Lair. The others orbit at 1.250 and 5.625 miles. All are airless rockballs.
but have been heavily mined and contain extensive space pon facilities.

Social Data
L:lir has a populmion of 2.3 billion and is TLI2. with a Class V starpOl1 (with an

orbital elevator) 011 planet and a class IV port on the closest moon. As of 1120. the
previous government. an aging clique of repressive leaders classed by the Imperium
as a non-charismatic oligarchy. has been overthrown. apparently due to the demh of
most of the senior government oflicials arter the luxury starliner Emek.m overshot
the starport and crashed into the capilal building. killing an estimated 3,000. The
destruction of central authority lit a tinderbox. After approximately six months of
anarchy in which some 120.000 Vargr arc helieved to have been killed or ned the
pl;lIlct. Lair is llOW under the control of three or four di ITerent govcrnmenls:

The Koseng Roukhous (idiomatically: "temporary empire") is a dictalorship
under the control of the former deputy chief of the planetary security lorce. who
cl:lims to be the legitimate successor to the planet:lry government. About a quartcr
of thc arlllY and most of the planetary security force supports the Koseng Roukholls.
along with a wing of system defense boat squadrons. The Koseng Roukhous claims
the Homeworld Protectorate has no business on the pl<ll1ct and that the Zaeto
Kucngrorarr are no bener than invaders. The fact that both m.tior starports arc occu~

pied by other powers is g.alling to the Koseng Roukhous lc'ldership.
Zaeto Kuengrorarr is an off-world corporation that h:ld just completed an

impressive orbital elevator "beanswlk" complex at the time of the revolution.
Intended as a "showcasc" project orlhe prior regimc to rcplill.:e an aging and outdm­
cd spaceport. the project cost billions and resulted in heavy lax burdens. In Ihe con­
fusion following the terrorist incidenl. ZaelO Kuengrorarr used its own (surprisingly
well-armed) security troops and constmclioll workers to mount :l sudden allock on
one of Lair's primary deep meson gun site!'; and .~eizcd conlrol of it "to protect the
security of its inveStll1elH:' The corporation h;ls since reinforced ils units wilh a
brigade-sized mercenary force 10 t'lke control of the elevator complex and several
key cities, claiming thai planetary government owes it MCr40.000. It intends to col­
lect that inveSllllcnI one way or another. Thc corporation has indicated it supports
the HOllleworld Protectorale Force goals. provided its own legitimate interests are
taken care or.
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The Third Imperium

The rise of the Third Imperium S:IW th~

reSllrg~nCe of Vibnl :md Sololllani
Humaniti :mu an ~nu III th~ir Long

Nighl; for the Vargr. the coming u:.twn
was a red one indeed.

Self-procluimed heir to the First
Imperium. the cxp:.tnding elllpin.: or Cleun
and his imllledi"te SUl:ceSS{jr~ f~h it could
not tolerate Varlfr stOlt~S ucl'upying worlds
th;lt hOld belonged to Vihmi in lhe Vklnd.
Deneb and Corridor sectors. As till.' Third
Imperiulll expanded to whal it bcli~v~d to
be its nalural boundaries it fought a series
or fierce connicts with various Vargr gO\'­
emments. known :LS lhe Vargr Camp:ligns
of 220-1-18. Initially aimell :11 prOlectlng
Imperial communications Ihrough
Corridor. whose predation had proved too
much of a lemptation for Vargr cursairs til
resist. it transformed jnl\) :1 hard-fought
struggle lasting over a century in which
lhe Imperium retook much of the former
Vilani territory lost during the Long
Night.

FruIII th.: Vargr viewpoint. it WOlS a dis·
astcr. :.IIId a bitter biOI\" to meial pridc_ On
n];ll1)' worlds the V;lrgr population was
completely eradicated - either ned deeper
into the Extents or ~xtermin;lled ny
Humans who rememhcred Ihe r:lv:lges of
the corS:Jirs. EL~ewhere. th~ Imperium
simpl)' inslalled Iluman glJv~rnors. and
Vargr popuI:nions wer~ ilUcgr:ned direelly
inm the tmperium.

In a few V:Lrgr states, pragmatism
overcame racial pride: individual Vilrgr
princes :llld admirJls scenteu th~ W:Jy the
wind was blowing :lnd swore kOJlty to th.::
emperor. On somc worlds with mix~d

HUlllall alld Vi.Jrgr popuhltions. the
Humans found themselves nol only pay­
ing taxes to the lllird Imfl.... rium. but sad·
dl~d with the sanK' Vargr overlords. now
with shiny new Impcri:lltilles as b:Jrons or
marquises.

By 350 the border from Antra to
Anarsi (in VIand) (nickn;lllled "the LitH.···
by the n:Jv:J1 crews th;u enfnrccd it) wa.~

sl:Jblc_ Successive ~mpcrou dcvctoped :.t
sl:mding policy of "No Vargr Below the
Line'" enforced by aggressive Naval
patrolling.



Vargr in the First
Outworld Coalition

There is no spnce to follow the rise and
fall of Vargr slates all across the
Extents. Instead. the resl of this histo­

ry will concentration on events 10

Spin ward. and in P:lTlicular. rclalion.~

between the V'lrgr. Imperium and
Zhodnni.

The Spinward Marches had long been
an indirect cause of Vargr-lmpcri:ll con­
nict. if only because Imperial efforts to
protect their line of communi cut ions [0

[his (Ju[world fruntier had hclpc:d spark lhe
Corridur Wars. As Impcri<ll settlers and
lr.llJ<;n; mo"eu out frum the "frcudy colo­
nized regions of the Marches into fronlier
Subscclors. the Imperial Nu,')' and Scoul
service ,lggressively patrolled the disputed
space. Ostensibly there 10 Illilintain "free­
dam of navig:llion" (i.e.. suppress piwcy)
and perform planelary surveys. lhe anlll,:e1
Imperial prescnce. which also included a
number or large :mel well-:tnlled ex-Navy
SCOUl cruisers. served 10 dissuade Vargr
selliers from moviog inlO the corew:ml
region.~ (such as Aramis subseelOr) where
the Imperium hud flO firm cluim of occu­
p:mcy but u long-term imercsl.

As Ihe Third Imperium's c-xpansionist
agcml:1 bt:camc do:ar. a nurnl>cr of Vilrgr
SlateS in GI'urrdon seClOr. lhe largesl of
which were the Ngocrrgh Togzekhz and
the Gn;lilhlJoeJ[arrgh Gzolakhgha. grew 10

resenl what lhey saw as a slow bUl incx·
arable spread of Human hegemtln)'
througholll once neulral sp:lce. So did the
Zhodani Consulate. who were e.~perienc­

ing sitnil;lr prohlems on their own borders.
When the First Frolltier War broke out.
some of these Slales and corsair hands
along the border that had felt eonstr,lined
by ,he Imperial presence took adl'auluge
of lhe lUrtlloil to strike across the wrder
and into Imperial space.

Illili:1Jly these raids II'erl' nOI sytlehro­
uiLed wilh lhe Zhodani. bUI loward lhe
end ol',ht· war (602) an efl'or' was m:tuc'o
l'uordinatc operations during lhe Zho­
u:llli's nuciul lae TeHona campaign.
Unl'ortuna,ely. rivalry belween lhe admi­
rals of lhe 1\\'0 largest Vargr conlitlgenL~.

the Ngocrrgh Togzekhz .tnd the Gnaith­
1l0el1:lrrgh Gzolakhgha. led to a break­
down of command. Rather than reinforc­
ing lhc Coalition's main bailie flee\, many
ships of lhc Ngocrrgh Togzekhz and other
minor allies inslead splil off to plunder
undefended Imperial worlds. Although the
G7.0lukhgha Vargr slood by lhe Zhodani.
their combined strength was no match for
the galhering Imperiul Navy. and al lhe
decisive Battle of Zivije in 603, lhe
Oulworld Coalition met dcfe.1t.

The Lloelldegh Sarrgh ("homeworld protectorate force") consists of elements of
the subsector navy and army contingents from live other nearby worlds. They have
taken the main starport and occupy a 300-mile "interdiction zone" around it for lhe
purpose of delivering humanitarian relief supplies. Major worlds in (he subsector are
divided on which factions to support. and as such have been unable to agree on
authorization for an effectivc blockade. At prescnt, the HOlllcworld Proleetorate
Force is calling for an end to fighting and a planetary plebiscite by regions to estab­
lish a new government or set or govemments.

The popular gucrrilla amlY known as thc Nadcngva openly controls a number
of cities in the southern continent, and is fighting (he Koseng Roukhous and (to a
lesser extent) Zaeto Kuengrorarr. Some of its factions also insist on the Protectorate
Force leaving the world; others believe it is necessary to keep the Koseng Roukhous
from using its SOB assets. It is led by a popular revolutionary committee controlled
by a number or charismatic leaders who promise that after the Koseng Roukhous is
overthrown. Ihe ncw rcgimc will inSlilule rule hy ml elected dictalor. The Naelengva
appear to enjoy wide popular suppon. About a third of lhe planetary army appears
to have gone over to the Naelengva. although they have liule in the way of heavy
equipment or spacccTllfl. They also have a dozen system defense hoats, which are
currently concealed in the planet"s oceans_ engaged in a deadly game of hide and
seek with those of the Koseng Roukhous.

The planet is now classed as "balkanized" multi-society world. Shockwaves
from the conniet ;Ire spreading like ripples across Provence sector. A number of cor­
sair bands are moving IOwned Lair, in the hopes of being hired by the rival forces or
otlu.::rwise exploiting the situation. The planet's Control Rating h,IS dropped from the
previous 5 to 2 (in places, to 0).

GVURROON SECTOR
The Gvurrdon sector is located immedilllcly 10 eurcw,trtl of the Spinward

Marches. and also contains a pan ion of the frontier between the V:lrgr Extents and
lhe Zhodani Consulate. As a result. Vargr states in this region continually interact
with the adjoining human sociclies ami arc frequently aligned with one or the other
them. This aside. it can serve as a fairly typical example of those Vargr regions lhal
directly border the Imperium.

Gvurnlon is a turbulenl seelor. moSI or whose worlds arc tlDt under the direct
control of any single Vargr state: many Vargr worlds are complelely independent. A
strip of worlds to spinward are part of the Zhodani Consulate. although these are
settled by Humans. Gvurrdutl is nOI well mapped. and platletary govertlmcnt types
as well as inlerstellar state boundaries change regularly. Gvurrdon's slratcgie impor­
tance is considerable. as for the last six hundred years it has been the staging area
fur OutwtJrld Coalition a\lacks on the Imperium and the source of the Zhodani's
Vargr allies.

The present Imperial policy has been one of economic engagement with the
Gvurrdon Vargr. eSlablishing several trading .Illations along the border. especially in
Aramis subseetor. to encourage commerce. The uhimalc gual i~ 10 tic Vargr eco­
nomically to the Imperium, lessening their chance of joining the Zhodani in future
wars. This appears policy appears to be having its success: while three Vargr lleets
from the 40th Squadron allacked the Imperium in Ihe Fifth Frontier War. lhe majori­
ty of the Imperium's lrading panners. including lhe largesl Vargr states. remained
neutral or provided only unoflicial support. Political entities come and go with
rapidilY: long-term economic relalioll~hipscall be more stable.

Some of the multi-world states presently significant in the GVllrrdOll SeclOr are
the Thoengling Empire. Commonality of Ked7.Udh. 40th Squadron. Olen Acng Kho
(Society of Equals). the ThirL Verra (Thir/, Empire). the Rukh Acgz (worlds of lhe
leader Rllkh). Gnoerrgh Rukh Uoell (Anti-Rukh Coalition), the Urttkhu and the
Gaerr TIme (Pact of Gueer). Most are primarily concerned with their own alliances
and connicts. bUI Ihree of thcm have become more persistently involved with non­
Vargr affairs.

THE VARGR



Ekhlle Ksafi (40th Squadron)
During the Bailie of Zivije in the First Frontier War. the sole Vargr unit of the

Ngoerrgh Togzekhz nee! to remain ste<ldfast in the linc of battle and survive was the
40th Squadron, then under Commodore Koudvan. After the baltle. the 40th foughl
their way back to the Vargr Extents only to discover that the Vargr defeat had led to
civil war:;u home.

Finding nothing to respect in the leaders of either warring faclion. Koudvan
convinced his squadron to slay together and carve out a niche of their own.
Descending on the small neutral cluster of worlds known as the Urdw KWIC, they
conquered it and established a feudal Slate based on their direct military rule.

Over the next live centuries, the Ekhllc Ksufi's fortunes waxed and waned bUI
one thing has remained constam: the 40th Squadron itself. Thanks 10 Zhodani mili­
tary assistance, the Squadron navy (actually a small fleet) includes the largest and
most capable cruiser-si7.ed and capital ships in the sector (although some arc gelling
old) and its crews are among the most experienced in neet actions.

Oflkers from the 40th Squadron govern the state. The Squadron maintains old
ranks and discipline dating back to the First Fromier War. Each ship is essentially a
closed warrior fraternity: squadron member.'; male with the crews of other ships and
have their own diSlinct and closed culture. many never venturing onto a world. The
planetary governments under their protection are allowed a great deal of autonomy.
but the Ekhlle K.';ali keeps the peace between the Slars, demands tribute (including
new recruits. usually from merchants) and has COnlrol over all military starship.o;.

Governmental continuity is preserved through a curious cUSlom of using low
passage to preserve lhe 1II0st charismatic and talented ship captains and select
crewmembers (who have won this honor through service) over the centuries. TIle
First Officers of the Squadron run Ihe ships and, through regular inter-ship councils
and meetings with planelary leaders. the stale's foreign policy. "Old Crew" arc
thawed in time of military or political crisis - some of 40th Squadron's lellllcrs per­
sonally fought in the First Frontier War. and all have a somewhat stretched and dis­
torted sense of history. especially from a Vargr perspective. Many Vargr look upon
the old caplains and crew with an almost religiolls awe.

The Ekhlle Ksali have remained Zhodani allies for u surprisingly long time for
Vargr. and Ihey also possess a long tradition of enmity agaillst the Imperium. I\s a
political entity. the 40th fought in the Second. Third and Fifth Frolltier Wars, its
!leets swelled by independent contingents from other Vargr states and corsair bands.

The Fifth Frontier War was a failure for the Ekhlle Ksafi, who suffered heavy
losses (including some of its irreplaceable Old Crew) for very lillie gain. The loss of
leaders and ships led to a mutiny 011 one of its command ships. and saw its grip 011
thrce of its worlds wcakened when pl:lIletury governments broke with the Ileet and
(in al1iance with corsairs) ded'lred their independence. (Despile Imperiul hopes. two
of these worlds have become havens for corsairs. although the third is petitioning for
membership in the Commonality of Kedzudh.)

Even as other Vargr slates eye it aml scellt wC:lklless. the 40th Squadron is now
building up its strength with Zhodani economic assistallce and planning how to
regain its position.

Thoengling Raghz
A large ccntralized state covering parts of Gvurrdon and Tuglikki sectors, loc:n­

ed several p<lrsecs beyond the Imperial border. The Thoellgling RagIn (or
Thoengling Empire) is one of the most stable of V;lrgr states. having existed in its
current form since 792.

The head of stale is lhe Emperor. :1 charislllatic individual with great authority.
He is elected for life by ;lt1 assembly called Ihe GVllr-Thocng. The Emperor is
expected to listen to assembly advice. but has great freedom 10 act in maners of
interstellar affairs ami security of lhe realm. The Gvur-Thoeng arc elected from each
world (based on population): aside from choosing the emperor. they ad"i.';c him on
concerns in the worlds they represent and must approve (by majority vote) ,IllY
dccrees relaling loncw taxes or tarilTs. This gives thelll some say in policy.
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Vargr in the
Second Coalition

T
he immediale outcome or the Firsl
Frolllier War in G\"urrdon ~elor W;]S
further wrmoit 'II hOll1e. The

Ngocrrgh Togzckhz and lhe Gnailh­
lIoellarrgh G7.0lakhgha had paid a hcal')'
price in naval strcngth and their leader­
ship·s personal prestige. The Ngoerrgh
TOgJ':ekhz broke <Ipan in civil W;lr; the
G7.0lakhgha Emperor struggted 10 keep
his throne whitc b<:set hy mher .c;laiCS thai
smelled hi.c; weakness <Ind snapped aboU!
his bordcrs. tn 605 a ··tend-Ieasc" of 23
Zhodani erui.c;ers enahled the Gzolakhgha
Emperor 10 erush internal dislurbanees
and retain his thronc. bUI under lhese l:ir·
cumstanccs. refusing further assistance 10
lhc COl1sul:ue was impossible.

In 615 the $ecOIll.l Fruntier War began:
the Zhodani were firml\" allied with Ihe
Gmlakhgha Empire (assis1(~d by the 40th
Squadron. a splintcr faction of the
Ngoerrgh Tog:r.ekhz). and force.~ were
well coordinated. However. memories of
the dcvastating raids of lhe prc\'iolls war
had stiffened lhe resotvc of Ihe Impaia]
worlds to coreward. which h:l.d inveSlcd
heavily ill syslcm defense forces. As lheir
rorce.~ hog~ed down during atlcmpts to
capmre crucial lWS gianls fur refueling.
lhe Gzolakhglw f:lileo lu penelnlle decply
11110 thc Marches. Weakcncd by repe,ncd
bluws frum lhc Imperial burder nee!. U)'
619they h,uJ ,ll:hicl'ed nu ~ignifie;]l1tlerri­

luri:ll gains. Wilh rcpol'ls of the Impcriul
N:l\'y's new lJrC;lduoubhllt hill11merinb the
ZItOl.l:lui neelS. the taltered charisma of
Gzolilkhgha·S el1wcror gave way. ;lIld he
was shol in the back by one of his own
liCUlenanK The power struggle ture the
empire ap.1rt.



Warring States

OVCT till;: next two lumdn:d years. vari­
ous leaders ilOU ~ucccssor Slalt;:S
attempted 10 reunite the Gnaith­

lloellarrgh Gzolakhgha. None succeeded.
and by the time of the Third Frontier War
(979) the sector was agaill thoroughly
balkanized. with several multi-world
SI:lleS :md scores of independent systems.
The ordc_~r wefe the small bill feisty '10th
Squadron and the growing Thoc:ngling
Empire (founded in 7(2). Several of these
st:lles sent ships ag<linSllhc: Imperium. but
except for the stubborn belligerency of the
40th Squadron. the :lll:lcks were merely
miding rather than :my coordinutcd action
wilh the Zhoduni. Still. the conlirlUcd suc­
eesscs of Zhodilni diplomacy worri<:d the
ImperiulIJ. <.IS diu the lise of tin: Chtm;h of
the Chosen Ones. a Vargr suprel11i.lc)' I... ith
Ihat hnl1erial suciologists fearcd might
prove (I unifying force.

With disturbin; reports
reaching the Imperiulll from
Vmgr Ir:lders and IISS agents.
Ille Imperium made :1 coneened
effort ttl coumer this growing
Irend. In 996 an unprccedemed
personal mis.~ioo was undenak­
eo hy lhe young Duke Noller!
(great gr.md-f:llhcr of Norris) of
Regina. who journcyed (wilh 'I

strong coloniul nuvy esr.:ort) illlo
G"umlun sector in Ihe hope of
seeking treaties wilh those
Vurgr stales not yet swuycd by
Zhodl'mi philosophies or mcga­
credits.

Nobert made a strong
impression on his Vargr hosts.
culminating in a reciprocal visit
by the ThoengJing Empcror's
eldest d:llIghler. Rr:H~nling, in
999. , . pmhahly (Inc 01" lhe few
times !hal a Vargr warship
would be seen in the skies ovcr
Regina without cliciling towl
punic Rraenling rCllluineu al
lhe subseclOr court ror some
two YC:lfS. Slaying for the
[nllH:rial Jubilee und doing
much to eSluulish good
Imperia[-Vargr (or to be far
more uccunHe, Marches­
Thoengling) relations in the
process.

As !he Imperium :l1lemplecl
10 palch up reblinns 10

Spinward, Vargr Iraders had
encoun!cred a new minor race. the
Drakarans. whose aggressive expansion
illlo Vargr space sparked war and conflict
(sec pp. 103·107). However. the threat
they represented was at first upprchcmJcd
unly by the Vargr to cUr\:wllfd and by the
Zhodani who were in contact with them.

Closer to home, the Imperiulll had
another problem ...

Emperors are sometimes respected Thoeng members. but are just as likely to be
corporate bosses. planetary politicians or successful war-leaders. By law, no mem­
ber of the Emperor's f:lmily can succced him. although the imperial family generally
receive high POSIS in the government. military or civil service. This rule has general­
ly ensured that emperors continue to hold the respect of the citi ....enry. Sons :lIld
d:lLlghlcrs of lite upper nobilily <Ire fostered at the imperial eoun. where every effon
is made to inspire a sense of personal loyalty to the emperor.

The Thoengling Empire is a major trading partner of the Imperium and has gen­
erally suppurted Imperial interests in the Vargr Extents. Thoengling Empire trading
corporations are especially active within Aramis sector in the Spinward marches.
maintaining ortices and trade stations at Lublon. Focaline. Zila, Jesedipere and
Junidy. TIle Empire It:ls a very close relationship with the growing Imperial corpora­
tion Ober[indes Lines.

Kedzudh Aeng
The Kedzudh Aeng (Commonality of Kedzudh) was inaugurated in [044 by

treaty 01" seven independent member worlds suffering heavily from corsair raids.
Togcther they formed :1 loose illterstcllar confederacy designed to protect them­

selves and their shipping from piracy.
Indjvidual Commonality worlds control

Iheir OWII internal and exlernaJ rcJ:i1iOIl~.

Government is composed of represcmatives
from each world. with very limited powers of
taxalion which support a small bureaucracy,
university, a subsidized merchant program
and a professional navy-cum-police force.
the Kedzudh Patrol. Since the member
worlds couldn't agree on the location of the
capital. it was placed on Kedzudh, a sparsely
populated world in the middle of the
Commonality; this also had the benefit of
reducing inter-world tensions as conl1icling
claims of ownership (and the high technolo­
gy living artifacts lipan on it) had been a
bone of contention between the worlds.

The Kedzudh Patrol has been fairly suc­
cessful in reducing raiding and pirate activi­
ties. It has not been able to eliminate it
entirely, partly because its budget tends to be
slashcd whcnevcr it ha~ occome Ion sueccss­
fuL As such, it often operates with second­
hand ships purchased from larger states. such
as decades-old vessels acquired from lhe
Thoengling Empire or the nearby Aramis and
Regina colonial navies.

To supplcment its OWII forces. thc Patrol
offers a bounty for the c:lpture or proven
destruction of :Illy corS:lirs that aUack
Commonality ships. The Patrol al.~o has a
history of offering down-and-out tramp

{radel'S commissions as Q-ships or as "bait" in exchange for economic incentives
such as mnil contracts, free annual maintenance, waiving of docking fees, or the
dropping of smuggling chargcs.

The Commonality has neutral or better relations with most of its neighboring
Varg.r states, thc Imperiulll and the Zhodani. As a resull. quite a few Vargr mcrchant
combines have arranged to lise the Kedzudh Aeng as :1 "nag of convenience:' pay­
ing a small annual fee (SID/ton of ship) for this privilegc.

The capital or the Commonality is a large orbital spacepor1. Kcdzudh Aengkh.
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The planet below is sp.m;ely inhabited. with a very thin atmosphere and a largely
frozen occan. Undcr thc icc is a complex ecology including non-sentient biome­
chanical robots built:n TLl3 by an unknown racc. Many cOl1tain parts which. while
mostly inexplicable. are nevenheless of great imerest to Vargr scientists and engi­
nccrs.

The University of Kedzudh is based at the capilal: its original purpose was to
bring scholars and sciemists from each member world together to study the living
artifacts (including S0l11C Imperial and Zhodani specialists in biomcchanical and
robmic systems). not 10 mention sponsoring (wcll-armcd and equipped) expeditions
under the icc to capture and study samples of these life-forms. The University IS
now one of the foremost xenological and scientific institutes in the Vargr Extcms.

THE VARGR MILITARV
Few conventions exist for [he composition, usc or organization of Vargr military

units. No Vargr state has ever been successful enough for a long enough period of
time for a ;'traditional" scheme to make a permancm impression across the Extems
the way that Wcstern military organization effected Terra (and through it the Rule 01"
Man. Third Imperiulll and Solomani Confederation). Imperial observers leno 10
"humanizc" Vargr military organizations, applying familiar names to ranks and
units: often [he correspondelll:e is stretched rather thin.

Command and Morale
Charisma gets a Vargr command. but ability keeps him there. Survival may

depend on success or failure in the field. with new oflicers corning up from the
ranks who may be good lemlcrs but who are untrained in wctics and strategy. The
concept of a "military academy" through which young graduates are placed in com­
mand of seasoned velerans is alien to the Vaq,'T. An unseasoned young officcr call

rise rapidly in rank. bUI it will be a result of his charisma and his personal successes.
not because of any [itle or diploma. The kind of artificial social distance placed
between gentlemen officers and enlistcd soldicrs that exists in the Impcrium or
among the Zhodani is a very rare thing in Vargr military organizations.

There is a tendency among the Vargr to have higher but rather more brittle
morale than comparable hurmlll ullits. A Vargr force may go into battle with enor­
mous confidence and detcrmination, but if their leader proves less capable in bailie
than olT the licld, or if he's killed or incapacitated, morale plummets. Some groups
of soldiers Illay rally around 11 Ilew charismatic leader capable of swaying them to
fight on: mhers will break quickly in the absence of direct inspiration.

Insubordination and Mutiny
Vargr military units are. like any Vargr institution. prune [0 divisive lllld disrup­

tive influences. There is a disturbing tendency for individual charismatic soldiers to
become the center of movemcnts that resist higher authority for one reason or anoth­
er, giving rise to conditions that humans would describe as ml/li/lies and on occasion
to Outright treachery on and off the battlefield.

Actually, Vargr ;'mutinies" arc frequently more in the nature of strikes or protest
meetings. The best parallels in early Terran history include the various provincial
army mutinies in early Imperial Roman period, the Parliamenlary Army following
the English Civil War or the Great Mutiny of the British Navy in 1798. In these
cases. the mutinies were characterized by a refusal to continue duty until certain
demands (often including requests for re_placement of unpopular orricers) were met.
but no real changc in the basic loyalties of personnel involved.

This is generally the case with Vargr army units as well ... though incidcnts ill
which leaders havc actcd entirely on their own initiative in mounting a raid or stan­
ing a battle, contrary to the plans and instructions of higher military authority. are
also 'Illite common. On occasion. dcscrlions or outright In:achcry (cvcn in the facc
of the enemy in the midst of a major banle) have been organized by charismatic
individuals who scnsed .111 opportunity to gain status by joining the opposition.
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The Kforuzeng
Corsairs

T
Ilt: Io:rowin!!, Imperial commerce
through the Vargr Extents attracted
attention to .111 olJ peril: V:lrgr cor­

sairs. The largesl band at the lime was the
Kforuzeng. They began in 1070 when a
renegade Thoengling officer org:milcd a
mutiny: his sm:lll p:ltrol.~hip was u.~cd in a
fl":W pt:tty raids. and aftcr making a namc
for himself, he arrived at a non-aligned
world (0 sel[ his c:.Irgo. founJ lwo other
small corsair captains :.Ind one smuggler
and convinced them to follow him <lgainst
u !urJoi:cr l:.lrgcl. A carefully planned strike
ugainsl :.In orbital slorage depol in the
Sangcn SySlt:lll nelted some t\\'o million
credits in roUe e... rths.

As success follo\\'ed success. the
KfOluzcng captains built up their authority
and reputation. landed on other cors:lir
bases to recruit troops :lnd inckpendent
captains. and org:lIli7.ed the hand into a
typical SJ::mi-milit:lry structure. By [OK5
they had :W ships ;lnd were the dominmll
cors;llr h;lnd in Firgr subsector. Rcali7.ing
that only continued growth would smisfy
their followers' ambitions. they began
recruiting heavily :.Illd urganil.ing merce­
nary opcrations (some within lhe
Impcrium) to supp[o.:ll1ellttlu::ir milling.

Tho.:y aha ran the Vargr equivalent or
protection rackets. For exumple. when
vcssels of the Imperial shipping firm
Tukera Lines crossed through "their"
space to trade with the Thoengling
Empire, the Kforoz raidcd sevcral Tukera
vessels. then senl :1 represe.n[:llivc [0
Tukera with a suggestion that, perhaps.
the KfOnJ7.l":ng might provide escons ant!
anti-piracy P;l!ro1.~ "for a suitahle fee."
The Tukera exccutives knew what was
going on hUI paid anyway. rcali7.ing that.
at lcast in the shun term. puying off the
corsairs wus cheaper Ihut <JJding their own
cscons to the run.

Other cOlllp<Jl1ies had a Jiffcrent view.
Tuker<l riv ...1Obt:rlindes Lines also ran the
same route. but solved their problem in a
typically flamboyant manner: they pur­
chased the obsolcte 6O.ooo-ton Lightnillg­
class Acetlntruder S,wrklillS Dislrt,.u and
converled it into a merchant cruiser
renamed EIII;sSGI)'. Through a convoluted.
irregular. slightly shady and completely
Ilnprecedemed procedure, lhe nearly com­
plete weaponry array of Ihe vessel
remaincd intact. Obcrlindes rightly fclt it
was necessary for expcditions into the
Vargrextcnts.



Grand Ambitionsl
By 1105 the Kforuzcng were the

largest bUl nOl the only Corsair band
in tht.: region: others included the

slightly smaller Acgzueng and the
Uckul-cl.. For a lime the Kforuzcng coor­
dinated opcrolions with the lllhcrs - then
they betrayed and l11UfUCfCll most of Ihe
UcJ.,;UlCZ leaders (many of Ihe rest ned
into c.~ile settling in Aramis SubSCClnr)

and seized the band"s Slarships. Shortly
after Ih~ll, thc)' intimidated Ihe Aegzaeng
lnlo joining their organization. giving
them .~nmc 40 slarships r.Jl1ging from tOO
IOns In 1.000 tons in size. Null' possibly
the most powerful corsair band in the scc­
lOr. they began to have bigger :lmbitiuIlS.

Willlcssing the Emis.Wlrr sail scrcndy
through their sphere of inlluclll:<: hill! ,"011­
\'inccd the b;ln~rs 1cadcr~hil' that their
future depended un bCl;ominJ,; <Ill .u:tual
na\'al puwer. whidl 1lIt:<lnl the aCljubilion
of <I capital ship of their uwn. After <In
<llIel11pt 10 USt;> human agents to hijack the
ElI/i.HCII:" failed (in 1105), the Kfonlzeng
h,ltcheJ ;l more complex pl;1I1. Using their
hoarded wealth. they beg:lI1
the construction of:t large
warship. the O:orr. Needing
st'l1e·Of·lhe·an weaponry for
it. they used their contacts in
Tuker:l Lines to alT:lngc for a
crooked exeeuti\'c to di\'cn
two powcrful spinal mcsun
gun weapons being shipped
by Tukera to tht: IlIlpt:ri.ll
Navy 10 the l;unmir band (in
e.\l·hange for a cool ;"'ICr
500).

Unfortunately for the
Kforuzeng. agents working
for Oberlinues uncovered
and thwaned the plot. While
det:lils of the Kfort17.cng
ren~r.~e wcro.~ kepi ~ecre[ hy
most parties involved. the
hand Insl considerable blood
and treasure in a scheme Ihat
had gone nowhere. Fortu­
natd)' for their reputation.
the suhscqucnt outbreak uf
the Fifth Fruntil;r War and ib
dtautie ,lftcrm<lth provided
I'lcnty uf uPl'ortunity to
recoup their losses.

: .

A failed mutiny C<lll mean severe penalties for the ringleader. , . but onen just a
slap on the wrist for his followcrs, if they surrcndcr quickly enough. WheEl a mutiny

goes badly, the mutineers will oflen themselves ch'll1gc sides and show their loyalty
by ellthusiastically getting rid of their ringleader, , , .1J1d likewise, "loyal" troops
may do thc same. Any Var£r leader who makes decisions tlt:ll tum out to bc bad

ones had bcst Walch his back. Followers who "turned" at thc ri£ht lime can expect to
bc welcomed hack into the fold without fUl1her reprisal - Vargr hold few grudges,
and therc is little of the sense of outrage humans show to tr,lilOrs, Cllpturcd muti­

neers may be treated harshly, but the goal is not to punish wrongdoing. but rather to
cradicate chari:'imatic rivals and instill some fear of the consequence of fUl1her dis­
obedience. Likewise. even ringle'lders can often survive if thcy arc willing to hum­

ble themselves and accept humili:nion rather than destruction,

VARGR ARMIES
Most Vargr governments maintain planetary armies in one form or another.

There is a eert:lin degree of instability in the structure of most 'lflnies, since the
Vargr emphasis on charisma over formal authority causcs individuals [0 rise to oni­

cer positions ba:'icd more on their ability [0 sway a crowd then on their ability to
plan and execute a b'll1le, Thus, most formations undergo a (sometimes COSily) shak­
ing out process in which incompctent ofJiccrs make mistakcs, drop in charisma (or
die) and arc then replaced by charismatic subordinates ... with luck, c\'entually the
unit will llllaill a happy medium in which it I1nds a commander who is bOTh chans-
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matic and competent. the likelihood of doing so depending on the overall quality of
the troops. Vargr states prize units of veteran troops with bailIe-tested. charismatic
leaders: for this reason. mercenary fommtions (successful ones generally meet this
criteria) <Ire used to lin even grcatl.:r degree than within the Imperium.

On a tactical level. Vargr armies tend to show II pn.:fcrencc for organizations that
emphasize combat power over logistical support. with more "teelh than lail." This
gives them considerable initial striking power but some deticiency in long~haul cam­
paigns. On the Dlher hand. any Vargr commander who allows a call1paigll 10 drag on
has a strong risk of losing his command in any event.

VARGR NAVIES
Vargr space navies are generally equivalent 10 the armies described Hbove.

Again, they arc usually organized on a strictly local level. led by popular ralher than
trained officers. and subject to frequent disciplinary problems. This is especially
aggravated within Vargr navies. because a jump-capable ship is much more ml imle­
pendent unit than any platoon. company or battalion-sized formation: it is far easier
for a mutinous ship captain (or crew) to break away and join the other side. or sim­
ply desert.

Vargr Marines
There are no specific marine units in most Vargr states (though a few larger

ones do maintain them). Units of the army are often assigned to shipboard dUly
direclly, with lillie distinction made for special training and organization.

VARGR CORSAIRS
Onc reason for the lack of marine forces in most Vargr militaries is that this role

is oflcn filled by corsairs. These bands of free!;lIlce spllce-and-ground fighters flour­
ish throughout the Vargr Extents. Corsairs can grow to wield considerable power
(solllclimc.~ more lhan the local government) depending on the charisma and
prestige of their leadership and the size and quality of the force.

Corsair organization is as infinitely variable as other Vargr military fonns.
Typically, bands center around one or more small starships, each manned by a
space crew and a ground combat force. If possible. the ships are kept in low
orbit where they can provide fire support. while the corsairs land in boats.
Typically each ship will carry a short infantry platoon (three or four squads,
each about six to eight Vllrgr) mill 11 small comrn3nd group, with g-earriers or
a couple of air/rarts for ground mobility. Troops are llsually equipped with
light armor (rarely better than combat armor) and gauss rifles. ACRs or lasers,
witb a few carrying individually portahle missiles or plasma gUlls. Artillery,
grav tanks and dedicated support, supply or command vehicles are rllre: the
starship and its boats provides these Ihings. Larger corsair forces will often
have additional ships: a few armed merchants or liners for carrying troops or
carrying away 1001, or to acl as decoys. some fast scout vessels, lJ11d often a
single large "l1agship," usually a frigate in the 800-ton range.

Many corsair.; are fOrtner Vargr naval personnel who've deserted with
their ship intact and gone freelance. A war can also produce many corsllirs:
rather than join the winner. captains on the losing side may simply head else­
where.

Another way that corsairs are established is tbrough popular subscription.
A charismatic leader gets together a few followers. puts up some money him­
self, and announces he's building a ship: who wants to support it? If it's on
the Imperial or Zhodani border. a quick appeal tn rm:ial pride call help. Few
contributions will be large, but if. say. on a world of 25 million inhabitants. a
mere 10 percent of the population contribute Cr5 each month. a small ship
can be financed within a year. Some Ic1cIlHlrkclillg. a suitably resonant and
dramatic name for the vessel (typically based on Ihe local port or world's
name, e.g., Termr oj KOI/{!zell or the like). and the enterprise is away and run­
mng.
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The Fifth
Frontier War

In 1107. the Vargr side of the Fiflh
Fronlier War hegan when forccs of the
Ekhlle Ksafi (401h Squ:ldron) :lnu :l large
lIumher of mercenary :.Ind :lllied vessels
provided by the Anti-Rukh AlIimn:t: aud
Socicty of Equals allacked from Gvurrdon
seetor imo Regina. TIlt: furces divided into
two f1eels; lht: Girt:el Flee! attacked
Dentlls alld Killorb and soon h3d pU5hed
as far a5 Beck's World. while lhe U'hith
Fleet took Heya and Vorbund. The flCCl5
were followed by a number of conair
bands. which followed ill their wake like
sc:1VengeT!> alkr predalOTS.

A5 III prior wars, the tmperium con­
ccnfraled 011 lhe Zhodani. leuing colonial
forces and local SOBs (Wilh somc stifren­
ing from a few Imperial n:1Val units) deal
with the Vargr. The Imperial strollcgy was
again successful. enabling the Yargr to be
held at bay (Ill cOllsidt:rolule cost) until the
Zhodllni could be defeated and naval
cruiser squadrons freed to hunt them
dOWll. After suffering heavy casualties.
the majorit)' of the Vargr squadrons either
surrendered or ned over the border.



Post-War Blues

Vargr "l"C'ncgooes" fought lxIules with
Imperial p.'1lrols and continued raid­
inS for a few }'cars after the war. but

this wa..~ 10 be expected. The Fifth Frontier
W:lT had the usual ripple cffcclS through
the V;ugr Siales to ,(pinward as leaders
who relUmed [:lit hel\\'ccn their legs ami
politicians who had hacked the losing side
(the OutworM Coalition. at lelisl frurn lhe
Vart:T pcrspccti\'c) swayed ur loitered.
while Imperial allies g:Jincd murc adher­
ents.

In 1119 Vllrgr corsllir llclivity against
the Marchcs resullIed wilh a venge:mcc, as
extremely well organized and ruthless
fleet of Vargr raided Fcntcman/Ar;,mis.
destroying an orbit;!! Slarpon hefaTe plun­
dering the world. A second large-sc:Jlc
raid struck roclen/Jcwcll: use of a small
nuclear weapon and debris from orbilal
comb:!l r:J.ioing no inh:!bitcd areas left
500.00U de:ad.

An uninlcnded effect of lhe Imperial
victory in the Fifth Frunlicr War was the
risco :after nearly a quancro<:cntury of dis­
gnlCC. of Iho: Church of the Chosen Ones.
this time in a strunge new form: the Dzen
Acog Kilo (Sociely of Equals). whose
lItushroomlike growlh is spre:ading
through Gvumlon seelor. More:l philO§O­
phy ,md a fr.lIemity lhan a religious Iheoc­
racy. il was initially slow 10 win adher­
ents. but afler Ihe defeat in Ihe Fifth
Fronlier War. many Vargr ha\'e found ilS
ske"~ \'i~on of racial suprcmllcy SCI"\'c:!i
as b.1lm 10 their injUred pride,

Generally. the ship is financed in exchange for a share of the profit ((iflel'
expenses, , .) so a linle wealth mayor may nol trickle down to investors. TIllll's not
the important thing. though - the appeal to local and racial pride is. The ship is
financed in the same way that .m Imperial word might finilllce medical research or
another wonhy charity.

Since the building of the ship itself benents the local slarpon economy. local
government might also provide support: it is also betlcr to have those aggressive.
high-charisma individuals off raiding neighbors than upseuing the power slruclure
at home. Moreovcr. there is usually an understanding that Ihe slaIpOn Ihal provided
the funds will be the vessel's homc pon. handling an)' loot. Local merchants rna)'
suppoll il. as they will expect an innux of off-world goods at cut-ralc price... (Non­
shipbuilding industry may oppose it for the same reason_) Finally. the corsair is seen
as a possible ally (hat the planclilry govcnJmcllt call hire in time of need.

By and large. Vargr corsair bands are distinguished from ordinary mercenaries
or privaleers in that they comain imegrol space transpon and skilled ground combat
forces. with experience in all aspecls of lighting. An average corsair band will carry
out piratical raids on neighbors (worlds. shipping. and other. rival. corsair bases) but
c:m also be found hiring OUI as mercenaries to governmeOls or corporalions.

Corsairs lypic'llly chal"'~e lower r.llcS (about 60%-80%) than Human mercenary
forces. preferring to work on the understanding Ih:!t they will be able 10 1001. and
relain a cellain percentage of the booty gained in Ihe course of a campaign.

Vargr corsair bands sometimcs operate within the Imperium. renamed "merce­
nary companies" for Ihe dunnion of their Stl.y. Any such bant.! faces close scrutiny
by Ihc Imperial authorities. who prefer not to encourage the kind of economic dislo­
cation that resull from <l policy of widespread pillage.

Of course. the hiring of small Vargr fon:es - a single ship or Iwo, with a pla­
toon-sized or company-sized force of soldiers - is less likely to attr:tct altenlion.•mt.!
for Ihis reason small Vargr units can be quite valuable for commando operations or
shon-term striker missions. For obvious reasons. Vargr arc rarely hired for garrison,
cadre or security duty. Some corporations and govemmeOls have also foundlhal hir­
ing Vargr meres can he a good way to intlict "deniable" damage on rivals. since a
hired Vargr commando raid elm easily be mistllkclI for a complctely freelance cor­
sair attack, with theft or destruction of a panicular object. person or installation
being secn as merely incidcntal rather than the real target of the raid.

Perhaps surprisingly. corsair bands arc somcwhat //lure. stahle than comparable
government military forces. Their relatively smull size means lhe loyalty of such
bands is given to the leader rather than more abstract authority, Corsairs are :llso
better able (0 respond to condilions and move on in the event of an unprotitnble situ-
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The Church of the Chosen Ones

ation: this makcs II h:mlcr's task easier, by enabling him to sidestep the demoraliza­
tion Anny or Navy forces oflen experience when trapped in dead-end assignments
like blockades or garrison.

This i.~ not to say that corsairs do not have their share of divisive influences.
Rather, to form a corsair band. its leadcr must have begun with a wide degree of
popularity among his followers. He is simply in a belter position to maintain this
thcn lirc Slate-owned forces, who must obey a higher command. Of course. all can
be lost on the battlefield: because corsairs tcnd tn light more actions, more onen,
unlucky or unskilled corsair commanders who display military incompctcncc will
be quickly caught in the tide of shifting dominance. and swept away by those who
can command greater respect and loyally,

The revelation that Ihe Vargr "creator" was in fact the Ancients had
considerable impact on Vargr faith, comparable to the etfect of the theory
of evolution on Terran religions. Some Vargr religions lost mlhcrellts, or
argued against the theory: others incorporated it (the Ancients may have
created the Vargr: so what? - the local Vargr god or gods created the
Ancients). Then there were the completely new faiths lhat evolved ... This
influential (and sometimes fanatical) Vargr movement began two centuries
ago. It postulates that the Vargr were carefully brought along a particular
evolutionary course. as they were "intended" to take their place as leaders
of all sapient societies in the Ancients' sphere of influence,

The Church believes that the Ancients not only "invented" the Vargr
race by genetic manipuilltion of Terran carllivores. hut that they also
returned to the Vargr several times. improving the race to the point that it
could take its rightful place. Some Church members even believe that the
Ancients will return again 10 bring this about.

1. You don't have lu spell uut thc
word "walk" in frunt uf a Vargr.

2. Vargr do not drive a ground ear
Wilh rheir heads sruck Out lhe
window~_

3. Never instrllct a Vargr to enfer
your room WiTh the word "come:·

4. Whcn yuu throw it ball in front of
a Vargr. he will !lot drop every­
thillg and cha~c it.

5. Nevcr uffcr a Vargr a chair by
usin}! thc word "sit!"

6_ The symhol lor lavatory is /101 a
fireplug.

7_ Some nicknames to avoid:
'·Rover,'· "SPOt," "Rex:· "Ficlo"·
'·King:' lmrl "mg Fdl"."

8. Never greet a Vargr by trying to
s.cratch him behin{] the ears:'

A Few Cautions

- Vilulli comediau
Anton Wilson-Peale

"OK. if you'rc 01 TcrrOln, :lnd you·re
visiting ;l Vargr world for the first time,
yOll need to remember a few things:

REL.IGIONVARGR
"Books have no charisma," as the Vargr said to the priclil. Vargr do codify their

religious beliefs, but they are much more likely to find inspiration from live preach­
ers than the words of dcml OIlCS. no matter how eloquent. Since believers often have
experiences of their own that may vary somewhat from the origillal revelation. Vargr
religions frequently either shatter iOio multiple competing doctrines or become flex­
ible enough to embrace varied interpretations. The more elastic a faith is, the longer
it tends to survive. albeit in increasingly diffuse forms. The Church of the Chosen
Ones, for example. is a relatively recent faith. but the idea of the Vargr's unique ori~

gin having universal significance is an enduring concept.
An individual Vargr will have an experience he believes has spiritual signifi­

cance; if he is Charismatic, he can easily infect others with the same vision. If it was
strong enough, it may survive his death, by spreading to other charismatic individu­
als who will continue his faith. VaftJr services come in all shapes and sizes, but all
lend to be vigorous. loud. and involve enthusiastic audience participation.
TIle "religious revival" from early 20th-century America is one appropriate
model: so are many othcr rcligions thai clllphasize activities like ecstatic
dance, singing, spirit possession. howling in tongues and even ritual sacri­
fice. Vargr do use high-tech media (with all the flair of an early Terran tele­
vangelist). but pcrsonal cuntact is more important. A successful movement
depends on having a charismatic leader and many charismatic disciples to
spread the word.

There are 11 11Irgc vllriety of Vargr religions - animistic, polytheistic.
and monotheistic and others not easily described. Many nourished in
ancient Vargr history, or have grown up on small colonial worlds. Most
bum brightly. and die quickly, but a few came at the right time and place
for especially charismatic ministers and missionaries to lipread thcm
through the stars.
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Vargr Events
DATE EVENr

-300.lXXl \I:lTg.r esl:lhlishcd on,_,iT.
•IXIIXI Earliest ch·i1i7.alioll.~.
.... (11111 Induslriali7~llion.
-3tJOU Finll SpillX cxpluroltion,
•:\RI5 Colonial Rebellion.
-3810 Vatllf discon:o: jump

clri"e.
·3S00 The Vargr Dia.'IXJrJ

bcxins.
·1800 Zhodani ,""111:11.'1: ri!>l.' of

tho:- Gn,lrrwn H,'.....k.
-2300 Collapso:: of Inc

G\'urrdon Pacl.
-1700 End of Rule of M:.n:

VargrCOnqUCSIS begin in
earnest.

-700 Large-sc:lle ,setllcmcOi of
the VaTgr Enclaves.

220-34K V:lrgr Camp..1igns.
5Xt}·h(l-l f-Irsl FrontkT War.

,,~ 8reakup of Ihe N£ocrrgh
Togzckh7..

(,15·620 TO)lzckhz40th Squadron
founds imkpcnJcll1
slale.

615 Secono Frontier WilT.
619 Collllpse of the

Gzolakhgh<J.
792 TIlocngling Empire

fomu:d.
960 Church of the ctUlscn

Ones founded.
979 Third Pronlicr War.

t()·I.t Commonality {If
Kedwdh cst:lhlishcd.

1054 COOlacl with Dmlwnlils.
lOX'; Kforuzcng t"o!'l'uil1i

slrength .Ilrows.
1107 Firth Frolllil:r W:!r

begins.
1107 Kforul.<:llg <:ol1>:.Ii,:- in

lkdim:.
1110 Fifth Fronli~'r W.,r ..-nus.
1119 Vargr raiding tk-llin:- in

Spinward ~·I;,rchcs.

1120 Civil disorder on I":lir.

The Church of the Chosen Ones has enjoyed periodic revivals and declines. It
was discredited for four decudes prior to the Fifth Frontier War. but the poor perfor·
mancc of Vargr forces in thm same war has led 10 a recenl resurgence of the Church.
especially in areas of the Gvourdon sector Ihat supported the Outworl<.l Coalilion.
Not surprisingly. a sense of raciul superiority and manifest destiny has helped pro­
vide a cushion against feelin£s of inferiority al yet another recent military defeat.

The Church is strongest among the 56 worlds that have embrm.'ed the mle of the
Society of Equals_ Akin in some ways to the Masonic lodges of old Terra. and with
other similarities 10 Dakota Sioux fr..ltenlilies and warrior societies, the Society of
Equals brings together Vargr from alllc"els of society who go to meetings wearing
complex scent-blocking masks and heavy robes in a deliberate effon to suppress
their own charisma.

Society of Equals leaders have taken to blaming the Vargr perfonnancc on the
Zhodani to focus auention away from Vargr performance. They claim the objectives
of the Fifth Frontier War were poorly thought out. First. there should be no more
cooperation with Human inferiors such as the Zhod:mi. whose repeated failures of
nerve han: Icd 10 past Vargr defeat. "Who was it who sued for peace?" they say.
'The Zhodani ~ many Vargr ships continued lighting lon~ after Ihe armistice and
were dragged to defeat by the cowardice of their allies:' Second. some Chosen
members belic"c Vargr fleets should have targeted "systems wilh secret Ancient
sites" like Shionthy and Kinorb. where Ihey believe hidden c:lchcs of Ancient arti­
facts exist which only a true Vargr of the Church of the Chosen could hope. to
uncovcr.

The Church believes all Ancient artifacts are Ihe property of the Vargr. and their
possession by or sale to Humans is heretical. To acquire them. it sponsors legitimate
archeological digs in Vargr space and somewhat less legal acti,'ities elsewhere.
sometimes e"en hiring (!t.:tcsted Humans. if absolutely necessary.

Senghik Outoun
Vargr who follow this faith believe spirits with high charismu survj\re after

death. Believers cl.tim Senghik Outoun initiates can channel thdr spirits in order [0
enhance their own charisma. Congreg'llions arc generally small. typically a neigh­
borhood. a spaceship crcw or (occasinrlillly) a mililary unit. There arc no churches:
meetings arc in members' quarters. Individuals arc initiated by allclldillg a ceremo·
ny: priests arc initiates that ha"e experienced .t number of possessions and memo­
rized the rituals. Priests llsually reccive gifts from the members.

Initiates work themselves into all ecstatic Slalc through slmnping. music and
howling. while il priest chants the (usually ide.,lized) life history of whalcver spiril
is to be raised that night. mixed with regular invocations to an immaterial di"inity
Kfae,rt,hr Coli:, (literally: herder of suuls) 10 draw thai spirit aillong them.
Ceremonies are usunlly held late at night and last three to six hours. If everything
goes well, olle participant will generally become "possessed:' He assumes an alien
persona (that of the spirit the priest was trying to SUlllmon). Often the host's voice
will alter in register. and his mannerisms, walk and stance will change.

Senghik Outoun belie"ers tell stories of hosts gaining new skills or learning lost
secrets. Most observers consider the Kfacghr ritual a fonn of auto-hypnosis. The
religion prospers because it appears to gi"e proof of a funher existencl,; beyond
death, and appeals to every Vargr's desire for highcr cha.risma.

In game terms. p:lrticip,lllts in a Scnghik Outoun ceremony should roll against
Will+2 every hour; the first to fa.it is "possessed" for 3d hour~. He gains a level of
Charisma (due to enhanced self-confidence) and suffers (he Delusion he is sharing
his body with th:1l spirit. He usually g:lins Overconfidence (it" he docsn-t havc it
already) and 5-30 points of other Mental Disad":lIlwges and Quirks appropriale to
the hos(s "iew of [he ··spirie (often derived from the chanted biogrJphy).

Somc peculiarities of Scnghik Outnun belief: a priest's chant (not song) must be
rapid and rhyming (Poetry roll 10 compose and Bard roll to perform. and sometimes
a Breath Control roll to keep going without collapsing from exhaustion); after hc
"snaps out" of possession. a worshipper is forbidden to attend another ceremony
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Unlit after a week-long purification period (during which he abstains fmm most
physical pleasures).

Senghik Qutoun has sprelld widely through the Vargr extenls. and has naturally
mUlated widely. The Ghuedzvan subseet dispenses with congregations: families per­
form rituals at home. channeling their ancestors. Followers of the Rukh kfaeghr
believe the deceased's skull is necessary for the ritual to work: otherwise a malig­
nant spirit will possess the host. A few corSllir bands practice a form of headhunting,
taking skulls of high-charisma enemies. The Zh:uuga kfaeghr. a widely dispcr.~ed

trading clan that practices the faith. insist all their priests be female and born during
jump; strange tales llrc told llbout them. 1J1ld there is some reason to believe they
may have psionic training.

BUSINESS. TRACE & COMMERCE
In many Vargr societies. ownership of small businesses. from a restaurant to a

free trader, is often held in col1ective. with employees owning more or less equal
shares. COII/I"OI of the business is not shared. though - decisions arc made hy what­
ever charismatic leader is currently in charge.

The collective approach to ownership is desirable given the mercurial nature of
Vargr le:ldership. For example. aboard a human free trader, the OWller is often the
captain: the crew may own a few shares. but the captain is typically the owner with a
multi-million credit personal stake in "his vessel:' Removing him from comrol
might require bloody mutiny or more moncy than a crcw could muster. In a Vargr
business in which everyone has an equal share and managcment has less to losc.
nccessary leadership changes arc much simpler. and often the present leader will
wil1ingly accept what may be only 11 lemporary demotion.

In larger Vargr corporations the "equal share" approach isn't practica1. but since
even the wealthiest individuals rarely own more than a few percent of a big compa­
ny's stock. it's not really necessary. If a CEO is deposcd, he can still retain his stock,
or sell it he's JUSt no longer a decision-maker.

Housing and Cities
A Vargr city is a lively. chaotic place. filled with (to Human scnsc.~) gllrish

color. loud noises and strange smells. Vargr like closeness: the streets are packed
with dense crowds of pedestrians. and buildings press together. Grav and ground
vehicle traffic is fast and chaotic: the accident rate is low only because of superior
Vargr reflexes. Zoning codes are rare, so commercial. residential. government. reli­
gious. cnicrtainlliellt and even industrial establishments jumble together, often even
in the same building. Few laws restrict who can sell goods where; cvcn in high-tech
cities. Vargr streets tcnd toward a flavor closer to an Eastern bazaar. echoing with
the calls of open-air vendors hawking everything from religious literature to fresh­
killed meat to power cells. As likely as not, there will also bc loud political rallies or
protests. "Planetary" regulations for things like weapon carnage and sale of goods
can become meaningless. as different local governments in the same city set their
own rules.

THE VARGR

VARGRWORO
GENERATION

TABLES

This table allows ordinllry dice to
dctennine Vllrgr \\lords. It \\Iorks just like
its Zhodllni equivlllent (on p. 25).

Basic Table
R" White Die
Die 1 2 3 4 5 6

1 V V V V vc vc
2 ve ve ve ve ve VC
3 ev ev ev ev eve eve
4 ev ev ev cv eve eve
5 eve eve eve eve eve eve
6 eve eve eve eve eve eve

Alternate Table
R" White Die
Die 1 2 3 4 5 6

1 CV ev ev ev ev ev
2 CV CV ev ev ev CV
3 ev ev ev ev ev CV
4 eve eve eve eve eve eve
5 eve eve eve eve eve eve
6 eve eve eve eve eve eve

fnitial Consonant 1
R'd White Die
Die 1 2 3 4 5 6

1 D D D D D D
2 D D D DH DH DH
3 DH DH DH DH DH DH
4 DZ DZ DZ DZ DZ F
5 F F F F F F
6 G G G G G G

Initial Consonant 2
R'd While Die
Die 1 2 3 4 5 6

1 G G G G G G
2 G G G G G G
3 GH GH GH GH GH GH
4 GH GH GH GH GH GN
5 GN GN GV GV GV GV
6 GV GV GV GZ GZ GZ

Initial Consonant 3
R'd White Die
Die 1 2 3 4 5 6

1 GZ K K K K K
2 K K K K K K
3 K K K K K K
4 K KF KF KF KF KF
5 KH KH KH KH KH KH
6 KH KH KH KH KH KN

Cmr/illllfd QIl 11t'.lf llClgc . ..



VARGR WORD
GENERATION

TABLES
{Continued]

Initial Consonant 4
R,' While Die
Die 1

1 KN KN KN KN KN KS
2 KS KS KS KS KS K8
3 L L L L LL LL
4 LL LL LL LL LL LL
5 N N N N N
6 N NG NG NG NG NG

Initial Consonant 5
R,' White Die
Die 1 4 6

1 R R R R R R
2 R R R R R RR
3 RR RR RR RR RR RR
4 RR 8 8 8 8 S
5 8 8 S 5 5 5
6 T T T T T T

Initial Consonant 6
R" White Dil!
Die 1 2 3 4 5 6

1 T TH TH TH TH TH
2 TH TH TH T8 T8 T8
3 TS T5 V V V V
4 V V V V V V
5 Z Z Z Z Z z
6 Z Z Z Z Z Z

ColII;mll'c/ Oil 1/('.\/ {mgt' ..

=

Trade Goods
Aside from the usual items (high-tech gadgets. rare ennhs. weapons. gems. etc.)

~ubslanlial profit can be made shipping morc mundane items to and from V<lrgr
worlds. Human merchants nonnally know what fhey want: local exotica available on
Vargr worlds will depend very much on the planet's resources and TL. But what
should a human merchant fill his discretionary hold space wiLh?

Vargr enjoy eating a wide variety of meats: thanks 10 their terrestrial ancestry.
animals that taste good to humans are usually appreciated by Vargr. which makes
merehant~' lives ca~icr. Trade ill livc anill1al~ or cmbryo~ i~ not uncommon. but
since many Imperial planets have their own unique meat animals. some of which do
not do well on other worlds. there is a large trade between Vargr and non-Vargr
worlds in frozcn meat products. Groats (found au certain worlds in the Spinward
Marches) are an example of a herd animal considered a delicacy by most Vargr.

Novel spices arc highly prized. Merchants should check to sec if they are both
safe and palatable 10 Vargr. though. Some Vargr also like wine, heel' and liquors.

Textiles are oftcn good expons. Vargr prefer tcxtmed and distinct (some would
~ay gaudy) clothes. Fine n:J.lUral fabrics. especially in bright colors and nashy
designs. arc in great demand for clothing. wall hangings and rugs or carpets. If ship­
ping finished clothing. make sure it's designed to Vargr preferences - scc F.qllil'/11l!nl

on p. 94.
Whcll shipping olher types of goods to the Vargr worlds (or to any alien race,

for that matter). traders should consider Ihe small delHils that may make or break a
sale. A consignment of rakish TLl2 grav bikes may be hot sellers. bUI if the bike's
scat isn't designed to accommodate a lail, customer reaction will be lukewarm.
Vargr normally enjoy consumer goods in color pallcrns bolder tlmn Humans like­
don't forget that thc same applies 10 software graphics. and for thaI matter. make
sure all text and audio interfaces are reprogrammed in the local dominant Vargr lan­
guage! Traders should not ignore scent. cither. A sale can he gained or lost bccause
of odors imperceptible to Humans. For example. furnitllrc made of a wood that
gives off an aromatic odor might be enjoyed. while a paint or varnish used in ,moth­
er product might give off II smell Vargr find unpleasant. If gadget~ usc power cells.
make sure they're compatible with the ones the customer lIses.

Small traders may simply shop around until they tlnd the right goods. but some­
times it can be profitable to arrange a special production line for goods bound for
the Vargr Extents.

LANGUAGE ANC NAMING
lllere are thousands or Vargr languages and as many forms for names. The most

commonly CllcOl1ll1crcd language in the Spinward Marches and adjacent regions is
Gl'egh. Counting the related l;mguages Gvegh-Aek. Knilhllour. Ucdhu and Tacksu.
the Gvegh language ramily is spoken by about 60 percent of the Vargr encountered
ill Ihe man::hes flIulneighboring Gvurrdon sector.

No/(!: The word "Vargr" is not from any of that race's langlwges. but ralhcr is
taken from a word I'or "wolf' in an ancient Solomani language. It is interesting that
this word COIIICS from a language used by the Vikings of Terra. who were likewise
famed as raiders. traders and explorers in the prc-tedlllological era on that world.
Unlike "Lair:' the term is Olle many Vargr are comfortable with: some Vargr lan­
guages even accept it as a legitimate Vargr word.

Among Gvegh speakers. each individual usually chooses his or her own name
upon reaChing majority: as a child. a Vargr goes by his mother's name with a suffix
that inuicates his sex and birth order. N.lllles have varying signillcance: some havc a
meaning in Gvegh. o1hers are passed down from pre-Gvcgh lallguages whose mean­
ings <Ire now forgollcn. A Vnrgr may nallle himselt' or herselt' :lfter a personal hero, <l

~ignificilnt event or accomplishment in their life. or simply becausc they like the
sound or meaning associated with Ihe word.
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VARGR SOUNO FREGUENCY ANO PRONUNCIATION TABLE
~Initial Consonant. 11151 Vowels (251 final Consonants (431

SOl/lid Freq. Prrmwu:;ul fOil Soulld Freq. PrO/lllllciut;oll Sound Freq. Prommciutfofl

J5 5 dog A 5 lock DH I this
DH 5 this AE 4 kite DZ I suds
DZ 3 sud.\" E 2 men G 3 goat
F 4 ftlOg I I kitten GH 2 aell (voiced)
G 10 gang a 4 on GHZ 1 aell zebra
G!:i 6 aell (voiced) aE 2 doe GZ_ 1 h083ebra
GN 2 hag night au 2 loud K 2 kit
GV 4 hag view U 3 flln KH 2 Hell (German)
GZ 4 hag zebra UE 3 feud KHS 1 aell so
K 10 kite KS I locks
KF 3 lockjist L 2 lock
KH 6 aell (German) LL 1 miller
KN 3 lock night N 5 name
KS 3 locks NG 5 thing
L 4 lock R 3 run
LL 4 miller RR 3 perro (Spanish)
N 2 name RRG 1 RR+G
NG 2 lhillg RRGH I RR+GH
R 5 non RS I cars
RR 4 pen-o RZ I car zebra
S 5 ,un S I ,un
T 4 toy TH I think
TH 4 think TS I its
TS 2 its Z 2 zebra
V 5 vrne

Note: Gvegh syllables ending in a vowel cannot be rollowed by a syllabIc whichZ 6 zebra
begins with a vowel.

Ar:tributes

CREATING VARGR CHARACTERS

ST -I l-IO points]: OX +1 llO points). Vargr arc somewhat smaller than
Humans, but have faster reflexes.

Vargr characters can bc crcated using thc normal Basic Set system or the
streamlined template system found in GURPS Traveller.

VARGR WORO
GENERATION

TABLES
[Continued]

Vowel 1
R,' White Die
Die 1 2 3 4 5 6, A A A A A A

2 A A A A A A
3 A A A A A A
4 A A A A A A
5 A A A A A A
6 A A A A A A

Vowe/2
R" White Die
Die 1 2 3 4 5 6

1 A A A A A A
2 AE AE AE AE AE AE
3 AE AE AE AE AE AE
4 AE AE AE AE AE AE
5 AE AE AE AE AE AE
6 AE AE AE AE AE AE

Comifll/cd 011 f1ext fwge . ..

(0 POINTS]VARGR RACIAL TEMPLATE
So that players won't have to flip between two books. the Yargr racial template

given on p. GT83 is repeated here, in slightly expanded formal. ll1is template also
codifies Ihe earlier descriptions of Vargr physiology and psychology in gamc terms.

There is no space to go deeply into the synl3.x and vocabulary or the Gvegh lan­
guage, so words and names should be randomly generated 10 sound like actual
Gvegh words. Players should assemble an appropriate word and may assign any
desired meaning or significance (or none at all) to it.

Words arc constructed syllabic by syllable. There are four types: those consist­
ing of just a vowel (V), those beginning with a consonant (CY). those ending with a
consonant (VC) and those that both begin and end with a consonant (CYC). The
ratio of these four syllable types in Gvcgh is about 1:3:3:3 (V:CV:VC:CVC). As
with the Zhodani tables. the number in parelllhesis indicates the total of the frequen~

des, thus "DH" occurs five times out of liS, "U" occurs three times out of 25.
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VARGRWORO
GENERATION

TABLES
[Continued]

Vowel 3
A., White Die
Die 1 2 3 4 5 6

1 AE AE AE AE E E
2 E E E E E E
3 E E E E E E
4 E E I I I I
5 I I I I J I
6 0 0 0 0 0 0

Vowel 4
A,d While Die
Die 1 2 3 4 5 6

1 0 0 0 0 0 0
2 0 0 0 0 0 0
3 0 0 0 0 0 0
4 0 0 0 0 0 0
5 0 0 0 0 DE DE
6 DE DE DE DE DE DE

VowelS
A., White Die
Die 1 2 3 4 5 6

1 DE DE DE DE DE DE
2 DE DE OU OU OU OU
3 OU OU OU OU OU OU
4 OU OU OU OU OU OU
5 U U U U U U
6 U U U U U U

Vowel 6
A" White Die
Die 1 2 3 4 5 6

1 U U U U U U
2 U U U U U U
3 UE UE UE UE UE UE
4 UE UE UE UE UE UE
5 UE UE UE UE UE UE
6 UE UE UE UE UE UE

FInal Consonant 1
A" White Die
Die 1 2 3 4 5 6

1 OH OH OH OH OH OZ
2 OZ OZ OZ OZ G G
3 G G G G G G
4 G G G G G G
5 G GH GH GH GH GH
6 GH GH GH GH GH GHZ

CUlllil/ll/:d 01/ I/('Xl pUKe . ..

Advantages
Vargr are smaller than HUlllan~. hut have supcrior senses. faster renexes and are

belief short-distance sprinters. They possess natural weapons (claws and tcelh) and
protection (fur).

Acute Taste/Smell+3 [6 points].
Acute Vision + I [2 points].
Alenness +1 [5 points}.
Claws (+2 damage) [15 points].
Ellhanccd Move I (doubles Move. with the limitation that running fatigue

begins afler five seconds. -30%) [7 points}.
Fur (DR I, keeps wam1) [4 points].
Teeth (I d-l bile in close cornb;ll) [5 points].

Disadvantages
Cannot Kick [·5 points). Due to their digitigrade posture, Vargr can't kick in

close combat (unless a foe is prone and the Vargr standing, in which case they can
stamp downward), This disadvantage's cost was set at -5 points. cll11ccling the 5
point cost that Yargr pay for having slmrpcr.than-normal teeth.

Chummy {-5 points). This is the famous Yargr gregariousness, a "pack mentali­
ty" that leaves them happiest when in groups they have corne to find tfUstW0I1hy,
whether among Yargr or not.

Curious (-5 points]. Even more than Humans, a Yargr will go out of his way to
investigate new things,

Easy to Read [-10 points]. Yargr lind hiding their feelings an alien concept.
Evcn if the Yargr doesn't say what he thinks (which he usually will), posture. facial
expression, ruffled fur are all easy for Olher Yargr to read. These cues are also fairly

obvious 10 Hurmms. as Yllrgr
are descended from canines
and Humans have been reading
their dogs' body language for
millennia (the correlation is not
total. bUl comes close enough).

Proud [-I point). Yargr arc
always concerned with their
own status within any individ­
ual group, and that group's sta­
tllS in society. They are also
quick to take offense a! racial
slights.

Reduccd Fatigue (-1
faligue) [-3 poi illS]. Yargr are
good sprinters. but lack the long­
distance cndur.mcc of Humans.

Reduced Hit Points -I [-5
points]. The lighter Yargr build,
TI1US. thc avcrage Yurgr Ims HT
10 but only nine hit points.

RepUlaiion -2 [-10 pointsj.
Yargr have a universal repula­
tion as chaotic. easily swayed
and potentially disloyal.

Features
Vargr average 4" less than

a Human of the same ST and
weigh prop0rlionalcly less.
Their hearing is in a higher
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range than that of Humans, as described under Sel/Ses on p. 65. And they react to
Charisma, Rank ;tnd Sialus in diffcrcl1L ways than do Hurnan$ - $ee the discussion
of the appropriate advantages, below.

ADVANTAGES AND DISADVANTAGES
Although not required, these modifications are suggested when creating Vargr

characters from scratch. or adapting existing GURPS Traveller templates for use
wilh Vargr.

Appearance see p. 815
Decide what color the Vargr's fur will be: usually brown. black, or rust, or a mix

of these shades. Some Vargr may have n<ltural gflly or white fur, hut these are much
rarer.

Charisma see p. 819
The bulk of Vargr have no Charisma. About I in 4 have a + I Charisma: maybc

I in 20 have +2. 1 in 100 a +3. one in 500 a +4, and aner that, the rarity increases
exponentially. For rClllism and play-bahHlcc. OMs should forbid stat1ing Vargr PCs
(and possibly others) from having more than Charisma +5.

Vargr react to Charisma bonuses at double value, i.e.. +2 per level. As Charisma
equ<ltes wilh dominance, OMs call optionally usc a more complex set of rules:

A IOlVer Charisma Vargr reacts to one with higher Charisma ~Jl +2 per level of
difference between their Charisma.

A higher Charisma Vargr reacts at no bonus to a lower Charisma personage
under normal circumstances. However, if that personage does llllylhing IhaL could he
perceived as challenging the higher-Charisma Vargr's leadership or position. or aCls
in an overly familiar or pre:>umptuous fashion (for example, interrupting him. or
asking for an unearned favor) the Vargr will react al a penalty cqlllll 10 twice the
level of dijjcrclICI? between their Charisma.

An equlIl Charisma Vargr reacts at no penalty under normal circumstances, but
if the other individwll m.::ls in a way lhal can be construed as challenging them, apply
twice the challenger's full Charisma as a penalty.

Charisma alld Race: GURPS nOflllally assumes Charisma works across racial
boundaries withollt pelllllty. For more rellliSlll. GMs can a$sumc thi$ i$ tme, but the
dOl/bled Charisma bonus only applies when two Vargr interact, or when one of the
aliens has a suitable advantage, such as Cultural Adaplability (p. CI23), or has lived
among Vargr for some lime mId also Illakes a Xellology $kill roll.

Challenges: When dealing with reactions and loyalties of a group of Vargr.
OMs may also wish to reroll existing reactions whenever a situation changes to cre­
ale uncertainly as to the relalionship hetween dOlllillant and subordinate Vargr. For
example. if a leader's position is weakened by 11 bad decision, Vargr will rceonsider
their loyalty.

Variahle: Chari.wllI: A Vargr's chari$ma is closely lied to his self-contidence
and his perception of the worth accorded him by others. especially Olhcr Vllrgr.
Success or failure at important tasks can cause Charisma to fluctuate.

Til game terms, GMs should allow Vargr to buy added levels of Charisma with
experience whenever they succeed at something that would boost a Vargr's se1f­
image. especially in public. Note that as a Vargr's Charisma rises, the magnitude of
succe$S needed also rise$! Similarly, GMs should allow Charisma levels to drop
from failure. especially in pUblic. (In the laller case. the OM should allow Ihe player
to regain such losses without paying any character points for them if subsequent
actions make up for it.)

For example. suppose the group is in trouble. and unable 10 decide on a stnllegy.
A Vargr character lakes command and leads them out of danger. If the Vargr were
used to taking such 3 leader:>hip role, :>uccess wouldn't be worth an alleration in
Charisma unless the parly was much larger, the danger gn.:aler, or Ihe task illvolved
more important than usual. If the Vargr had never done this sort of thing before, his
Charisma could certainly rise!

THE VARGR
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[Continued]

Final Consonant 2
R.d White Die
Die 1 2 3 4 5 6

1 GHZ GHZ GHZ GHZ GZ GZ
2 GZ GZ GZ K K K
3 K K K K K K
4 K KH KH KH KH KH
5 KH KH KH KH KH KHS
6 KHS KHS KHS KHS KS KS

FInal Consonant 3
R.d Willie Die
Die 1 2 3 4 5 6

1 KS KS KS KS L L
2 L L L L L L
3 L L LL LL LL LL
4 LL N N N N N
5 N N N N N N
6 N N N N N N

FInal Consonant 4
R.d White Die
Die 1 2 3 4 5 6

1 N N N N N N
2 N N NG NG NG NG
3 NG NG NG NG NG NG
4 NG NG NG NG NG NG
5 NG NG NG NG NG NG
6 NG NG NG R R R

Flna! Consonant 5
R.d While Die
Die 1 2 3 4 5 6

1 R R R R R R
2 R R R R R R
3 RR RR RR RR RR RR
4 RR RR RR RR RR RR
5 RR RR RR RRG AAG RAG
6 RRG RRG RRGHRRGHRRGHRRGH

Final Consonant 6
R.d Wllite Die
Die 1 2 3 4 5 6

1 RRGH AS RS RS RS RS
2 RZ RZ RZ RZ RZ S
3 S S S S TH TH
4 TH TH TH TS TS TS
5 TS TS Z Z Z Z
6 Z Z Z Z Z Z



Status see p. 818
Vargr within the Imperium are nonnally of status -I 10 5; there are some Vargr

nobility in certain eon;wllrd sectors. Within the Vargr Extents, Imperial titles of
nobility are not used. It is unlikely that a Vctrgr will be able to relain a high status
unless he has Charisma to match: no Vargr's Status level should be more than two
levels greater than his Clmrisllm.

Charisma lind Close Combat: Vargr of higher Charisma are somewhat more
likely to react in a physic<ll way 10 disrespectful low-Charisma subordinates - the
proper response is to accept a cuff or nip and back down. Fighting back generally
result.. in the superior's followers ganging up on the insubordinate and teaching him
a lesson. When a Vargr is fighting ill close combat vs. another Vargr of higher
charisma, it is hard to stay confident: the difference in Charisma is taken as a penal.
ty to the lower-Charisma Vnrgr's OX and fighling skills. "rair fights" belween Var.;r
of close Charisma can sOll1elimes occur in dominance situations, especially if fol­
lowers are absent or wavering; the loser generally suffers temporary loss of
Charisma.

LEVEL
7
6
5
4
3
2
1

°-1
-2

MONTHlY COST OF LIVING
Cr50,000+
Cr30,000
Crl5,OOO
Cr8,OOO
Cr4,OOO
02,000
CrI,OOO
Cr500
C<200
nt.

VARGR STATUS TABLE

SlIlJUS
Ruler of a large Vacgr stale
Ruler of a small yargr slale

Planetary ruler
High official
Midd e official
Low official
Highly regarded individual
Average individual
Below average individual
Slave

Vargr in the
Zhodani Consulate

Comilll/ltd (}II IIeXI fXl1Je . ..

Because the Vargr ilnd the ZhocJani
T.:aei:ll pcrsonalilics ure so nl,:arly
opposite. one might SUSpl.'t:t thallhcy

would make poor neighbors. Ne\'C'Tlheless.
!he Consulate and the Vargr Extents have
gOllen along without a single major war
for thousands of years.

The Zhoclani. thanks to their psionic
gifts. n:ally do undersland the Vargr men+
talit)'. Thus. they are not surprised when a
siable trading panner undergoes a ch;'\n~e

of leadership and becomes unreli3ble or
(':\'cn hostile.

The V3rgr have a great respect for
Zhodani psychic girlS - which the
Zhod3ni fOSler. ~'I:IOY V:1rgr already think
of Hum:m!> as hit:. cold. spooky cn:aturcs.
Zhodani :Ire even bigger. colder and
spookier Ih:1O ordinary Humans! ((s bad
enough 'hat Vurgr can't tell whal the Zhos
are Ihinking. What makes it worse.: is lhal
they know the ZhQS du know whal they're
thinking. Therdun:. Sillle Vilrgr will think
twicc before t'ul/:iideriIl8 a change of alle­
giancc where Zhodani are concerned.

Vurgr li\'illg and working in the
Consulate are those who can discipline
IhclllseJves (or whose leaders can disci­
pline them) to something closer 10

Zhodani standards. VMgr legally wilhin
the Consulate include merchants from
neighboring stales :mct .he Vargr citizens
of those pl:mets I;lken inlO the Consulate
as Reservation World.~ (sec p. 18). They
are Slill Varsr, hut under Zhodan! rule
Ihey are a hit less mercurial. becuuse tIlt:
wOJ':'ltlTOublcmakers soon gct a visit frum
Ihe Thought Police.

Vargr corsairs from Qutside the
Consulate remain II source of millor fric­
tion, but it's 11 very charismlltic leader who
elln convince his cn:w to attack Zhodani
unless thc odds are very good. or limes are
so troubled that the Zhodani navy is sure
to be elsewhere.

-.

"Official" may also be read as "corporate executive." Individual Var2J slates
may have their own ruler or noble titles, or none at aiL Vargr genemlly recognize a
person's status by thc innuence he wields and the respeci he receives, rather than by
a title.

Vargr tend to react (0 personality r.lther than position. To simulale this. the GM
may rule Ihat a V:ug.r rcacts to someone's Status as if it gave only half (round up) the
usual bonus.

THE VARGR



RANK
-7-

6
5
4
3
2
1
o

Military Rank see p. 822
Again, YHrgr (clld 1101 (a he much for titles. Vnrgr Army and Navy ranks are

generally translated into the Imperial equivalents. Corsairs tend to usc lerminology
that is a mix of amlY and navy. and varies dramatically from band to band.

Rather lhall lIssign names that might be deceptive. here's a rough idea wha! a
different ranks would be in charge of:

ARMY ANO CORSAIR RANKS

COMMAND
Large hand: several dozen ships and a brigade of troops
~~dium ~an9: a doze!l ships and a haU!!!Lon.oftroops
Small band: a few starships and a company of troops
Single corsair ship
Platoon of ground troops or a small crdft
S~tion (half-platoon) of ground troops
Infantry squad or combat vehicle
Ordinary spacehand or. trooper

Corsair ships are normally in the 100-1,000 ton range. For each ship, the band
will also have a platoon or so of troops.

As with Status. the GM may rule that rank of any kind only provides half its
normal reaction bonus (round up) to Vargr.

Impulsiveness see p. 833
Although not a mandatory part of the Vargr racial template, Impulsiveness is

lIel)' common. Many Vargr are likely to have this -I 0 point disadvalltagc!

Paranoia see p. 835
This isn't much more common in Vllrgr thml amOllg Humans. but the paranoid

is one of the classic archetypes in Vargr legends and folk tales. He is often a Vargr
who starts out as a fair ruler, but whose creeping paranoia leads to the execution of
first his enemies. and lhen. tragically. his fricllds ... Just as orten, the paranoid is all
advisor who urges his leader to trust no one. The leader takes his advice to heart and
ignores him.

The other mythic archctypcs arc the Takcr, personification of Greed; the Empire
Builder, personification of Megalomania: and. in contrast. the Prince. personifica­
tion of Charisma.

Taboo Disadvantages
Some disadvantages Vargr are unlikely to have, and which GMs should discour­

age players from laking for their Vargr charactcrs arc: Codcs of Honor (except
Pirates' Code, which can reflect some cohesive Vargr packs), Fanaticism (10 any­
thing other than a high-charisma leader), Honesty, Sense of Duty (to any group larg­
er than close friends/companions). Shyness. Xenuphobia.

THE VARGR

Vargr in the
Zhodani Consulate

[Continued]

This is bcr.:ause. when thl: Zhodani du
suffer a eoniUir r.lid. lheir rl:ar.:liOIl is very
dirrcrcnt frOIll lho.: indiscriminate retalio­
tiun favured uy the Drakanllls (see p. 105­
106). The Ila\')' goes to 0 grco! deal of
trouble - oflen aided b)' agents of lhe
Tozjabr - to Icam who was really r,",spon­
sible. and who is supporting lh:1I ship or
fI<':<':1. Th<':n. <'Ind only th<':n. dO"'s Ihe navy
ael. Perhaps a Trap is sel for a lone ship;
perh<'lps a riv<'I1 fleet is hired 10 go heacl­
hunTing; perhaps a worlcl is emhargoed
:lnd repar.l1lons dem:mclecl; perh:lps :In ISO­
l:l1ed h:ls<,: is homhed inlO glowing slag.
with no survivors. And sometimes. just
often enough TO he spooky. corsair leaders
are kidnapped. taken to the Consulate. and
released some time later as good. trust­
worthy friends oflhl: Zhodani.

Tu the Vargr, the r.:oldncss and near­
r.:l:rtainlY of Zhodani n;prisals are alien
and h:rrifyiug. And lhat's all right with the
Zhodani.



CHARACTER TEMPLATES . . .• .... ~':;,/# '. ~ . "';::')l. .
. fI!.~ .• . . ~~'S

In Human usage. "corsair" is a romamic term for space
pirate ... but "Vargr Corsair" carries a different meaning: a
member of an armed non-governmental fighting force with
its own space transpon and ground troops. Vargr corsairs typ~

ically have a more complex quasi-military organization. for
they do not limit themselves to raiding ships. They often find
temporary employmelll with a government or corporation as
mercenaries. and occasionally become the nuclei for actual
planetary or subsector navies.

Allrilmte.\·: ST 10 [10]. DX 13 [20].IQ 12 [201, HT II lID].
Ad,'al1wges: A Iota I of 25 poinls in 3D Spatial Sense [10].

Ally Group (2~5 7S-point pirates. 9 or less) {IO].
Charisma [SlIevel]. Combat Reflexes r151. Contact (cor­
porate or government: skill-IS. 9 or less. somewhat reli­
able) [3J. Daredevil [15]. Fearlessness (2Ilevel].
G-Experience [10]. Light Hangover or No Hangover [2
or 5]. Luck [IS]. Military Rank 15/tcvet]. A eorS'lir leader
II1I/S/ have Charisma (S/level] at least equal to half his
Military Rank and vice versa ...

DiSlldl'{lIItoges: Encmy (lmperiulll or powcrrul rival Corsair
band or Vargr state. 6 or less) [-20]. and -15 points cho­
sen from Bad Temper [-10], Callous [-6]. Compulsive
Carousing [~51, Compulsive Gambling [~51o -15J. Greed
[-IS]. Reputation [varies]. Selfish [-5] and Trademark [-I
to -15].

Primory ShIh: Bmw/illg (PIE) DX+/ [2J-/4. Either Bcam
Weapons (any) or Guns (any). both (PIE) DX+3 [1]- I5"'.

SecolldmT Skill.~: Free Fall (PIA) DX 12H 2. Language (usu-

Nearly all of the character templates on pp. 87-105 of
GURPS Trm'eller are suitable for Vargr.

BOIIIITY Hllllfers are very common in the Vargr extents.
where the numerous states make it easy for criminals to nee
olltside the jurisdiction of ordinary authorities.

Corsair templates can be used to represent small Corsair
bands (those with a single ship or two). For larger and morc
organized bands. sec the Vargr Corsair template below.

Farmer templates should usually be read "herdsman" or
"rancher" and emphasize such skills.

HI/Iller/Guide is a favorite occup,ltion of adventurous
Vargr living in the Imperium.

Marine and Marine Special Ops templates are only suit­
able for Vargr charm;\crs who are Imperial citizens.

Martial Artists are quite rare: Vargr tend to rely simply
on claws. teeth and Iheir Brawling skill. while their inability
to kick limits the kind of moves Ihey call perform.

Merc/WI11S and especially Scows are very popular careers
for the naturally inquisitive Vargr. Among Vargr in the
Imperium. the Scout service is far more popular [han other
milil<1ry services. Many Vargr states lying on the edge of
known space often have government or corporate equivalents.

When using templates. remember that the Var!,,..-'s racial
DX+I means all OX-based skill levels also increase by I. at
no extra cost.

A",·;b",,,,.. ST 9 [OJ. DX II [OJ, IQ 13 [301. HT 10 [0].
Adl'anlages: Charisma + I und a total of 25 points in Legal

Immunity [5 to 20J (20 poinls is Diplomalie 1r1l0illnily),
Patron (Agency. 6 or less) (15], Status I [5] and Wealth
[10 or 20j: plus 10 /IIore points in Charisma [SlleveIJ.

BO POINTSEMISSARV

ally G:llanglic) (M/E) IQ [11-1 I. and Vacc Suit (MIA) IQ
[2)-12. plus any nro of these seven options:

J. Astrogation (MIA) IQ [2}-12, Piloting (spacecraft type)
(PIA) DX+I [4J-13.

2. Armoury (vehicle or spaceship weaponry) (MIA) lQ [2J­
12. Gunner (vehicle or spaceship weaponry) (PIA) DX+3
[41-15'.

3. Engineer (Vehicles) (M/H) IQ [4]-12. Mechanic (any)
(MIA) IQ (2)-12.

4. Electronics Operation (COlllll1) (MIA) IQ [2]-12,
Language (Galanglic or another Vargr tongue) (MIA) IQ
[2]-12. Tranic Analysis (M/H) IQ-I [2]-11.

5. Eleclronics Operation (Sensors) (MIA) IQ [2]-12. SIGINT
CollectionlJamming eM/H) IQ [4]-12.

6. intimidation (MIA) IQ-l Jl J-II, Running (P/H) DX-l [2}­
12. Throwing (PIH) DX-l (11-11 and OIlC or Dcmolitions
(MIA) IQ 12J-12. Piloting (Coillragravity) (PIA) DX [2]­
13 or Gunner (a heavy portable weapon) (PIA) DX+2
]2]-14*.

7. Leadcrship (MIA) IQ [21-12. Tactics (M/H) IQ {4J-12.
'" Includes +2 for IQ.
Backgrolllld Skill.\·: A total of 4 points in Area Knowledge

(System) or First Aid. both (MIE): Electronics Opentlion
(Security Systems). Gambling. Heraldry (Ship's
Markings), Interrogation or Streetwise. all (MIA); Knife
(PIE): ShOrlswonl (PIA). :md C'lrousing (PIA: HT).

Cllstomir.arioll Notes: Choose secondary skills to reflect your
specialties: (I) space pilot. (2) gunner. (3) technical, (4)
eomm, (5) sensors/ECM. (6) grollnd troops (7) com­
mand. Only take (7) if Charisma is + I or greater~

Note; successful corsair bands also employ undercover
agents. medical technicians and occasionally emissaries.

Emissllfies are individual bargaincrs or arhitrators
employed by Vargr governments and other powers. The frag­
memed nalure of Vargr society means Ihere is a great need
for mediators to assist in resolving disputes. The problems of
obtaining a consensus of opinion between disparate groups
has given rise to a Vargr profession known as t:missaries
whose function is to mediate between various pal1ies and
help groups comc to tcrms cnough 10 permit mutual action
for mutual benefit.

Emissaries bear a resemblance not only to the diplomatic
services of olher races, but also. most vividly. to the heralds
of Medieval Earth. They are go-betweens who arrange all
manner or agreements, in politics, business and other areas or
life (such llS marriages or apprcnticeships). thus emlbling the
society to function despite the inherent instability of the sys­
lem. They should not have Impulsiveness.

7S POINTSVARGR CORSAIR
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A/tribwes: ST 9 [OJ. OX 13 [201. IQ 12 [20]. HT II [IOJ.
Adl'anrages: A total of 20 points in 30 Spatial Sense [101.

Alcohol Tolcnmcc [51, A1crlness [5I1evel]. Fit [5]. G­
Expericnce [10], Improved G-Tolerance [5 or 10].
Intuition [151. Light Hangover or No Hangover [2 or 5].
and Luck [15].

D;sadml/fages: A total of -20 points in Alcoholism 1-15).

Loners are low-charisma Vargr who. for olle reason or
another. find il difficult to fit in with a pack. but who are dri­
ven to travel by their own curiosity or a desire to find some
placc thcy will fit in.

Sometimes tragic.: events will cause a Vargr to leavc the
familiar pack behind. Often it is the death of a mate or maybe
they were once a respecled leader. bUI wcre ignominiously
deposcd. 11 is 100 much for their pride 10 pUI their tail
between Iheir legs and assume a subordinate position. so
they've decided to go far, far away. to a place where no one
recognizes thcrn. Or so they like 10 tell themselves. Often.
loners are simply criminals who crossed the wrong person
and end up running from the law.

Loners arc found in any situation where they can rely on
their own talents without having to boss around other Vargr.
The typical loner has drifted between numerous odd jobs:
working passage on a tramp freighter. belter. bounty hUllling,
salvage oper:l(or or junk dealer. travelling salesman, even
criminal.

Compulsive Carousing [-51, Compulsive Gambling [-510
-15]. Greed [-15J. Impulsiveness [-10]. Loner [-5].
Obsession (making the big score) [-5]. Odious Personal
Habits C'Fleabag:' "Foul mouth:' etc.) 1-5 to -151, Secret
(whatever he's running from) [varies).

Primw)' Skills: llrawling (PIE) DX [2J-14, fast-Talk (MIA)
IQ [21-12, Scrounging (M/E) IQ+I [2]-13, Streetwisc
(MIA) IQ [2]-12, V:lce Suit (MIA) lQ [2]-12.

Secondw)' Skills: Pick any three of the following sets:
I. Freighl Handling (MIA) IQ-I Ill-II. and any two of

Astrogalion or Electronic Operations (any) or Mechanic
(J-Drive or M-Drive) (M/A) IQ [2]-12. Gunner (PIA) OX
[2]-15*, Piloting (Small Spacecraft) (PIA) OX [2J-13.

2. Bcam Weapons (any) or GilliS (any). both (PIE) DX+2 (I).
J5"': Fast-Draw (any) (PrE) DX rv~]-12; Three of
Interrogation, Intimidation, Research. Shadowing and
Tr:u:king, all (MIA) IQ-I [1]-11: Stealth (PIA) DX-2 [I.A.]­
II.

3. Computer Operation (M/E) IQ [I ]-12 und any two special­
izatiOIlS of Armoury (any), Elcctronic.:s Operation (any)
or Mechanic (any) (MIA) IQ [2J-12. or Engineer (M/I'I)
IQ-I [21-1 J.

4. AllY two of Electronics Operation (Security Systems).
Gambling. Intimidation, Lockpicking or Traps (MIA) IQ
121-12, or forgery (M/H) IQ-l 121~1 1. Anyone of
Climbing or Stealth (PIA) DX [IJ-12, or Escape,
Pickpocket or Sleight of Hand. all (P/HJ DX-2 [11- I I.

5. Engineer (Mining) (M/H) IQ-l [2J-I l. Free Fall (PIA)
DX-l [iJ-II. Gcology (M/H) IQ-2 [1]-10. Prospecting
(M/A)lQ-I(II-11.

6. Merchant (MIA) IQ+I l4J-I3, and one of Accounting or
Ec.:Ollomics (M/H) IQ-2 111-10.

8(lckgmlflld Ski/h;: A total of 5 points in First Aid (M/E).
Cartography. Gambling. Holdout or Survival (any). all
(MIA); Carousing (PIA; HT) or Driving. or Piloting (any)
(PIA).

ClIslOmi:.aI;OIl Nare: Secondary skill sets represent various
jobs held down: I. free trader. 2. bounty hunter or Illerce­
nary. 3. lcchnician or ship's engineer. 4. c.:riminaL 5. bel­
Ief. 6. travelling salesman or junk dealer.

BO POINTSLONER

Fashiun Sense [51. Language Talent
[2/1evelJ. Sanctity [51 and Voice [10].

Disadl'QlIUlges: A total of -20 points cho­
sen from DUlics [-2 lu -15]. Encmy
(Rivals. enemy agents, etc.: 6 or less)
[-lOJ. Overconfidence or Glory Hound
[-10 or -15], Secret (Spy) [-5 10 -20]
and Sense of DUlY (Nation, planet or
system) [-IOJ,

Primary Skillx: Administration (MIA) IQ
[2]-13. Baed (MIA) IQ [2]-13.
Diplomacy (M/H) IQ+2 L8J-15, Savoir­
Faire (MIE) IQ II J-13 and a MIA lall­
guage (Usually another Vargr tongue.
Galanglic or Zhodani) at IQ (2].

Secolldmy Skills: Politics (MIA) IQ-I [11­
12. Research (MIA) IQ-I [1]-12 and
Writing (MIA) IQ-I lIJ-12; Olle of
Acting or Fast-Talk. both (MIA) IQ-I fI1-12; {Jill! of
Detcct Lies ur Psydmlugy. both (M/H) IQ-l [2]-12: olle
of Economics. History. Intelligencc Analysis or Law. all
(M/H) IQ-I [2[-12.

Background Skillx: A tolal of 7 points in Disguise. Holdout.
Lip Reading, Photography. Streetwise or Vacc Suit. all
(MIA); Brawling, Beam Weapons (any) or Guns (any),
all (PIE); Fredall and Piloting (any) (PIA) and Carousing
(PIA: liT).
By adding Clericallnveslmcm [variesl, an emissary can

also represent a Var,gr pries!.
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EGUIPMENT, VEHICLES ANC STARSHIPS .• ...;='::1..',
~ . . ~~'S

Vargr and Human equipment (and the game rules for
using it) are generally interchangeable. Some kinds of
clothing or armor life a problem. Root» or l)hocs (due
to the Vargr digitigrade posture), closed-face helmets

(due to the snout) and pants (the need for 3 tail) can be difti­
clIll. Vargr also rCljuin.: less inwlation and/or padding dut.: 10
their fur. so an outfit thal may be fine for a Human will be
toO hot for a Vargr. Regions with substantial Vargr/Human
trade often sell alien versions. Otherwise, comc back the [lexl

day and pay a further 10 percent ... In an emergency, Vargr
lIying to use Human footwear or vice versa can do so at -I 10
Move (or worse). A Vargr trying [0 usc an outfit whose pants
lacks provision for a tail will be at - J OX due to cramps; a

few minutes work with a knife or teeth may be able to fix
this, but such impromptu tailoring is not a good idea for a
vaee suit or other scaled outfit and difficult or impossible
with rigid body amlOr.

Vargr chairs and similar furniture are designed with a tail
in mimi; while some Human furnishings are comfortable.
others (e.g.• a bucket seat with a solid back) are not. Tailed
bipeds are common enough throughout Imperial space that
almost all starship mltl slarport fillings mmlc in the Imperium
have a removable panel to accommodate a tail. If a Vargr
ends up stuck with improper furniture for a long time (e.g.,
while riding a vehieh:) the GM (al his discretion) can assess
extra Fatigue per hour.

VEHICLES
.~ - .. ...

. e\. ..." " ~ . ~~ . .. '.: .: . . ..' ..

These are typical vehicles that might found carried
aboard Vargr starships. or on high-technology worlds in the
Vargr Extents. Vargr lend to build their vehicles tough rather
than pretty, perhaps because Vargr play even more domi­
nance games in traffic than do Humans. Nevertheless. they
do like a streamlined look if that can be combined with
mggedness.

Vargr tend to enjoy driving fast ~ this sleek speeder satis­
fies thlll need. while being durable enough for dangerous Ill'

military use if necessary. filling the role of a useful fast scout.
getaway or police vehicle. It has four CO generators but it
only needs three of Ihel11 10 ny. Also. there are two thrusters
for redundancy. It has a navigational radar and a terrain-fol­
lowing radar, which of course can be turned off if the pilot
wanls 10 Zig-Zllg betwcen the Lrees lllld hills rather Ihan skim
over them.
Subassemblies: None.
Rody Fefllures: Superior streamlining.
['ropulsion: Two 3.000 Ib.-thmst TLiI standard reactionless

thrusters (Cr6,OOO, 300 lbs., 6 d., 300 kW).
Aem.vlal;c Lift: Four 2.000 lb.-lift TL 13 cOl1tragravity gener­

ators (Cr2.040. 24 Ibs_, 0.48 cf.. 8 kW).
Weaponry: None.
FJeclmn;cs: 5,OOO-miJc radio (Cr50, 0.25 11K, 0.005 cf.), 10­

mile air-search radar wI no targeting (Body front. Scan
17. Cr2.500. Sibs .. 0.1 cf.. 2.5 kW). light amplification
(CrIOO), inertial navigation system (CrI2,500, 10 lbs..
0.2 cf.). terrain following radar (CrI.OOO. 2.5 Ibs.. 0.05
cr. 0.25 kW). snl:lll computer (Cr250. 0.5 lbs.. 0.0 I cr.).
terminal (Cr250. 10 Ibs.. 0.2 ct.).

COllfl'Ols:Computeriled (Crl.OOO).
O"ell': Pilol in a roomy crew station (CrIOO. 40 Ibs.. 40 cr.).
Al.uJlnll/ot!lIliulIs: Three roomy passenger seats (Cr300, 120

lbs.. 120 cf.). Occupancy: Short.
Envirollmental Sy.Hems: 4 man-days limited life system

(Cr2.000. 200 lbs., 4 cf. 2 kW).
Power Syslems: 312.75 kW Nuclear Power Unit (Cr68,050.

[TL1C]

VARGR SPEEDER

94

[TL10]
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337.75 Ihs.. 3.3775 d).
Space: 9.88 cf access space. 5 cf cargo space, 3.02 cf. empty

space.
Volume Gild Slrllcfure: Body 250 cf. Area: Body 250.

51l'llclure: Medium. very cheap materials (Cr7.500. 1,000
Ib'.).

Hil Pail/Is: Body 375.
Armor; PO 4, DR30 chcap melal armor overall (Cr1.87S.

18751bs.).
Stah'sh"cs: Empty weight 3,925 Ibs. Usual payload 900 Ibs.

I.oaded weight 2.4 tuns. VUltllllC 250 cf. Size modifier
+3. Crl04.515. lIT 12.

Ai,. Pel!ormallce: Stall speed 0 mph, can hover, can fly.
Aerodyn3lllic dmg 25. Top speed 1.340 mph. <lAccd 25
mph/so aDecel 14 mph/so aMR 3.5. aSR 4.

VARGR G-CARRIER
[ARMED]

A larger and heavier grav vehicle. designed to carry a
squad of troops to the edge of the hallIe ZOlle. It is Drilled
with a simple 30mm aUlo-cannon in a rotating mrret. This
kind of flying battle-taxi would be the heaviest "grav annor"
thai most corsair bands would be equipped with, hut suitable
for a quick raid on a low to medium TL world. Remove the
aUlo-cannon and the Vargr O-carrier can serve as a civilian
grav-truck or gmv-bus.

Subassemblies: Full-rotation turret.
Body FC{/f/lrcs: Fair streamlining. 3D-degree frOn! slope

on body.
Prop"lsi(m: Two 1.000 lb.-thrusl TLiI stand,lrd re,lC­

tionless thmster (Dody. Cr2.000. 100 Jbs .. 2 cf.. 100 kW)
Aerostalic Lifl: Four 5.00D lb.-lift TLI3 contragravity

gellemlorS (Body. Cr2.IOO. 50 lbs., 1 cr.. 20 kW)
Weaponry: JOmm Autocannon (Turret front, Cr5AOO.

230 Ibs., 4.6 cf.) in a fully stabilized mount (Turret, Cr2,300,
23 Ibs.. 0.46 cr.) with 1.000 TUunds of ammo (Crl.700. 850
Ibs .• 5.5 cf.).

Jllstrumellls (llId Electronics: 2 scrambled 5.000-mile
mdios (Cr350. 0.5 Ihs., 0.01 ef.), 20-lIlilc PES A (Rody front,



Selln 19. Cr80.000. 20 Ills.. 0.4 eLl. 5-milc PESA (Turrel
front. Scan 15. Cr2a.aaa. 5 Ibs .. 0.1 cr.). IFF (Crl.aaO. 5 Ihs..
0.1 cL). incrtial navigation systcm (CrI2,500. 10 Ibs.. 0.2
cr.), terrain following radar (Crl.OOO. 2.5 Ills., 0.05 cL 0.25
kW). HUDWAC (Cr250). radarl1aser detector (Cr75. 0.75
lbs .. 0.015 cr.). minicomputer (Cr3.750. 10 lbs.. 0.2 cr.). two
terminals (Cr500. 20 lbs.. I cL).

Malll'/II'el' COl/lrols: Computerized (Crl.OOO). Crew
Requircmcnts: Driver and Commander/Gunner, both in nor­
mal crew stations (Cr200, 60 Ibs .. 60 cL).

ACCOIllIlIOt!lII;OIlS: 10 norlllal passenger scats (CrlOOO.
300 Ibs .. 300 cr.). Occupancy: Shari-term.

El/viIVlIl1Icl/wl Systems: 12 man-days limited life system
(Cr6000. 600 Ills., 12 cf., 6 kW).

POlI'er System: 126.25 kW Nuclear Power Unit
(Cr30.250. 151.25 Ibs.. 1.5 [25 cf.).

Access Space: 4.5125 cr.
G(IIgo Space: 20 er.
Emply Space: 8.02 cr (body) +0.34 cf (turret).
Vo!ullle.\': BoJy 500 cL Turret 11 cr.
SIfI!ace Area: Body 400. Turret 30. Total area 430.
Srl'llclurc: Heavy frame. cheap materials (Cr25.800.

1.9351bs.).

TL 10 30mm Autocannon

Hil Poinls: Body 1.200, Turret 90.
Armor: Front PO 5. DR 75. all other loc'ltions PO 4. DR

50, cheap metal overall (Cr5.375. 5.375 Ibs.)
Statistics: Empty weight 9,748 lbs. Usulll payload 2.800

Ibs. Loaded weight 6.274 IOTIS. Volume 51 I cf. Size modifier
+4. Cr204.250. HT 12.

Ai,. Peljomwllcc: Stall speed 0 mph. can hover. can fly.
Aerodynamic dmg 215. Top spced 265 mph. aAu:c1 .3 mph/s.
aDecel 14 mph/so aMR 3.5. aSR 4.

A 30mm long-barrelled automatic cannon firing caseless ammunition. \Vith solid ammo. it uses thcse statistics:
Mall Type Damage SS Ace 1/20 Max Wt RoF WPS VPS CPS Power Cost: Shots TL
rer. cr. 9dx3 20 15 I,SOO 6.too 230 12 0.85 0.0055 Cr3.4 CrS,400 1.000 to

VARGR STARSHIPS . "'!!;I' - . . .' .
~\ .. ~ .::~~.. .~ .'

Due to the instability of Vargr economics and lack of
unified intcrlitel1;tr policing, hank financing is oftcn difficul!
10 acquire for an objecl as easily absconded with as a star­
ship. As such most Vargr ships ure purchased nat OUL As few
individuals call muster the lIlegacredits, it is fairly common
for merchant vessels to be owned either by large corporations
or as a co-op of all crew. Vargr characters seeking to obtain
vessels outright usually do so from wealthy patrons who will
provide a ship in return for some major task or length of ser­
vice.

"Fixed" expenses such as berthing fees, fuel, etc. tend to
be more variable in Vargr space: roll 2d·7x5% (treating
resul!s below 0 as negatives) to detennine the change in cost
from world to world llnd possibly frolll visit to visil.

VARGR CORSAIR [VP, TL10J
This sleek, spined. and almost sharklike design is

favored by Vargr pirates and raiders. both for its utility and
its rakish design. Originally built as a putrol ship. it is still
used by many small Vurgr navies, but its notorious ubiquity
within the corsair trade sterns from Vargr naval officers mak­
ing unauthorized choice of early retirement .1Ild a career
change, acquiring in the process <l more valuablc mustcring­
out bencfit thcn their superiors intended. However. wilh

pimcy an approved career in most Vargr Slates. the VP has
since been delibermcly buil! for hands who have chosen the
life of a corsair. and sometimes even financed through sub­
scription.

Crew: Captain (Leadership and Tactics). Pilot (Pilot and
Astrogation), Sensor/Comma Operator (Electronic Operation
(Sensorsj and (CommunicationsJ, four Gunners (Gunner
[Laserl or [Missile]), 2 Engineers (Engineering and
Mechanic), onc Gig pilot (Piloting and Gunner). Corsairs
usually go double occupancy and pack up to 24 crew aboard,
the extras being a squad of ground troops. The low berths are
typically used for prisoners or spare crew.

400-ton SL Hull, OR 200 (DR 100 turrets). Basic Stealth
and Emission Cloaking. Four Turrets (two with triple 360-MJ
lasers. two with triple missile racks): Basic Bridge (5 crew
consoles). 36 Cargo, Engineering. Fuel Processor, 77
Maneuver. [2 Jump, 80 Fuel, three Low berth (12 tubes), two
Spacedock (for g-carrier). 12 Staterooms. one Utility. 84
Vehicle Bay (50-ton cuner). Loaded mass (bul not price)
includes g-carrier. cutter and p'lssenger module. A second
module is sometimes c.micd in cargo.

Statistics: ENlass 1,134.66. LMass 1.510.58. Price
MCrH5.5994. Hit Points 37.500.

Performance: Accel 2 G. Jump 2. Air speed 2.862 mph.
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[TL10)

Vargr Shuttle (TL lOJ
100 Space SL Hull. DR 100. Cockpit/Sy~:;(cllls. R

Passenger. Utility. 26 Maneuvcr. 40 Hold.
Statistics: EMass 159.11 toilS. LMass 359. I2 tons. Cost

MCr9.3. HP 12.000.
Perrormancc: Accd 3 Gs. Air Speed 3.100 mph.

2D-ton Armed Fast Gig (TL 10J
Sm,1I1 auxilimy for the Vargr Frigatc. It can carry 24

troops in passenger .~eats and a G-Carrier in the cargo hold.
20-tOll SL Hull. DR 100. COl:kpillSySICIllS. 2 Passenger

COllch. 10 Mancliver.1 Cargo. Hull-mounted 360-MJ laser.
Statistics: EMass 68.54. LMass 78.54. Price MCr5.85.
Performance: Accel 5 G. Air Speed 3.200 mph.

(TL lOJ

VARGR FRIGATE
TVPE VF [TL10)

A typical small warship used on patrol
and ani i-corsair missions. or as an cscorl
during neet actions. The vessel carries a 20­
ton Anned Fast Gig and has room fOf a G­
Carricr or similar vehicle. The gig is includ­
ed in the cost and mass.

800-ton SL Hull. DR 400 (Tufrets DR
100).8 Turrets (six with triple 360-MJ
lasers. two with triple missile launchers).
Basic Bridge. Engineering, 24 Jump, 160
Fuel. 254 Maneuver. 32 Staterooms. Low­
Benh (capacity 4). Sickbay, 2 Utility. 2 Fuel
Processors. Spacedock (42-space: holds Gig
& G-Carrier). 15 Cargo.

Statistics: EMass 2.501.99. LMass
2.576.99. Price MCrI88.5448

Performance: Aced 4 Cis. Jump 2. Air
specd 4.100 mph.

-
'-;>- --_ .....~

Vargr Packet
A standard medium-sized merchant

vessel used in Vargr space, generally as a
passenger line with supplementary cargo
capacity normally used for mail. The shullie
(sec below) can carryall passengers and
almost half the cargo. The shuule is includ­
ed in the Packel's cost and mass. The packet

is has a good jump rating <:Ind can take care of itself in a
lIght: medium-sized corsair bands orten "acquire" one or two
such ships :IS uSc(lIltroup transports.

600 Space USL Hull. DR 100.6 Turrets (three with
triple 360-MJ lusers, two with triple sandcasters. one with u
triple missile launchcr). Basic Bridgc. Engineering. 24 Jump.
180 ruel. 40 Maneuver. 36 Swterooms. 3 Low~Berths.

Sickbuy.2 Utility. 2 Fuel Processors. Vehicle Buy (IOO-ton
Shuttle). 96 Cargo.

St~ltistics: EMass 1.129.01. LMass 1.609.01. Price
MCr142.14UI.

Performance: Aced I G. Jump 3.

Vargr trading vessel ... lend to have longer legs (both in
lcrms of speed and jump capability) than those or the
Imperium.

200-ton SL Hull. DR 100.2 Turrets (with one 360-MJ
laser in each). Basic Bridge. Engineering. 6 Jump. 40 Fuel.
31 Maneuver. 5 Staterooms. Utility. 2 Fuel Processors. 54.5
Cargo (+4 inturrcts).

Statistics: Elvlass 340.57. LMass 633.07. Price
MCr41.5551

Performnnce: Acccl 1 Gs. Jump 2. Air speed 2.400
mph.

A swift vessel intended for tTllllSpOrlalioll of messages
and emissaries rapidly over interstellar distance. The closest
thing to an Xboal found in Vurgr space. albeit onen in private
hands.

200-10n SL Hull. DR 100.2 Turrets (with three 360-MJ
lasers in each). Basic Bridge. Engineering. 8 Jump. 60 FueL
44 Maneuver. 4 Staterooms, Low-Berth. Fuel Processor.
Utility. 24 Cargo.

Statistics: EMass 459.51. LMass 579.51. Price
MCr56.5132

Performance: Accel 3 Gs. Jump 3. Air speed 2.800
mph.

VARGR TRACER
TVPE VT

Vargr Courier (Type VX, TL 10J
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Vargr Trader
..~.-,., '.' : ". .' .... .. .. '.. ... . ..-.. .

",,' . :. . '. '.' . ., ... . ; . .'. :'.. I . . ". . .'- ". '.. .

Not all Vargr vessels arc designed with raiding in mind.
and the Vargr Trader (also known as lhe Vargr Tradeship and
Vargr Free Trader) is typical of the myriad of designs built
for use in and around the Vargr ExtcnL". Trade vessels nor­
mally lack the fins and spines designed into Vargr military
vessels. and semi-military ships such as the Corsair. The ves­
sel is fined with larger jump and maneuver drives than corre­
sponding Imperial designs. and thus is oflen used by Human
merchants who must operate along less well-lraveled trade
routes in the assor!cd small buffer states between the
Zhodani Consulate. the Vargr Extents. and the Third
Imperium.

A few Vargr worlds have been taken under the Zhodani
wing as reservations. but most of these are classified as unab·
sorbed (see p. 18) and their citizens subject to some restric­
tions on trnvcl.The Zhodani allow Vargr merchants relatively
unrestricted passage within their borders. provided they
agree to follow the rules of trode inside the Consulate. The
main requirements arc that vessels and crew must be
unarmed. and must file a detailed itinerary in advance.
Unarmed vessels are capable of carrying additional cargo in
the space freed up by removal of the turrets. as noted in the
text description.

Deck 1: Jump Drive Deck
Deck I contains the jump drive. the passenger state­

rooms, and the passenger lounge.

Deck 2: Maneuver Drive/Cargo Deck
This deck contains the bridge, the maneuver drive. the

cargo hold. and the crew's quarters and lounge.

Deck 3: Fuel Processor Deck
Deck 3 contains the fuel skimming and processing

machinery and a secondary cargo deck. Fuel tanks are not
specifically iJIustr.lted in the plan, and are fitted in interstitial
spaces on the ship.

DECK 1
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Drakaran History

P
rolo-Dr;lkarans on ;Iocient Kas'Dr:lk
arrenT 10 have evolved from carni­
vore stock. Nomadic huntinglhcrding

cultures grew more sophisticated. estab­
lishing permanent lfllding and craft vil­
lages. which served as the nuclei fur civj­
li7.uliun.

The duminant planetary culture. tilt:
matriarchal dan-b..scd Nell 'Tu-:.. evolved
ill suuthern latitudes cire;) -1500 and
would give bil1h [0 a new religion. Lil1lOk
Neh'Toz (-1400) and the first continental
civili1;ation. the Great Canal Empire
(-1050 to -700). By -500 the empire ~gan
to fragment under rhe pressuTC of somhem
steppe 110m!Ids. hUI one remnant, the
_~nlllh-eutern province of Ta·tohk.
rClained Imperial culture. Following the
invention of thc stearn engine. TU'lOhk
was the binhpJacc of an industrial revolu­
tion circa -400.

Thc various Railway Clans ofTa'Tohk
and the factury towns they eOllm:eted
beeallle the domillant powers on
Kas·Drak. and by -200 their infioence had
spread across the Drabrall superconti­
nent. Lesser \'assal clans and independent
families formed landsteamer car:lV:\ns
which moved all! from beyond the frontier
railway !Owns. 10 sellie new lallcl.~ and
fighting with more primitive ~terre

nomacls. Circa -1:'i0 to -50. many small
wars were fought as gre:!ler clans attempt­
ed to gohhle up the lesser. which fonned
new alliances for self-protection. By -100
the Steam Age was over. and most of the
globe wus divided between gn:ult:r dUllS

and their vussa!s. A secouu industrial rev­
olotioll followed with the development of
electronics (about 150) and shortly after
that. nuclear power and space travel.

Cnmilwed nil next [lage ...

..

The Drak Ne'Yha (1llIrnarts and some Ymgr call tltcm Drakarans) rcsemble
man-sized one-eyed tyrannosaurs covered in beautiful jeweled armor thaI flashes
with all colors of the spectrum. The Drakarans are a starfaring race of traders, war­
riOrli ,md seekers. lIm:mnprornising in Ihcir search for truth. yel bound to the ancicnt,
cruel customs developed for survival on their brutal homeworld.

PHYSIOLOGY
Drakarans are carbon-based. oxygen-brealhing humanoids. A typical Drakaran

stands 6 feet. 2 inches tall and weighs 220 pounds. They are bipedal, with an upright
posture, two strong arms, short, powerful legs and a reptilian tail. Their torsos are
muscular, with rainbow scales that shimmer and gliller like a prism.

A Drakaran's head is linrdlike, but with a high forehead and enlarged cranium.
The Drakaran'li large single eye (a feature common to most ;.tn;mal spccicli on their
world) is deeply sel in a long armored slit just below its forehead, which serves to
protect it from dust. In contrast to the great eye, its ears are mere holes, and its nose
is only a slit on the end of a lihort. nattencd snouL The jl1W is powerful. lhc moulh
filled with several rows of sharp teeth. Drakaran hands have five fingers and an
opposable thumb. each digit tipped with a sharp claw.

The Drakantllli havc IwO sexes. The females me smaller than the males. and
possess a marsupial-like pouch.

Senses
The primary Drakaran senses are vision and smell: a Drak's large single eye is

equal to a Human's for most applications. although long-distance depth perception
is lilightly inferior. To cOlllpellsalc, J)rakaralls constantly swivcllheir heads back and
forth. establishing depth through parallax. Its olfactory sense is far superior to a
man's, being designed to sniff alit water or blood in the open desert. On the other
haml, its hearing. adequate for worlds with dense atlllospheres. suffers in lower pres­
sure environmenlli. and is less acule than a Human's.

Reproduction, Growth and Aging
Drakarans are oviparOllli: a female is fertilized by a male. and after about 150

standard days will lay three to four translucent eggs during a two day period. Eggs
are carried in a pouch by the mother until they are ready to hatch. some 90 days
after the eggs are laid. As the Drakarans have nothing akin to mammary glands. lhe
mother produces no milk - young were originally fed on blood and food predigested
by their parents. These days, commercial formulas are used.

The aventge Drabran rem:hes its full growth after 20 earth years. and lives to
80 in a natural environment.

Communication
Like Humans, the Drakarans communicate primarily through verbal speech.

supplemented by largely unconscious gestures and body language. Drakaran speech
i:; low. a mix of harsh soumIs and the occasional whispering sibilants. When ang.ry.
they hiss like a kettle boiling over.
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Diet
The Drakaran metabolism is based on len-handed mnillO acids. like that of most

humanoids and all Terran life-forms. so they can eat the same foods that Ilumans
do. They evolved from hunting carnivores, and eat only a small amount of vegetable
matter. preferring meat products. Most terrestri~llllllillml protcin is compatible with
their metabolism.

The Stalking
Drakarans do not sleep. although they rest for an hour or so aCler meals or heavy

exertion. Instead. eyery 20 standard days they must enter ··the stalking:' a waking
dream in which suppressed prinwl instincts arc aroused.

While experiencing the Stalking. Drakarans become hunting animals. pure and
simple. They will not remember language, or use tools or technological devices
(though if wearing annar, they mighl not remove it). Their only interest is to hunt
down and kill food. A stalking Drakaran will not harm other Drakarans (exccpl pos­
sibly enemies or rivals), but any other intelligent beings arc fair game~ A stalking
Drakafllll will only eal food he has personally killed: confinement while in this
phase may cause madness or starvation. Groups of Drakarans who enter the Slalking
at the same time will cooperate much like pack animals.

The stalking rencx lasts for four to seven standard days. Before it occurs. a
Drakaran can volumanly delay the onset of the Stalking by up 10 three days time (or
longer with drugs. see p. 100) but will suffer fatigue and lapses of concentration,
mueh like a Human who is deliberately going without sleep.

The cycle of the Stalking appears to be related to the Drakaran 20-day lunar
cycle, but occurs at different times in the month for different individuals. although
families (or other groups that live closely together) tend to naturally synchronize
their periods after a few months. The stalking once simply resulted in all
work stopping lor the affected group. but now robots and computers are
used to continue handling business.

PSYCHOLOGY
Perhaps because so much of their lmimal nature is suppressed until

the stalking, the Drak are normally a cool, unemotional people. They
never get angry, but they also never forgive an offense or insult. They
approach problems wilh a ruthless sense of reason, with survival of the
family (or, for Drakaran leaders. the race) uppermost in their minds.

A Drakaran values the existence and prosperity of its extended fami­
ly above all things - even his own life. or the life of individual friends,
mates. or children. A Drakaran's goal is to improve hisfamily's position,
with personal well-being incidental to this. In a Jaw-status family, its
members wililltlcrnpi to avoid poverty and to gain wealth and land. For
high-status families. improvement means seeking political power and
influence.

Next 10 the fllmily, lhe Drakarans revere order and truth. Simplicity
is a virtue. The Drakarans like things to be clear. neat and tidy. In sci­
ence, the solidity or mathematics and physics is prized over the random
diversity of biology and the amhiguities of the social sciences. In poli­
tics and in business, the Drakarans detest no-win situations, half-mCll­
sures, compromise and bargaining. Drakaran merchants or diplomats
will offer clear terms - take it or leave it.

All Drakarans dislike ambiguity and uncertainly. No Drakaran will
ever lie about anything ~ the concept is tOtally foreign to them. The
Drakarans arc so forthright about their opinions that many Solomani and
Vilani consider them unforgivably mde: on lhe other hand, many Vargr
also say what they think. and the Zhodani lind them easy to get along
with.
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Drakaran History
[Continued]

The Dmkurun system was blcsSt:u with
a second (murginully) habitable planet,
N'VufT. a chilly world with a thin atmos­
phere. Rival clan space expeditions using
nuclear pulse jet mId ion drive spaceships
colollized WVarT. circa 520. The discov­
ery of extraterrestrial life on N'V:lrr
fuelled innovation in prc\'iollsly neglected
biological and life sciences. cre:l1ing a cli­
mate that led to bre:lklhroughs in hOlh
medicine (which extended Drakaran life
sp;:m.~) and food production. The unintent!­
cd re.~ull was a dramatic POpul:llion explo­
sion.

By 700 cxp:lntling populutiun had
diminished planetary n:suun;<,:s. especially
on metal-puor N'Varr. This leu the more
adventurous clans [0 begin full-scale
exploitation of the gas giant moons and
asteroid belts. Ownership of trading or
prospecting vcssels became the social
cqui\'alem of holding land. Growing com­
petition for increasingly scarce astcroid
resources led to new conflict in deep
space. CI:lns armed lheir seekers and
H:ldl':r.s. and skirmishes look pl::!cc
between them. By 9()() lhe spacer cl::!ns
had hegun constructing specializcd war­
ship.s and fonning alliances to enforce and
prOlec! their claims.
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First Contact

I n 954. a Vargr slarship misjumped 30
parsecs and appeared in the Kas'Drak
system. beyond the edge of explored

Vargr space. Among the Drakaran clans
tensions were very high - when the Vargr
slarship strayed inlo disputed territory. it
lVas mist;lken by ships of the Shilluwk. a
medium-sizcd spacer c!;Hl, for a cl:lim­
jumping rival ves.~el. ;md crippled wilh
mis,lIc lire.

The Shimaak discovered their error
within a few huurs. when they boarded the
alien vessel. lis erc\\' were dC:ld or dying.
and Drakaran mcdicim: l,;uuh.l nUL save
them. The ship itself was '1pprusimuldy
tlll: cljuivuleut of Drukur;Jll technology
(mid TLJO) ... but some purts of its drive
system were diffu(·JI/.

Rumors of the Shimaak\ capture of an
alien ship spread. A few weeks later. the
Shima:lk's ri\':lls. the T:lzbeg. mounted :l
raid on the rese:lrch station where the Sl:lr­
ship wreckage was heing Slllrlied. This
spZlrkcrl ;m :lll-nm inlerpbnet:lr)' conflici.
the "W:lr of the 12X Clans:· A multi-clan
alliance which would become known as
the Ashket Vhadrakis Oom fOnllCd around
thc Shinwak. Using reverse-engineered
Vargr teehnulogy. they were ublc to
impro\'e their teehnulogies and. in the
process. win the war. TIle Ashkel galhered
many uther clans into its e111br..lee. estab­
lishing collective security mechanisms
lhat cnforeed a system-wide peace. i\shket
scientists continued to study the alien star­
ship's mosl puzzling feature. its jump
drive. [n 988 Ihey made a breZlkthrough.
developing Zl cnldejump--I protOtype.

Jump drive technology hcc:lme Ihe C:lr­
rOt that the Ashket offered for memhcr­
Ship in their alliance. [I worked. By 1020.
land-hungry Ashkcl clans were rapidly
espanding along jump-I routes through
Ghocknacl and the adjacent Anzidiadl
sectors. By 1050. the Drukaralls had si.\
eSlublished colony worlds: by [095.
dozens.

Nel'crtheless. the i\shkct remained
acutely ;lware Ihey had accidentally
destroyed :In :llien ship. and Ihey feared a
potentially hostile encounler w;lh the
advanced aliens that had created il. To this
end. the greZlt c1;tns emh;trked on a crash
progr:lm to develop a true interstellar
n;tvy. the Ash Lokhar.

a

A few Drakarans are known 10 shade the
lruth. lie by omi...... ion or deceive by mi...direc­
lion. The majority of the race considers such
deviants to be total miscreants: families har­
boring them may be expelled from their
clans. A Drakaran who deliberately spread an
untruth would be considered insane and treat­
ed accordingly. If <I Drakaran wishes to con­
ceal something or keep a secret. he will sim­
ply refuse to answer. Drakarans are naturally
modest; they dislike flowery ...peech and con­
sider exces.sil'e or undeserved praise or com­
pliments to be almosl as rude as a Human
would all insult.

Drakarans arc intensely conservative. and
change their views only when confronted
with the logical necessity to do so or the obvi­
ous falsehood of their opinion!).

SOCIETY
Drakaran... live in extended families. COI1­

sisling of about two dozen individual.... a third
of which arc married couples. and lhe rest
children. The Drakaran family is matriarchal,
ruled by the eldest grandmother (called the
Greiltmother). who makes all important deci­
sions. When she i... too old to rule, the eldest Drakaran female who h;IS borne chil­
dren becomes the new matriarch. Otherwise. male and female Drakarans are social
equals. Marriages are generally arranged by the great mothers to cement alliances
and exchange skills: husbands live with their wire\ family.

Compared to the family, individuals have liule importance in Drakaran society.
For example. Drakarans who commit a crime arc not punished; rather. the entire
family is. Unlike a Human adult. who after a lime will be expected to lcave home
and become independent. a Drakaran always owes obedience to the family matri­
arch, alld thc family will always provide for him throughout life.

Families arc economic cooperatives. Personal property and wealth is unknown.
although purchases are arranged for differel1l families (or clans as a whole) as if
between competing businesses, which is. largely, what they are. Someone who
leaves the family (except through marriage) forfeits cvcrything. Social standing is
based on land ownership. but the family (not individuals) owns lund, like all other
property. Tho...e families who own no land are a proletarian class at the bOllom of
the Drakaran social pyramid.

Larger social groups are formed from families related by marriage. Drakaran
families allied by marriage make up larger clans - similar 10 pocket nations or cor­
porations - which join to incrcllSc their own politiclil and economic power. Til
essence. Drakaran sociely is an aristocracy in which the oldest and we;llthiest land­
owning familie... control induslry and busine....... Land. wealth and political power are
SCCIl ilS inscpllmble. A Drakanm family can ollly 3chieve upward lllobility by gelling
rich and acquiring land. or by having ilS members develop sufficiem skills or fame
that a rich family will want to ally with it through marriage.

Survival Customs
The homeworld. Kas'Drak, is moslly desert. with less land ror raising food than

all a mOle Eanhlike planet. Drakamns breed quite rapidly, and Ihis fact. combined
wilh the Drakaran homeworld's unforgiving climate and limited natural resources
forced the people to adopt ruthless methods to comrol population and en...ure sur­
vival-oriented behavior.
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Traditional customs exisl to cull Ihe weak and unlit. so that they will nOI be a
burdcn 011 thc fOlmily. Children with birth detects arc always killcd. usually by expo­
sure. Dr:lk who become old or sick cnough thai they can no longer work for the
family arc obliged 10 commit rilU:11 suicide by walking into thc nearest wasleland
without provisions.

One leSl tlwt almOSI all adults l11uSI someday facc is TlllIlJ{)k-Pm'. lhc Trial of
Thirst and Wind. whereby ;l Drakaran couple provc their Illness to male and sire
children. All m:mi:lges an: arranged by the Greatmother to enhance Ihe prestige or
wcalth of the f:llTlily. or adJ In the family's skill base. After a m<JITiage is arranged
between lWO f;ullilies, thc prospectivc husband and wife arc abandoned together in
one of the desert wastelnnds, with minimal equipmcnt. If they call work togelher
and make lheir way out of the desert. they are allowed to mate and produce children,
sincc they will h:lve proven both their fitness to survive and their Olbilily 10 cooperate
together in advcrsity. For Drak:lf:llls living off-worhl. different h:lrsh environmcnts
may substitute for the desert.

Although lhe cruelcr tradilional cusloms havc been ahamlOl1cd as Drakafans
developed technology :Illd space travel. many stilt relll;lin in force. Dr<lk:lran culture
tends to develop tradition:ll ways of doing things. Breaking these traditions is hard:
if a social syslem has worked for gencrations. why change it?

Religion and Mysticism
All Drakaran forms of worship lend toward unal1lhigutJus 1IJllllllthcislll, deism,

or mhcism. with little of thc confusing dogma and ritual that Ch:ll';lcterizes HUI1l;m
religions.

The major Dr:lkaran rc1igilln is all llncompromisil1g 11l11l1nthcislic faith known as
Lill/ak Nell 'To:, Most of the trailS characteristic of Drakar:llIS, slU;h as cool logic and
the importance of Ihe f:llllily. :Ire t<lught to be virtuous. Limak Nch'Toz is :llso Ihe
sourcc or many of the harsh tcsts of fitness thai still exist in Drakarall socicty.
Drakarans lend to worship by simple prayer and lllcdit:lIion. The religion lacks a
formal hierarchy: community elders and Greatmothers Serve as teachers and minis­
ters as IIceded. Limak Nell'Toz is followed by two-thirds of lhe Dmkaran populil­
tion. Thc other Drakaran religions arc similar in basic clwraclcr if 1101 in detail.

GOVERNMENT
Each clan is ruled by a L//II/og, or Council of Gre:mnOlhers. reservcd 10 those

matriarchs whose f:llllilies have at lcast one Ikashi - about MCr20 - in land and
income, Each Lumog meets regularly 10 discuss major issues, and set laxation rates
(for families, nOt individuals). Clans are the powers at the COUntry and town Icvel.
TIley control civil services, such as police, fire-fighting or utilities (often contracting
Ihese to individual families), On high-tcch worlds. Tllany of thcm cngage in com­
merce, occasionally owning starships (each crewed by a family).

Clans vary in size, but arc generally divided into the Nhel-'adraki.f (lesser clans)
amI Vluulrakis (great clans, deli ned as a clan that has a numbcr of lcsscr clans as
clients). Clans generally control rural areas outright. but in a large mctropolis a sin­
gle great clan and a number of lesser clans usually share the territory and divide
interlinked responsibilities among one :lnothcr, with one having a heredit:lry rcspon­
sibility for. say, city power generation.

On low population worlds, a single clan, or a group of them. might be atl the
govcmmentlhcrc is. On high population worlds, the dominant politiclli entity is usu­
ally a coalition of that world's great clans, the Vlwdmkis-Ooll. Each Lutllog sends
ambassadors to the Vlmdrakis-Oon to represent their interests,

Ski'Sketlmk ("outlaw clans") arc a special case: they are small (usually no more
than a few hundred or thousand people) and fomled from individuals or families
that, for one reason or another, were expelled from their clan. Often their origins lay
in families who suffered economic disadvantage and lumed 10 banditry in order to
support themselves. They also include the remains of clans shattcrcd by wars, and
isolated groups with ideologies or goals not acceptable to majority Dmkaran culture.
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Second Contact

T
hat the Drak:lrans did not mcc! lhe
V:lrgr sooner was :t consclluence 01"
spaci:ll gcogr:tphy: with only jump.1.

Dr:tbr:ln f'xp:msinn fCll1n\\'ed jump 1ll:lins,
many of which lwppened tn lead away
corf'w:lrd and spin ward from thc V:trgr
Extems. t\s;t resull, "sec.mll cut11:tc!" \\'ilh
the Vurgr did nut tll,;l:ur un IiI 1091. whcn
Drukunm tr~ding ships Ch,1I1l:cd upun ,·cs·
scls ur the IIk.mug O/'khglUmll. il s1llall
Vurgr eorporalc stall.' in Ghnckhll;lcl scc·
tor.

AC\llal conl,l('t W,IS ,mtidimatic: the
I\sh Lokbar h:ld grown suhstantially in
strength, bUI the J.)f;lk:lr.m~ had 110 ide:1 of
the size or c:tpabilities or the V.,rgr. ·TllUS.
they :Ictecl with t:tC! :11111 llelicacy. The
IIks:tng Ockhgnonll were taken :ll1ack tn
tind the 31kns nm nnl}' ,uhllitting m acci­
delllally destroying a V;lrgr ship in '.154.
hut orfering apologies :lml reparations.

llks:tng Ockhgnuull rese:lrdl rc\'\:alell
lhe lost V"rgr 11<Id bcJungcu II' :t lrading
firm long sinl:C uut Ill' busilH:ss. from a
Slate thOlI hud rragnll.'ntcd u gcncraliun
ugu. Howe\'er, il tCIlUOUS rc1:1tiunship
COli/II be lrat'ed hack III their company. so
lhese detili1s wer~' no! repeated 10 the
politc and seemingly limorous :t1iens. [n
1091 the Ilks:mg OckhgnoulJ acceplcd
IvlCr 1.018 in r-.::p:lr.ltillns as full p;I)'lllcnt
for lhc slarship'.~ dcstructinn :md Ihe acci·
dent3t transfer Ill' jump technulogy, as
well :IS exclusive tr:lding rights and
"secure. pcaccrul borders."

For thc Dr.lkar.llIs. lhe ne.~l dcc:luc saw
an explosion of interstellar commcrce.
F:lmily trJucrs began I'oyaging 10 lr~iling

and rimwuru ueeper intu Vargr space and
spinward und rirnward. loward the
ZhUl.luni COllsulate. In 109~ ZhoJaui
dipJommic and imelligenee sources beg:ln
to hear rumors from their clients and lrad·
ing partners 01':1 new minor mce. The next
year Ihe Consulate disp:uched :1 tlip10t11:l1­
ic mission to :l Dr:lkaran colony world.
Peacefnl COntaCt followed, the Zhod:mi
showing their usu:l1 skill at such Ihings:
they soon negOli:lled a trealY wllh the
Ashket Vhadrakis {Jom. Thi.~ recognized
multl31 borders with the Zhotl:ll1i. h3tting
Dr3karan spin\\'3rd cxpansion, bUI also
provided for both incrcased trade and
technological cxclmnge.
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Waking the Dragon

The majorit)' of Drakufull commerce
was still with the Vurgr. The
Drakaran's generosity low,lru the

Ilksang Od.:hgnolill had resulted in the
corporation vaslly exp:mding its merchant
shipping. It had also given other V,lTgf:ln
impression of a rich but timid race. In
1102. :1 large cor_~air b:lnrl. the Zosol.:h­
sOllrLlOurrgh. decided In exton fund.'; from
hOlh the Drakurans and their trading pan­
ners by :JlI;lcking merchant shipping along
the now busy Drakar::m-Vargr trade TOUles
through Ghoclmacl sector.

The Ash Lukbar (Drilkaran navy) had
lIminluillcJ a luw prufih:. [nlcnucu for all·
oUI warfare in defense of the hOl11cworlJ
illid lI\;.ljor colonies against "lien il1\'ilsion.
its ships were prim;;!r;1y heavy battle units
wilh limited strategic mobility. ill-suited
for fast moving anti-piracy operations.
F<lccd with the destruction of merchant
shipping and the demands of innucntial
clans for protection. the Ashkel Vhadrakis
00111 overreacted.

The raid.s were known to he taking
place ncar the border between the Ilksang
Oekh£lloull and the Thocrl. Ztlllrr, a medi­
um-sized Vargr empire spanning seven
wurlds. The Thuerl. Zdarr's emissaries
rerused tu accept respunsibility and S\l£­
gcstctl thc Drukarans reach accomllloda­
tiun with lhe corsairs. Soon i1ftcrward.
llIurc ships and a Dmkanlll tr<Jdin!; station
were struck with greal loss of life. The
IIksung Oekhglloull provided intelligence
that confirmed corsairs were operaling
from bases wilhin the territory of the
Thoen': ZdaIT. The Ash!;:CI Vhadr:lkis Oom
concluded thaI the Thoerl. l.ll'lIT govcrn­
ment lI"d lied to them.

In 1111. twelve battle squadrons struck
without warning. Their targels were naval
and corsair bases. starpons and shipbuild­
ing industl')' un the three eenLm] worlds of
the Thucrl. Zdarr.

a

Drakaran psychology makes it difticuil for Ski'Skedrak to conceal themselves
within existing society, so they nee to its fringes. In the past, deserts, island chains
or mountain ranges were the haunts of Ski·Skedrak bandits, raiders and rustlers.
Today, Ski'Skedrak havens are off Kas·Drak. usually on uninhabited worlds in dis­
Lanl frontier systems. Some arc pirates or mercenaries: others operale havens for sci·
entific research in areas not approved by the rest of the race.

LAW AND ,JUSTICE
Drakaran society has less crime than most Human cultures (the Zhodani except­

ed). Drakaran criminals have traditionally been outlaws living in the wild. On weJl­
selllcd worlds like Kas'Drak, planetary unity and modern communications mean
there is no place 10 run to. Native Drakaran criminals - the Ski'Skedrak - are almost
entirely found on frontier planets. or course. on planels shared by other races. alien
criminals are possible.

Families keep the peace within their own terri lOry: clans attempt to deal with
any inter-family strife. Within a family. (he greatmother has complete authority over
the life and death of individual members. Crimes involving other family members
may be settled between both family's great mothers. If a settlement cannot be
reached. the Lumog will arbitrate. enforcing settlements with the clan military
forces, and if necessary outlawing an entire family (which genemlly means them
going into exile as clan troops conlilicate their land and property).

Drakaran custom requires citizens to act for the public good of other Drakarans.
Criminal behavior includes witnessing a crime and doing nothing to remedy or
report it.

Settlements typically involve financial restitution. but may involve other consid­
erations. e.g" forced marriages or treaties. Compensation for death or injury is
judged bmied on !in3ncilll considerations: a sum cquallo lhe estimated life eamingli

,
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I)f thc victim for Ihe clall minus the cosl of maintaining him is often the restitution
for an accidemal or deliberate killing.

The [ale of a criminal is the responsibility of his grealmother. She may, or may
not, punish him. usually depending on Ihe reasons for the criminnl nct and his value
to the family. Note that family members that cxhibit sociopathic tendencies (includ­
ing lying) can be executed.

TAAKAS VHJCRAK
Usunlly translated as "worlds of our race," this is the territory occupied by the

Yhadrakis Oon and independent clans. It includes some 37 worlds wholly or partial­
ly inhabited by the Drakarans. centered on Kas'Drak (the Drakaran homeworld) and
connected by jump 1-3 routes adjacem a larger sphere of Vargr-colonized worlds
and a smaller number of human states, lTlany of them Zhodani clients. It encompass­
es parts of Anzsidiadl and Ghoekhnael (Zheranzanzji to the Zhodani) scctors.

DRAKARAN WORLOS
The vast majority of Drakaran worlds are new colonies only a few decades old,

with populmions ranging from a few thousand to a million. Single clans generally
govcm colonies, although a few larger clans have multiple colonies. Mosl worlds
have governments best classed as corporate states. family/dan or oligarchics.
Worlds rated as multiple societies may contain rival clans, or mixed Vargr-Drakaran
settlcnlents.

Bases: Askhet (mixed navaVmarine) bases arc loellled at strategic points and
near worlds inhabited by independent clans (which also have their own bases).
TIlere is no equivalent of a scout service.

Xboar ROlltes: The equivalent arc Secure Traffic Routes that are regularly
patrolled by Ash Lokbar (navy) warships and are used by merchant ships with mail
contracts.

HOMEWORLO
Kas'Drak is the Drakaran homeworld - the name means "Mother of the Race."

Localed on the spinward edge of Ghockhnacl sector, it orbits the yellow G I V star
Kastaakas just inside the warmer edge of its lifezone.

Stmport: Class V.
Diameter: 10,170 miles (16,403 kill). AIJlw.IFhere: Dense oxygen-nitrogen.

Surface Water: 50%. Climate: Warm. Poplilation: 18.5 billion. GOl'emmenr:
Oligarchy. COIllIVI Ratillg: 3. TL: 10.

Most of the world's land area lies in a single supercontinent surrounded by sev­
eral island chains. The predominant terrain is prairie. steppe and desert. wilh sparse
coastal forest regions. Dust devils and sandstorms are quite common, especially
around the equator. The equatorial region, previously uninhabitable for much of
Drakaran history, has been partially terraformed in recent decades 10 make the cIi~

mate more suited for herding. Extensive canal networks and weather control satel­
lites have turned a burning dustbowl into fertile (though arid) prairie. Even so, con­
stant ecological management is necessary to prevent the land reverting 10 desert, <Jnd
many areas of uninhabited wasteland still exist.

Kas'Drak's population of 18,501,200,000 is low for a racial homeworld, but
high for a race of carnivores. The planet's moon. Biranon ("lhe HunH;r"), has ~1I1

unusual blue color, and a thin, unbremhable atmosphere. It is heavily settled with a
number of domed cities (the world was inhabited before terrafomling technology
was developed). Because ih phflses correspond 10 thc onsct of the Stalking, it has
major religious and mystical significance, and figures prominently in Drakaran an.

Other areas of interest in the system include N'Varr (the third planet, a colder.
heavily forested world with a thin <llmOspherc, popul:-llion 3,005.600.000) and two
asteroid belts and a gas giant moon system that have extensive heavy industry (pop­
ulation 320,000,000). Many great clans from the asteroid belts own trading ships
that opcnllc throughout the Taakas Y'Drak.

THE DRAKARANS

War and Peace

The Drakanll1 attack was dcvastating.
Thc Thoerz Zdarr worlds hnd been
seuled less than two centuries: their

total population and industrial C:lpacity
was under a tenth of Kas'Drak alone. and
the Dr.lbr:ln.~ harl been building up mili­
tary strengtb tor 40 years. Within three
months Ihe Ash-Lokhar had defeated the
main strength of Ihe Thocrl Zdarr naval
and planetary defense forces. and mUl;h uf
their empire's infrastructure was ill ruins.
Vargr raiders cxlral.:H:d a toll from
DrakaTUll culunies and lIlcrclmlll shipping.
bUI by 1112 lhe issue was nOI in doubt.
The Ash-Trunkar - Drakarall clan marillCs
- had landed on live of the ThoC'rl Zdarr's
worlds and were waging a bitter ground
war wilh the remains of the Vargr army
and loe:ll militia. Only two border world.~

were slill holrling mJl.
The Drakaran invasion senl shock­

W:lves thrnugh Ihe rest of Ghoekhnael sec­
{OT. tn addition to thc Ilksang Ockhgnuull.
several othcr Vargr states were neighbors
to the Thoerl Zdarr. These mobilized lheir
forces aml beg:m building warships afld
hiring mercenaries. One small slalc. thc
Prim:cdorn uf TuckvOllUIOl:. accepled
Thuen: Zdarr rdugces: Ihese began call·
ing for a pan-Vargr crusade against the
alien aggressors. Another small empire,
the Ksoesueng Reghz. remained neutral.
but large numbers of mercenaries from tbe
empire suppor1ed the Thoen 7..darr c;lllse.
The Ashket feared the Ksoeslleng Reghz
woulrl be drawn infO the war, and chose to
hold hack a large reserve imtend of COlll­
mining them against the remaining Thocrz
Zdarr worlds.

In 1113 the Ksocsucng Reghz struck­
but nol at the Drakurans. Instl:ud lhey
scized the twu rel11uinillg Thoerz Zdarr
wurlds !hI: Ash Lokbar had nut yct taken.
Aflcr a mUllth uf fierce fighling the
Thoerz Zdarr were destroyed. As Dra­
karan and Ksoesueng Reghz neets con­
fronted one other. emissaries from the
tlksang Oekhgnoull and the Zhodani
Consulate (who had no liking for n widen­
ing conflict on their trailing border)
attempted to bring both sides 10 rhe bar­
g<lining table.

In 1114 the Ashkel and the Ksoesueng
Reghz accepted an agreement that split the
Thocrz Zdarr's worlds bctwcen them.
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The Current
Situation

The Drakaran-Thoerz Zdarr War killed
90.000 Dr:lk;lT:ms, including several
thousand civili:lns in colonies and

mc:rchant veso;el.s hil hy Vargr raids. Some
300.000 V<lrgr military personnel and 5.7
million civilians died: the latter was ··col·
1:lIer31 damage" from deadfall ordinance
and laetical nuclear strikes ag;tlnSI Vargr
troop conccntrutiuns. or deaths frum
hunger and disc<lsC bruught 011 by the
breakdown of civil infrustructure.

The ycao; 1114 tu 1120 have secn an
ulleasy peace. It is a bitter irony that the
destruction of the Thoen; ZdarT navy
caused a worse corsair problem than exist­
ed before. Many Thoerz Zdarr warships
and troopships chose to nee rather than
surrender. While sonu: wen! over 10 Olher
Vnrgr Sl:lles. olhers .soon fragmemed into
sever:ll large corsair b:Hlus buill around
individual escort or eruiser-si7.ed ships.

A few such bands remain in the
Drakar:.I1l-Vargr bonler region. The Ash
Lokbar has shown a fine disregard for the
sovereignty of unaligned Vargr worlds ill
their willingness to Slrike al cursair bases,
whidl cunlribules heavily to the region's
It:usions. SUllle uf these well-armed bands
liavt: chosen to take their oper:ltions
rimwurd. moving into Tlabrieish and even
the fringes of Gvurrdon. As they do so.
they displace or :lbsorb smaller forces.
causing ripples that :Ire beginniog to be
felt:ls far away as lhe Spinward Marches.

Despite the tensions. trade has
regrown. A steady stream of r:lW materials
and high-tech goods flows between estab­
lished and developing Drakaran worlds.
while commerce with the Zhodani (and
several of their elient slates) grows. Tmdt:
with the Vargr is dowli from pre-war lev­
els - Dmkamn dalls mostly deal with the
Ilbulig Oekllgnoull. who ael as middle­
men.

C()Illilllll:U Q/I /lexl page.
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INSTITUTIONS
THE MILITARY

Each Dral< Ne'Vha clan has its own military forces. Great clans normally have
organized ground and space forces. with lesser clans having smaller "militia" forces
or a few arrm:d trading vessels.

The Vhadrakis, or greater clans, each dedicate half of their total military to the
Ashket Vhadrakis 00111 ("military council of the great clans"). a unified alliance that
is also the dosest thing the Drakarans have to an interstellar government. These
forces serve under an integrated command structure with high command rolllling
among the great clans. They train together. and share naval base facilities. Some
shared equipment is used, but others differ somewhat from great clan to great clan;
lesser clans use their patron great dan's equipment and organization.

Ashket doctrine tends toward CI "no compromise" style Df warfare considcrnbly
at odds with Ihat of the Vargr. and closer to the "decisive battle" model popular
among Solomani. They are quite willing to use nuclear weapons if real eSlate is nOI
worth preserving and the enemy arc unable 10 retaliate in kind.

The Ashket have two services. the Ash Lokbar (equivalent 10 the Navy) amI Ash
Trakllllr (equivalent to Marines). There is no formal standing army, but lightly
armed militia org.mized on a dan-by-dan hasis do exist, and if necessary could be
expanded.

Ash Lokbar forces are unusual in that the vast majority of warships follow the
battlerider concept. This resulted fmlll their late acquisition of jump-drive technolo­
gy and crash naval program: rather than create an entirely new jump-cllpahle neet,
they built tenders capable of carrying existing non-starships into action. Unlike the
Imperium, Vllrgr or Zhodani, Drakarans extend this down to the escort level, with
3,000-5,000 ton "escort tenders" carrying flights of 200-600 Ion defense bual,>.

The Ash Traknar are more conventional. They are mainly composed of forces
from the homeworld and N'Varr. They consist of a balanced mix of grav-mobile
annor, artillery and armored infantry. They are supplemenled by "colonial ranger"
forces mainly recruited from contingents provided by lesser clans Ihat have settled
on new colony worlds. These latter specialize in light infantry tactics in alien and
wilderness environments. and have proven (he mosl effeclive ill fighting Vargr insur­
gencies.

THE DRAKARANS



TECHNOLOGY
The Drak prefer simple devices that are easy (0 maintain. This does nOl mean

they are anti-technological. In principal. a laser or a fusion bomb is in many ways
"simpler" in physics then 11 cannon, and 11 rocket is ll;.SS complex then the mechani­
cal nightmare that is a 20th-century automobile's internal combustion engine.

Drakaran science is oflen driven by the need to tind "simple" answers to riddles
of the cosmos - their physicists enjuy scan:hing for things like grand unified field
theories. for instance. In their search for these universal truths, Drakarans soon mas­
tered gravity. Drak gravity-control devices are among the best available, and are
highly sought ancr by other f<lCCS. TI is likely lhal Ihis rnindsct is what kepi them
from development of jump drive on their own.

Although not technological leaders. the Drakarans are just as advanced as most
Imperial worlds in the fields of chemistry, metallurgy, and physics, and produce
excellent theoretical mathematicians and physicists.

In contrast to the "physical sciences." Orakaran biology and social science are
not well developed. The Drakaran mindset has little patience for either field.
Similarly. the race's ruthless attitude toward the sick and unfit has held bllCk the
development of sophisticated biochemistry or medical science. Medicine has also
suffered because the hardy Drakarans are less likely to get ill. The result of Ihis is
that Drakaran medical and biological technology is lillIe more <ldvanecd then Lhat of
20th-century Earth. and cloning and sophisticated genetic engineering are totally
beyond them.

Drakllran weapons and devices afe well rnmlc, requiring lillie maintenance. Thc
best Drakaran technology has a smooth elegance. Many weapons are Fine (+1 Ace,
five times cost) but are otherwise conserv:nive, functional designs lacking frills or
mx:essorics. Drakanm devices llrc builL Lo perform a single function very well- they
detest complex multipurpose gadgels like battledress or general-purpose robots. and
work extensively in modular systems when this kind of technology is required.

TRACE
Drakarans engage in a full spectrum of trade with neighboring races. Although

their austere habits limit their production or purchase of luxuries, they expol1 indus­
trial products of all sorts, especially scientific instruments and gravitie technology,
and import fOOdstuffs, some fonns of equipment (e.g., advanced surgical tools), and
any Vargr or Human gadgets or invenliorls that the Drak haven't thought of.

The Current
Situation
[Continued]

\Vith 1I10re em:luies ('Iud territor)' and
longer trade routes. the Drakaran military
is stretched thin. One nashpoint is the
occupied Vargr worlds. Half the Khou­
khourzkhoung inhabitants have ned or
been deported. and sculcrs from small,
land-hungry Drakaran cl:ms h:we moved
ill. This ha.~ caused friction wilh the sever­
at miltion Vargr who remain there under
Drakaran rute. The heavy Ashkct units
ha\'e been withdrawn. leaving the field 10
local militia and rangcr units. who face
periodic riots and guerrilla warfare. sumc­
thing the Drukaralls arc tcmpcramcnlally
ill-equipped tu handle. Aware of this.
sOllie c1UIlS are considering hiring foreign
mercenuries - but not Vargr. Pcrhap$
Humans. from the Zhodani client states to
spinward. or even from farther afield.

The offwortd Thoerz Zdarr refugees
have seuted on various non-aligned Vargr
worlds. where their poveny and binemcss
have m;Jde them ready recmits for 1OC3t
dem3gogues 3nd corsair h3nds. This has
itself caused more inslahilit}' in thc region.
as opposition groups usc them in their
own power plays.

LANGUAGE
The Drak Ne'Yha have a single dominant language. NToz, although some

archaic languages do exist. (N"lbz is a MiA skill). Drakaran names consisl of a
persnnal name followed by a family name. Most family names consist of three
syllables. ending in a consonant sound. Sample family names include Tkishkat,
Jisarok, and Annaket. A Drakaran who marries into a family adopts the new
family's name. Drakaran personal names are one or two syllables, taken from
colors or odors. Drakarans travelling among aliens oflen translate the personal
name into the alien's language, while retaining the family name: a Drak might
call himself Blue Ystok, for instance. Drakarans use few tilles, but a member of
a farnily p,m of the LI/Illog (the aristocralie ruling council) uSllHlly mlds Ihe lille
Vrai (translated as Lord or Lady) in front of the family name. e.g., Blue Vrai
Ystok. A family matriarch is usually addressed as Ki (Greatmolher to Humans)
insle.ad of Lhe personalnllme, e.g., Ki Triska, or Greatmother lriska.

CHARACTERS
Orak Ne'Vha characters can be created using the nonnal Basic Set system or

the streamlined template system in GURPS Traveller.
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Housing anti Cities

Orakarans tend to be traditionally
minded. Whether on their home­
world or on a frontier colony, or

within a domed habitat they prefer tried
and true designs. Tfiluitionul family
Jwcllings ,"unsist of sc\'cr<J1 rooms spaceJ
mound a lurge opt'll coufl)'Qrd containing
a SUIHJ garden: the entire clttcnded fumil)'
ljves under one roof. Bec<luse agricultural
lands are so expensive and because of
their building style. Oral; Ne'Vha cities
tend to be l;,rge sprawling affair.~ IL~ing

ungra7.:lble bllck The Drak dislike under­
ground huildings. and except for storage
arf:<lS, few exi_~l - sf'l3ce colonies tend to
have large open spaces and huge win­
dows. while hostile-environment colonies
usc domes rather than tunnels. Dmkaran
construction tenth to be blockish and
solid. using SlOne. brick. metal und t:on­
t:rc{c ill prCfCrt:llCC lu wood. Rooms are
largc <Illd spaciOUS even in "poor"'
dwellings. since Drak have less need for
privacy then Humans. and would rather
ha\'e one large room for an entire family
then several smaller ones.

Drabran cities and lowns are laid Olll
in geometric pallerns. a function of the
race's obsession with order :mcl hamlOny.
Similarly. with one exception. the citie.s
,lnl! even the slums are ohsessively neat
and tidy. with a large budget devoted to
waste dispusal or cleaning rubols. The
exception (from a HUlllan pcr.;pcetivc) is
Ihal Ihey have a ddiUcr.llt:ly lar~c. though
eurcfuily controlled. pupulalion of wild
seal'cngers. These are reptilian creatures
aualogous 10 squirrels or rats. but oftell the
size of dogs or cats. The scavengers eat
garbage and provide prey for city dwellers
during the Stalking (see p. 101). Few are
dangerous. but walking dowlI n back strr.et
and coming face 10 f:lce with a pack of
c1og-sizecl lil_<lfds can be unnerving to
I-Ium:m visitors!

C(j/!/illlled 011 IULI"I pagf! . ..
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OFlAKAFlAN RACIAL. TEMPLATE [75 POINTS)

Drakarans arc more expensive characters than most other races, due to the phys­
ical adaptations that fitted them for survival on their harsh homeworld.

Attributes
ST +3 [30] and HT+I [1Oj.

Advantages
Acute Sense of Tasle and Smell +3 [6 poinls].
Claws [15 points]. Punch does +2 damage.
Cool [I point]. Drakarans rarely display emotion, and are not prone to panic (+1

10 avoid Fright Checks).
Doesn't Sleep (must enter "the Stalking" once every 20 days, -50% cost), 10

pointsl
DR 2 [6 points]. Drakaran selllcs.
Extra Hit Points + I [5 points]. Heavier build.
Striker (tail, I hex reach, -4 OX to hit) [6 points]. Can strike into side or rear

hcxcs only, doing thrust+2 cr. damagc.
Sharp Teeth [5 points]. Bite does CUlling damage as per an animal of equivalent

Strength.
Tcmperaturc Tolerance (2 points]. "Comfort zone" is 35-124"F heat. The

Drakarans evolved in desert lands: the function of their colorful sellleli is not liO
much am10r as to rel1ect heat and retain moisture. They prefer warm dry conditions
Ihat approximate the anceslral steppes of their homeworld.

Disadvantages
Hard of Hearing (only -2 to hearing rolls, -50% cost) [-5 pointsl. Drakaran hear­

ing is poorer than a Human's is.
No Depth Perception (reduced effect. ~40%) [-6]. Instead of suffering the more

severe penalties of One Eye. Iheir large eye gives a -2 when firing Snap Shots (or on
Vision rolls 10 judge di.:;tanee if the Drak docs not lake 11 second 10 concentrate).

There is no penalty when making Aimed anacks. or in melee.
Sense of Duty (Family) [-5].
Tmlhfulness [-5 poinls].

Features
Calculate height Itormally, hut add 40 pounds to weight Females have a marsu­

pial-like pouch. The Drakarans breathe a Slandard oxygen-nitrogen mix at t.3
atmospheres pressure.

The Slu/killg (see p. 109) replaces sleep and
occurs every 20 days. A Drakaran in the
Stalking acts as described on p. WI. Essentially
he functions as if he had the disadvantage
Bestial (-10 point version. p. ClIOI): i.e.. like a
primitive. Also, aU skills involving technology.
1001 use, literary or language areforgo/tf!/J for
the duration. He has lhe following skill adjust-
ments: add +2 to Steailh. Tracking and Survival
(Desert). It lasts 4-7 days (roll Id+l, minimum 4
days).

The Stalking can be delayed if circum­
stances demand. but each eight hours it is put off
requires a Will roll (-I per 8 houTS it has been
put off) to avoid entering it anyway. Success
means he resists, but takes one Fatigue (recover­
able only during the Stalking); failure means he
enters the state with Id+2 hours.

THE DRAKARANS



ACVANTAGES ANC OISACVANTAGES

Social Status
This depends on family and cl:m.

For example:

DESCRIPTION
Important family in large clan
Imponant family in small clan
Ordinary family ill large clan
Ordinary family in small clan
No clan
No family

STATUS
3
2
1
o
-1
-2

Add +1 to status if Family mutri­
arch, aud +2 10 Slalu~ if Clan matriarch
(must be female). Unless circumstances
were very unusual. a clan matriarch
musl have the Age disadvantage. An
example of an imponant family would
be one owning a spaceship.

Duty
Duties to employers listed in tem­

plates can be read as duties to their fam­
ily. Note Ihat most familiel> fum:tion ,IS
small corporalions and specialize in per­
forming particular jobs, Drakarnns may
work OUlside their family setting. bill

will be expected to send back excess
income to their family.

Although not required. these modifications are suggested when creating
Drakaran characters from scratch. or adapting existing GURPS Traveller lemplates
for use with them.

Patron
A clan will generally coum as a Patron. value depending on the size of the clan.

huw impOrlant [he family is Wilhill it '.ll1d the family head's relationship with lhe
clan matriarch.

Housing and Cities
(Continued]

Taboo Disadvantages
Disadvantages Drakarans are IlIIlikely to have are Bad Temper ltnd Rcrserk.

CHARACTER TEMPL.ATES
Drakarans will normally follow a family profession. Ideally. Drakaranl> prefer to

work in a family business - for example. a free tr;;lder thm is crewed by members of
the same exlcmlcd family. with II greatmolher as captain and lhe more experienced
family members as lhe oflicers. However. families that have fallen on Iwn! times
may send individu<ll Drakurans to work in companies or crew vessels owned by
non-Drakaruns.

The character templates on pp. 87-105 of CURPS Traveller arc suitable for
Drakarans if modified as described above. Among the most common templates for
traveling Drakarans arc:

Belrer.s and Merc!wllls: Thel>c arc vcry common profcssiol1S: they arc often run
by single families. but a family that is short-handed or fallen on hard times may
make a partnership with non-Drakarans. leading to some mixed-race crews.

THE DRAKARANS

Outside the citic~ lire ll,grieullurlll
re,gions - usuall)' pnJiri..: land - on which
herds of mem llnillHlls arc ,gr.v.cd. Due to
vcr)' high IlllU,J prices in the center of
Jll<ljor cities. rrJ<lny individuals live in sub­
uruan areas and commute to work (if they
C"IlI'[ work at home via computer
datalinkl. so cities arc surrounded by
extensive rO<ld networks. A majority of
families (even poor ones) own personal
transport. ranging from wheeled vehicles
to aircrnft. blll with a high percelllage of
grav vehicles. Puhlic tr.msit is rare. but
mO.~t vehicle.s utilize efficient reactors. so
poliUlion is kept 10:1 minimum.

.-



EGUIPMENT

Dip/o1l1ms and Managers who are senior family or clan officials acting as trou­
bleshooters for their interests and perhaps as liaisons with Ilksaeng Oekhgnoull
("Strangc COllllllCrCt;··). the Vargr corporation lhal handles most Drakar'ln-Vargr
trade.

Mililary who may be serving or rctired members of clan mililUlY forces. often
veterans of A.~hkel forces that fought in Ihe war against lhe Vargr. Ex-soldicrs or
spacers typically go 10 work for smaller clan or family-run security agencies. or
serve as crew (gunners. for example) aboard trade or explor:Ltion ships.

Size: 4 hexes

WI.: 1.5 lons

Habitat: plains

SPACECRAFT
The Drak:tr:ms prefer large spaceships. with room to st:lge "vermin hunts" in

the corridors. Starships should allot about 5·10 percent overall tonnage-spaces to
corridor space (no weight or cost). Drakaran vessels are of 11 simple. nlgged design.
Being designed for operations in a frontier region. civilian vessels arc usu:llly quite
well armed. Ashket warships are generally rider designs: Drakarans take a brute
forcc npprom.:h to military craft. emphasizing heavy weapons and armor over speed
or stealth.

Orakarantcehnology is almost cxclusively TLlO. lnlheir pre-eOlilnel recent his­
tory. mas I Drakaran combat involved space actions against renegade clans:
Drakarans Iightcrs tcnd to favor energy weapons such as lasers. as well as rocket
launchers.

Heavy combat armor often has high-density metal c!;lWS :Iltached to the
gauntlets (S5oo. 2 Ibs.: punch docs thrust/cut +2 damage and DR protects at half
value).

Drabran vehicles ;Ire usually rugged and simple.
Drakaran medical and biotechnology is only at TL8 levels. A drug to suppress

thc Stalking ensts CrlOO per dose; it adds +2 to Will to resist. hUI doubles fatigue
loss from resistance.

Drakarans from wealthy families typically enjoy hunting for SpOrt. Those
raised on their homeworld or othcr fronlier planets (rather than in asteroid colonies)
will often practice with traditional hunting weapons and riding animals. These
include morningstars. throwing spears and lances. often wielded from a mount.
Even loday. Orak explorers and hunters often ride and fight from large two-legged
riding lizards:

Orakaran Riding Lizard
ST: 45 SpeedlDodge: 12/7

OX: 14 PDIDR: 2/2

IQ: 4 Damage: 2d+ I nnp.

HT: 14/40 Reach: C,1

Orakaran Family Trader (400 tons]
The more adventurous Drabran clans have a number of families lhal own .lIld

operate small trading vessels. Bank linancing is generally available for the family
through the clan: merchant clans tend to function much as lrading combines.

Two staterooms arc usually combined for usc by the family llwtriarch and her
mate: the outer oflice often also contains a religious shrine. Extra passageways
throughout the ship provide room for the Stalking.

Crew: Caplain (Lcadt;rship. Tactics). Pilot (Pilot .md ASlrogalion).
Sensor/Commo Oper:uor (Electronic Opcration [Scnsors] and [Communications].
four Gunners (Gunner ILaser] or IMissilcl). two Engineers (Engineering and

Clothing and
Costume

Recreation and Art
Compared 10 Humans. Drak:trans

spend little time engaged in leisure :tetivi­
ties. perh:tps bec:tuse the Stalking pro­
vides ,I necess:try rele:tse fronl tension.
Drak havc sc:tnt intcr;:st ill music. and
their Olrt and litenllure tends to lack subtle·
ty. One elltertainment that is universally
popul,lr in Dnlk society is the Kyzinga. or
.~ilent pupJXI show. A class of wandering
landless families who worked as migr:1n1
laborers and traders originally performed
Kyzing;ls. ·nley cclebr.uc some [r.,dilional
;lSpect of Dr;,k;lran SOCicly. such as mar­
riage. the St;llking. [he life of;l roor colo­
nial family. or politics in the Lumog. A
Kyzinga is not ;1 single pcrfonnanee. bill a
SO:lp-Oper;1 style cycle of plays. Most
Kyzing:l fllcus on the doings uf :I single
f:lmily. with l,lrger-than-life (;l1ld often
humorous) ~·har.Jcters whosc lives chan~e

and dcvelop across a dozen or more lX'r·
fonmll1~·es. These productions are usually
silent. but with c1abor;lle stages ;ll1U slX'­
cial effects. Since most char'Jcters are
cliches. il is e;ls)' for a Dmk:lr:rn to under­
stand what is going on.

J";llttilies speci;lli7.ing in milSS cmer­
minl1lcnt have filmed KY1jn~a plays using
robots or computer animation. but lItOSI
Drak still prefer the traditional live puppet
perfonnanees.

OTakarans wear silklikc cloaks. head
bands. sashes and vcils Oil their
hume world ur in I:untrullcd <:llvirull­

IllClIIS. Illun.: for umamcnl,lliUll thCl1 duth­
iU1;. Jewelry is r..rdy worn - it wuuld suf­
fer in comparison to the bejeweled
Drakunm <lrmor!

On the planetli they prefer (hOI ;Hld arid
worlds) the Orak WC(lf SlIIrmtlS/';s (visor­
like goggles) to prOlect their single eye­
slit against dust and glare. On cooler (e.g..
Earthlikc) worlds Drak;lrans we;ll rllll
cloaks and robes. lIsu:llly in solid !lat col­
ors. sometimes wilh Ir:lnSr:m.~nl fahrics.
Dral.: mrcly wear shoes or boots unless
lr:l\'clling orr·world.

Dr:tkarans dislike water. In \'cry wet
weather. Drak:Jr:lIls lend to C:lrry parasol­
likt.: ulllbn:lhls ,nil.! cumplain a luI.
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Mechanic). one boal pilot (Pilotiug alld Gunner), one medic (Physician.
Diagnosis, Surgery).

400-ton USL Hull. DR 400. Heavy compartmentalizalion. Four
Turrets (IWO with doublc 360-MJ lal>erl>. two with single missile racks);
Basic Bridge, 107.5 Cargo (+4 in turre(s). Engineering, Fuel Processor, 54
Maneuver, 12 Jump, 80 Fuel. one Low Berth (4 tubes), 40 Passageway.
one Sickbay. 60 Spaccdock (for 30-ton Ship's Boat), nine Staterooms, one
Utility. LMass (but not price) includes loaded ship',; bOlll.

Statistics: EMass 955.05, LMass 1,661.027, Price MCr 70.9554. Hit
Points J7 ,500.

Performance: Acce! 1.3 G. Jump 2.

3D-ton Dmkaran Ship's Boat (TL 1Dj
A rugged. short-range spacephlile vehicle. used to transfer cargo. crew

and passengers to and from the family Trader.
3D-ton SL Hull, DR 200. Cockpit Bridge. J-iixed 360-MJ laser. 15

Cargo. 6 Maneuver. I Passenger Couch (capacity 12).
Statistics: EMass 73.58. LMass 148.58. COSI MCr 8.655. HP 6.000.

Hu11 Size Modifier +7.
Performance: Aced 1.61 Gs, Air Speed 1,732.

Khaz'akum-c1ass Patrol Tender
The Klwz'(lklllll (idioJllatica11y. "molher of monsters") are the standard

Ashket escort and patrol ships. They are designed 10 ClIfTY two V,.·f{/hk­
class patrol riders,

3,OOQ·ton USL Hull, DR 100. 20 Turrets (10 triple sandcasters, 10
triple 360-MJ lasers), one Bay (12.810-MJ particle bcam hay). Basic
Stealth and Emission Cloaking. Command Bridge, 6 Cargo, Engineering, 4
Fuel Processor. 400 Maneuver. 90 Jump, 600 Fuel. 150 Passageway, 2
Sickbay, 1.260 Vehicle Bays (two 6oo-ton riders). 36 StalcroOll1s. 6 Utility.
LMass (but nOt price) includes two loaded Patrol Riders,

Crell': Captain (Leadership, Tactics), Pilot (Pilot), Navigator
(Astrogation), two Sensor/Commo Operators (F.lecLnmic Operation
lSensorsJ and [Communications], 22 Gunners (Gunner [Laser]. [Particle
Bcaml or rSalldcasterl), nine Engineers (Engineering and Mechanic), two
medics (Physician, Diagnosis. Surgery), 26 riJcrcrew (varioul> skills).

St3tistics: EMass 4.105.675, LMass 3,758.95, Priee MCr498.6205,
Hit Points 120,000.

Perrormanc~: Accd 1.26 G, Jump 2.

Vr'tahk-c1ass Patrol Rider (type PBj
The V"'fahk lirc uscd holh ahoard Patrol Tenders and as system SOBs.

Vr'rahk-class PDs are also exported 10 and used by the Drakanm's Vargr
allies; they have (he advantage of being more than a match for a typical VP
corsair. Vr'rahk PBs (idiomatically "legendary snake in the grass") are
named afler camivorelpouncer species and Ihe environment they hide in,

Crew: Captain (Leadership, Tactics), Pilot (Pilot), Sensor/Commo
Operator (Electronic Operation [Sensorsl and [Communications], four
Gunners (Gunner [Laser] or {Missile). six Engineers (Engineering and
Mechanic).

600-(on SL Hull, DR 1,400, Basic Stealth, Radical Emission
Cloaking. Tolal Compartmentalization, H:Hdenetl Basic Bridge,
Engineering, 422 Maneuver, Low Gerth (capacity 4), 10 Staterooms,
Sickbay, 2 UtiliLy, 6 Turretl> (4 with triple Lasers, two with triple Missile
Launchers), 5 cargo.

Statistics: EMass 4,198.195, LMass 4,223.195, Cost MCr148.l986,
HP45,OOO.

Performance: Accel 4 G. Jump 0. Air Speed 6,032.
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The Clotho (known as Addaxur to the Zhodalli) <Ire a six-limbed semi­
humanoid minor racc dwelling entirely within the Zhodani Consulate. The Clotho
achieved limited sub-light interstellar travel before the explmding Zhodani encoun­
tered them. and became the first alien race to become part of the Consulate. Today.
most Clotho live within the 10-world Addaxur Reservation ncar the center of the
Zhodani Consulate. Several hundred million additional Clotho have sell led 011 othcr
worlds. generally in neighborhood- to city-sized trade enclaves.

ORIGINS
The Clotho evolved from six-limbed nocturnal carnivore/trappers who burrowed

under the roots of the monolith trees of their hOllleworld's forests. They spun com­
plex webs for catching small game and elaborate web-symbols (glyphs) to lII<1rk ter­
ritory. Dramatic c1imaclic changes circa -550.000 caused a drop in numbers of the
species the Clotho preyed upon. The Clotho began to hunt larger game. developing
physical snares and traps ;Ind snares and more cooperative behavior. Increasingly
complex glyph symbols were developed. By -200,000 the proto-Clotho had been
replaced hy the modern Clotho spccies. with a larger skull and glands evolved to

spin finer (but less adhesive) webs that were more effective in communication than
in trapping of game. and upper claws that were better suited for tool use.

PHYSIOLOGY
The average Clotho stands seven feet tall (if fully erect) and weighs 180 Ibs.

Their torso is trilll1gular. with charcoal gray skin and long silky hair. dark gray or
blue-black. except for a hairless wedge-shaped face. Clotho possess two legs and
four arms.

TIlcir head has a small mouth with sh<trp teeth. ,1I1d a nat nose. while its ems arc
small but pointed. protruding above the top of the head. The Clotho's most promi­
nent facial feature is their two oval eyes. Clotho intelligence is roughly comparable
to that of HUll1:ms. but all Clotho possess excellent spatial sense.

Each limb has :tn extra set of joints. effectively giving them an extra elbow or
knee. The upper and lower arms differ, for while the lower pair of arms is very
strong. ad:lpted for occasional quadrupcdal movement or burrowing. the upper set is
more dexterous and utilized for manipulation and weaving glyphs. Each hand ends
in a thumb and four lingers lipped with sharp clawlike nails. originally used both for
rending prey :lIld burrowing.

Clotho are incapable of speech. instead communicating visually by weaving
imricme weblike symbols known as glyphs.

The race prefer regions with average humidity and cool climate. They breath a
standard oxygen-nitrogen mix and prefer gravity of 1.1 G (slightly above Eanh's
and significantly greater than that of the Zhodani horneworld Zhdant).

Senses
A Clotho's scnse of smcll. tastc and hearing are approximately thc cqual of a

Human·s. Their sCllse of touch is marginally better. Eyesig.ht is excellent. and both
night vision and color discrimination are superior to that of a I-Iuman.
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Early History

The earlieSI ani fans urClulhu :Ire lOul~

:Jnd other :Jrlif,ll;ts d:Jlillg b,lek 10

-100.000. An:heulugisb Ix:lie\'e lhal
eirea ~120.0oo. hand mO\'emenIS used 10
spin ~Iyphs evolvcd into a gcstural lan­
gu;)ge. suitable for faster comllluniciition:
by this time a symbolic writing system
had originally begun to ;Ippcar using pig­
ments and brush strokes to create simpli­
fied \'ersion.~ of pcrmancnl glyphs.
nnme.~lic:ilionof animals for meat. hlood.
milk. lealher and other producls occurred
around·70.000. and by -10.000 thc first
selllcd civilizalions beg:1Il to appear. with
orchards and enclosed pastures.

Urban civilization based uround towns
led to the rise of a lllen;antile civilizulion
and the del'eluplIll:nl of a wealthy.
lcisurl:d middle class with tillll: for art aud
science by -7000. Established interests
hampered industrial progress. but by
-6400 the Clotho had evolved a spaccfar­
ing civilization based around largc space
habitalS and elegantlighlS:lil clippers.

In -62t2 lhey had reached lhe nearest
Slar (1.2 par<:ecs away). The CI01ho spreacl
from star to Slar primarily through rohotic
probes and lhe shipment and cloning of
gcnetic matcrial. Their "cmpirc" was
bound togcthcr primarily by information
technology and ntdio. with no eClllnll gov­
ernmcnt. By -5150 they had explored and
claimed some 37 nearby systems usin,g
robots. although Clotho had only walked
011 10 of these.

[n ~j 127 cverything changed: a Clotho
outpost was chanced upon by :111 e1\plo­
ration starship from the Zhodani
Consulate.



Contact:
The Zhodani

The Clotho were the first race to be
contacted hy the Zhodani since the
discovery of the Vicpchukl chlrpcr~

over 2.000 years ago. The biologicul dis­
aster thut hud occurred then. cumuim:J
wilh the highly alien appl:ilranCe of the
Clolho. caused the Zhouullj to use extreme
caution (lnd delicacy. Tell years went by
as the Zhodani survey ships and robot
probes. with sophisticated emission cloak­
ing <Iod stealth systems monitored Clotho
electromagnetic traffic and obsen'cd their
colonies. From the Zhod.1ni per<>pccllve.
the Clotho :lppcarcd quile alien. Their
psychology was '~een J_~ STrange. oh.~essjve
ancl in r[ace.~ immoral from a Zhodani
perspective - but with its
emphasis on community and
order. not without virtue.
Moreover. lhey uppeured not
to tx: u warlike society.

The Zhodani debated
various allt:rrmlivt:s, nlllging
from interdiction to con­
qut:st. occupation and assim­
ilation. The latter was con­
sidered to be beyond the
resources of Ihe COMul,1IC.
While Ihc Navy had Ihe
capahilily 10 hlasl the CIOlho
hack into [heir stone age. the
Consular ground force.s were
tiny: Zhodane had been
comple[ely al peace for 300
yeurs. wilh no need for
troops beyund ceremuny.
disasler relief and lauding
party sccurily. MOreover. [he
few Zliodani xenosociolo­
gists felt that any attempt to
tr<lnsform the Clotho society
was simply beyond [heir
expertise. [nterdiclion was
pn~~ib1l:. bll1 with [Ile Clotho
already possessing suhligh[
drives and possihly <lhle [0

develop jump drive in the
future. it was believed <lny
such effort wuuld require
destruction or oel'upation uf
thc Clotho industrial baSt:.
Doing lhis would certainly
turn the aliens into enemies.
and would also negate all the
expected benefits of trade
and technological exchange thM mighl
flow from a first contact with an advanced
race.

Continued 0/1 lle.1"1 Pi/Sit • .•

Growth and Reproduction
Clotho are bisexual and warm-blooded. bill they lIre nol mammals. Pn:gmlllcy

lasts nine months, and young are born alive, almost invariably as fraternal twins.
Infants arc fed with predigested food until old enough to chew for themselves.
Clotho growth ratcs and lifcspans approxil11ate Ihose of HUl11ll11ili.

Diet
While the CIOlho diet is similar 10 thc Vnrgr onc ill gCl1cral outlines, they are

less similar biochemically: about a third of foodstuffs that can be digested by Vargr
or Humans are inedible to the Clotho and vice versa. ClOlho do enjoy live food. par­
ticularly rodents. A cle311 and attractive six-legged scavenger (the XaajiJ enjoys
almost the same position of affection among the Clotho as does lhe killen among
Human cultures. except that most Xnafi are generally eaten by their owners once
becoming adults.

Lower classes eat dead or frozen foodstuffs from necessity. but when a sibljng
pair is otfworld it is a mark of status to have live homeworld fauna brought along.
Since Clotho choose clcll!1 mul llesthclically plcasing food animals they see no rea­
son to cage them. Consequemly. ships are often swarming with them.

THE SIBLING PAIR
Clotho reproduce sexually in 11 manl1l:r

similar to Terran animals. though {hey are less
fertile and children are always born in twin
brolhcr-sisler pairs, This sibling unit forms the
basic element of their society. analogous to the
Human family.

The tics bel wee II lwin hrothcr and sister
are the strongest in Clotho society. the two liv­
ing, thinking. playing and working together,
from birth until death. They beeome almost a
single emity. far closer than most Human mar­
riages. One of the pair's most important func­
tions is to eooperatc in weaving glyphs: only if
a male and female spin their different colorcd
threads together can the Clotho language
express complex concepts. and only a sibling
pair possess lhe empathy and Shllred pllflJOSC 10
cooperate properly in doing so.

This cooperation is the most important
aspect of Clotho psychology ami culture. Even
mating takes place between sibling pairs rather
than individuals, the two siblings choosing
anolher pair of siblings as sexual purtllers. The
mother's pair raises any children thaI result: the
father and his sister have no claim upon them.
It is eonsidercd good luck if Lhc females in
both pairs become pregnant. however.

If onc member of a sibling pair dies. the
other becomes a rogue. Rogues traditionally
commi{ suicide (care for any children is hand­

ed over to relatives) but a few have been known to obsessively devote their lives
toward eradicating the cause of Iheir sihling's death. If another being was responsi­
ble this may be revengc. but if. for example, a di~ease was the callSC or death. the
rogue might devote himself or herself to a search for (he cure! Any rogue that docs
noL kill il~elt' is by deliniliOIl insanc, and is liable to develop nUl1lerou~ mental prob­
lems. Rogues arc normally shunned by society: mOSI quickly kill Ihemselves. somc
become legends.
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COMMUNICATION AND LANGUAGE

Clotho langu;lgcs ;lre entirely visual. an evolution of webs spun by their ances­
tors to attract mates. mark terrilOry and catch food. Luminescent threads are extrud­
ed from glands in their mouths and woven into complex patterns by their delicate
claws. Males and females secrete different colors. the hue of which call be further
altered by saliva. and Ihesc arc combined into the complex glyphs which make up
the racc's language.

Glyphs are usually drawn on surfaces or spun between trees or structures (some
Imperials have jokingly referred to this as "graffiti"): seeing these scallen:t! around a
neighborhood in a Zhodani starpOl1 is olle sign that Clotho are on the world.

A Clotho conversation is a beautiful thing, combining elements of both dance
and calligraphy. and unlike Human words. is preservcd until the glyphs dry and
fade, which occurs after u few hours of sunlight. A single word concept is typically
4" across: a sentence usually spal1~ a foot or so. Communication is slower than
Human speech. (approximately one sentence every 10 seconds) and requires a good
deal more space. but is in some ways more precise.

Printed represcntations of glyphs form a written language. Clotho have supple­
mented their glyphs with a well-developed sign hmgwlgc used for rapid communi­
cation. With four limbs it is somewhat more expressive than 1·luman sign language.
but cannot match the complex ~ymbology that is conveyed with glyphs. Clotho have
also mastered 1·llIman sign languages. Some Clotho have leamed to understand spo­
ken languages. but all find them very difficult.

Translation and Names
CIOlho Glyphs can be learned by Humans and even repro­

duced usillg computer graphics. holograms or a paintstick.
Transl:l1ors c:m also be modified to trans!flle visual symbols into
words and vice versa. with the addition of a camera with a visual
recognition system and some form of image projector.

Many Clotho worus arc Irans];l1cd idiomatically, or given
accepted equivalents. For example. the symbols for "perfected"
and "light" c:m ulso mean a laser: a translation might render the
concept as either "perfectcd ligh!" or "laser." depending on how
good it was at judging context.

Quite a few words (mostly individual and place names) nre
drawn from combinations of archaic language symbols for which
the actual meaning has been lost. Zhodani graphics-to-voice trans­
lators assign individual syllables to these symbols. and represent
the resulting combinations as. essentially_ nonsense words. For
example. the name used for the Clotho race is known tu translate
as "children of [unknown glyphf" the untranslatable symbol appar­
ently referring tu all :mcicnt pair of del11i-gods or ancestor-heroes.
Zhodani translators choked. rendered the symbol as Addaxur. :llld
assigned th:tt name to the species. The reason the Imperials usc a
different word is thai at the first contact between Imperials and
Clotho. the Imperials used a different translation progr:JlTI. Rather
than use a set of nonsense syllables. the Imperinl Scout Service
assigned a mci,11 namc oul of TelTan mythology (KlorllO. in Greek
mythology. is one of the three Fates. and is lIsually associated with
spindles and spiders).

Abolll half of Clotho personal names translate into rendentble
multi-symbol phrases: God-in-the-Pod. Coherent Light. Snake
Hiding. Panzerlilly. /\ sibling pair will share:l name. modified by
glyph for lIlale or female. composed of a personal Ilume joined to
the glyph for their Design. The other half do not tr,lllslatc: Humans
usually either make up nicknames for them or use the substitutes
the translator spits oul.
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[Continued]

The Zhorl:lni were delermined their
firSl inlerSlell<1r contact would bOlh prc­
scn'e the security of the Comul:llc :lIld be
worthy or lhe judgement of hislOry. So
they compromised: the Clutlw did nol
:lppear. at present. to h:l\"e:l milil:uy C,lp<l­
bilily. The Zhodani wuuld offer to bring
the Clotho into Ihe Consulate as :l self·
govcrning proteclOrale under the
ConJ>ulate.

The Zhodani initiated conlact from
-5112 to -5110. Inilial "praclicc" cnnl;LCIS
were made with Patterns on the Clmho
outworld colonics, which could he casily
interdicted if misl;lkes were madc. 'I"anks
to Zhod;llli Ic1ep,uhy :lnd thc lengthy peri­
od or pre-contact oh.~er\'alinn. rclatively
few error.; were madc. although a number
of Zhodani lelepalhs cxperienced p.~ycho­

Ingieal prohlems. After a shon period of
culture shock. thc Clotho acccplcU their
more udvanccu ncighhors. The first indi­
cation or lhis was when (I fashion ror
ZhoJani cloak<. spread likc wildfire.



Integration

By ·5003 the Zhodani had woven a
series of treaties with all significant
Clolho patterns lhal spelled out lhe

{WO races' intcrn:lutionships. Lot:;Jteu in
the I;on.: of tilt:: COlIsu);.lle, CI01ho accepted
ZhwuIIi dircdioll of tllt:ir external affairs
in exchange for the right of free passage
of their merchant \'csscls through
Consulate sp..1.ce and the protection of the
Consulate N:wy.

The major ch:mge that occurred was
The Zhod;mi insi.s1l':nce on lhe DOIho's
devclopmcm of (31 least) planetary gov­
ernments. Inilial attempts to consolidate
the grealer Paltems together into a more
Zhodani-slylc castc system led [0 some
chaos. largely duc to the mrity of psionic:;
alllong the CIOlhu. By -4850 the Consul­
ate had inslcud agreed to the establishmcnt
of u mure dcmocrutic govcrnlllcnt.
although 011 the Zhodani model. During
this period. the only Zhodani citizens per­
mitted to visit Clotho worlds were inten­
dants or nobles who were also trained
xenologists.

The next six centuries of Clmho hisTO­
ry were devoted to the inlegr:lfion of new
technology ~ncl Ihe soci~t adjTJ.~tmenl~

broughl aboUl hy Iheir (iniTially limited
~nd controlled) p:mieipalion in illlerstellar
lracle. By -4500 Zhodani merehalll vessels
were operating with Ctotho crews
between the worlds of the Addaxur
Reservatiun. For lrude with lh<: Consulate.
Clotho mcrchant d<:signs were partnered
with Zhoouili trading cumbines; their per­
sOllnel were required to accompany each
Clotho tmde mission that ventured out of
the Reservation into Consulate space.

By .4740. the initial ··probationary"
period of Clotho integration was deemr.cI
over. The Consulate begml allowing near­
ly unrestricled free Irade wilh Ihe Clotho
world~. ,mel Clotho shipyards hegan pro­
dncing jump-capahle ve~sel~ under striet
lieen~e.

Around -3.900. Clotho tT'.lding pullems
began to be gmllled pcnnission to estab­
lish mcrcuntile cnr.:1avcs oulsiul: the
Adduxur Reservation. u~ually on isolat<:u
islarnJ-starports or ill orbital habitats.
Arrangcllll:nts with world councils on an
ud hoc basis often led to the purchase of
additional territory for settlement.
Although the Consulate would absorb
other non-hum:ln r:lces. by -1.500 The
Clotho were cen:linly Ihe mOST POpulou~

:llien r~ce of The Zhodani Consulate
(though non-Zhoelani human.~ outnum­
hered them considerably). In 400. the
numher of Clotho oUL~ide their Reserva­
tion was slightly larger than the popula­
lion within it.

PSYCHOLOGY
The lhree virtues cul,ivilled by Clotho arc harmony. lIeatness and beauty.

Violence is seen as both dishannonic and ugly, but if properly perfonned. violent
acts can be tolerated to achieve grealer hamlOny. 10 acquire. create or preserve beau­
ty. or to emdicale ugliness. For many Clotho. their life'!'i goal i!'i to surround it!'ielf
with beautiful things. All Clotho cultivale a highly developed aesthetic sense and
will take greal pains to make, gain or protect something beautifuL

A Clotho has 110 concept of guilt, only of shame. Any kind of disharmony is
considered ugly. An improperly dressed. untidy. unclean. ill or wounded Clotho will
try to correct the hideous condition as soon as possible_ remaining in seclusion until
this has heen achieved. A Clotho pair will try not to reveal its personal distress to
others. even 10 denying wounds or fear. If confronted with 11 misl;lke or other shame­
ful situalion, it will not apOlogize. but either correct it or remove itself (or eliminate
whm:ver Iloticed!) so as to avoid fUlther embarrassment.

This has led to an obsession with secrecy: while not shy. CIOlho lend to coneelll
their identity in public (and even in business deals they may identify themselves
only through their Design or Pattern). This tendency results in the founding of
numerous secrel societies. '"the Hidden Pilllems" in which exisling slat us. rules and
conventions are replaced by those of the organization. some of which are highly
bizarre. Offering opportunities for advancement otherwise denied to low-status
Designs. the Hidden Pallems secretly control mueh of the Addllxur Reservation's
business.

The mind-reading ability of Zhodani made a strong impression on the Clotho.
Although Clotho surface thoughlS arc very difficult for a Human telepath to read,
they are not impossible. Clotho who are citizens on Zhodani worlds (where psi
shields are illegal) will generally remain scrupulously honest in order to avoid any
shame falling upon on their persons or their designs.

The Clotho ethic of neatness and harmony means Clotho will always try to fol­
Iowa situation through to its ultimmc conclusion. usually taking the long view. An
elegant solulioll to any prohlem is sought, one that weaves together all loose strands.
Work is rarely stopped on a project until it is finished: a Clotho would rather destroy
everything and begin again later than leave something untidy and unfinished for
long. Clolho illsistcllcc 011 neatlles!'i has also led to an obsession with legally binding
contracts, not only in businesses, bill for everylhing from educalion 10 religion.

Among equals. cooperation is important. Clotho in a group will try to reach a
consensus before proceeding with a eourse of action: if there is dissent. before any
aClion can be taken the disharmonious clement mllst either dlllnge its views to COIl­
l'oml to the rest, conven the others to its own viewpoint. or be forced to leave the
group. TIlOse of lower status are expected to contribute advice but follow Ihe deci­
sions of their superiors.

Proper Grooming
Although Clotho have nothing ag;linst natural dirt as such. any form of contami­

nation which might ruin their appearance or that of their valued property is shunned.
They will do anything to avoid this. even risking personal danger (e.g.. refusing to
go down a mucky sewer whcn ii's lhe only way to hide from pursuers). Most Clotho
are intolerant of other races, finding them depressingly ugly. bUI Clotho who mlven­
ture with Humans can overcome this. learning to pity OIher species for their defor­
mitic.s.

Clotho of all social levels. but particularly those of higher status. arc extremely
vain about their appearance. A good appearance is essential for maintaining status.
Fashion in c1olhing. jewelry. SCe!lts. and hair style (for the entire body. not just the
head) is complex and variable. though constrained by lradition. Even advcnturing
Clotho will take care to remain in ·'proper grooming." a glyph which can simply
mean personal appcamnce. but which refers more generally to a pair's apparent (if
not actual) physical and mental state in relation to sociCly's expectaliolls in a given
situation. or course. dress and accouterments for a commando raid differ from a for-
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mal ball, but one can be sure Ihe pair will arrive in the best and most rakish of com­
bat faligues, with stylish and immaculately clean weapons and body hair dyed juSt
so in camounagc pattcrns!

Clotho who are regularly in contaci with Olher cultures will learn that culture's
slandards of attractiveness and mannered behavior so as to bener judge individual
members of other species.

SOCIETY
The building blocks of Clolho society are the family. composed of a sibling pair

and their immediate children. and the Design,
Designs arc a combination of a group marriage and job. Typical size is any­

where from two to 20 pairs. Designs are not dans - they are actually more like
Vargr packs, but all members are. more or less, of similar status and work in the
samc or complcmcntary fields. A design may be a small business, a workshop. an
mist's co-op. professional office. a study group. a ship's crew or a government
office. Sibling pairs can and do move into and out of designs about as often :IS
Imperial citizens change jobs: that is. some stick with them for years, others change
every few years. Pairs own their own property. ~hhough Ihey may also havc shnres
in property owned by the design.

Nevcrtheless. designs are not simply jobs. Many Clotho invest substantial
income in their design. in terms of shares. Physical and cmotional attraction is con­
sidered as important as professional requirements. Sibling pairs in a design share
affections and (if young enough) mate regularly among each other. Clotho cannot
understand how aliens can work closely tugether on projects lI'irlwlIl this kind of
intimacy. (Their sociologists believe the Zhodani manage to muddle through using
telepathy, and that Imperial Humans and Vargr prove their point ... )

Applying 10 erller a design is 11 combinntion of courtship and job interview. and
requires the unanimous acceptance of all the design's members. Some designs
require a financial investment to join (equivalent to buying stock in it). The wealthi­
est and most successful tend to be very particular, and often the reputation of the
design a person was raised in has considerable influence.

Children do lIot enter their parents' design (among other things. this constitutes
an incest laboo). Parents will generally try to provide young adults with enough or a
stake to either buy into. or acquire through education. the necessary skills.
Unattached sibling pairs may be hired as the Clotho equivalent of temporary or free­
lance workers (often in the hope of impressing a design). or may mate with onc or
more unattached pairs to form a new design. Most sibling pairs will have either
fomled a design or joined one after six to eight years of adullhood.

THE CLOTHO

Alien Encounters

Tht: Addaxur Rt:scrvation was 110t per­
milled foreign adventures (nor did it
have an interstellar navy). As the

Consulate discouraged Clotho vessels
from exploring unknown space. the
Clotho made no rirsl coni acts of lheir
own. Some Clotho did. however. engage
in voyages olllside the Consulate as pan
of expeditions organized hy Zhodani mcr­
cham corpor:llions.

For their part. Zhodani merehant­
explorers found (and find) having CIOlho
aboard is usdul wht:n nwkitlg t:ontact
wilh new ulien Ilwrkt:ts: Clotho ulso illUde
good pilolS. while lhcir skills in non-\'er­
b<ll t:ullllllunicalion were a useful addition
10 Zhodani telepalhy. Although Clotho
were nm allowed to serve in the Zhodani
Nav)'. Clotho explorers did panicipate as
civilian contractors in the Second and suc­
cessive Core Expedilions.

Cire:'! -2600 to -2500, CIOIho were
in\'ol\'ed in early comact between Zhodani
traders and Ihe Vargr (whose fa.~hion

sense Ihey deplored and tried 10 reelify),
Such encounters were gencmlJ)' peaceful
and profitable. bUI not always, In -2540.
several ships of lhe Seven Et:stiltil;
Dancers p;)lh.:rn at;t:ompallied ulle of lhe
early Zhodani lrade missions into lhe
V;)J"gr Extents. While relTat;jng their route
after a year of successful exchanges the)'
t:arm: upon lhe blOOl.ly aflermalh of a cor­
sair allack on a trading post they had
established during the outw;lrd bound of
the voyage.

The ugliness of the scene, with bloody
corpses evcrywhere instcad of being neat­
ly eaten or cremated. enmged lhe Clotho.
who urged the Zbodani lraders into an
unofficial punitive expedition againsl the
corsair base. Lacking amled ships. the six
hundred Clulho led lhe ground aUal:k and
hand-to-hand righling. at:quitting them·
selves well in the first p,mllllililaT)' ilction
involving their rat:c since lhey enlered
Zhoduni space. Atier lhis incidenl. Clotho
trading patlerlls that operated beyond
Consutate borders were granted permis­
sion to aml their own ships.

Clotho eontaClS with the Vikll1i were
very limifed, bllt between 50 ;md 5tH), lhe
Clotho panicipalCd in Zhod:mi encounters
wilh Ihe Asian .md tmperial tlumans.
After inirial Consular expeditions, CIOlho
traders ranged OUI inm Zhodani cliem
states within the Foreven and Far
Frontiers sectors. Between lhe Second and
Third Frontier Wars. lhc firsl Clothu
traders began to venture into the Spinwurd
Mardlcs. The risk of war discouraged any
large-scale settlement, but by 1120. some
20.000 Clotho could be found in enclaves
on Zhodani worlds in the Cronor and
Querion subsectors. mostly in enclaves
within Class V pons,



Housing and Cities

The urban dwellings in Addall:ur
Reservation worlds llnd on many
worlds thut have cily-silCd Clotho

cnl.:!ilvcs rCnCL:[ the race's psychological
obsessions with neatness and hannan)'.

Much of allY town or CilY is out of
sight. either above the tree C.trIOP)' or
below ground. the Clotho preferring 10
build \'crtically ralher Ihan hori7.ontally.
Clolho enjoy climbing :lnd burrowing. ;lnrl
both individu:1l rooms and whole cities arc
:lTr.lngcd in three dimensions. with plcmy
of t]nw holds. prob:lhly hCC;lUSC i(.c; the
only \\lay several thousand Clotho pairs
can have space [0 weave conl'ersations.

A C10lho city is centered :Jrounu huge
lOwers. arcotogics with as many as 10.000
inh:lbitanls. which rise high llbovc the
trees. These towers arc owncll by onc ur
mure Pullcrns and cunlain humcs. shups.
Ortil'CS or lighl industry. Bt'low ~round the
cities arc strange and beautiful. und
despite h;wing much of the bustlc of a
Human city. eerie in their relative silence.
The n1<lny-lcveled lowers also sink deep
into lhe earth. :l.IId individual arcologies
arc connected by a rhree-dimensiumll web
of llInnels. illuminalcd by phosphorescent
lichens. many-hued anificial liglll or lhe
evcr changing glyphs.

COli/iI/lin} /JIr IIl:xt 1}lI!!,' .

PATTERNS
Designs typically contract their services to other designs on a shon or long term

basis. For example. a wealthy design might be composed of business executives.
They may run one (or more) companies - perhaps an air/raft manufacturcr. Under
them would be other contracted designs: one or two of clerical workers. an ad com­
pany. some factol)' worker designs (each cOnlracled 10 run 3 different shop floor). A
group of designs is known 3S a patlern. Patterns include corporations, government
agencies and even religions. They vary dramatically in size from a few designs to
thousands. Designs may belong to seveml patterns simultaneously. All share one
similarity: legally binding contracts specify services provided and obligations.

GOVERNMENT
TIle government of the Addaxur Reservation worlds (and Clotho enelaves else­

where) use II system of hierarchical community. city. regional and world councils
patterned on th31 of the Zhodani Consul31e. Any design mOlY offer itself up to serve
on a council. although 3 fee is required to appear on the ballot, ranging from
Cr 1.000 for local officc to CrIOO.OOO to the Over Council of the Addaxur
Reservation. Designs who seek higher ornce are typically ones that have, in the past.
managed successful businesses or held other government positions. Every planetary
year (Olympiad on Zhodani worlds) all pairs in a cOlllmunity VOle for their choice of
design from those on the ballot. Higher councils are elected by vote of the designs 31
that level, e.g., e3ch of a city's community council designs would get one vote for
the purpose of eleclil1g a cily council. Such electiolls tend to involvc a great deal of
intrigue and influence-peddling.

Government will contract with various patterns and designs to provide sen'ices
from puhlic utilities to emergency services. paid for hy taxes on individual. desig.n
and pallern income.

REl-IGION ANO MVSTICISM
Clotho have a bewildering aITay of religions. many of them being

what Humans would call "mystery cults" prncliced by individual
designs or small patterns. Clotho also tend to collect religions from
other planets.

THE MIL.lTARV ANO VIOl-ENCE
The Addaxur Reservation has a Council Fleet of small. lightly

3f/ned ships. The fleet performs a mix of courier. revenue collection
and search-and-rescue duties and 31so maintains some space outposts
;md COlllllllllliCation stations. Clotho gcnerally marry il1lo Fleet designs
for the stylish uniforms (alL regardless of rank. p3lterned on those worn
by noble oflicers in the Zhodani Consular N3VY). u ch3nce to get into
space. and 10 gain experience prior to marrying into a trading design.

The Consular N3VY has the authority to patrol in the Addaxur
Resefv3tion. and does so on occasion. Clotho civilian ships arc not per­
milled weapons within the Consulatc. Clotho lllerchant ships operating
beyond consular borders may receive a Consul3r license th;n permits
them to be armed for self-protection.

No Clotho has any interest in being purely II wan·ior. Though they
can and do fight. war is 1I0t a profession and anyone who devoted him­
self to such would be considered strictly lower class. There are excep­
tiolls: if a murder is dcanly am! tastefully executed with some morhid
style or irony. the killer is considered just another ani st. and Clotho in
need of such activities would prefer to pay for 3 professiotml assassin
rather than trust an amatcur! Such specialists arc l11ainly found in the
Addaxur Reservation - it is diflicult (though not unknown) for them 10
opcrat~ in enclaves within the Consulate proper.

THE CLOTHO



THE AOOAXUR RESERVATION
The reservation consists of 10 worlds in Tienspevnckr sector. in a rough circle

around AddaxuL the Clotho homcworld. Total population or the Addaxur
Reservalion is 36.2 billion. The other worlds in the sector arc under Zhodani juris­
diction, hut the majority have one or more Addaxur cities or space habitats.

AddaxuT worlds life usually either bureaucracies. representative democracies or
corporate states. depending on the degree of innuence rich local patterns and
wealthy designs have and how responsive the governing designs are to the elec­
torate. All are. al least nominally. representative dcmocracies.

X/)O(l/ Lines: Zhodani poslal roules run into the Reservation. Addaxlif Council
Fleet couriers link all 10 worlds.

Nal'al Bases: Therc urc 110 scout hases or Zhodani navy bases in the
Rescrvmion. The Council Fleet arc based on Addaxur.

AOOAXUR
Addaxur is the third pl:lIlct of a yellow G3 V star.
S/mpor1: Class V.
Dioll/eler: 9.170 miles (14,790 km), AIlIlOs/Jher/!: Standllrd oxygen-nitrogen,

SlIIface WaTer: 70%. CIiIlUl/(!: Cool. PopulaTioJ/: 6.5 billioll. G(}l'emmelll:

Represenwtive Democracy, COII/lOf Rarill,~: 4. lL: II.
AJdaxur has a single moon. Silvermllsk, which is about the size of Earth's

moon. Most of Addaxur is heavily forested. with patches of ;tn.:lie lundra and open
prairie, and several very high moulllain ranges. The Clotho obsession with be:lllty
and cleanliness goes hand in hand with a deep-seated desire to live in harmony with
their planet. Despite the planet's sizable populalion. its cities, agriculture. and indus­
try have been carefully designed (or moved into orbit) to allow much unspoiled
nature. The race may change Addaxur's face if necessary. but as much as possible,
ecology and natllral beauty have been preserved. especially the forests.

CHARACTERS
Clotho can be created using either the template system or the standard GURPS

mles.

CLOTHO [1 9 POINTS)
Clotho haw norlllal base aHribuh.:s bUI lhe ST amI OX of different ann pairs are

increased for cen:lin applicalions.
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Housing and Cities
[Continued]

Hypersonic subterranean ~hllllles .md
high-speed mo\'ing .~idcwalks link morc
distant areolugic~. Bctwccn cadi OIrcology
are miles of parklikc forcst Inixcd with
tcndcd gardCIlS ;Jlld bells of farm land. or
thc grecn muunds that arc suulIrbiln bur·
rows. Large areas an: untendcd wilderness
lert in its natural state.

It need not be Solid that cities are Spol­
lessly clean, and th:lt improper g;lfhage
disposal is a major crimin;11 offense. In the
past. criminals performed sanitation jobs:
today Ihis i<; regarded a." lfIO cruel. and
"treel sweeping is perfonned by robots or
COnlr:lcled alien !!uest workers. depending
on Ihe tech level.

Costume and Masks

Clutho m:o::d little dothing due to their
IIiltural coal of body IHlir. alld except
in hostile cllvironments, what they

\\'e3f is entirely ornalllental: silk sashes,
multicolored in intricate p:lllems, hooded
cloaks. reversible with dilTerenl hues lO

indic:lle shifts in Illo(xl or one·.~ own reac­
tion to Olhers. Cnslullles arc lighl and easi­
ty alu:red, serving as a means of commu­
nication as much as a bad!!c of St:JtllS.
Alien diplomats hal'e gone crazy trying to
analyze the meaning of'l Clotho pair
rel'ersing their clothing. or turning :JIld
donning a ncw 1ll00sk,

Maskillg is comlllOll, hoth to preserve
sccrecy am! ilS a fashioll in itself. Masks
1ll00y be of simple doth or elaborate semi­
solid cOllstruetions l'overing the entire
face. These may be abstract or realistic.
representing Clotho. ;mirnals or rarely.
other r.lces. Most own sever;l!. and ne:lrly
all Clotho living offworld will go m:lsked
when in the presence of :lliens (m:lsks
often include lire suppon, vision or com­
municalions equipmcnt). To remO\'c one's
ma.~k indicates, depending on the context.
either great trust or. sometimes, great con­
tempt, implying that the individuals in
whose prescnce it is remo\'ed are so lowly
one need not fecl stmmc for uny uctions.



Trade and Commerce

Trauers can dn good hll~rness in the
Rcs.:n':ltiun ... if Ihe)' can deal Wilh
nllliw t'USIOI11S. Most off-world com­

m<:rc<: is Ii<lru.lkd through lr.lding designs
and I';l\ll:m~. ClluivalclillO Hurn.m l.:ompa­
nics..Tlll.' Clotho arc cugeT to tmdt:. thougll
the)' will tlsu;dly insist on intricate cere­
mOlly.long b,lrgaining sessions. 3nd prop­
er Illanners.

The Adda.~lIr RCSCTvutioll is fOl11ou$
for ils Ila!ur:ll and synthetic fabrics. pos­
sessing unnwtchcd texllIre, hue and
strength. Sum.: Clotho designs produce
Human clothing for expo". and these :Ire
grc<llly in dCl1l,lOU on many Zhodani
worlds (and beyond) with prices that rival
the best true leather and mllUml furs.

Clotho computer graphics software and
their hoJogr:lphit' systems arc also noted
fur tht:ir lju;.llilY ami workmanship. TIleir
JaSt:r tt:dlllology is abo highly rdined;
Clolho cquipmcllt is cOlilpat:l. t:lt:gaul amI
puwcrful. lhough lhcy do lIot markel
hcavy miliHll)' weapons.

Their developments in "clean" power
lechnology hn'e found buyers where
nuclear fusion i.~ impraClical or 100 expen­
sive: Clotho sol,lr panels and powerS:lIS
,Ire <I!l1ong the hcst in Zhodani space, and
their engineers build various subterrnnean
conslruetions. such <IS underground "geo­
front" areologics alld gco-lhcrmal power
slations. CIOlho acsthelies arc close
enough lO Hunum lhal much of lheir an
can be apprecialed without e,~planalion. A
livcl)' tr,llk t:.~ists in urigirwls and rt:pro­
duelions. wilh lII<.llly Human eol1ct:tors
haullting the lunnels of Addaxur enclaves.
searching for overlooked masterpieces.

In rerum for Selling such goods. the
Clotho will import ad\'anced electronics.
industrial machinery and lools. starship
parts and high-lech ,lI10YS. Rather lhan
mine lheir own worlds they will buy rare
minerals: however. lhey meel mosT of
lheir basic mineral needs through exploit­
ing lheir own aSTeroid belt and oUler plan­
elS. They arc always illleresled in luxury
goods. particularly new foodstuffs and
rare texliles. They hilve li!llt: need fur
weilpunry or vehidt:s. The Clothu arc
illll,:rt:slt:u in originul aliell art for ils stalus
value. although lhey find illargely incolll­
prehensible.

Advantages

Double·Jointed [5 points].
Claws [15 poinls}. +2 damage hand to hand.
3D Spmial Sense 110 points].
Enhanced Move (double nmning move. but only when not using lower arms 10

manipulate -20%) [8 poinls).
EXira Legs (lower arms can double as legs) [5 points].
Extra Arms (2 Tllore arms) f20 points].
Fur (very thin) [0 poinls]. A fine coat of silky fur.
Manual Dexterity (+2 OX. upper anus only) 13 points I, Only applies to tasks

requiring line Tllotor skills.
Modified Arm ST (+2 ST. lower arms only) [10 points].
Longer arms (upper have 2-hex reach) [20 pointsJ.
Group Racial skill bonus (Gesture and Sign Language skills) +3 [6].

Disadvantages
Atlentivc I-I]. Clotho tend to stick with a single lask until it's done, gelling +1

skill bonus when working on lengthy tasks but a -I to /lotice any interruptions.
Chauvinistic [-I]. Clotho feel a strong sense of cultural superiority to other

races.
Compulsive Behavior ("proper grooming") [-IO}. Clotho spend an inordinate

amount of time worrying about proper fashions.
Mild Phobia (Dirt). 1-10].
Severe Phobia (Separation from sibling. severe) [-20)*. Clotho go everywhere

with their sibling: threat of separation is crippling.
Mild Phobia (Squeamishness) [-101­
Prouu HI.
Sense of Duty (Sibling) [-5]"'. Clotho are devoted to their sibling.
Mute 1-25]. Clotho cannot speak; communication requires gestures,
* If rogue. replace with 25 points of severe menial disat!v;lntages!

Features
A sibling pair Tllay SpilT colored webs - sec COI/IIII/III;cat;OI/ alld Lal/guage,

p. I IS, Modern Clotho webs no longer have any significant trapping ability (about
thm ora Terran spider web). Cost is included in the racial skill bonuses.

Insleau of II normal spoken Language at IQ. Clotho leam Sign Language
(Clotho) at IQ+3 (Ihanks to the bonus).
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OTHER ADVANTAGES AND DISADVANTAGES
The following considerations also apply 10 Clotho:

Taboo Disadvantages
Acrophobia, Claustrophobia, Dyslexia, Illiterate and Sluttering are inappropri­

ate. Fat, Odious Personal Hahils, Overweight and Skinny are rarer than among
Humaniti.

Ally see p. B23
The other member of Ihl.: sibling pair should be bought as an Ally of equivalent

point total to the character, with compalible skills and persona. who appears almost
all the time (triple cost). Allemmively. he or she can be another player character.

Weaponry
Ctotho who muy bc involvt:d ill vio­

Icncc prefer wcapons that produce rela­
tivcly "dean" wounds: X-ray lasers or
snub pistols wilh drugged or gas rounds.
for example. The Clotho consider brut:l!.
noisy we:lpons such as chemic:ll projeclile
ass:lult rines. explosive shells or pl:lsma
guns crude :lnd dist:lstefll!.

Clmho may re~ort 10

loo[h ;Ind claw in des­
['Ierare ~itu:llion~. hut are
generally rather embar­
rassed afterward. It is
much like slabbing a
mun with a dinner rork ­
bud [ann.

Techno/ogv and
Equipment

Clotho technology is similar to thaI uf
the Zhudani. with au ayera!:e TLlO.
bUI with a diITl:lent emphaSIS. "Soft·

mall:rials tedlllology. synthelies and tex­
tiles is cspecially adl'ulleed. as is their
Iuser and microwave technology (TLlI).
The Clotho excel at subterranean con­
struction. Medical technology is nOt quile
up to the Zhodanj standard (far [00
untidy).

ClOTho i!1llu~Trir:.~ 3re remarkahly clean:
fusion power i~ ~upplemenTed by wind.
tidal and geothermat energy soun:es.
Ounng their early technological age some
unscrupulous induslriuliSls hid fission and
ecologicully threatcning fossil rud plUlilS
in desert or arctic zoncs. but with lhe
development of space tr<l\'el. all such dan·
gCfOUS cyesores wt:r<: phu:ed in orbit or
deep space.

To enable il computer (with camera.
graphics display and speaker) to transl:tte
br:twr:en glyphs and words (for one pair of
Clotho and non-Clotho languages) or vice
versa reqnirr:s InterpreTer and Optical
Recogni[ion sofTware. hmh Complexity 4
and Cr20.OIKl (a[ TLX: halve eO~1 at TL9
;mrl again at TLlO+).

Spacecraft
Clotho buy mosT of their Tr.Jding and

nr:et ~hip~ from the Zhodani. Howevcr.
inTerior design~ are often extensively
remodeled. leaYing three-dimensional
mazes of passages. balconies and cal­
walks. dimly lil yet rull uf phosphon::sct:lIl
r.:ulor. For eheap in-syslt:lll travel (and
sight sccing) sular sailin~ ships - tight­
jallllIlt:~ - art: common.

see p. CII24

see p. 8/241

This is a common Clotho advantage!
Fashion Sense

On the Edge
This disadvanl<lge is tlppropriatc for roguc Clotho.

CHARACTER TEMPI.ATES
Most human templates have counterparts in Clotho society. (not Marine and

Army, though). Clotho criminals are rarer. largely due to Zhodani influence, but do
exist (not on Consulate world enclaves, though!); they tend toward theft or "white
collar" crimes slll.:h liS computer hack­
ing and fraud. The Martial Artist tem­
plate makes a good basis for the rare
Clotho assassins.

There are several jobs thai can lead
a Clotho into adventure among humans.
A Clotho eh,Jnlctcr mllY be or hllvc
been an agent for a corporate patlem or
a trading design. a collector of rare and
beautiful things (or even ,I thief). an
explorer. or if wealthy, a wandering
dilellante. Some Clotho travelers have
been recmitcd ,is Ulldcrcover agents for
the Tozjabr (Consular Intelligence).

Double reaction penalties for low Appearance and Physical disadvantages. and
doubk: thc reaction bonu:\ for Fa:\hion Sense.

Clotho lean! verbal languages as if they were one level more diflicult (maxi­
mum M/VH). Understanding the complex Clotho sign language is MlYH for mosl
races; ":\peaking" it i:\ impo:\sible without technological aids such as graphics pack­
ages, though simple glyphs could be painted or drawll.

Psionic Power
No Clotho have more than rudimenlary (power I) psionic abilities. Their

thoughts are difficult for most races to read due to their non-verbal. highly icono­
graphic brains. Most non- Clotho using Telereceive will be unable to make sense of
sur[acl.: thoughts: success by 3+ still allow:\ using a Clotho's senses, and success by
7+ gets into the subconscious mind. The same applies in reverse 10 a Clotho telepath
dealing with non-Clotho.

Status see p. 81 B
Clotho have no noble titles. A pair's Status is generally related to thaI of their

design and 10 11 lesscr cxtcnt their parent. The table on p. GT83 is appropriate (read
Status 2. 3 and 4 as "low. middle or high official" rather than nobk: titles).

THE CLOTHO



Early Signs

The Sheol evolved within the OUleT ga.~

giant Sheol within Querion system in
Querion subscctur of the Spinward

Marches. The Sheol hu\"c no IVriucn histo­
ry. but II length)' ural tTuuilinn Ihm stretch­
es (wck many tens of thousands of years.
EVt:11 lln::y. however. !liI\'!: 110 ide,l how
long they have been senlient.

Human contact began with the settle­
ment of Querion subsector first by
Imperi:ll settlers, then by the Zhodani who
COlnll'. after the Imperi:lls were driven oul

in lhe carly Frontier W:Jrs,
For n::nlllries, passing sr:lTship crews

had relayed odd storie.s of slT,mge, \'ast
creatures sighted within Ihe gas gi<lnl. bUI
ships usuully skimmed fuel only at the
more m::ccssiblc inner gas gi:l1It. :IlIU so
rcpons remained rare.

III any case. the c.xislcl1l:C of gus giunt
life was nOt unique. Gas gianl atmus­
phere-dwellers had been previously
observed elsewhere in lhe Spiuwiln.l
Marchcs. c.g.. al Korne..~h in lhe Boughcne
system. Whilc at lcast one starfaring gas
giant race existed (the enigm:ltic Jgd-Il­
J"gd) no signs of " industrial civilization
had been deteeted on Sheo!.

TIle homeworld of the Shcol is a gas giant, lHl enurmUlI!) world of crushing pres­
Sllre and extreme temperatures. But Sheol is nOllhe lifeless world th;lI theory would
predict. Whether the result of atlificial meddling, or the result of some Promcthean
process that stirred the organics illtn complex orgllllic compounds, there exists a
complex aerial ecosystem where hydrogen-breathing predators and prey coexist
among the drifting ammonia clouds.

Fierce inter-specics compctition led to the development of intelligence among
two of its spct:ies. The turning point came when the giant squid mOThers established
a partnership with small but clever messengers. seeking allies in a relentless war
against native predators. Their relationship evolved into a strangc form of at:rial civ­
ilization in which the messengers· ··cities" and ··faclOries" are the bodies of their
larger patlners and hosts.

PHYSIOLOGY
The squid mothers and the messengers are two distinct races who cxist in a

symbiOlic relationship.

SGUIO MOTHERS
A Squid Mother is an sphcrical creature. 1.4 rnik~ ill diametcr. Twenty feeding

tentacles dangle from beneath this vast body. each one half a mile long and 30 yards
wide. A Squid MOlher has a coarse. ropy hide, covered in pock-marks. mouths, and
gas vents. Beneath its skin is a complex serious Df intestimll passages. stomachs.
valves and bladders. Much of the Squid Mother"s interior is hollow. filled with heat­
ed gas. Living balloons. the Squid Mothers Iloat serenely through the ammonia
clouds, tentacles questing in search of living prt:y.

Squid mothers can alter their internal chemical balances to create exotic com­
pounds inside their own bodies. By careful control of this process. they can "wall
off' one or more internal stomachs, creating a sealed laboratory whert: orguuic 11101­

ccu1cs can be combincd to build complex living organisms.
Gas giants are drenched in radio energy. The squid mothers make use of this

abundant energy source for communication and even to power biological processes.
Thcir bodics function as mllural radio antennae. A squid mother's external senses
are electromagnetic (radar and radio hearing, with a range of up to 30 miles) and
tactile, using their tentacles.

TIle squid mothers usc the mcsscngers to aid in reproduction. The relationship
is akin 10 that between bees and flowers: the messengcrs act as pollinators. carrying
genetic material back and ronh between different squid mothers. Squid molhers can
reproduce hy thcmselves, but mcssengers makc the pruct:ss far easicr and more effi­
cient.

When a squid mother has been "pollinated" it will begin producing offspring ­
dozcns of rOund. tentacled ·'hungry sCt:ds·' lhal arc sc;lllcred 10 livc or die as chance
takes them. A hungry seed is about 200 yards in diameter. and is a ravenous preda­
tor which has even been known to cat messengers! Arter about 19 years of growth
(having reached a si7.C of Y.i of a mile across) lJ hungry seed will dcvelop its flldio
receptors to the extent that it can ··Iisten in" on the transmissions of adult squid
mothers and begin mimicking these sounds. When it finally "Icams to talk:' it will

THE SHEOL



During the Fourth Frontier War (1082­
84). the Imperial Navy frontierr;mis­
er HalllllillS TIII/Ilder engageel in

commerce raiding. Its lask force IOSI in
aClion or reassignecL HmmrillS TfllllJder
was alone when il jumped into Querion
jusl a.s a Zhodani l1eel was concentrating
near lhe system's primary gas giant. [IS
jump ranks empty. the cruiscr muneu\'ereu
lU Sheu!. Queriull's sel:undury gus gi>lllt.
LU refuel. During her fuel skim. sin: W>lS
;lIllvushed vy >I flight of heavy system
defense voats cOllceilled in Sheors atmos­
phere. Crippled. HwmrillS Tllfllldel" never
pulled oUI of its long dive.

l1lt~ cruiser's descent did not go unno­
ticed by the Sheo!. In the past. strange.
sm:lll. swifl-moving enlilies h:lel been
observed on ;1I1e1 off. hm this W:lS Ihe
largesl objecl yeL Concerned il might he
some mUlan! form of squid mother. they
signaled a second group of Sheo! lhal luy
along its gliue palh. These Shcul ulighteu
upon the sinking vessel. AllemplS to
rct:lru the ship's full PW\'l:U fruilless. vul
lllessengerJ; wcrc >lule to cnter lhrough a
d>llllageu weapon b>lY. und reeo\'er lhree
I'acc-suited Humans: pelty officer Yoshi
AntOllO\' and spacers V[en Jamison and
Dana Lee.

When hmison perished afler being
removed from his suit. lhe Sheol rcali7.ed
they were no! dealing Wilh beinz_~ like
lhemscll'Cs_ His rem:lin~ were :lnalyzed.
and Ihe Olher eapli\'e~ were studied more
carefUlly. Making a chemical analysis of
leakage from the humans· SUilS. the Sheol
came 10 the astonishing conclusion thaL
these life-fonm breathed a poisonous uxy­
gcn-nitrogcn mi.\turc. Wilh sOllie erfurt.
micro-organisms were developed th>lt
l:uuld vrc>lk "'>ller uml >lllHllOliia inlO their
hydrogell. o.\ygeJl aflll nilrogeJl COI1­
stituents. In a surprisingly short lime. the
Sheol had created a small encl;l\'(~ c:lp:lble
of supporting terrestri>lllife. enabling their
guests to survive wilhout lheir sui IS.
whose oxygen supplies h:ld been nearly
deplclcd.

[venlllally all Il1ree humans died: lhe
Sheol lackell lhe abililY [() help lhem ~ur­

I'lve lhe enlshing gral'ily :lnd to sYlJ(he~i7.e

the proper nUlrienls for them. However.
Dana Lcc's death took nearly two Earth
years. and by lhen the squid mOlhers hud
learned mueh of o:\)'gen-bused biodlf.:m­
islry. From the Shcu[ poinlof view. first
conlaCl had beeu wiluly suecessrul.

Haunting Thunder
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be answered by adult squid mothers. and it will soon illlmet u Iloek or messengers of
its own, joining Sheol society as an ~Idult.

Adult squid mothers Bve for an estimated 600 years.

Messengers are a fully sentient race living in partnership with the giant squid
mothers. Although in some ways subservient to the squid mOlhers. the messengers
arc intelligelll beings in their OWll right. Because the messengers are much closer to
Humans in size and outlook, it is they who are commonly entrusted with the respon­
sibility of dealing directly with other races.

Xenologists cOllsider it likely that the squid mothers deliberately bred the pre­
sent species of messengers from less intelligent ancestors. perhaps beginning with a
simple process of domestication in prehistoric times. and continuing until the pre­
sent form of the species was developed. It is also apparent that this process contin­
ues: although the so-called adaptil'es are the most often encountered race, several
other sub-species of messenge,r have been observed. some showing signs of deliber­
ate biological engineering.

Sheo! messengers live inside the squid mothcr's body, ncsling in stomachs and
intestinal passages. In addition to their reproductive role, messengers perform other
valuable services for their larger partners, ridding them of internal pests and danger­
ous p~lrasilcs. and aCling as thcir "hands" whcn dcaling with technology.

A typical messenger resembles a triangular flying wing. six yards wide and 30
inches thick. Their skin has a spongy consistency, resembling an exposed human
illtcstinc. Locatcd cClltrally under their bodies is 11 nest of four ann-sized under ten­
tacles, each three yards long, which they use to manipulate objects. The base of the
triangle. the leading edge of the messenger's wing, contains a two meter-wide
moulh slit surrounded by /illgcr-sizcd tendrils. These mouth tendrils supplement the
under-tentacles. functioning as taste-buds and as fingers enabling the messenger to
perfornl delicate functions.

MESSENGERS



The Sheaf Expedition

Through study of equipment in the
Naval crew member's space suits. the
squid mothers Wefl': able to modify

soml': of their Hungry Seeds to broadcast
on Imperial radio fn::quencies. They also
began experimenTS 10 replicate m,uerial
preserved from lhe Ilum:lns, which even­
wally g:lVe fruit [0 the Interpreter sub­
race. Although early experiments ended in
non-viable spons and monsters. the squid
mOlhers finally produced a Human hybrid
that could survive neural linkugc and jive
(with proper lifc support) more than a few
JIlolllhs - if IIll: HUlIlall$ cilIm: ...gUilt. The
Sheol fair f10ted lhe region where Ihe
HCllIIIJ;ns TlUllld"r went down. and decid­
ed to arrange (as best they could) a watch
on that general area. Over the next several
years. contacts with OIher fairs spread
their knowledge and the new hybrid
species.

Sheol W:lS a b:lckwatl::r in Ihe Querion
.~ystem: localed several hours from
Querion itself, commercial ships nnnnally
refueled at the system's larger gas giant.
while in peacetime. SDB patrols were
rare. The fale of lhe HOl/millK TJulIldu
hud been reportt::u 10 tht:: Imperium during
lhe pUSt-war pc aCt:: st::t1lellleut. Il was
ut::lit::\'t::u by both siues losl beyond allY
c1mm:e of recovery. No chance encounters
OCCUlTed: a gas giant is large. <'Ind in the
next 17 YC;;Irs. no ships came neM the
Hmllllitlg Thunder. or were encountered
by the s01<'l11 minority of Sheol who pos­
sessed the new [nlcrprclerx.

Then, in I IO!. a group of adventurers
c1ccided 10 pay Sheol a visit. Their motive
was protit: at the time of its loss. one of
Ha/l/llillj,1 J"lwllder's fighter squadrons
wcre supposedly equipped wilh lhe (then­
ncw) Rampurl RF-128 I"'ighter. which by
now hud bCl'ume u main~lay uf the
Imperial Navy. The advt::IlIUrers believed
the wreck of lht:: Haulllillg Tlmmler might
ha\'t:: n:rnained inlact. While the ship was
obviously unrecoverable. aile or more
intact Ramparts mighl be salvageable.
With lens ions growing in the Marches.
various governmenrs (such as rhe Sword
Worlds) would pay handsomely for an
iotaci Rampan [0 examine.

Messengers llre eyeless. Instead of sight, they rely 011 other senses: taste alld
touch in their mouth tendrils. very acute hearing. and natural sonar as acute as a dol­
phin's. They also have a limited ability to sense and locate radio waves, although
cannot broadcast or interpret them. TIlis sense enahles them to home in on Ihe squid
mothers or other radio beacons.

Sheol messengers are scavengers, eating their squid mother's leavings and nest­
ing within its hUlly to raise their young. TIley are highly maneuvemhle, riding con­
vection currents and swooping or gliding like birds or bats. Inside the mother, the
messengers can find shelter from Sheol's furious weather conditions that would oth­
cr\vise scatter their flocks, much like aircrafl riding out a storm beneath the decks of
a carner.

Unlike the squid mothers, the messengers are bisexual, although only another
messenger would know the difference. Young are born alive, and live within the
squid mother until they are old enough to fly on their own. A messenger can fly
aher two standard years, and is sexually mature at 10. It lives for an average of 40
years.

DIET
Squid mothers and their hungry seeds are eamivores, while the messengers are

scavengers that feed upon Iheir leavings. NCilrly invisible in thcir natural pink, red
and violet camouflage, squid mothers are patient fishers, angling for passing flyers
or floaters with their long tentacles.

Whcn they calch their prey, a quick flurry of motion results in it being hauled
up, tOrn apart, and the gobbets deposited in one of 10 open mouths in the squid
mother's body. Any loose bits that fall free are quickly snatched out of the air by
wheeling nocks of messengers, who also deliver portions to those inside. The mes­
sengers supplement their diet by eating the smaller pests and parasites that periodi­
cally attempt to infest the bodies of the squid mothers.

LANGUAGE
Squid mothers communicate among themselves by high-speed radio transmis­

sions, using a complex and subtle language.
Messenger speech consists of sonar pulses. and many of their words are in fact

"sound pictures" that convey the sense of graphic images. In fact, messengers
appear to have <II least three sonar-languages. one of which is solely used for seien­
titk and technical discourse.

A squid mother speaks to its messengers through afadlirarO/: a specially bred
messenger subraee (see Social Srmctures. below). Facilitators arc linked directly to
the squid mother's nervous system. letting them translate the squid mother's
thoughts into messenger language, and vice versa.

HUMAN·SHEOL COMMUNICATION
Direct conversation with either Sheol race is slow and difficult - the symbols

and structure of their language appcars LO be constantly shifting, and share few or no
basic concepts with any known human or alien dialects. Any dialogue with Sheol
requires access to a computer with a sophisticated Sheol Interpreter program plus a
COlItr[IUllicator modi lied to use Sheol radio or sonar frequencies.

The speaker will have to make a successful Xenology roll. Tn any case. 111 leftst
one hour of give and take is required to conveyor understand even the most simple
concepts; failures can result in bizarre misinterpretations.

To ease these problems. the squid mOlhers used Iheir experience with the fftcili·
tator subrace ot" messengers to create the illtcrprcrers, a hybrid form produced from
hurmm DNA and Shcol biotechnology. Humans can speak directly to the interpreter,
either in person or through a communielltor. To spcak Lo 11 messengcr raLher Lhim a
squid mother. a human will address the interpreter who tells the squid mother who
instructs a facilitator. Since the facilitator and interpreter are both linked by a direct
nerve interface through the squid mother, the process is faster than it sounds.

THE SHEDL



Use of lhe interpretcrs has nOI totally eliminated conceptual problems when
dealing with the Sheo!. bu! they have greatly sped up communications. Although
some people find Ihe existencc of the subhuman interprcters offcnsive. their crcalion
opened the way for Irade and diplomatic negotiations wilh the Sheo!. and the devel­
opment of such joint projects as Sheol Station (see p. 127).

PSYCHOLOGY
The slrongesl chur:lctcristic Human observers have noled in Sheol is an insa­

tiable drivc 10 e .... plore lheir etwironmenl. They have created radio lelcscopes. devel­
oped biological probes to investigate the lower depths of gas giullI atmospheres. and
cven sent messengers to visit olher worlds. They arc fascinalcd by alien biochem­
istry. matcri:ll sciem..:e. physics. planctology and :lslrollomy. They have llllleh less
interest in eul\llralmatters. and appear to find human concepts such as "art" bizarre.

Where Shcol seem to diner most from humans is in their uner lack of any drive
10 compete with lhose of their own racc. Fellow Shco! arc Ilcvcr rivals or elll::lllics.
even for mates. But at the same time. the squid mothers are not :m especially com­
munal species. ,md concepls such as fricndship. alTeCiion or love do not translate at
all. Squid mothers posscss a slrong person:11 surviv:ll drive. and seem to care for
their messengers :IS useful tools. But they have no families. they do not physically
mate. and regard propagation of their race as instinct. and education or the young as
a casual duty.

The messengers are morc social. looking after their children. and working
together as a group. BUI even they have no strong tics. eilher to specific squid moth­
ers or 10 individual messengers. Cooperation is fucled by a need to .~hare tcchnologi­
C:ll or scientific infomlation: Sheol find lhe idea of keeping secrets ridiculous.

By and largc. the Sheol are more trusling Ihen most non~Zhodani Humanity.
Their dealings with humans have been quite open. and 110 Sheol has cver refused to
al least try 10 answer a question asked it by a human. '·Iuman connicts bafne them ­
an interpreter once rendered "war" as "potential necessity 10 suppress/eat potentially
harmful pests:'

Ncverlhdess. this shoull! nol be t<lken 10 indicate thaI Ihe Sheol are harmless
pacil1sts. The Sheol have fought relentlessly against deadly crcatures Ihat
inhabit their ecosystems. Human xcnologists believe Ihat were the Imperium
to uemonstrate hOSlility to lhe Sheol. we would be "reclassified":ls a danger­
ous predator or parasite. fit only for eXlermination. In view of lhe Sheors
demonstrated cnpabililies for biologic:ll enginecring and scicnlific aptilude.
anlagonizing them llIay llul be wisc.

RELIGION ANO MVSTICISM
Sheol religious beliefs. if allY. rcmain vague. Messengers quesliolleu on

lhe subject find references to supreme intelligences perfectly reasonable. but
claim nOt 10 know any beyond the squid mothers. When told such a being
could be immaterial. elema! and all-cllcompassing. Ihe reply was "jump
space:' Theological discourse with squid mOlhers has been less infoml:lIive.
but suggesls Ihey arc empiricists with little interesl in :Ibstract philosophy.

SOCIETY
Sheol arc twO dislinct races Whfl livc and work togclhcr. forming a sill­

gle society. The basic social grouping is a single squid mother and its nod:
of messengers. The squid mOl her provides food and shelter. and acts as a
source of raw m:lteri:lls.

The squid mothers "mle" the messengcrs. but no messenger nock is a
subject of a particular squid mOl her. or feels any special loyalty to it. A
major reason for Ihis is lhe nalure of gas giant lifc: with 200-mph winds alld
anlicyclones the size of oceans. it's easy for a traveling messenger to be car­
ried off by an unusually pOiCIlI storm and ncver find ils siblings again!

THE SHEOL

Second Contact

Posing as Swurd World truders. the
learn had no trouble entering
Zhodani spa\:c. since Sheol was nOI a

restricted areu. The crew used a modified
cutter and special equipment (up-raled
gr..\\' belts and war-surplus combat amlOr
and buu1edrcss) to descend into ils clouds
wh~re Zhodani records .~howed lhe ship
had gone do\\'n.

During effons to lOGue :111C1 salvage the
II(IIIII/ill!; Tlllllu!t'r·.{ figillcrs. the team
encountered ho_~!ile gas giant predawrs.
While fighting them off. their fr.mtic mdio
c:11I ... attractcd thc allemion of a nearby
Sheol f:tir. To lhe le:tnt's horror. :tn enor­
mous ere:tture appe:tred :tbo\'e lhem.
rea\:hed down 10 grasp the lC:tIll'S \:uller
wilh mile-loll~ lentacles ... their terror
tunted to amazcment when it 1Jcgun emit·
ling r'ldiu emissions Ihm mimicked obso­
lele Imperial Nu\'Y \'acc suit survival be:l­
con distress codes. The d<,s~rale aoven·
tur<,rs responded on Ihe same frequency ­
and were answered by :I dislorted. hut
near·human voice.

F:lced with nearly a hundred Ille~scn·

gers. [he <ldventurcrs chose not to resist.
:Lnd were t,.ken aoo<lrd the squid mother.
They were surprised 10 discovcr :1 POCkCl
uf oxygcn-nitrogen almosphere. The firsl
face to f:tce meeting with a Sheo!
Inlerpreter Io:fl them shocked ... bUI nul
fur l\lIlg. As lhe Sheol expl<linctl what they
had Jone. and their inlerest in further
cxc!wnges. lhe sall'age Cl"C.'\\' SilW lhe
orportuniti\'s.



Imperial
Entanglements

O
ne of the aclvenlurer~ had connec­
tions with Arkesh Spacers, a trading
corporation thai opcr:llcd along the

Imperial border. and whose operations
were known [0 skin the edge of the law
(sec p. T:BC20j By 1104. Arkcsh ships
begun accepting u Jurgcr lhun usual num­
ber of cargoes buund 10 Qucrion. ;Jill!

I:hoosillg to Term:! al the secondary rather
than main gas giant. Only one or two
ships ellery month. but they cOllcnly pro­
\'itlcd the Sheot with information. bio­
chemicals electronics imd meson commu­
nicators. and returned with holds packed
with drugs. engineered o..1cteri:I, :md high­
temperature polymers.

Protits were enomlOU.S - hill in 1107.
the oper-uion W:JS inu:mJptcd hy the Fifth
Frontier War. II resumed in I I I I. bill by
then. Arkesh was pushing its Juek too far.
Moreover. Arl.:esh was nol\' under scrutiny
for other unrelated unsavury lll.:tivilieli.
and lhe quantity of produclthat was urriv­
iug hill! begun to allracl ;Jllcnlion. People
U5l.:ed questions. pcopk t;Jlkeu ... and in
1118 Illlperial Customs Sen'ice officials
lllade il uramatic raid on Arkesh's muin
offices. /\long with evidence of olher i1I~­

gal aClivities. they captured considcrable
store of conlr.lband biologicals which had
been transshipped from Querion. Also dis­
covered were documents indicating the
ex iSle nee of Ihe Sheol trade. Wilh Iitlle
f<lnfare, lhe.c;e were lurned over til the
Imperial Imer.c;lellar SeoUl Service.

Arkexh's silence was bought: In
exchange for a lael.: of prosecution, all
data on the Sheol \\"erc turncd ol'cr to thl:
Imperi:ll authorities. Arl.:esh mostly cum­
plied, but lhe ul:l:l:l1tmliZl:u ;Jnd irrq;ular
naturl: of its upcr;Jliuns mcalll that cel'lain
l:aptaills and trade stations continued 10
make runs il1lo Querion. [n hlle 1118. a
Scout Security leam raided one bilsc (on
an outer world in AtticaiQuerion). discov­
ering a Sheol messenger in a liIe pod and
evidence of a number of other base.s in
and :Iround Zhod:lI\i space.

111l~ following year. the IISS contacted
Zhodilni diplomalic and consular nal'y
;[Illhorilies at CronorfCronor and re\'ealcd
lhe existence of the Shea!. The Imperium
atTered an e.~change of the 10 years wonh
of information lllat Arkesh Itild gilthercd
on lhe Sheol. ill excJmngc for formal
Imperial participalioll in any missions to
lr<lde with or sludy lhe mee. Faced with an
unknown alien race on lhe doorstep of one
of their subsector capitals. the Zhodani
aUlhoritics (after a quicl.: nal'al expedition)
agreed. albeit with considerable restric­
lions on its size and scope.

Messengers retain no special ties with their parents: all within a squid mother
form a single "family" group. Messengers joining a new group will have low stntus
until they can demonstrate their usefulness. but are otherwise fully accepted.

The concepts of wealth und personal property ure mcuningless 10 messengers:
everything is owned by the squid mother, and resources are freely lent to individuals
as Ihey need them.

There are many distinct messenger subspecies. lhe result of biological engineer­
ing. each with its own particular role in Sheol sociclY. A fcw of these subspecies
include:

Adaptives
The type of messenger most orten enc':Ollnlt:red by HumanilY. They have ncxible

minds and highly dexterous tongue-tentacles. Coupled with :m insatiable curiosity.
Ihis makcs them lhe scoulS, technicians. and scientists of Sheol society. Adaplives
are highly innovative. lmd their interests sometimes exlend to human affairs. They
love to tinker with biological and lechnological devices. and happily dismantle any­
Ihing they can get their hands on to see what makes it work. regardless of who it
may belong to.

Facilitators
These posscss clttelllh::d braill~capacily, visible in the collvoluled ridges that run

in zig-zag patterns across their upper surfaces. They are designed to act as interfaces
between squid mothers and the messengers. communicating with the squid mOthers
via direct neunll linkage. When a squid mother wislte~ to achieve linkage, a fusion
lendril uncoils from the wall-membrane of a coalescence chamber. piereing the
facilitator's skin near ils major nerve juncture and lransmitting signals directly into
its brain. The facilitator's hody jerks like a puppel on a string, then goes slack, its
mind becoming a living channel for dialogue between messengers and squid mother.
Due 10 the stress of linkage, a facilitator can only remain connected for about an
hour - allY longer pUI~ it in risk of serious damage to its nervous system. For this
reason, relays of facilitators are often used.
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Monitors
TIlI::SC arc designed In deal with parasites and predators lhal threaten the squid

mother. Their under-tentacles end in sharp spines which secrctc a viral solvent thai
can cat almost anything organic. They are always vigilanL and make aggressive and
dcmlly lighters. but their intellectual and imaginative faculties are quite inferior 10
those of the auaplivcs.

Spinners
These have round. bloated bodies. and spinncrcls inslCad of mouth tendrils.

They are builders. manufaclUring a sticky paste in their bodies. then weaving fila­
ments of it thill harden aftcr a few seconds into a resinous material resembling plas­
tic.

Spinners can build objects ranging from containers to Sp:lcccran hulls. bUI they
are not especially intelligent, and generaJly do what the adaptives or facilitators tell
them to do.

Interpreters
Thesc were cn.::Jted by adaptillg the structural forms of human DNA to produce

humanoids capable of surviving neural linkage with the squid mothers. They resem­
ble naked. blank-featured humans. with underdeveloped. hairless bodies and empty.
staring eyes.

An umbilical cord connects them to a pulsing bulgc on one of the squid moth­
er's interior walls. and a modified fusion tendril pierces their body ncar the back of
the neck. They nre designed to communicate verbally with humans. transl,Hing
human language and concepts for the squid mothers and messengers. and vice versa.
They rctilin their human intellect. although they are nearly devoid of personality.
They arc not viable on their OWI1. and can only survive in special enclaves deep
within the squid mother.

MESSENGER STATUS ANO ACTIVITY
Among the messengers, social status is based primarily on sub-species. with the

low-intelligence spinners and the dronelike facilitators and interpreters having the
least freedolll nnd spending nearly all their time at work or eating and sleeping.

In contrast, <Id:Jptives spend lJbnut half their time carrying out the desires of the
squid mothers. which m,ly range from conveying genelic material to assisting in sci­
entific problem-solving. While not "at work:' adaptives engage in scielllific or tech­
nical projects. or devote time to cOlJversation. eating, mating or cngaging in playl"ul
acrobatic nights. The monitors sometimes join the adaptivcs in physic;ll exercises,
but spend most of their I"ree time engaging in manial play-fighting.

SGUIO MOTHER SOCIETIES
Squid mothers are not territorial or nationalistic - in fact. the only "territories"

to speak of arc the squid lIIolhers. Agriculture and herding outside is impossible due
to the turbulent weather conditions. Squid mother society tends toward anarchy.
with lenders and groups romled for shan-term purposes. and disbanding or being
replaced when that purpose is realized.

Squid mothers sometimes arrange larger social groupings called fairs with as
many as 50 squid mothers and a thousand or more busy messengers. Fairs provide
opportunities to trade information and lechnology. and nllow messengers to balance
their populations. replacing losscs due to slorms. predators and parasites. Fairs arc
always temporary groupings, sometimes interrupted by a sudden storm that scatters
thc participants. The Sheol consider the Human-constructed Sheol Station to be a
kind of permanent fair.

II must be emphasized that 90 percent of squid mothers havc never encountered
humans or othcr aliens directly. although dctailed knowledge of certain oil-world
life-forms has spread almost cvcrywhere.
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Sheaf Station

The cxiSlem:c uf the Sheul has nul yel
been publicly ,ull1uulle~d. bu!word of
lhcm is cin.:ulaling amOI1£ high

adminislrative. acadcmic. SCoul service
and nuval circles in lhc Imperiulll :InO
Consulate_ II was decided to establish
Sheol Slalion. :l. perm:men1 tr:Hte :Ind
resc:lrch OUlpost within the upper m mid
levels of the gas gi<lnt's atlllosphere. A
w<lr-d:lm:lgerl Zhodani monitor (a baule­
ship-si1.cd system defense ship) lhal W:IS

scheduled to be scrapped was instead
maneuvered to Sheol. :md filled wilh r..:ac­
tionless lhrustcrs and evacualed buoyam.:y
lanks elJ:lbling il to \'ury its altilulle.

Any ship capable of 1 G or beller
aeeeler<ltiull <Inll wilh DR 100 or more
armor cun dock wilh Sheol St:'tlion.
although ships ure ad\'ised nOI to allempl
il during e:\ecptionalJy b<ld wemhcr.

Sheol Stalion became oper:llion;ll in
1110. but il is by no means tinishcl!. antt
is nOI scheduled to be officially opened
until mid-till. Zhoclani workl::rs in h:mte­
dress aod construction rohOlS :Ire IVorking
00 i! now. in conjunc1ion with eager mes­
sengers and gianl squid mOlhers. The Im..::­
rinr walls. bulkheads ano even tlJut:h of
lhe furniture are being funned wilh help
from the Spillllt:/" t:uSlc. a process which is
giving it u unique urg,lI1ic louk.

The sl<.lliun is ildminislered joinlly by a
council slaffed by representatives or lhe
Consular Navy and Querion sector coun­
cil. ill conjunclion wilh the prestigious
Universil)' of Lcbeau (Leb~au/Querionrs

",enology department. A small ltSS oftice
has also becn perminerl. with twO dm.en
Imperi:l! diplom:us :lnd :1 selec!ed (and
T01:lting) te:lm of Olcademics and (I:ner)
mcrchants. Similar ofticcs have been per­
milled for Sword Worlds and Darri:1t1 rep­
resentatives. Sheol SI:JlIOn has a perma­
nem popUlation of 800 alien t:onlaC! and
lr.1de specialists. wilh as m:my as IWIl hun­
dred visiling messengers. II is the hub of a
"fair" of se"cntl squid lIlothers. and shul­
lIes carry hUlllan visilOrs back and forlh.



Hazards and
Opportunities

The station i~ divided into Earth :md
Sheol sections. Since mixing hydro­
gen and oxygen can prove explosive.

careful preciultions were taken 10 prevent
;u:cirli::nrs_ Thc.~e are not always .'\ucccss­
rul: two years ago. an expJo.~jon caused hy
a faully eleCtric;ll circuit ripped through an
environmemal module. killing 29 humans
and a dozen messengers.

There have been some worries thul the
explosion was the work of saboteurs:
despite the efforts of the Qucrion plunc­
tar)' nuvy_ a few MlIUggkl3 have still been
caught trying 10 slip into the system.
There (lrt: olher rumors that some years
before Arkesh agents Illily have ··kid­
napped·· onc Of more Hungry Seeds and a
number of bioforms and :mempled to
·'seed" another gas giant. perh:lps in The
Qutrim void. How well Sheol forms
would adapt to a different ra.~ gi;l!lI·.~

ecosystem IS unknown. hUl of interest to
the Sheo!.

The Zhodani are licensing limited
trade and technological cxchange. A fcw
messengers arc preparing to cmbark to
visit hurnun worlds (and a fcw 1lI0rc may
havc been eovcrtly rcmovcd by Arkcsh
agcllts.•md ure now wondering why they
ClUJ'! gd hOIllC ...) There is talk of a pro­
gnlm to build a spaclXraft capable of con·
taining a squid mother.

TECHNOLOGY
Squid mothers carl internally combine organic molecules to construct living

organisms or complex chemical compounds. Given supplies of the necessary chem..i­
cal elements. squid mothers are capable of rapid synthesis of large amounts of com­
plex compounds. including mallY drugs and useful proteins. They can even pelfonn
"biological engineering" within lheir own bodies. by creating microorg<ll1isms that
c<m themselves alter the development of embryonic hungry seeds and messengers,
or even human beinBs. Sheol biotechnology call produce everything from macro­
scopic arliliei:11 life (0 living preprognulIlllcd molecular machinery. All btll the sim­
plest tools are actually specially bred organisms. ror instance. a Sheol surgeon
works with bioengineered living creatures, using them to cut open the patienl's
body. mainlain lifc support. and perform rep:lirs. Morc exotic hiulugie:11 construcls
also exist. like the mutant squid mothers whose bodies were converted into Hving
radio telescopes und biological probes designed to penetrate down to the liquid
hydrogen "surface" or SheD!. The Sheul arc known (0 bc illtcrcslct! in a squid lIIoth·
er variant that can generate coherent radio-frequency electromagnetic radial ion. It
has been speculated that with human assistance. the Sheol could eventually develop
"Iivillg ships."

Although the Sheol are expert biotechnicians. their lack of easily accessible
melals and minerals has limited them in other respects. and their physical science is
less advanced than that or the Imperium. To huild structures outside Ihe confines of
the squid mothers. the Sheol make usc of crystalline icebergs. manipulating them in
ways that are not fully understood by humans. Crystallurgy replaces metallurgy as
the primary materials science. At present, the Sheol can produce a limited range of
fUllctional non-living tools. They can also use some Human-designed tools.

TRAOE
The Sheol appear eager for Irmlc. thollgh the trans1:lliOIl Ihey lise is "cxchangc

of information" or "voluntary transfer of resources:' Ideas such as payment seem
less easily understood. Sheol have no concept 01" private property, and have no com­
punction about taking wha(cvcr thcy wish as long as il docs 1101 seem to be prcsenlly
being used by someone else. Sheol also find the concept of currency mystifying.
Nevertheless, most squid mothers have gained some inkling of the human concepts
of "balanccd cx:change" ant! 11 persislelll trader can IIsually makc a worthwhile
barter.

Sheol are very interested in machinery, especially computer systems, software,
gravitic ledmology, IOols. progralllmahlc rohOls, hiOlecllllology alld scienlilic data.
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Any gadgets traded to the Sheol will have to be made to withstand Shears pressure
and atmosphere. which requires special production and increases their cost by 300
percent.

The greatest innovation - and most papillar trade item - is the meson communi­
cator (with suitable software). C;,pable of penetrating through atmosphere and radio
interference. it has enabled squid mothers so equipped 10 remain in contact despite
involuntary separatioll. and for diplomats lind traders 10 locate illdividual squid
mothers and fairs on subsequent expeditions.

What can the Sheol offer in return'! Although they produce few material goods
Lhal arc 1I10rc thall curiosities. squid mothers have proved able to cheaply synthesize
complex organic biochemicals. given a supply of basic raw materials such as nitro­
gen and Carbon compounds. This can cut the prices of medical (and recreational)
drugs. enabling a canny lrader to realize profit. It is possible that they could produce
organic computers or other exotic examples of llseful biotech. although it may
require a special environment chamber to function in.

Querioll authorities at Sheol Station impose a 20 percent tariff on any traders.
and arc on the lookout for those attempting to get thc Sheol to synthesi:lC illegal
substances. Of course. a mercham doesn't have to deal through Sheol Station - but
only the most adventurous individuals will risk Zhodani SDBs and Sheors weather
and wildlife to strikc a deal on their own.

MILITARY
Sheol arc nol terrilorial and do not light llmOllg themsclves. Thc major Ihreats

are various semi~sentient and non-sentient parasites and predators.
Monitors are the warriors of Sheol society, though they are as much biological

caretakers as soldiers. They patrol the squid mother's network of passages and
vents. :l1ways alert for dangerous parasites that might infest it. They use their
tongue-tentacles to lick away small bamaclelike encrustations or parasitic growths.

Far morc dangcrous an: infestations by larger parasitic crClllurcs, e.~peciall)'

hydrogen wasp colonies or the deadly psychovores. If a psychovore or hydrogen
wasp infestation is detected. all monitors mobilize to repel the invaders. and search­
and-destroy missions are mounted to eliminate any egg-colonies they may have left
behind.

The only time Sheol fight Sheol is in the rare case where an uncontroJled psy­
ehovore infestation has penetrated into a squid mother's brain. 111 the months before
its brain is totally consumed by the parasites, the "brainsick" mother will become a
berserk predator. stalk.ing and killing anything it can find. and sen'ing as a vector for
further infestations. All Sheol consider eliminating such an abomination to be a mat­
ter of mutual survival. and several squid mothers may cooperate in the hunt. In com­
bat. Sheol nonnally prefer 10 usc living weapons, whether it is the cruShing tentacles
of the squid mothers or the poison spines of the monitors. Adaptives and monitors
could wield human weapons. although they would have to be designed to function
in a gas giant environment without malfunctioning.

Sheol have also used specially designed biotoxins. with mixed results. Although
bilcterioiogiclli warfare has proven efTectivc ag<linst scveral species of predator. the
rapidly evolving psychovores ha\'e proven disturbingly resistant. and mutant strains
immune to the different plagues have begun to appear.

HOMEWORLO

WORLD CATA
Starport: Class 111.
Diameler: 50,000 miles (80.450 km). Armosp!lae: Exotic (89% hydrogen. 10%

helium. and some other gasses. chielly ammonia. methane. water vapor. and com­
plex phosphiltes and hydrocarbons). SUlfcu.:e IVa/a: None. Climare: variable.
Populfltion: 10 to 100.000.000.000 mcsscngers. GOl'emlllell1: None. COII/IVI Raring:
none. TL: sec pp. 128. 131.
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Psychovores
ST 25. DX 14. IQ 7. HT 12115
Speed 3120.

Skin has PD 2. DR 4. Wei£hl 300 Ibs.

Bite for 3d (5) CUlling damagc in close
combal; slrike or grapple wilh n:nUldes
(reach 5) fur 5d cr. dam:l£e.

Psychu\'urcs arc the must cummun uf
various parasiles lhal prcy upon squid
muthel's. They have a dellalikc slHlpe. with
mottled purplc skins and no (trillS. instead
having twin tentacles sprouting from lheir
wing tips and large mouths with powerful
acid-excreting jaws (hence the annor divi­
sor). They hunt vi:1 son:lr.

Psycho\'o~s have two ~J(es: brtedcrs
and assassins_ Breeders look like assas­
sins. except th:1I they have SCmi-lT",IllSpar­
elll abdomens throu£h which can be seen
egg-sacks containing dozens of pcar­
shaped pulsing cggs. Assassins outnumber
breeders by fj\'c to une (ruund duwn).

A psychuvure's shape is similar lu that
uf a Sln~ol messenger. and as u result they
l'an sometimes fool a squid mother into
lelling them get close enuugh 10 enler the
mother's body. entering through the same
sphincters and gas vents messengers use.
fighting their way past :my guards.

If the assassins succeed in defeating
the messengers. :my remaining breeders
will make their w:lY into lhe sr[llid mOlh­
er's inner chambers. and begin eating their
way into its giant hrain to lind a place to
1:1)' their eggs. This lakes 100 hours divid­
ed by the number of breeder psyehol'ores
who surVived the bailie.

If lhcy reach thl: brain and lay their
l:ggs. lhe pain will drive thl: squid mUlher
insalle. The squid mother will live for 80­
90 ..!a)'s. when the eggs will hatch. During
this lime. the squid molher will be:l mind­
less killer that will all<lek <lny creatures
(including other squid mothers) that cross
its path.



Interpreters

These Human/facilitator hybrids
(described on p. 127) are simply
mOUlh-pieces of The squid mothers.

Use these sl:1lisrks if necessary:
AlTrilnl/es: ST II. OX 9. 10 It liT 9.
Admll/nse.~: Improved G Tolerance.

Langu:lgc Talent. R:ldio Speech (same
limit as facilit:lIor. ·75%). Tcmpcr:Hurc
Tolcr'Jncc [2 levels].

Di:UII/l'{lIIlCIgcs: Unatlrill.:livc. Slave
MClllality. Ullusual Biu!,:hcmistry (neither
Human nor Sheo!. require special nutri­
cnts).

Skil!:>: Three to six Languages (Hum(m
and $heol)-15.

Sheal and Psionics
Sllt:ul messcngers "ppear to pus:.t:ss

the same psionic potelUi(l! as Humans; all
Telepathy rolls to contact them (or vice
versa) are al -2 to skill. TelepaLhs attempt­
ing to contact squid mothers via Tele­
receive must make Frighr Ch~cks:ll -10
1Ip<l1l conr;lcling Ihese Slr;mge. vast. ;llicn
intellects.

Sheol is the sevemh planet in the Querion system of Querion subsector near the
Imperial border. A medium-sized gas giam. Sheo! has a diameter of 50.000 miles
and nn ltllTIOsphere of 82 pereenl hydrogen. 14 percelll helium, 4 pcrcellt lTIelh"ne
and some othcr gasses, chicfly ammonia, water vapor, and complex phosphales and
hydrocarbons. The methane level is unusually high, possibly the result of the
proccsse!:i thalcrcate and sustllill life within ils atmosphere.

Shea I has an estimated population of 10 billion messengers and several hundred
million squid mothers, though exact figures are uncertain and may be off by one or
cvcn twn nrdcr.~ of lIIagllitudc. Even the Sheol dOI1't know for sure (<Iud dnn't C1UC

very much). The Sheol live amid the cloud layers of the upper atmosphere. where
the pressure and temperature are similar 10 the ocean depths on Earth.

Sheol's atmosphere is hundreds of miles deep. composed of many layers of
clouds. The yellow and white upper clouds are ammonia crystals. Slained with red
from traces of phosphorous compounds tossed up from the lower atmosphere, with
tcmpcratures of about 120" helow 7.Cro. and prcssures of 0.5 to 1.5 atmospheres.

Farther down. the lower cloud belts are a salmon and gray mass. composed of
waler droplets and ice crystals and drifling ammonia cirrus. 'Iemperatures rise to a
comforlahle 10" to 30" Celsius, with prcssurc from twO to four limes that of Earth's
atmosphere. This is the level inhabited by most of the gas giant creatures. including
the squid mOthers and messengers.

Weather conditions are fierce by Human standards (although winds are some­
what placid for a gas giant). Winds reach 60-120 mph and whip numcs of hydrocar­
bon sleet or ammonia hail. Vast columns of ascending or descending gas and huge
anticyclones form storms the size of entire continents. Occasional violent electrical
storms send million-voll lighlning Oashes through the clouds, alltl Ihe planct is
drenched in constant radio noise. But visibility is surprisingly good. Soft. pearly
light illuminates the upper layers of the cloud banks. and at night it becomes a deep
purple twilight. BecallSc of the size of thc gas giant, the curvalure of Ihe horizon is
minimal, so at the level of water vapor, the visual range may be up to 10 times Ihat
of Ea.tth.

As one dcscends deeper into the atmospherc. the clouds get ever denser and
darker. rinaJly the clouds fonn into solid banks. thickening into a billowing mass of
pink, yellow and red that never breaks. Sheol can go no deeper than this. for benealh
lhc final cloud hank. the pn.::ssurc increases rapidly. and tempcratures risc dramati­
cally. reaching first hundreds and then thousands of degrees Celsius. The ,ilmos­
phere tinnily turns liquid, I"omling an immense ocean of liquid hydrogen. This is
Shcol's "surface." wherc the pre%ure is measured in the hundreds of thousands of
atmospheres and the lemperature in the tens of thousands of degrees. Even deeper
down, at a depth of about several thousand miles, the hydrogen censes to be liquid
alld becomes metallic, until finally n solid core is reached with a mass many times
that of Earth.

INSIDE THE SGUID MOTHERS
The squid mothers' bodies contain the dwclljng places, nurserics and laborato­

ries of the messengers. The inside of a squid mother is a maze of undulating vein like
passages connected by expanding and contracting sphincters, and womblike cham­
bers. Vents release pulses of gas at random intervals. <tIld ceric sounds echu through
its confines. the producls of messenger sonar and the constant life-rhythms of lhe
squid mother.

The inlcnor :tllllOspherc is unhrcathable to humans, but the squid mother can
create small enclaves with an oxygen-nitrogen environment and tolerable pressure
lind temperature. and can also symhesize supplies of liquid water. The major prob­
lem is preventing hydrogen leakagc - lilly hlllIHIll visilor is cautioned to avoid carry­
ing anything that could make a spark! To avoid these problems. and 10 move freely
through the squid mother. visitors nommlly wear vacc suits and take along a pres­
Sllriled shellcr aliI! .~lIfficicnl ntliolls to last lhe duration of the Irip.
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Sheol analogs or a number of
other Human drugs exist. GMs
may wish 10 use CURPS Bio-Tech
or the various "wonder drugs"
described in Space or the Ultra~

Tech books as sources for 01 her
biotech possibilities.

•
."'\,

Medicol R(I/: Vaguely resembling a cross between the
Medical Drone and a ferret. Ihis version can survive in oxy­
genl nitrogen environment and lrem Human;!i. ST l. DX 12.
IQ 6. HT 3/12. Speed/Move 3. CrI5.000.

ElIshqloral: Zhod,llli name for
a Sheol-devclopcd hormone that
enhances neuro-linguistic ability.
Two hours afler laking il. :H!d
Language Talent +5. persisting for
12 hours. Moreover. all study time
spent 5tudying languages while
under the influence counts double.
Side effects; An addictive stimu­
lating drug (p. 830). Crl DO/dose.

Sheol Life Pod (TL 11]
ManufaclUred by off-world

lechnology, this is ;1 grav-support·
ed. vaguely messenger-shaped pod
made of multi-layered secreted
resin polymers but rilled with
human-designed thrusters and
grnv systems. It is equipped with
four robotic tentacles on its under­
side. It takes a Sheol four minutl.:S
10 enter, or two to leave: it is oper­
ated with Balliesuit skill.

If the pod's body hit points arc reduced below O. il is
crippled and half of any further damage is applied to Ihe
OCl.:UPUIll. Also. it has:) hydrogen-methane atmosphere and
may catch fire if penetrated (roll 10 or less on 3d to avoid. +4
if a !lame altack e.g .. plasma gUll or explosive). If this
Ol.:curs. the Sheol takes 2d damage/tum. Built-in suppression
system may put oul fire (roll 13- each turn). While fire rages,
pod may explode (roll 3d: 5 or less each turn: 6dxIO dam­
age). The pod is self~scaling. so any brcllch will be sealed
within a second or so.

Subassemblies: Four anns.
Baulesuit Sy.l·tem: (80 Ibs.. 8 cf. Cr2.7S0).
Sensors: Equipped with sonar-transp;lrent nose to lIllow

messenger's sonar vision.
COlI/lI/ullica/io1l.1·: Short-range communicator and trans­

lator built in (0.2S Ibs.. 0.005 d. Cr250)
Arll/ Motors: Four ST 10 cheap tlexible arms (total 0.6

Ills.. 0.012 cf. Crl ,200, 0.2 kW).
Propulsion: Two reaction less thrusters with 27 Ibs. vec*

tored thrust each (each 2 Ibs.. 0.1 cf. Cr200. 1.33 kW).
Lift: Contragrav generator with 2.000 Ibs. lift (II Ibs..

0.22 cf. CrSl O. 2 kW).
Life Suppo"': Full life suPPOrt (20 Ibs.. I cf. 0.1 kW).

DEVICESSio-TECH
The Sheul level of technology is hard to categoriz.e. They

are essentially TLiI in biotechnology and chemistry_ giving
them the ability to duplicate many
other IcchllOlogics (such as radio) al
about a TL6 level despite. in many
ways. functioning as a TLO-I cul­
turc.

Some :ldaptives have learned 10

opcratc and maintain. but not manu­
facture. TL I0-12 devices that havc
becn tradcd to them.

To be usable by messengers,
Human eleclronics (e.g .. communi­
cators. sensors. etc.) must be modi*
fied to convert audiovisual output
inlo sounds Sheol sonar can inter­
pret. Add Cr4.000 to cost of ;lIly
software. hardware or crew station.

Sheol 8io-Technology
Sheol possess advanced biotech­

nological skills that produce various
producls from sccreted resins. as
well as specialized biotechnological
life-forms. These include analogs of
1I10st drugs dcsigncd for the Sheol
metabolism. Other examples:

Toxic Spray1hill/(: A smull crea­
ture looking somewhat like a
spongy. eyeless snake with a nower­
like head. Incapable of movement on
its own, it is closer to a plant than an
animal. It is carried like a
flamethrower and can spray a cloud of gas or corrosive
spores (use DX-4 or Guns (Spraything) skill: SS 12. Acc I,
V~D 3. Max S: spores do damage as per a monitor's corrosive
auack. 10 Ibs.. CrI.OOO. 10 uses (recovers I1hour).

Re.\'ill COII/bal AmlOr: Equivalent to TL9 combat armor,
but If. DR and double weight and wsl. Used by Sheol moni­
tors.

Metlic:al Dralle: A rat-sized multi-legged cremure resem­
bling a cross between a centipede and a squid. Natural sonar
allows scanning inside patients: its sensitive taste buds can
analyze bodily fluids and heat pits can take temperatures. Its
teeth. claws and disinfel.:t;lIlt saliva l.:an treat wounds. 11l1d it
has intelligence enough to diagnose and treat casualties
(inject drugs with its stinger, functioning as a doctor wilh a
TLiI medical kit). First Aid. Surgery. Physician allll
Diagnosis-12. ST I. OX 12. IQ 6, liT 3/12. Speed/Move 3.
CrS.QOO.

TIle application to Humaniti has so rar becn limited by
difficulties of :ld:lpting Sheol bioproducts from a
hydrogen/methane bused environment to an oxygen/nitrogen
cnvirolllllenl. Nl.:verthdess, Sheol's lengthy sludy or HurTlllTls
has produced a few products they believe suitable for inter­
species exchange:
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Power: 4.86 kW power required. 5 kW nuclear power
unit with 5-year power supply (20 Ibs., 0.2 ct, Cr4.400).

Di!.~igll: Arms con!ain arm mOlors alld 0.018 cf empty
space. everything else (including the messenger) are in the
body.

Body: 9.621 cf. 30 sf area. Arm.\": 0.03 cr and I sf each.
total 4 sf. TOla/ area: 34 sf.

S/mcfl/re: TL II heavy robotic (51 lbs.. Cr6,800). Hit
Points: 6 HP per arm. 90 HP for body.

Armor: PD 4. DR 50 expensive composite (68 Ibs ..
CrI.020). Threat Protec/ion: Sealed (Cr340), Radiation
Shielding (17Ibs., Cr170).

Statistics: Empty weight 279.85 Ibs.. Loaded design
weight 479.05 lbs. (pod can still operate under 3 G), Price
Crl8,840. Sizc Modifier +2. Pel!Ortllllllce: Air Acceleration
2 mph/so Aerial top speed 109 mph (Move 54).

CHARACTERS

Sheol should be created using a combination of the racial
tcmplate below and individual sub-species character tem­
plates. They will usually be NPCs, although Ihe GM may
wish to arrange circumstances that would pemlit an Adaptive
to travel with the group.

MESSENGER RACIAL.
TEMPL.ATE [78 POINTS]

This is a generic racial template for messengers.

Attributes
Messengers have the same atlribules as Humans.

Although substantially larger, much of their body volume is
gas cells.

Advantages
DR 2 (6 points].
EXira Arms (2 extra anns) [20 points].
Extra Arm (tongue. short) [5 points].
Extra Flexibility [10 points). AlIlirnb.<\ arc tentacle.<\.
Flight (Controlled Gliding -45%) [22 points] with

Enhanced Move I llO pointsJ. Normal gliding speed is
2xMove (for ~Iidr:rs. Enhanced Move simply halves any sink
rate): climb li~ited to one hex per turn. but powerful updrafts
and tailwinds can drastically increase both the climb nHe and
air specd!

No Neck [5 points]. Can't be strangled.
Radio Hearing 110 points].
Sonar Vision [0 pointsl Messengers see through sonar.

Perception is limited to a 120-degree frontal arc.
Siretching (x2 reach) [30 points. x2 reach I. Alltenlacles

can stretch out Iwo hexes.
Pressure Suppon [15 points]. Survive in a gas giant.
Temperature Tolerance (10 levels. +1-1 OU degrees) [10

poinls].

Disadvantages
Anaerobic [-30J. Cannot survive in oxygen/nitrogen

atmosphere without special suits (I d damage/lllrn).

Blindness (use Sonar Vision instead) [0 points].
Inconvenient Size [-10 points]. Fill 3 hexes: cannot use

human-average furnirure. etc. without modification.
Increased Life Support (one level) [-10]. Sheol require

specialized gas-giant environment pressurized area to survive
on Human worlds or ships.

Short Lifespan (level 2) [-10 points]. Mature at age 10;
aging rolls per 6 months by age 27. per 3 by 39. per month
by 50.

Semi-Upright [-5]. -2 to Move on the ground unless
going on "all fours" and not holding anything in tentacles.

NOTES ON ADVANTAGES
ANO CISAOVANTAGES

Status and Rank are largely meaningless to Sheo\.
Messengersjoining a Ilew nod an: Status -I untillhcy prove
themselves; highly respected Adaptives who sometimes aCI
as leaders or diplomats may be Status 1-2. Wealth is applica­
ble to a Squid Mother (usually Very Wealthy or beller) and
can also represent the amount of resources assigned to a
nock or individual to perform its duties. A Squid Mother
doesn't usually count as a Patron (any more than a mayor of
a town would to a city employee), but Messengers normally
have a Duty 10 it.

CHARACTER TEMPL.ATES
The different messenger castes arc shown below. Point

cost of the template does not include the racial cost.

Adaptive 32 points
When squid mothers deal with aliens, they will typically

assign adaptivcs to act as liaisons or diplomats. Such mJap.
tives. singly or with other messengers. may even be sent to
travel off Sheol on fact-finding, trade or diplomatic missions.
Alfribllles: ST 10 [0]. OX 10 [0]. IQ 12 [20). HT 10 [OJ.
A(lm!ltages: Manual Dexteriry +1 DX [3 points]. 20 points

of: Charisma [5/1evelJ, Diplomatic Immunity [201.
Empathy {l5], Language Talent [2/Ievel]. Status 1-215­
10l. Wealth [10-20)"<"'.

DiSC/limn/ages: Curious [-5J, Nosy I-I] and -20 points of:
Age [varies], Ex.trcmely Curious [extra -5\ or Insatiably
Curious [extra -10], Duty (to squid mother) [varies
depending on missionJ. Gullibility (-101. Kleptomania
[-15], Sense of Duty (friends and companions) [-51.
Truthfulness [-5}.

Prill/an· Skills: Diplomacy and Xenology. both (M/H) IQ-I
r2]~11: two languages. each MIA IQ 121-12.

Secondary Skills: Survival (ga!> giant) (M/A) IQ-I [1]-11.
Any twO of: Biochemistry or Genetics (Genetic
Engineering), both (MIYH) IQ-2 [21-10. Chemistry
(M/H) IQ-l [2J-II. Piloting (Colllragravity) (PIA) DX
[2)-10. Naturalist. Electronics Operation (Communica­
tions). Leadership or Xenobiology. all (MIA) IQ [2]-12.

Background Skills: Two points in Brawling (PIE). Dancing.
Spons or Sex Appeal (PIA). First Aid or Scrounging
(MIE), Vacc Suit (MIA).

"''''Repre!>cnt!> credit and rcsources assiglled to the adllptivc.
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Facilitator 20 points
These handle squid mother-messenger communications.

and also assist Ihem in scientific resenrch.
Arrribwes: ST 9 [-10]. DX 9 HO]. IQ 12 [20], lIT 10 (0).
Advailiages: Radio Speech (must "plug in" to squid mother

10 n::ccivc, make HT roll or take 1 hit damage per hour
after the first connected. -75%) (6].

Disadmlllages: Fanaticism (serve squid mother) [-15J.
Primm)' Skilh: Two Languages. each (MIA) IQ+3 [81-15.
Secolfdm'y Skills: Survival (gas giant) (MIA) IQ-l [1]-9. 12

points 01" Science skills.
Backgroulld ShIh: None.

Sc;aUIO MOTHER
Due to their immense size. squid mothers are only

appropriate as NPCs. No point total is listed. but these advan­
tages and disadvantages give a rough idea of capabilities:

ST 100.000 130,0931. DX 10, IQ 14 [451, HT 15/100,000
[499.985].
Advantages: Ally Group (messenger flock, large group.

almost all the lime) [901, Composed 15]. Doesn't Sleep
(20]. DR 100 (300]. Drug Factory (20 drugs) [210].
Eidetic Memory level 2 [60). Extra Arms (18 more)
r1801. ExIra Flexibility r101, Full Coordination (10
attllcks) [500]. Flight [40]. Longevity (5]. Nu Neck (51.
Radio Speech [25J. Pressure Support [15]. Wealth (Filthy
Rich) [501.

Disadl'flllwges: An:u.:robic [-30], Inconvenient Size 1-10]. No
Fine Manipul:Hors [-3D), Fragile (variant. -50%) [-101.
Flammable structure: double damage suffered from
lirclhealllll:lcks..

Racial Skills: Biochemistry and Genctics (Genetic
Engineering). both (MIYH) IQ+II" 113 J-25. Chemistry
(M/H) IQ+6*161-20. Survival (gas giant) (MIA) IQ+5*
[3]-19.
* Includes bonus for Eidetic Memory.

90 pointsMonitor
Messenger warrior caste: a few of these may travel in the

company of adaptives as bodyguards.
Allrilmle.\': ST 121201, DX [I [10]. IQ 8 [-151. HT 11110].
Adl'llllfllges: Alertness +2 [10]. Claws (spines on tentades.

+2 damage) 115J. Venom (corrosive. 4d*) [60). and 15
points of: Combat Reflexes [151, Danger Sense [15]. Fit
[5]. High Pain Threshold lID]. Resistant to Poison [5J.

Disad\,(lIlrages: Duty (to squid mother or flock. 15-) [IS].
Intolerance (non-Sheol) [-10]. Pick 20 points from
Bloodlust [-10). Impulsivcncss [-10), No Scnse of Humor
(-10]. Overconfidence (-10]. Sense
of Duty (comrades) [-5J. Shyness
(mild) [-51. Truthfulness [-5].

Primary Skills: Brawling (PIE) DX+ I
[4]-12.

Secondary Skills: Survival (Gas GiHnl)
and Tracking. both (MIA) IQ+2 [2J-
9. Anyone of Guns (Spray or Light ~

ASSllLllt) (PIE) DX+ I (2)-10, Stealth
or Wrestling. both (PIA) OX [2]-11.

Backgrolllld Skills: None.
*After a hit damage continues at Id less

per tum until number of dice reach­
es O. and DR is -I each tum: wash­
ing the corrosive venom off requires
a gallon of liquid and onc tum.

Spinner 5 points
Arrribwes: ST 12 (20]. OX 9 [-10].

IQ 9 [-10]. HT 1010].
AlJl'lllllllge.\·: Web Spinning C\veb"

actually secreted resin that is llsed in
construction) [201.

Di.wdJllllI!lIges: Duty (to squid
mother or flock. 15-) (15]. Hidebound [­
5]: One of Truthfulness l-5] or
Workaholic [-51.

Primary Skills: Professional Skill:
Resin-Shaping (eqv. 10 Carpentry)
(MIE) IQ~ [8]-14.

Secondary Skills: Survival (Gas
Giant) (MIA) IQ {21-9.

Bm:kgmulld Skill.\': NOlle.
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Psionic Powers

This section ~;(pands on the rules for
neillin:; psionic charactcr~ found on
p. GT8·1.

A sl;lrting char;lClcr llIay be erc;lIed
with ;my power level in Telepathy. ESP.
Psychokinesis. Healing or TelcpOTI;Jlioll.
This docs not require an Unusual
llackgrouml - only sUirting with psionic
.rkill.I' requires one! (The only exceplion [0
this ;s if their r.lCC is specifically lal:king
in psionic poweL;

Limiluliuns may be l<Jkcn un these
powers. [II J.l<JTlicular. illl.lil'iduals with
HCiJling 1II,,~'f take the limitation "the psi
('"'-Ill only usc the power Oil himsclr" (~/}

cost). Individuals with Tclcportalion must
take "objects retain vector and speed" (If..
cost).

A character may lake Unusual Back­
ground (Special Powers) rIO points). This
emlbles him In. with GM pemlis.~inn. huy
p.<;i powers /1(1/ lisled on p. GTIl4, ur lack­
ing lh~ rnand:lIory limitalinns described
<lbo\'c, Howcvcr. the GM may vcto pow­
ers that scem inappropriatc or unbalant'­
ing. or require differellt limiwtions in the
place of the more st<llldard e.\antples,

Dt'/t'r;onl/ioll: CIHlraeters who buy
powers out who lack formal psionic train­
ing (scc below) will find their powers
deterior<llc with lime. If they arc 18 or
ovcr. (mt' It'I',,{ of {Wln'I' will be lost from
('j/eh power every four years until the)'
rcccive psionic training at a psi insliulic
(p. 138).

NOle lh:1I a ch;lraCter who lacks train­
ing is unlikely 10 h<lve heen tesled - <lS
sllch. <l pl<lyer charncfer wOllld not :Ietu:tl­
Iy know WIi:11 powers he has. or indeed,
whether he h:ts any. This can be role­
played, or the OM may require the player
simply put asid!,; a pool of points. and
Ieay!,; it up to the OM to choose the pow­
er.;,

P,\'irm;t's: The criminal use of menIal powers for the manipulation of matter and
energy and for communication, It has bcen tlcmonslratcd that rnimh (Humau or
non-Human. conscious or unconscious. intelligent or unintelligent) contain some
capacity to operate without apparent use of physical facilities. For an individual to
seek such training is a criminal act

- /mperial t:ncycloped;a Iibmry dara ellfl)'

Psionic5: The ability of living things to relllotely IlHlniplilate maller, energy aml
space/time through mental techniques. The responsible use of psionic techniques is
vital to the establishment and functioning of a mature society,

- 711Ot/all; COllslI{(l/e lihr{//}' dllta elltr)"

Who Is Psionic?
Studies conducted by the Zhodani nne! by Imperial psionic institutes prior to the

Psionic Suppressions suggest most Humans have measurable psionic strength in one
or more powers (such as telepathy, ESP, healing. psychokinesis or tcJeportution).
This strength. known as /}()wer level, can be measured ami te,~ted. Both power pos­
sessed and power level vary widely from individual to individual.

The majority of Humanit! and most alicn races ure born with very modest power
levels in a single power. Powers vary ill frequency: telepathy (the most common)
psychokinesis and ESP (nearly as common). healing (uncommon). telcporl<ltion
(rare), Various very rare "special" abilities are also documenled,

How 00 Psionics Work?
Where do psis gel the power 10 do what they do? There are many popular theo­

ries, ranging from ncar-mystical extra-dimensional energy fields to so-far-undiscov­
ered psionic particles ("psions") generated by psi-active brains, Some pcuplc evcn
theorize that human psis are somehow tapping the powers of hidden "god machines"
left by the Ancients.
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Some theories allcmpt to explain ESP or tclepathy ax e1cctromagnctic wavcs or
subtle quantum intcractions gener;ned within the brain. It is known that lelepathic
powcrs can be blockcL! by machinc-s that generme electromagnetic fields :11 cenain
frequencies and dcvices can be buill which call scnse ll:k:pnthic conlact. What is
puzzling is that these devices only seeln to react when the lclcpalh is aware of thcm
lmd anclllpting to provoke just such a re:lction. All theories flounder when it comes
to explaining how a telekinelic call lift a lOO-pound weight by concentrating on it.
01':1 1n.1n can teleport himself through sp,lce in an instant.

Zhndani Consulale researchers. who have probably given the subject more
thought than anyone elsc over the last 5,000 years. long ago fell b,ICk on what
amounts to "because they do."'

Psionic Training
Psionic powers arc vinual1y useless without p.~iollic Imillillg. a lengthy regime

of special exercises and stimuli (which may include telepathic instmction). These
techniques arc believed 10 create new neural connections in the brain. similar to
Ihose est:tblished when learning a language. The later in life training occurs. the
harder it is to establish these pathways: if not established by late adolesccncc. power
begins 10 fade.

In Zhodalli society. all hereditary nobles and intendants undergo training from
early childhood. Proles arc also tested for psionic abilities. If they display llllllSUlll1y
high powcr levels (in glHlle terms. 45 or more points wonh of psionic powers) they
arc r:lised to intendant status and traincd. OLher Proles lire not lrained: like anyone
else who docs nOl receive early tmining. their unused psionic pOlcnlial will deterio­
rate with age.

Psionics and Biology
No one has ever tirmly pinned down a hereditary genetic basis for psionic

power. Nevenhcless. cviuencc, mostly galhered hy the Zhodani Consulate. suggests
that the odds of having high psionic power are 11 combination of "nalllrc" lll1d "nur­
ture." The possession of a panicular power and its strength appears to be b:lsed on a
combination of complex recessive: genctic inherilance and a favorable pre-natal and
carly childhood environment.

The child of two trained psis is almost cenain to have one or more powers of
similar strenglh to his or her parcnls. The child of a psi-truined mal her is likely to

develop powers of some sort. oflen sirnil:1f 10 his mother's. n:::ganlless of who Ihc
falher is. The son or il psi-trained father and a mundane mother has only a somewhat
highcr than norlllal chance of having grealer than average pOlentiul. Artificially ges­
Hlled children - those not broughllO term in lhe molher's womb - arc far less likely
10 develop powerful abilities even if their genelie parents had them.

Any child has a bctler chance or developing into a high-power psionic if he is
raised from e:lrly infancy 10 adolescence in a psionic householu. espccially a lele­
pathie one. The constant use of psionics stimulate the child's own !:llenls.

In the Zhodani Consulate, ccnain powers. and even recognizable combinalions
of powers. arc known to recur in noble rami lies over the centuries. Some such fami­
lies' "signaturc" abilities appear mainly or only in one sex: others arc not at all sex­
linked. But nothing is cerlain. Sometimes the ability is not always passed on. or
something suppresscs the potential. Extensive csperimcnllllioll has determined lhat
prole orphans. adoptcd inlO noble and intendant families :It infancy. are much lcss
likely 10 uisplay 11 uSllble tlilent than orphans whose parents were psi-trained nobles
or intendants. This is trtle whelher or not the children. or their new parents. know
the children's origins.

EverYlhing else being equill. happy lllld heillthy children have a bener chance of
growing up strongly psionic. Slill. some of the ,~trollgcSI psis of history have come
from unhappy backgrounds (among the Zhodilni. Iypically noble families with hiu­
den insane crimiual behavior). but lhose strong psis have <IS often as nOt been trou­
blesome. unhappy. even dangerously ins:mc. i\'lost useful citizen-psis come from
happy b:lckgrounds.
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Psionic Training and
Psionic Skills

New Ch3rilCICf!: m3Y only begin wilh
psi(Jllic skills (or learn !hem during
play) if lhey have an :lpproprillic

Unusual Blld:gmund. Thcn: :lre lwu
Unusual Back!!rouml opliuns here:

UIIIISIWI lJackgrOlllld (flll'/IIlIf,II'/l'
I'sirmic Tmillillg} [10 (luiuls]. This nR':lI1S
thc chanu,;ler has bcen l61eu anu pWI'en
lU hal'c powcr. and has had sOllle training.
bur il was eilher ineompelclllty don.. or
nel·..r finished_ Hc may buy lhos~ psionic
skills listed on p. GT84. However. hc milY
only flS<' psionic abililic_~ as if hc had
Power I and posscs~ccllhe Unreliahle lim­
ilation. (I-Ie gelS no point!: for this Iimila­
lion.)

UIlfI.HIII/ lJarkgmwu/ (Fol'IIllll }'Jirm;c
Twillille) [IS poinlsl. The chara~'lcr

received formal training. e.g .. allended a
psionics inslilulC'S course. grcw up in ,I
family of trained and experierK'ed psis.
eK'. Hc may pun:hasc any or the psionic
skills Ull p. GT8-1, and use his powers nor·
lIlally.

Ir the campaign is sel in the Zhod:mi
Consul;lte. all Zhodani characters po!:sess­
ing both Status ~+ ,lJul psi polI'er_~ havc
fOnllal psionic trllining withOlll having 10
huy an Unu~u:il Background. Simi1:tr hen­
efils may accrue 10 mher psionic races.
e.g.. Droyne.

A character \\'ilh romlal psionic lmin­
ing can additionally lake Unusual
Badgcound (Spedal Skilb) [5 puinlsl.
This enables Ihe clmrar.:ler lu bu)' UIIC ur
more psi skills thaI arc 1101 tisted un
p. GT84. such as Tdeeonlrol or I>yro·
kincsis. Thc PCs' r.:haraCler slOr)' should
juslify this training: il is up 10 lhe Gil-I
what aud how man skills arc i1vailable.
The advantage call rcprcsenl r,1Il1ily tech­
niques. scrrellLgcncy training. CIC. In gen­
eral. being clLught lr:lining others in Ihese
skills may allrllCI lhe ire of whil!evcr
<lgency l:lught lhem to lhe Ch:lf:lCler.



Psionics Rules
Changes

Certain psi skills work differently in
the Tral'e/fer sClIing. This docs 1101
aller their point cost.

Tefepatfw
Telepathy tf<lnscends linguistic and

species barriers despite signitieanl differ­
ences in br'lin smlClllre :md l:lek of shared
!:mgU:lgc: :1 I-Ium:m Coin read a Droync"s
mind. and vice \'cr.~a. for example
llowcvcr. 1'/'1')" alien species with radical
differences in the way races think can
make comprehension harder or impossible
- sec the Sheol and Clotho racial descrip.
tions.

Tefeportation
Sec p. GT84-85 for restrictions. Also.

the EXOlc:tCport skill only serves to enable
extra weight to be carried. It doesn't bring
objects to the lIser. or teleporl objects
away from him.

ESP Skills
The ESP psi skills Cluirvoyancc <lnd

Cluir<ludiem:e <.IS deseri1><:d in GURPS are
dr<.llll<.llieally shorter-ranged than those in
the TrUl'c/fcr univers.e. As the established
Zhod<lni commandos and psion dct<lch­
rncnlS require long-range clairvoyance
abilities in order to perfonn as described,
GMs should make the following changes
to bring Ihese skills in line:

Clain'ayfll/cl': Calculate range using
the Telep:J1hy 13hle. not as (power
squared) inches. InSlC3d of a vicwpoint
limitcd in radius. lhc vicw is whal lhe
esper would have if his ficld of vision
were displaced Lo ,hut point. Thm is. he
sees us if his hcud occupied tllllt puint.
The espcr muy roLate the vicwpuint each
turn. as ifhl: was looking ill alioLher direc­
tion.

CI"inmclit'II(C('; Calculatc runge using
the Telcp,llhy table. not as (power
squared) yards. The user hcafli just as if he
wcre in thmlocation.

Life Detection and Telescan
CURPS TraJ'eller mentions one t<.Jlcnt.

"life detection:' not desl:ribcd in thl: Basic
Set. It is uvuilubk u.s u Tekp<.Jthy psi skill:

COl1lil1ued 011 next page . ..

So, there is a weak genetic basis for psionics ... but obviously the prenatal and
infant environments are also vital, and clearly other factors. as yet unknown. are at
work. Most psionic researchers have concluded the only way {o reliably produce a
competent, powerful psionic is to have two trained psionic parents produce a natu­
rally born child. raise that child in a happy family environment where psi is in daily
use, and give that child lots of training from an early age. That this is the very sys­
tem that Zhodani nobility use is no coincidence at all.

The Numbers Game
High Power levels and multiple powers nre rare. Among psis tested by or heforc

late adolescence, Power levels 1-3 seem abOllt equally common. Power levels of 4+
are rarer: Power 4 psis are twice as rare as power 3, power 4 are four times as rare,
etc.: each increase of +I power halves the frequency of occurrence. Note, however,
that these numbers are simply averages across society - if someone is born into a
psionic family (see abOl'c the odds change dramatically.

Multiple powers tend to follow a similar curve. One ability is common, two arc
about twice as r<lre, psis with three about four times as rare. etc. It should. however,
be emphasized that these ratios do not hold for the number of fraincd psis in a soci­
ety. Individuals who are tested and show high powers or multiple powers are far
more likely 10 get lraining, either by society (like Zhodani intendants) or by person­
al choice. Moreover, once trained. psi power has been known to increase.

PSIONIC INSTITUTES
Psionics Institutes are organizations established to study, test for. train and

resellrch psionic abiliLies. They nourished Icglllly (many under Imperial Charter as
educational or research institutes) in the early years of the Third Imperium. until a
wave of anti-psionic prejudice (circa 772-800) and allegations that many were fronts
for Zhndani subversion led to their suppression. A history of their rise and fall is
given on pp. OT2? (Crisis of '99) and OT54. Today. the few remaining psionics
institutes in the Imperium are clandestine underground organizations, carefully hid­
den.

Many underground institutes operate in remote areas. There are two reasons for
this. First. many psionic adepts find it is easier to concentrate on abstruse mental
disciplines in quiet areas far from the distractions of urban life. Second, new psis
oflen have limited control of their abilities. II is wisest to teach them in regions
where any psionic training accidents (for example, telepol1ing to the wrong place, or
sending a thought instead of reading it) are unlikely to be noticed by outsiders.

Most psionics institutes that survived the Psionics Suppressions took on cover
identities to mask their true natures. In general. most are set up in such a way that
they can receive new candidates without arousing suspicion. Some institutes now
exist within monasteries or isolated religious retreats: students may pose as pilgrims
or novices. Others are disguised as exclusive holiday reSOI1S or health spas. or as
private schools. In areas where psionic suppressions were paJ1icuiarly harsh, insti­
tutes may operate in an even more secretive fashion.

Modem institutes vary greatly in size. but those with more th<ln a dozen full­
time. psionic stalT are rare. However, many institutes have a large network of associ­
ates (all the people Lhey have trained) which they can someLimes call 011 for help.

LOCATING AN INSTITUTE
Most institutes arc found on worlds with high population (a billion or more).

This need not be a universal rule. but these worlds have (he most slUdents in need of
training. and an isolated monastery or reSOI1 stands out on a world with few people.
On a high-population world there lire likely thousands of helilth spas, IllOltasteries
and similar private organizations.

What can an individual do to find a psionic ins(ilUte'?
Old RecOIr.i.I-: Libmry datahases may have news reports dating hack LO the peri­

od before the Psionics Suppressions. These can show the location and fate of an
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institute. If onc c;ttiljtcd thCIl, if may have gone underground or moved to an adjacent
world. Many institutes closed prior to 800: the Suppressions were preceded by
decades of unrest, giving canny institutions ample time to close or fake their own
de~tmctiun in arSOll or bombings.

New Records: Searches of morc recent ncws rcports may turn up information on
psis discovered in more recent times. If they escaped or vanished, it might be that a
local institute helped them. There may be authorities or witnesses to inlerview.

Direct Questioning: Most Imperilll citizcns arc sensitive on the subject of psion­
ics, especially in the Marches afler the fifth Frontier War. They u~ually react at -4 if
questioned about them (-6 for worlds auacked by Zhodani). Why? Suggesting psis
or a psi institute exi~t on a world can be laken as a slur against the patriotism and
morality of its cilizens, much as jf the interviewer inquired about sexual perversion
or "Zhodani solidarity" movements. Also, evil psi institutes do occur in fiction: a
suspiciou~ loe1l1 may believe thc questioner is a psionic seeking training or (on
repressive worlds) a police informant and report him to the authorities. On some
worlds (especially in the Marches) vigilante lynch mobs may exist.

Subtle Questioning: Interviews with people living where psi institutes once
stood or descendants of psis (or their persecutor~) could be helpful. Leading ques­
tions about historical facts discovered during earlier research may provide llseful
clue~. An appropriate cover can avert suspicion, e.g., a journalisl researching a
holovid on local or planetary history. or an individual secking to nail down a family
tree.

Phy.~iclll Sellrching: At some point, queslers should uncover a number of loca­
lions (hey think may be connected wilh reports. Inve~tigating these should eventual­
ly convince them that there is no psionic institute, or lead to solid c1ue~ of onc'~

cxistence. If there is an institute, searchers (hat have been this persistent will likely
find it.

Contact: Prospective students may ask the question "if we could find the in~li­

tute, why haven't local or Imperial authorities'!" There are usually IWO answers. On
some worlds. organized anti-psi activity died down long ago - now, no one is look­
ing. On other worlds, once the searchers near the area where the institute is actually
located, their inquiries will be noticed by those staff responsible for security. They
will use Telercecive and dctcmlille if the group's intentions seem honorable. If so,
they will allow the institute to be "found." even planting a ~uggestiol1 in the mind of
lhe searcher or a person that the pes are interviewing. if the searchers appear hos­
tile. the ~taff may avoid contact, allernpt (0 lead searchers astray, temporarily relo­
cate, or take active measures to eliminate them. It'~ proverbillithat the best way Iwl

to find a psi institute is 10 search while wearing a psionic shield.

INSTITUTE SERVICES

Insli!Utes offer testing and various types of psionic training. When not doing
thesc things for strangers, the staff of lllany institutes are engaged in effons to
protect other trained psi~ on the world. improvc their own skills through study,
perform general research on the nature of psionic .'I, or keep up whatever
"cover" activities conceal the institute's nature. On worlds where psionic sup­
pressions remain active. tbey may even operate a~ an "underground railroad,"
smuggling psis off those planets and into safer havens or even the Zhodani
Consulate.

Psionic Testing
Institute staff can administer a battery of laboratory tests to determine a sub­

ject's psionic potential. A subject is given Vllrious exercises to perform: as he does
so, very subtle changes in his brain'S electrical slate are monitored. Other te~l~ Illily
involve measuring for psi power that is presently so weak as to be unnoticeable
(e.g.. TK of objeeh at microscopic distllllCC).

'lests take a period of two weeks. Mosl instillUes charge Cr5.000 to cover their
expenses. When aspirants visit a psionic inslitute 10 test one of their own or an NPC,
GMs m,ty wiljh to require skill rolls mther than assume the test is conclusive.

PSIONICS

Psianics Rules
Changes
[Continued]

Life Detection
You Ciln "$eilcch" iln :m::l :lnd hunt for

living minds. This t:lkes :l tum of concen­
IrMion anrt a Lire Detection rotl.

On a successfut rotl. you scnsc the
presence of other minds the number pre­
sent. the general type (animal. human.
etc.) and their approximate lur.:utiun. II C<l[l

ignorc bactcria. inscr.:ls ur ulhl.:r ullilllpor~

Ian! animals if lhr.: usr.:r wishes.
Yuur ruugl.: is based on the Telepathy

rangr.: tubk. Al .InY gi\'en n:lltge the area
yuu l:aJl scan is one yard or 1/,00 your
telepathy range. whichever is greater.

You will aUlomatically fail 10 detect
anyone with a Mind Shield. Yon must roll
again every 10 seconds to maintain this
ability.

Space Communications
Zhodani navy telepaths sometimes lise

psi powers for "secure" space communi­
cations in viml battles_ To allain the tong
ranges Ill:cessary, psi drugs are normally
Ilsed well hefore any baltle.



Using
GURPS Psionics

with Traveller

The GURPS Psionics rules are nOI
necessary for a GURPS TraL'el/er
campaign. bill seh~cfivc usc of them

l;an nl<lke "rlvcnlllTI'$ fe:l1urrng rsionic~

much more imcrcsrinr,_ D,her'(. hOWeVl':T.
can easily unhalance the game. making
psis [00 powerful.

Powers and Skills
It is suggesh:u lhul all powers and

skills except for Astral Projection and the
Telepathy skills Mindswitch ;jnd
Mindsword be pemlissibJe for characters
with appropriate Special Training or
Special Power unusual backgrounds. The
GM may wish. however. 10 reSTrict cen'lin
powers 1(1 NPC-s. n01ably EleclTokinesis
power :mel 1[e:ll10g. unless given Ihe tirst
or third [imilalinn: both can adversely
affect game balance.

GMs should feel free 10 adopt the pcr­
CCnl:lgc based enhaneementllimitatiOIl
system und those listed in GURPS
P~·jUllin instt:ad of tht: fnKtionul Basic
Sel system.

AtlwlIIced TedllliCJII(':i: Most of the
Advtlnced Techniques arc rC<lsonable for
TrUl'dlcr ctlmpaigns and add considembte
n<lVOL It is recommended that the GM
forbiu Gest;llts anu Telepathic Area
Attacks, but allow other techniques
(except rhose relating 10 fhe banned
Eleclrokinesis power).

I',rn'hie I'fli!llomel/a: Out of body
experience.~. the astral planc. beings of
pure force. kirilian photography and ecto­
plasm do not exist within Traveller
(except as superstition). ·'Ghosts as
psychic residues" is on the borderlinc - it
provides II scicntific c"plarmtioll of lruunt­
ings tklt makes Sense within Traveller's
assumptions, but the very concept may be
detrimental to GMs who enjoy a more
hard·science <Ipproach. The other psi phe­
nomena. and in panku1:lr nrles for ;mim,tl
psi and sPOnr;,neQUS psi power.s, can
enhance a psi-oriemed adventure.

CUIl/il/lIe,1 un m'XI puge.

Tests require someone Irained in Psionies skill (the seielllilie sludy of psionies;
M/YH, p. CUS8) and the use of psionic testing gear (p, 140). A single researcher
can only test one person at a time, although most institutes have a number of
re.';eareh starf with Psionies-15+.

The subject must be conscious and must co-operate (or be threatened into co­
operating). After the test program ends, roll against the tester's Psionic skill.

Success means the sllbjeel's power.-; amI power levels arc accurately estimated
within about 10 to 20 percent (critical success means they are spot on). If the char­
acter has pul any character points into buying psionic powers. he may now receive
lnlining. Ir he Illls lIot, lie i~ one of those individuals whose powers have either dete­
riorated through age. or who. despite their youth. just never devclopcd any measur­
able potential. In the case of NPCs with unknown potential who have just been (eSI­
ed, sec the IIlIIllber.l· game and {J.I"iOilic'\" {lnd biology for the likelihood that they will
have powers: individual who have the Age di.';advantage are unlikely to have
retained measurable power.

Failure means the tests arc inconclusive. The fee will be refunded unless the
user wishes further attempts: pay another CR 5.000 (non-refundable Ihis lime) per
try, Critical I"ailure means a misdiagnosis of power levels. or possibly somc son of
mishap in tcsting.

A subject can Iry to de1iberale1y give raj.';e results. Roll 11 conteSI bclwccll his IQ
or Psionics skill and the teSler's skill. Success means he can fudge a power he does
not possess at Power 1-5, or pretend one or more powers are lower in ability then
they actually are. or non-existent 111l0gelhcr.

Psionic Training
Individuals who have been te.';lcd and found to havc psionic power can ask for

training. They must have measurable psionic power, i.e., at least one psionic power
at level I or better.

Tfllining requires four months. It's customary for institutes to charge about
CrIOO,OOO: for those who lack this fee but who have 45 points or morc in psi pow­
ers, the institute may instead accept 95 percent of their assets (or some kind of
favor). The inslitute starr call reaumillds. so deception is pointless.

The training program gives anyone who takes it the equivllJcnt of the 15-poilll
Unusual Background (Trained <'ll a Psionic Institute). Individuals who already have
the UllllSlllll Rackgrolllld (Incomplete Psionic Training) upgrade to this at a cost 01"
only 5 character points: others pay 15 points.

Someone who leaves halfway through may be permitted to buy the Unusual
Rm::kgrollml (Illcornl'lcte Psionic Training).

PSlONlCS



Teaching Psi Skills
Psionics Institutes may also provide teachers for individual psi skills. using the

fmpml'emelJ{ rltrrmgh Sludy rules (p. 882). Not every institute will have teachers
available for every skill: GMs should feel free tu have lin instilulc scud a studellt
seeking an unusual skill 011 a lengthy quesl to find a retired psi-adept. Typical fees
charged are CR 5.000 IJer 1II00I,It per teacher.

WORKING FOR PSI INSTITUTES
Not everyone can raise the fee institutes ask for training. Adventurers typically

have special talents or resources. so some institutes will waive part or all of the fee
in exchange for a favor. For example. they may want a captured associate to be bro­
ken out of a well-guarded and psi-shielded jail, acquire a Shipment of psi drugs
picked up and smuggled to the institute, or provide transport and bodyguards for a
researcher on a trip to another institute.

Performing tasks for the psionic institute may earn its trust and lead not only to
testing but [0311 invitation to join it as full or pm1-time staff. Institutes rarely pay
staff: fees go toward cost-of-Hving, equipment upgrades. security costs (or bribes)
and other expenses. Characters with a scientific orientation may participate in psi
[csting, training or cxperimcnts; olhers may be asked 10 assist in providing security
for the instilUle, i.e., monitoring and contacling bona fide studenlS <lnd misdirccting
or eliminating potential enemies.

ZhodaniConnections
The Consulate's interest in the Imperium's psionic institutes is not all propagan­

da. A substantial minority of psi institutes, especially in the Spinward Marches.
have ancient grudges against the Imperium: many of [hese believc that a Zhodani
milil<J.ry victory would be a very good thing indeed. Such institutes may provide
havens or recruit spies for the Zhodani TOl-jabr, or support anti-Imperial guerrilla
cells.

PCs who locate a psionic institute and receive training may subsequently have
their names passed to Zhodani agents, who can use the threat of revealing their psi
training 10 coerce them into pcrflJnning jobs for thc COllsulate. More subtly, those
who accept an offer of "favors in exchange for training" may be sent on covert mis­
sions that Ihey believe further the psi institute's goal, but are actually supportive of
ZhOlhlT1i opcra[ions.

Some psi institUie slaff may be actual Zhodani agents. Not all Zhodani are tall
and swarthy ... during the psionics suppressions, the Consulate accepted several
thousand psionic refugees frl)lll the Marchcs in rescue opcrations managed by the
Tozjabr. This created a bond between some Psionic Institutes (especially those clos­
est to the Zhodani border) and the Consulate intelligence service. These refugees
have long i;incc been assimilated into Zhodani culture, but some descendants retain
the '"look" of non-Zhodani and can easily pass for Imperial citizens. They also tend
to make motivated agents.

AN UNDERGROUND PSI INSTITUTE
Junidy/Aramis, in the Spinward Marches, is a small world with a sizable (28

billion) population (the largest in its subsector). Historical rei;earch in planetary
records wilt show {hat 11 psionic institute was established in 640 under Imperial
Charter and shut down in 803 in the height of the Psionics Suppressions, its lands
and aSi;eti; forfeited to the Imperium. After 50 yeari;, they were transferred to the
University of Junidy. the old institute grounds and buildings becoming ('lln of the
campus.

Another record exii;ti; in planetary data banb: the Final Report for the
Commission for the Suppression of Psionics (dated 888). The report consists of
three parts: part I is a general indictment of psionics, part 2 details the organization
of the ini;titute. its training and activities (presented in negative lerms). and part 3
has details of the erallica[ion of the instilllle and the imprisonment or execution of
its members.

PSIONICS

Using
GURPS Psionics

with Traveller
{Continued]

PJ"ydu}/roniCJ". In general. il is nOt rec~

ollllJlclllleu that allY of tilt: pOst-TL7 tech­
lIo101D' (except items already presenled in
this book) be used for anything other than
TLt3+ Ancient artifacts. stich as the
Zhodani "stamlap" artifact. For example.
the "Emp:1lhic Lock" on p_ P65 (which
opens when a l;enain emotion dispta)'ed)
resernhles an artiraci in the old GlJW
Tml"/!/Jer adventure TI\'i1igl,,'s Peak. Used
jUdiciously. a few ilems or psychOlronie
technology can be useful MeGurrins for
any Aneil;nt sile. GMs worried ubuut
game balunee may be well advised 10

make items run on "Ullfcehargeable <Jlld
irn:plut:t:ablc" TL [3+ pOwer cells.

Bio·P:;; Tedmulugy: The psi drugs can
make interesting (if dangerous) experi­
mental allcrnativcs to those given here.
GMs wanting a more horrific flavor can
have psi-borgs llsed by crimin:l[ p_~ionic

institutes or seeref lmpcri:l[ rl$e,lrcll st:l­
tion. The otller bin-psi technology gener­
:lily 'lssume.~ Ihm psi power is genetic in
origin; as Ihis is not the case in lhe
Trol'eller uni\'en;e. the remaining technol­
ogy is inappropriate.

Olher eh<lplers eonmin eampuign ideas:
these eun be used by the GM in neating
worlds in which psiunit:s arc lrt:ated in a
differenl way lltall ill either lhe Consulate
or thc Imperium.

A Puzzle
"One of lhe chief obsl:\eles to the sci­

entific SltJrly of psionic powen; is lhe fael
that we have no real understanding or
exactly how it operate.~. Te[ekinesis.
telepathy. and clairvoyance. for l;xamplc.
eal;h violate <It least one major law of
physics as Wl; presently understand them.
This is not a;; crippling a disadvantage us
it might firs! seem Lo be. In Lhe pust. lJIany
scientists wenl dceudes wilhoul full
knuwledge of lheir field. but Ihis did nul
prevelltlhelll frOIll making advances:'

- Georg hau/l-Houum
"Wild Talents: A FO/ll1darifm!or

Psionic Smdies"



Racial Psionics
Hl/muJlili. All Human major races

seem to have the same potential for psion­
iI's. No far-ranging study of Hum:m minor
races h.1s been compll':,erl. AnecdOl:'l1 evi­
dence exists of some minor r;lces Wifh
more or nn pmenli31, hut [hi.~ may simply
renee! prevalence of training procedures
or even environmental faclOTs (e.g., local
plants that arc natural psi drugs).

Vargr possess exactly the same psionic
pOlcntial as Humuniti. Due to the chaotic
nature of Vargr society, no urgani ...cd
embrace or prcjudil;c ug<linsl psionil;S
e;<i$t. Vurgr cultures bordering Ihe
Zhodillii Consulate lend to have more
psionic institutes. psi-using religious culls.
etc. Vargr fees for psionic training are
highly variable; many Vargr psi-institutes
will waive the usual fee in exchange for
the user serving as an experimentlll sub­
ject for a year. The GM should defennine
the effects, bill any 1ll::W power~ gained
.~hould he more than halaneed hy addition­
al memal or phy~ical di~advantages...

Vrakaral1.f did nOI invent a reliable
means of psionic training on their own.
but seem to han; lIbuutthe slime potential
liS HUllillns onr.:e traincU. A ft:w legendary
DflIkaran nlystir.:s perfurmed fellts that
lllay have been psionic. Since contacting
the Var.!lr and Zhodalli. the reality of psi is
reluctllntly accepted. although the physics
of it offend Drakaran sensibilities_
Conservative clans "iew it with suspicion
(:Hld are importing psionic shielding);
more forw.1rd-1ooking families have sem
individual Dr.lkar.lns 10 Zhodani or Vargr
p_~i insrilllle~.

C!mllO have almost no psionic poten·
tiaL as described in the chapter on their
mcc.

Shea/ psionic abilities arc idiosynr.:ral­
ic: sec their own racial deseriptlun.

Psi aplilude uf other lIlajor and mirror
rar.:cs will be covered in fulun: A/iell
Races sourcebooks.

A final appendix indicates that the Commission still exists, albeit in skeleton
fonn under the control of the Psychology Department of the University. Thanks to
it~ continued vigilance. no ~eriou~ psionic problem~ have been experienced on
Junidy for centuries.

Individuals hunting for a psionics institute may feel a desire to stay well away
from the University psychology department and the Commi~~ion. In fact, the
Psychology Department and Commission are the Junidy psionic institute, and
always have been. When the suppressions started, they were poorly organized. It
was easy for the institute to insert some covert members into the commission. While
some institute members were tragically martyred 10 the calise. ever since, the psion­
ics institute has existed in safety and has protected, sheltered and trained psionics,
under the guise ot" keeping watch against them.

OPEN PSIONICS INSTITUTES
Non-Imperial powers vary in their attitude to psionics, often leaving it up to

plcmetllry lluthoritil:s. Some accept iI, others suppress it as a lhreat, or allempl to
control the institute. Sometimes the psi institute is the government.

In Zhodani client states (whether Human, Vargr or other) psi institutes can and
do operate openly. Most arc actively supported by Consulate funding, and orten
have visiting Zhodani academics (usually Intendants specializing in psionic train­
ing). Imperial propaganda claims that these institutes psionically "re-educate" stu­
dents to follow Zhodani ways arc usually untrue. Their goal is simpler: to train as
many young people as possible (especilllly children of the mling elite) in order to
bind that world more closely to the Consulate. Another Imperial charge claims
psionic inSlitutes on pro-Zhodani border worlds are "guerrilla universities" for train­
ing groups like the Ine Givar in "psionic terrorism." Most institutes do not have that
as a prime purpose, but a minority of institutes are Tozjabr fronts ...

Psionic in~titutes may be established on neutral or unaligned worlds or confed­
erations along the Imperial-Zhodani border. These arc wary of Zhodani involve­
ment, fearing the political cost to their neutrality of being branded as a Zhodani
"front" organization. On such worlds, psionic institutes must live with the threat of
crackdowns from the aUlhorities, should the faction or party in power choosc 10 lean
toward the Imperium.

PSIONIC TECHNOLOGIES
A variety of technological means exist to artificially test, enhance or suppress

psionic powers. or integratc them into technological devices. TIl is field is still in il~

infancy, although the Zhodani are acknowledged leaders in it. It is known that the
Ancients were masters of psionic technology. Most psionic drugs and equipment are
illeg<ll ill lhe Imperiulll and allied ~tate~ (roll vs. Streetwise skill, minu~ CR of the
world. check each week). The exception is psionic shielding equipment. The reverse
is true of the Zhodani consulate and its c1iems.

LAB EGUIPMENT
This gear is used for psionic testing and training.
Porwhle P.\·i-lestiIl8 Gm/": This can be used 10 perform psionic testing. It weighs

400 pounds and takes up 13.5 cr. It requires ,Ill hour 10 set up. Cr I00.000. TL8.
Psionics LaboralOJ)' Modl/les: Starship lab modules (see Modl/lar Srarships in

GT) can be configured as psionic testing and research laboratories. These modules
or equivalent ground labs allow psionic training and add +2 bonus when tcsling.

PSIORUGS
Biochemical methods are the easiest known mclhod 10 enhance psionic abilily.

Psi drugs known to current science are intricate proteins that stimulate lhe produc­
tion of various hormones in complex sequence. Laboratory studies show subtle
changes in lhe e1ectrielll activity of the brain, but the exaCl relationship between the
biochemical activity and psionic power is mysterious.

PSIONICS



GMs may limit the availability of psi-drugs by deciding they require rare planE
or animal compounds and complex refinement. A few ··natural" psi drugs may also
exist - the leaves of certain plants, rare herbs, or animal venoms could have similar
capabilities. giving primitive societies unusual abilities.

Three psi-enhancing drugs are known to modern science, referred to as Boostel;
Double, and Special, One psi-damping drug. B1ockel; is also known. All are very
expensive due to thl:ir complex refinement process. All can be injected via needle or
pneumospray hypo. Dooster. Double and Dlocker can be taken as oral pills or nasal
sprays also.

Taking morc than Ihn:e doses of allY psi-enhancing drug without 72 hours to
flush the system can cause overdose. Roll vs. HT+2 for each extra drug taken afler
this: failure causes 10 3d damage. Critical failure also causes a permanenl -I to

power level of all psi powers (no character points arc "gained back" - rather, poinl
total is reduced.)

Boosrer; A basic. safe psi-drug. II adds +3 to all the user's psionic power levels
for olle hour. If the user is fatigued when the drug is taken, it only adds +2.
Exception: if the user has no power. boosler will not increase it. Extra doses of the
drug give no benerit. Cr 500/dose. TL8.

Double; A more potent psi drug. Identical to Booster but wilh a +6 bonus (+4 if
taken while fatigued). Cr 2,000/dose. TL9.

Special: The rarest psi drug. It increases all psionic power levels by one level
every 1.5 hours for 15 hours. The power remains at + 10 for four hours, then declines
at the same rate. As usual. someone with no power at all will not gain a power. The
user must also make a HT+2 roll each lime it is used. Failure means he loses one
level of power permanently from all abilities. Cr 5,000 per dose, TLIO,

Blocker: Divides user's psi power by 5 (round all fnlc!iOIl$ down) for 24 hours
and imposes a -5 on all psi skill use. After 24 hours have passed. roll vs. HT daily to
recover. Repented doses have no cumulative effect, but mean that there is no chance
of recovery if administered daily. Cr SaO/dose. TL9.

AU psi drugs except I3Iocker are illegal in the Imperium: I3Iocker and Special
are illegal in the Zhodani Consulate. and other psi drugs are only available to inten­
dants or nobles. For illegal drugs. double the price to gel black rIlurket costs.

Some Imperial megacorporations, notably SuSAG. manufacture psi drugs OUI­
side Imperial space for sale to non-Imperial worlds where psionics are legal. Via pil­
ferage or bribery they may rem.:h Imperial other blm.::k markets. The main hlack mar­
ket buyers arc illicit psionic institutes and psionic criminals or outlaws.

ANTI-PSIONIC & PSI-DETECTION DEVICES
These dcvices are gcnerally legal everywhere but in the Zhodani consulate and

similar pro-psionic states, (Zhodani security and intelligence agencies may still pos­
sess them,)

Psionic Shield Helm!!t: Lightweight helmet (PD 0. DR I. covers brain only).
Prmects against any usc of Telepathy. friendly or hostile. against or by the subject.
exactly as if it were a Mind Shield used by a telepath with a skill of 3 and a Power
of (TL-2) x 2. A rechargeable B cell powers it for 3 months. 1.5 pounds. CrI.OOO.
TL8.

Psionic Shield Circllit.\"; An identical system can instead be designed into an
existing vacc suit or combat helmet. Adds one pound to weight: costs CrLOOO if
designed into helmet or Crl.200 as a retrofit. (Similar circuilry can be built into <l

spaceship. vehicle or walls to interfere with usc of Telepathy through them: Mer
0.000 I and 0.00005 tons times area in square feet covered: a Iypical cell might
require 600 sf.) TL8.

Ps;ollic Actil,;tr Defeetor: A handheld sensor. It lets the operator detect psi
<lelivity (displaying it on a screen) as if using Psi Sense (p. B 167) operating at
Power 10. but using Electronics OperationfTLl2 (Sensor) skill instead of Psi Sense
skill. Ignore results greater than "succeeds by 5" on the table. The psionic activity
dctector uscs a rechargeable B cell for one month of continuous operation.
Crl 0.000. 4 pounds. TL 12.

PSIONICS

Keeping Psis
Prisoner

Capture and escape are an imponalll
part of advenltlres. btU keeping a psi
prisoner c:ln be difficult! Char3Ctcrs

clever enough 10 keep their powers .c;ecrci
deserve 10 he ahre lO lISC lhem 10 escape.
But when a jailer knnll's his prisoner is a
["lsi. he will take measures 10 keep him
under control. In a high-tech scttlng, the
GMs should 11131.:C liberal usc of psionic
activity detectors, psi shickts on guards
:mu drugs such as Blocker.

What if the psis art: captives un a lu\\'­
tech world? Their powers may be taken
for magic. but that woo't keep the jnller.>
from taking prccautions_ The psis could be
drugged into unconsciousness. bUI that
isn't much fun for a player. Perhaps the
natives have doctors or magici:1ns who
could hypnotize the prisoner into thinking
his ability was gone, or ;lrl~ ;lble 10 hrcw
homemade psi-d:lmping drug~ rmm loc:!l
herbs. Lobotomy i~ another pos~ihi1ity.

hUl one rcw characters will care to race.
M:InY psi abilities arc most effectivc if

the user knows who he is using them on,
Cells may usc one-way ghlSS or television
muniturs so tbat tho.: subject can be safely
observed. A eheap aho.:rllOItive is 10 blind­
foluthe prisoner. A leh~IXlrler can be tolu
lll"Ulhfully or not) that he is some distance
above or below ground. Should he try to
escape to a remembered location. the
energy dirfercntial may prove d,mgerous.

Stand:Hu procedure used by Ihe
Imperium with Zhodan; captives. if dnlgs
are not aV:litahle. is 10 place Ihem in a cell
watched hy hmh loc.:ll gu,mls (with p.~ion­

ic shields) and hidden oh.~cr\'ers using TV
monitors.



Imperial Institutes
- GMs Only

I II dire!;! cuntradiction to its official
llll\i-psiunir.: policy. the Imperium
engages in tup ~ccrt:l psiullil; rcscur<:h.

Much of this rt:sean:h lakes plal;C ill tho:
Spillward Murches. uuc to the pm:"imity
to bOlh Oro)'l1c and Zhoduni worlds.
Imperial Resc,Heh StatiOn Gamma
(Vanejcnl Rhyl:lnor) was at Olle point
sllIdying psionic powers in animals anu
Chirpers. A N:lvy/MarillC "hoslile envi­
ronment [f:lining facility'· on Wypocl
Lunlh is also involved in psionics
research. Olher cemers llKlY exisl.

Exact dClails or Ihe .scope and purpose
of Imperial research is up to Ihe GM. It is
likely lhal a major goal is [0 stay up to
dale on psionic techniques in order to
dcn:lup cuuntCn11C:lSUrCS against any new
Zhudani (or other) l:llpabilitil:s, Whethl:r
humun experimental subjecls .m,: USI.:U in
these facilities. unu whether Imperi<J1
agents 'Lre being trained in psi powers is
unknown.

Why?
"Why do norrn:lls fe:lr us'! If only one

in a million W.:l.S:l psi. I would un,lersl:llld.
but every hUIn.:l.n heing is horn wilh al
least lhe polential. Do \\'e perseculc lhose
who have a superior sense of smell. or
laste. ur sighl'! If yOIl have perfect pilch.
must yuu hide aillral:cs uf It'!

"Thl: 'InS\\'l.:l is simple. We arc afr... id.
We lhink (hillgS we shoulu nUl.•md \\'1.: arc
afraid for Ihl:l11 10 bl.:l;ol11c public kllowl­
cdge, We arc ufr<Jid Ihm someone will kill
us by pinching a coronul')' artcry with the
power of their mind. We fear the thief
\\'ho can see into a lock nnd open it with·
om touching it. We fC:1r a S\"cngali will
enslave our minds. without our knowl­
edge.

"Bllllhere nre lhose who kill hy physi­
cui meuns. It c:mnOl he fear of de.nh alone
lh:ll makes us perSUCUle psi.~. If a man
comes al us with a knife or a gun. laking
us unawares. we will die jusl as fasl as if
\.:ilkd by u thuught. We lrUSI lhc lr... ined
l11urli;t1 artisl nullO kill us with u blow,
We should lrust lhe trained psi to be as
moral."

- Gi!org hallil-Holllan
"Wild n,lellls: A f"ormdarion

for Psionic Swdii!s"

PSYCHOTRONIC TECHNOLOGY

This technology uses special psi-.scn.silivc. circllils. II is used by Zhodani. some
Droyne worlds and in some Ancient sites.

Flicking and Telepathic "Switches"
These are simple electronic devices sensitive to telepathy. each with their own

distinct mental signature. They resemble small circuit bmmJs. llmlm,ly be built inlo
electronic devices. To lise OtIC. thc Ickpath must know (or guess) where a panicular
switch is located. and what device it controls. He then sends a single Telesend mes­
sage - either "on" or "off' (no liner control is possible) - the switch senscs thc mcs­
sage. and the device turns on or off. This technique is known as "nicking:' The sys­
tem is so sensitive that. provided Telesend skill is possessed. no skill roll is required.
Even a non~Telepath who is trained with another psi power nnd is aware of the
switch can activate it by touching the location and thinking about it.

Telepathic .switches are mounted in systems such as lights. car ignitions, or elec­
tronic doors. They may replace or supplement the normal mallual on/off switch.
They can turn on. but not control. most elt.:ctronie devices. from TVs to computers.
Other uses: activate or deactivate electronic detonators or timers for explosives: to
activate or deactivate a hidden security system: to trigger a single "hot key"
sequence in a computer that then activates a morc complex program. Several switch­
es may be built into a single device to !Urn on or off different functions.

Zhodani make extensive use of telepathic switches for the residences and per­
sonal equipment of nobles and intendants. Some gear ami places arc designed with
ollly lelep'lthie switches for extra security. This can be disconcening to an intruder
trying to use doors. elevators or even appliances, or who acquires a noble's sidearm!
Bypassing a switch in a may require cutting open the wall, devicc or console and
using an c1eClronics 1001 kit to install a manual circuit: this takes several minutes
and a successful Electronics Operation (Security) roll.

Arrays of sensitive telepathic switches can be built into control panels or con­
soles. For instance, if built inlo a computer keyboard, cach switch may correspond
wilh a single key.

More secure tele-switches are possible. e.g., combination of switches that
require a cel1ain sequcllcc to open a door.

A tele-switch mns off building/vehicle/ship power or an AA cell for a year. and
COStS Cr200: the weighl is negligible. Adding banks of telepathic switches through­
out vehicles or spaceships generally costs erIO.OOO per crew station so equipped.
TLIO.

Psibernetic Web
This device is built into Zhod;mi Guards combat ,lrmor and battledress. It

enables the user to Autoteleport without counting the weight of the suit. (It is u lim­
ited version of the system found on GURPS Meclta p. 104. huilt 111 TLII and idellti·
cal cxeept it only works for tckporlation. but does not require an interface.) Similar
systems can be added to other annor: for non-battledresS sui IS. assume it weighs 5
lbs. and costs Cr5.000.

PSIONICS



40th Squadron, 76·77.

Adaptives, 123, 126, 132.
Adda:l:ur see CIO/lro.
Addaxur Reservation. I 16. I 18­

119.120.
Advantages; Clotho, 120-121:

Dmkarall, 108, 109: Sheo/
messengers, 132: Vargr, 88,

Air/raft. Zhodani, 59. 60. 63,
Ally. Clotho. 121.
Ancients, 5. 9.
Anti-Psi devices, [41.
Appearance, Vargr, 88; Zf/(x/ani,

9-10.
Arkesh Spacers, 126.
Army and Consular Guard Ranks,

Zhodani,42.
An: Dmkauw, 110; Zhodani. 7.
Aslan,jirs/ eonlaCl with Zhm/ani.

21.
Assault boat, 56.
Asteroid belt, Zhdant, 23.

Ballledress, Zhodani, 47. 142.
Bio-technology, [31.
Borders, Zhodani. 20.

Calendar; Vargl', 65; Zlwf/alli, 38,
39.

Character Creation: CIO/lro, 119;
Drakomn, 107-108; Sheol,
132.

Charisma: Vargr, 66, 88: alld
Vargr comblJl, 89.

Chirpers. II, 13, 15. 19.22.
Cluanoq/-class scout, 55.
Church of the Chosen Ones, 83-

84.
Cities; Clotho, I [8-119;

Drakaran, 108; Vargr, 85;
Zhodalli, 22.

Clothing; Clotho, 119; Drakaran,
110; Vargr, 86: Zlrodani, 9-10.

Clotho; 6. 19. I 13-121; (///(/ psion­
ics, 140:jirs/ con/ac/ wi/Ir
Zlrodani,20.114-115.

Combat amlor. 46, 142.
Commandos, Zhodani, 40,
Conformity. Zhodani, 9-10.
Consular Guard. 35.
Consular Rank Levels, Zhodani,

42.
Consulate, Zhodani. 18,20.
Core bpeditions. 20, 22-23, 27.

Corporations, Zhodani. 26.
Corsair, Vargr, 95; deck plan, 97.
Council. Supreme, see SlIfJreme

COllllcil ofthe Z/rod(/Ili.
Courier, Vargr, 96.
Covert operations, see Eye and

Hand.
Crime: Drokaran, 104: Vargr, 71:

ZllOd(mi, 15-16.

•
Dark Age, Zhodani, 16-17.
Design. Clotho, 117.
Deterioration of psi powers. 134.
Diaspora, Vargr, 70.
Disadvantages; CIO/lro, 120-121;

Drakaran, 108,109; Sileol
messengers, 132; Vargr, 88.
9 [: Zhodani, 43.

Diziyanatl grav APC. 61.
Dleqials, 11,22.
Drak, sec Drakarans.
Drakarans, 19, 100-112; alld

(lsionies, 140: con/acts with
Vargl', 102, 103-107: language,
107.

Driantia Zhdanta. see Consula/e,
Zlrodalli.

Droyne,9, I I, 22, 64.
Duke Norben, 78.
Duke Norris, 33.
Dzen Aeng Kho see 40/h

Sql/adon.

EchlOvr-class council cruiser. 55.
Equipment; Drokarflll; psionic,

14[; Vargr, 94; Z/lOdani, 37,
40,46.

Eye and Hand, 31~32.

Facilitators, 126, 133.
Family Trader, Drakaran, I 10;

deck plan, I 12.
Fashion Sense, Clotho. 121.

Final War, 9.
Food; C/OIlIO, 1/4; Drakaran,

10/; Sheol, 124; Vargr. 65;
Zhodani, 6.

Frigatc. Vargr, 96.
Frontier Wars, 20, 27, 28, 29. 30,

31.31,32,34,35-36,81,82,
117.

Gaeer Pact, 76.
Games. Zhodani, 7; see also

Psionic Gall/es.
G-carrier. Vargr, 94-95.
Gig, Vargr. 96.
Glyphs, Clotho, 115.
Gnocrrgh Rukh UoelL 76.
Govemment; C/o/lro, 118:

Drakaran, 103; Vargr, 70;
Zhodani, 13.

Grav vehicles. Zhodmri, 59-63.
CURPS PsiolJics, use with

CURPS Travel/er, 138-139.
Gvegh,86.
Gvurrdon Sector, 76.
Gvurrdon pact, 71.

Hal/llting Thunder, 123. 124.
History; Clotho, 113; DrakarOll,

lOO-IOI;Slreol, 122; Vargr.
66; Vargr, 66-67; Zhodalli, 5,­
6,9,10,12-23.

Holidays, Zhodani, 39.
Homeworld, Clotho, 119;

DrakarOlr, 102. 105; Sileol,
129: Vargr, 65, 74-75:
Z/lOdlllri, 22.

Honesty, Zhodani, 9, 43.
Hostage negotiation, Zhodani, 4 I.
Humaniti and psionics, 140.
Humans in the Vargr Extents, 74.
Humor. Zhodani, 8,

Imperial Scout Service, 27.
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Impulsiveness, Vargr, 91. 92.
[ndustrialization, Vargr, 69:

Z/lOdani, 14,19.
Intelligence opt:rations, Zhodani,

see Eye olld Hand.
Intendants, 8, I I, 42; names, 24­

25: rights alld responsibilities
oj. 17.

Interpreters, 127. 130.
Intolerance: Non-Zhodani, 43,

Jekobr missile, 56.
Justice, Zhodani, 16.

Kas'Drak, see fJomeworld,
Drokar(lII.

Kedzudh Aeng, see Kedwdh,
COII/l/lonolit)' of

Kedzudh. Commonality of, 76,
78-79.

Kforuzeng corsairs, 79, 80,
Klraz'akum-class patrol tender.

Ill.

Lair. see Homeworld, Vargr.
Language; Slreal, 124; Vargr, 86;

Dmkaral1. 100;ZllOdOlri, 23-28.
Law: Drokoran, 104, C/O/lro, 118:

Vargr, 71; Z/lOdani, 16.
Uenja(/I-c1ass battle cruiser, 55.
Life detection, Psi Skill, 137.
Life Pod, Sheol. 131.
Lift Infantry Battalion. Zhodani.

36.
Li7Ard, Drakaran riding, I 10.
Long Night, 74.
Longbow, 21.

Maintenance Bot, Zhodani, 58.
Marriage, Zhodani, 9.
Megacorporations, Zhodani, 26~

27.
Mental blocks, 16.
Messengers, Sheol, 123, [32.
Military Rank, Vargr, 90:

Zlwdalli, 42.
Military, Clo/lra, 118; Drakal'all,

106: Slreol, 129: Vargr. 79:
Z/lOd(/l1i, 33-34.

Monitors, 127. 133,
Mutiny. Vargr, 79.

Names. Clo/ho, 115: Drakaral1,
107: Vargr, 86: ZllOdolli, 24.
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Nava[ Ranks, Zhodani, 43.
Nob[es. Zhodani, 8, 12,42:

/lames, 24.25; rights alld
respo"sibilities of. 17.

•
Olympiad, 13, [8, 38.
Outworld Coalition, 76. 77.

Packet. Vargr. 96.
Paranoia, Vargr, 91.
Patterns, Clotho, I [8.
Pax Vi!anica, 70.
Philosophy, Zhodani, 6-7.
Physiology; CIOlho, 113;

Drakaran. 100; SlIeol, 122­
124; Vargr, 64-65; Zhodani.
5.

Plague, anti-Chirper, [5.
Pliebr, star. 21; slln-god. 12.
Politics. Vargr, 73, 76-79;

C/otho, 1[8-119; Drakllran.
I03-[04;ZllOdalli,14-15.

Postal routes, Zhodani. [8.
Proles; 8-9,42; /lames, 24: riS/lIS

lIIrd reS/Jonsihilities of. 17.
Provinces. ZllOdani, 19-20.
Psibemetie web. 46,142.
Psi Detection devices. 142.
Psi Drugs. [40,
Psi Skills, teaching, 139,
Psionic equipment. 141.
Psionic Games, 12. [8.
Psionic institutes: [36, 140:

ell1ploymelll by, 139: Imperial,
14[; locating, [36: sen'ices.
137: undergroulld, 139.

Psionic power levels, 136.
Psionic power; C/O/ho. [21:

ZllOdalli.43.

144

Psionic powers, 134.
Psionic prisoners. 141.
Psionic shield helmet, 142.
Psionic skills. 135.
Psionic technologies, [41.
Psionic testing, 137-138.
Psionic training, 135, 138.
Psionics, 134-142; alld biology,

135; alld space cOII/lIllmica­
tions, 137: mechanism oj. 134.

Psionics suppressions. 33.
Psychology. C/O/ho, 1[6:

Drakaran, 101; Sheol, 122,
125; V(lfgr, 66; ZJlOdoni, 6­
II.

PsyehOlronic circuitry, 46. [42.
Psyehovores, 129.

•
Qikmwra,5. [1,13.19.22.
Qiknavrats, see Chirpers.
Qlomdlabr see Supreme Counei/

a/the Zhodalli.

Re-education. 29; see Thollght
Police,

Religion. Clotho, 118:
Drakaran, 103: Sheo\. 125:
Vargr. 83; Zhodani. 6-7.

Reputation, Zhodani. 42, 90.
Reservation Worlds, Zhodani,

19.
Robot designs, 56.
Robots, Zhodani, 56-57.
Rogue, Clotho, 1[4.
Rukh Aegz. 76.

Secure Traffic Routes.
Drakoron, 105.
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Senghik OUlOun, 84-85.
Sheol Station, 127, 129.
Sheo[, 122-134, alld psioltics,

140.
Shialljo·c1ass liner, 55,
Ship's Boat: Drakaralt, III;

ZlIodani. 56;
Shivva Range, 22.
Shivva-c1i1ss Patrol Frigate; 47;

deck plan, 48-53.
Shuttle, Vargr, 96.
Sibling pair, Clotho, 114.
Slow pinnace, Zhodani, 56.
Social data, Lair, 75; ZJtdallt. 23.
Society of Equals, 84.
Society; Clotho, 117; Drakaran,

[02; Sheaf. 125, 127; Varsr,
67-68; ZllOdlll1i, 8-12.

Specdcr, Vargr, 94.
Spies, Zhodani, see Eye alld

Hal/d.
Spinners, 127. 133,
Sports, Zhodani, 7.
Squid mothers: 122, 133: illter-

lIal/ea/llres, [30.
Stalking, 101, 108.
Stannap artifact, 22-23, 37.
Starships, Drakarall, 111-112;

Varsr, 95; ZJuxlalli, 46-56.
Status, CIa/flo, 121: Drakaran,

109: Slteo/messengers, 127;
Vargr, 89; ZJlodani, 42.

Stellar Data, Adda.wr, [19;
Kas'Orak, 105; Lair, 75;
Sheaf. 129; Zhdallt, 21.

Supreme Council of the Zhodani,
12,14.

Survival customs, Drakaroll,
[02.

Taakas Yh'Drak, lOS,
Tab[e of Anny and Corsair

ranks, 91.
Tab[e of Equivalent

Organizations, Zhodani, 39.
Tactica[ Doctrine, Zhodani, 38.
Tavrchedl', see Thought Police.
TavrLiansh. 6-7.
Taxes, Zhodani, 15.
Techno[ogy, Clotlto, 119. 121;

Drakaroll, 107; Sheaf, [28,
13 [; Varsr, 75, 86. 94:
ZllOdalli, 22, 40, 47.

Telepathic switches, 142,
Telepathy, 136.
Teleportation. [36; alld Thought

Police, 41; and Zhoi/(lI1i com·
mandos.40.

Third Imperium, (llId Vargr, 75.
Thirz Empire, 76.
Thoengling Empire, 76-77.
Thought Police. 15,28-30.
Timelinc. VarSr, 84; ZhOi/(lI1i.

40-41.
Tlarl-c1l1ss strike fightcr, 56.
Tozjabr, see Eye (1/1(1 Hand.
Trade, Dmkarrm, 107; Sheol,

128: Vargr, 85, 86: ZJwdrmi,
26

Trader, Vargr, 96.
Travel Zones, Zhodani, 18.
Truthfu[ness, Zhodani, 43.

Vargr, 19,33, 105, 117; and
humalls, 71; alld Psiollics,
140; alld Termlls, 83; alld
Third Imperium, 73, 75;
armies, 80; character cre­
atiOIl, 87; COMacts with
Drakaralls, 102, 103-107:
jirst COlllaCt with ZJlOdlllri, 2 [,
7[; history, 64: ill Zltodalli
Consulate, 90; names, 86:
worlds, 73.

Vargrcorsairs, 34, 73, 81, 82.
Vargr Enclaves, 74.
Vargr Extents. 72.
Vargr Sound Frequency and

Pronunciation Table. 87.
Vargr Word Genemtion Tables,

85-89.
Vicpchakl, 5, 6,,15,19.
Viepchakliastie Empire, 12.
Viepchaklls, see Chi/"fJers.
Virani, alld Vargr, 72;jirst CO/l·

tact wilh ZJlOdwri, 21.
Vle?jag scout gray sled, 60.
Vokr-c1ass fighter, 56.
Vr'whk-c1ass patrol rider. 1[1.

Warbots, Zhodani. 57-58.
Weapons. 46, 63.
Wolves, and Vargr. 64.
Worlds; Drakarall. 105; Vargr,

73: Zllodalli, 18.

Xboat routes: Drakaral1, see
Secure Traffic ROllles; Vargr,
73;

Zhodani, see Postal Routes,
Zhodani.

Yelsabl-class Courier; 47; deck
pial!, 54.

YOllchobo utility gmv sled, 59.

Zdebr~class trader, 55.
Zhdant; 5; system, 21, 23.
Zhdant City, 5. 22.
Zhodani: 5: Gild Psi fllstitlltes,

139; character creation, 42;
jirst contact wit/I Aslall, 21
jirsl COlll(lctll'itlr Clotho, 20,
114-[ 15;jil"J'tcolltaet lI'ilh
Vargr, 21. 71 :jirst colltact
with Vi!mli, 21: lallguage. 23;
names, 24.

Zhodani Sound Frequency
Tab[e, 24.

Zhodani Word Generation
Tab[es, 25·28.



Your Support Team at SJ Carnes
,,"Vhen }/ou bought this book you also
bought extensive online support for
your g'lme. At the 5J Games \,yeu site
(www.sjgames.cum), you'll find tons
of support Tn.Herial for GURPS (and
any other Steve Jackson game) at 110

extra cbarge. Here ..lre just a few of
the things you get:

• News! Find our what's new, what's
coming soon and what's on the
horizon.

• A complete listing of our games,
with current prices, ,md the btest
support m~ltcri;lls :md crr:1l:1!

• Access to \"'arehouse 13 (if vou have
to ask, )'OU <1ren't cleared to "know).

• A chance to bid 011 unique items at
the Auction Page.

• Information on how to join a
Illililing list that supports your game.

• A catalog of all our products,
including T-shirts, pins, key-chains
and pendants.

• And a whole lot more - all rully
searchable!

go to ...

www.sjgames.com

The ]oumal of the Travellers'
Aid Society was first published
in 1979 by CDW, Inc. to
provide additional material
(rules, variants, adventures,
equipment and background
development) for Traveller and
related products, and to keep
Traveller fans informed on
what was happening with the
game. The hardcopy version of
JTAS ceased publication in
1985. merged into GDW's
magazine Challenge.

Now]TAS continues that same
:;~~~.~~~§~~7~-:":='::::-=tradition onto the web. providing =.=':--;:--'""-=="=.,.=-:c"'".=-_--=-'"=~'=T...R~"'··--·--- --_...._- ~

support for Traveller in all its forms --_..--~-
and incarnations. We cover Classic
Travellel; MegaTraveller, Traveller; the New Era,
Traveller 4th editio1l, and GURPS Traveller. We'll
keep you informed on what's happening, what's
come out, and what's coming lip for the premiere
science fiction RPG. The online format also allows
JTAS to offer an interactive forum for Traveller fans
to discuss the game and keep it alin' and growing.
Updated wcekly,JTAS features:

~ Traveller articles, news, and reviews, plus a
weekly editorial by Loren Wiseman.

{qg..,.. A searchable archive of back Traveller
articles in both ]TAS and PYl"alllid.

e:a-? Discussion boards on an increasing
variety of topics.

f-a"..,. Live Chat sessions at Brubek's, the
virtual bar.

I!¢..... The equivalent of approximately
5 full-sized Traveller books each year.

JTAS is edited by Loren Wiseman, an original partner
of GDW and currently GURPS Traveller line editor
for Steve Jackson Games. jOl/mal of the 'havel/ers'
Aid Society and Traveller are trademarks of Far
Future Eutelprises.
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