


GURPS Traveller
The official alternate universe for TraJlellel; the premier

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

Emperor Strephon rules 11,000 worlds and adventure is
around every comer. Travel to unknown worlds, open trade
routes aGfOSS the rift, fight Vargr corsairs or drop from
orbit in a meteoric assault on a pirate base. If you can
conceive it, GURPS Traveller lets you play it.

GURPS Traveller: Alien Races 1
Alien Races 1 covers two formidable rivals to the Third

Tmperium. plus three significant "minor races" lhal are
presented [or the first time. It has everything you need to
become a psychically-gifted Zhodani noble or a member of
a Vargr pack, including up-la-date history and cultural
information. This sourcebook also includes starship deck
plans and vehicle designs, typical weaponry, rules and
templates for creating player characters, and much more.

GURPS Traveller: Far Trader
Next to the memenary game, the "independent trader"

campaign is the most popular among TrClvdler players.
This new book is the cOI'!1plete SUppOlt volume for the
Trader campaign. Develop sector-wide trade routes,
following the demands of commerce on an interplanetary
scale. Start your own character-run business, raise capital,
and finance your money-making ventures. Make contacts,
find niche markets, exploit oPPOItun.ities the big
corporations miss, and much more.

GURPS Traveller: Star Meres
Gear up for military and mercenary operations in the

far fu(ure! This book covers combat (and a soldier's life)
in the 57th century, how to recruit, organize, and equip a
mereenary unit, and the Imperial Rules of War. Star Meres
also provides templates for soldier characters, sample
missions, and a variety of units your group may encounter,
incluUing the famed and feared imperial Marines. Deck
plans for a Broadsword-class cruiser are also included.

GURPS Vehicles
GURPS Vehicles is your guide to any type of

transporlation yOLl can imagine. From rowboats to racing
cars, balloons to battlesuits, Grcek galleys to
GEVs - if you can dream it, you can design it.

WWW. Sigames.cDn:,~§~~,~®



By ANDY SLACK, DAVID THOMAS,

AND DAYlD L. PULVER
Based Oil the award-winning Traveller

science fictioll universe by MARC MILLER

Edited by MONICA STEPHENS
AND GENE SEABOLT

Based on original material by
J. ANDREW KEITH, WILLIAM H. KEITH JR.,

AND LOREN K. WISEMAN

Illustrated by GLENN GRANT,
GLENN KRISTOFFF.RSF.N, AND JASON WALTON

Addinoual illustranous by
ANDREW AKL\'S, ROB CASWELL, MARK COOK,

JESSE DEGRAFF, FREDD GORHAt"I,

SEAN MURRAY, TOM PETERS, AND FRED RAWLES

Cover by DOUGLAS SHULER

Play/este.rs.' Boh HII.\'s, Hllnter lolm.wlI,
lVlw/Jwl/ Lang, Ill/dy Lilly. DOIII Moollcy. TOil)' Moorc.

Ton.,' Prior. lIons ROl1cke-Mallsf!//. AIllIO Slack. Gil/lia Slack.
Dlll'id P. SlIlIImers. Chri.~!lJpller Tfl/"{/sh. Joseph Webb . ..

(llld our thanks to the l/Ol.(!ns ofgreat folk
\\'ho he/petIoli/ 011 rhe {'ymmid ployresr,

Advice (///(/ Assistallce: Slel'(! Dempsey.
Kate Ctlrm", lIJI(I SlIenJ Thrash.

GURPS System Design I STEVE JACKSON
Managing Editor I ALAIN H. DAWSON
CURPS Line Editor I SEA1\l PUNCH
r;URPS Trw'eUer Line Editor I LOREN K. WISEMAN
Page Design I JACK ELMY
Production Artist I JEREM YZAUDER
Production Assistance I ALEX FERNANDEZ
Print Buying I RUSSELL GODWIN
Art Direction I LOREN K. WISEMAN
CURPS ElT.Ila Coordinalor I MICHAEL BOWMAN
Sales Manager I ROSS JEPSON

GURPS and the all-seeins p)'r.Jmid are regislcred tr.Jdcmarks of Slcl"e Jackson Games Incorporated. Aliell Haces 2, Pyrtllllid. IIluminali Onlinc.
anlilhe IIUJl\"~ of all I'n.>tluct;; publi~h"d by St""" Jad.:SUJl Gam"s Incorpor.ncd are regislered lrademarks or rrademarks of $tCI'C Jackson (james rncorpor.lled.

or u_~d under licen~. GURPS Trare/ler A!iell Races 2 is copyril1hl () 1999 by SIeve Jackson Games Ineorpor:ucd.
All riShls reserved. Primed in the U.~.A. Tra"el!er is u rcgislcn:u lr,lU"lIIark uf Far FUlur" Ent"rpri""s. and is u$Cd ulI<ler licensc.

ISBN 1-55634-392-2 I 1. 3 4 5 6 7 8 9 10

STEVE .JACKSON GAMES



. .,
.'

. "

. '.. .
'.

'. ~'.­. .." ". .. .~" ". ..' ". .
., .

·:·[~~ffl(~Lr~i~-..:· -··.J~r··:,;-'- ':'.: .... '
.'. ".. '..:. ".•/." .j :~..: "".. .."" .' .. . . ". '., :..... '".

. ' .
'. '.

. ' . . " ..

... 44

... 45

... 45

INTROOUCTION •...••••••••4
AROUT 1'118 AUTIIORS 4

ABOUT THE LINE EmTOR 4
TRAVI::L1..I::U NEWS SEUVICE 4

Aboul CURPS 4

1. THE ASLAN 5
PHYSIOLOGY 5

Evolulion 5
Diet 5
Physical Appearance 5
Oil/mal Cycle _. 5
Reproduction 6

Psw:lloLo.. Y•.••••.•••.•••.•••..•••.••..•••.•••.•••• 6
TerritorialilY 6
Gender Differences 6
Perc:ei\'ed Gelltler 6
Legally Male . 6
Pride 7
Loyalty.................... . 7

PIIILOSOrllY 7
Heir: The AsIan Code 7
Polygamy and Celibacy 7
Gurus 8
Thillking Like an Aslall 8
Affairs of Honor 9
HOllored Ances/(Jr.i: What Would

My Farher Hat'e Done? 9
Debts of Honor: 10

SOCiETy 10
Family. Pride. and Clan 10
Duding Socielies 10
Landholding.. . II
Customs 11
Pickillg on Someone Your

Own Si:e II
Adl'ellflll"(' Se('(l;

Offer MOlley 10 II Mole.. 11
GOVERNMENT 12

A.I·foll HOllor 12
Clans 13
Feudal Obligmions 13
A.I-JCIIl SpOrl.l" 13
Po.ue.uiol1x: Tml'elillg Lighl. 13
The Tlaukhu __ . 14

LAWS, CRIME, AND PUNISHl\It.:NT 14
Dome.wie Polif.T 14
Foreign Polin'; 14
My Word Is Law:

The Role of the Ko.... . 15
Arbitration: The Earleatrais 15
Full-Blooded Military Negotiations:
[n1crclan Disptlles 15
AS/(ln (lnd OII,el'S' Philosophies 15
Salllph' Clans 15

THE ASLAN HIEllATE 16
Astrography 16
Borders and Expansion 16
SOl/rce.l· oj/mpimfio/l 16
IVlly Aslall? IVhy Hierme? 16
/lwlei And Asian "Invasions" 17
Clan Hospitality 17
Aslall Art 18
History 19
Aslall Clolhing 19
Asloll Timdine 19
Nomenclallire 20
Alh'enlilre Seed: Fleet Di:.pcl1ch 21
Olher Races, Other Places....... 22
IVe Are So a Major Race.' 22
The As/all Fighlers.. 22

ASLAi\' WORLDS 23
Starports . 23
CHroale....... . 23
Population 23
Government. 23
ClI/llpoigfl Seed;

Ml/wlII Nillju HU/1/all.\· 23
Imperiul uIC:key.I· 23
Conlrol Rating 24
Ground Forccs 24
Al S'olldard Noon, 062-1/20 24
Spaee Forces 25

Kuzu. THE ASI•.\i" HOlllEWORLD 25
Stellar Dala 25
BUI My ulSt CM SlIh! 25
World Data 26
Geography 26
Flora and Fauna 26
Advell/llre Seed: A Swne 's

Thl'owjrolll the Beach 26
Tm: W,\KRtORS' TOl\"GUE 27

AsIan Names _27
Timekel'l,illg 27
\Vhere E.racIl.l' Is Kuzu? 27
Cal//paign Sall; They'd Sliool

Horses, \Vol/MII'I They? 28
Langllage Difjiclillie.I· 28
Asian Word GClleration Tables 29
A.\./t1l1 Sound Freqllem:y Tah!e . 29

RUSINESS, TR,\I)E, ,\NIl
COM,\IERCE . 30

Clans and Corporations.......... . 30
Trade Routes . 30
Currency................................. . 31
Weights and Measures 32

TREKIIYAIR:
Till': LA~O PROTECTORS 32

Asian Ground Forces. . 33
Asian Space Forces .... . 34
Aslall Glosslll'y A, £ 34

AsIan G/OS.I"(//)' E. F. H 35
AsIan Mercenaries 36
Asian Assassins: 36

CREATIN.. ASLAN CHARACTERS 36
Aslall Glo.l·m')' I, K, L. S 36
Asl:m Racial Tcmplate 37
Aslan Glossary S, T, U-Y 37
DI/si-Spice 38
Adl'el/lure Seed:

Urbal/L' Guerilla.i 38
Advantages and Disadvantages 39
Advell/llre Seed;

Arm:.Iurllle Sake oj Pmjil 39
Naming Ship.i 39
Adl'tmwre Seed: Pllilllball 39
Asian Status ... 40
IVllose Ship Is II, Anyll·ay? ... 40
Asian Military Ranks..... ... 41
Reactiolls........... ... 41
Ad,'elltllre Seed;

A Mosl UI/-A.ilall IVetllloll ........ 41
Desirable Advantages and

Disadvantages 42
..Taboo.... Advantages and

Dismlvantages ... 42
Asfan Nallles 42
Skills ... 43
FrclI'l!akh 'ealYII; A Sample

As/all Duelillg Slyle .
AsIan and The Martial Arts.
Asian Psioncs .
CO/lllllol/ly A lIai!abh'

Tech Lew:h 45
CHARACTER TEMPLATES 46

Using Standard Tcmplatcs 46
Freir: Philosop"y or Theology? .. 46
At/veil/lire See,l;

My Fmher's Ripe 47
ASLAN .10K TAIIU; 48

Earlealrais (Arbitrator) 48
F1eirko (Guru) 48
Lakin (Landholder) 49
Siylakht (Chatelaine) 49

EQULPMENT, VElIICI.K'i. Ai"D
STARSIIIPS 50

As1:lI1 Eljuipmcnl... . 50
Weapons.. . 50
Vehicles................. ... 51
Starships....... ... 53
Asian Manor House Map 58

ASLAN LANDHOUl..................... ... 58
The Landhold ... 58
The Manor House ... 58
AsIan Landhold Map 59
The Asian Hierate and

Neighhoring Powers Map 60

2 CONTENTS



Ek{/Il'~·iyklla·Class Escon
Deck Plao 61

Khtllklw()·Cluss Clan Transport
Dt.'Ck Plan 62

Ktiyll/li·Cla.~sCuurier
Deck Plan 63

Ilrayt"·Class Scout Deck Plan 63

2. THE KJKREE ........•..•64
PII\'SIOlOG\" 64

Evolution 64
K'kree TimekeepillN 64
T1Jt! Sm(lrr Vegt!wr/fIIu 64
Physical Appearance and

Sexual Variatiun 65
Honorifics and

Figures ofSpuch 65
Sme/l\' Ilorsin WI'C' &Ich O/ht"'

VC'ry' Milch 66
PsYCHOLOGY: Till:: INl.ll\'lOUAL

10," TilE FAMILy •.••••••••••••••••••••....•..... 67
Herd Mentality 67
Aspects of lhc Family 67
MicroorgclIli.nn.f 67
TlI"o l.Lw!/.f nf Vinlt"lIct! 68
Palhologics of Biological

Origin 69
THt:OLOC" ..••..•••..•••.•••.••••.••••••••.......... 69

F,llleran' Hites and
Disposal oftile Deut! 69

Orthodoxy 70
Moderation 70
Culluml MiSlfllller~·lIl1/d;lIgs

allll Alien £\I}I{/rer.~ 70
The Secular Oppusitiun 71
TheF.lithToday 71
A Unified F"i,h? 71
Advelltul"(! Sucl: You're Not \Vllat

YOII W('re. 1V0rshipfull-i.llher 71
Misillfol"llwtioJl 71

SOCIF.T\' AND CIVILIZATION:
TilE FAMilY IN TilE HERO 72

COllniets 72
Social Life 73
Taboos 73
Cool'emtinll Between fferds 73
Settlement :md Industry 74
A K'kree Familym Home 74

GOVERNMICNT•..•••...•••.••..••••..••.•.•••.•••.. 75
The K 'kree Altematil'e

to Pri.~OI/S 75
Law. Crime. and Punishment.. 76

TILE Two THOUSAND WORWS 76
Astrogrnphy 76
History 77
A K'krtt' Tilllt"lilll! 77
SfJ'!akillg to Ihe Moti01/ 78
Multiraciallluds 80
TI,c Del'Ollrer ill the Dm'k 80
Domestic Policy 81
Adw?IIlIIre Seed: Not Me, Master.

He's Sparraclls! 8 I
K'krcc Foreign Policy 82
Adl'el/flIre Sud:

The /..cut Cnmimmll.f K'kret! 82
Worlds 83

KtKUR 83
IVt'Jcomt' 10 the Family! 83

A~H/ll1/il1g 1Vt' 1Vi// Go 83
World Data 84
Geology 8tl
Hydrosphere 84
Geogmphy 84
Flom and FllUna 84
"I1Je K 'kree Arts 84
Adve1l111re Seed:

A Sour/all Sol:1lcl/its)"1I 84
Kirrixur 85
Adl·t!ll1l1rt! Seed:

A Vl"/'}' Tight Sqllet':e 85
ECONO:\IIcs, BUStNESS,

TRADE, AND Cm,OU::Il:CE................• 86
Ad.·cll1l1re Seed: Alld What

£faclly Is CI HambtllJ:er? 86
S1/Ial/ U"it Orgalli:uliu/I

alld Tnrric.L 86
Across Ihe Bonlcr 88
So IVII\" HOI'ell 'ttl,e

K'h:ee Won Yet? 88
TILE l\'llLITAR\' •.................................. 89

Highcr Military Organizalion 89
K'krl!e Script 89
K"kree Anned Forces 90
Adl'ent/lre Sud: Lil'e Fire 90
Tactics and Equipment 91
Ad"elf1/1re Seed: Anabasis 91
K'krer Word Gellem/ioll Tubles .. 92

K'KRF.F. LA1I1GIiAGE.. .......••••••••••••••••••• 93
K'kree Sound Frequency

and Pronunci:llion Table 94
K'kree Glossary 95
K'kree: MCI/hemmical Noratioll 97

CMtPAIGNI1"iG WITII TilE HERD •••.••••• 98
Gender Roles 98
Scllings 98
K'kree alld the Martial Arts 98

CREATL,"G K·Kltt;:E ..........................• 100
A,/I"Clllltrcs 100
K'krcc Racial Template 101
Adl'ellll/r.f Seed:

lllro the empire 101
Status, Stigma, and Rank 102
Commol/ly Available

Tech Levels 102
Advalllagcs 103
Disudvuntages 103
Skills 105
New Skills 105
K'kree Psionics 105
Martial Arts Styles 105
CarcerTemplates 106

EQUTPMF.l\'T, VF.HIC1.E...,
ANli V£SSELS 110

EQUIPMEi\'T..................••...••.•••.•••.•••.• 110
Consumer Items 110
Weapons II I

K'KREE WUP01I1S TABLES .••••••..••..• 112
Annor And Protective Gear 113

Vt:HICLES .........................•............... 114
Non-Starships I 18
Sianihips I 19
The Two Thousand Worlds And

Ncighboring Powers Map 122
Planclary Record: Kirrixur. 123
Planelary Record: Kirur 124

CONTENTS

Rak'kccr!: Capital of the Two
Thousand Worlds Map 125

Kiitll/wr·C1ass Anncd Tmdcr
Deck Plan 126

3. THE OEVI
INTELLIGENCE 127

First COll1act 127
SmvERBATS .........•............................ 128

K·kree·Dni Relations 128
1i\'TELI.ECTS .•...•...•••••••••••••••••••••••.•••.• 129
LA1I1r.U,\GE...............•••...•........•.•••••••• 129
rs,'CHOLQG\' ...................................• 129

IlI1erstf'lIar R~/ntimu 129
SOCIAL SnwCrmtE.......••...••..........•• 130

Techllology (lnd Trod/! 130
Shi"er/xll Psiollics 130
Polilical SlIUcture 131
Combal and Military 131
Tldelxltl,ie: Gestalts 131
Adl,t!lI1ure Sercl: Sporrquest 131

CIIARACTF.R. 132
Adl'C'llwr;o S~t!d:

FUI/gus Amollg U.f 132
Del';: nIt: llomnmrld 132
Notes on Adv:amages

:and Dis:advamages 133
Skills 133
Character Template 134

4. THE INYX •••.••....•.. 135
PHYSIOI.OGY........ . 135

Religion . 135
Senses..................... . 136
Communication...... . 136
Mating and Reproduclion 136
DicL............................ . 136
Recreation alld /lrt 136
Cluthillg ami Fm'/iioll 136
Environmental Issues 137

LAJliC,tJ,\GF. .................................•...••. 137
PsVCHOI.OG\' 137

Imerste//ar Refmiolls 137
Sucu:n' 138

SIan's . 138
GOVElL'i:\IENT 139

Affillil)" Corporatioll 139
l\'lATRIx 140

Gellesis CorpoHi/iull 140
CHARACTERS 141

111\"X 141
Advanl:ages.Dis..,dvantagcs.

and Skills 141
Tccfmolog)" _ 14 I
ChnraclerTemplates 142
Weapollry 142
Spm:eships 142

INOEX ........•..•......... 143

3



About GURPS
Steve Jackson G.~mes i~ commincd 10 full
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Page References
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INTRODUCTION
Four alien races of the GURPS Truyeller milieu arc described in this book. "TIle

AsIan warrior race has a mind set focused on honor and glory: lheir traders and mer­
cenaries are found throughout the Spinward Marches and the Salamani Sphere.
Their wamh.::rlust aud combative nature make them well-suited to advemuring. Their
habit of grabbing land (or whole planets) when no one is looking also makes them
good recuning :ldversaries in a campaign.

The milit:lnt vegetarian K'kree are driven by their faith to rule the Galaxy and
eliminate all meat-eaters. Players may join this crUl>ade. light ,lgainl>1 it. or l>imply
try to make a living while it goes on around them. The K'kree are constantly
embroiled in skirmishes with the Vargr, and keep an uneasy peace along their bor­
rJers with the Hivers and humanity.

There are also two new minor races, one each from the Two Thousand Worlds
and the AsIan Hierate. All four races are intended for use both <IS pes and NPCs;
campaigns Sci in AsIan or K'kree space arc also possible, fealuring Humans in alieu
space or aliens at home.

This is the second book in a four-pan series; the first covers Zhodani and Vargr,
the third will cover Hivers and Droyne, and the founh will deal with many minor
races both new and familiar.

ABOUT THE AUTHORS
Andy Slack is a weregamer (he turns into one at night) who has been playing

and writing about Traveller since 11)77, and playing GURPS since its beginnings.
By day. he il> a project manager in the sofLware industry - the (office) politics
involved in this role make it suitable work for a male AsIan. lie has a son, Nicolas.
and a small landhold in Hampshire, UK. administered by the requisite three females
- wife Custanza, and daughters Anna llnd Giulia. He is a member of BITS (British
Isles Traveller Support - check out their website at www,bits,org.uk). and a
technophile who wrote his share of this book on a palmtop computer while traveling
hetwcen company offices.

David Thomas lives and works in London. He has been playing Traveller and
GURPS for longer than he can remember. Like Andy, he is a member of BITS.
Unlike Andy, he has the requisite two cats.

David Pulver is a game designer and aUlhor based in Kingston, Ontario. David's
published work includes more than two dozen RPG sourcebooks, including GURPS
Alien Races I and GURPS Vehicles.

ABOUT THE LINE EOITOR
Loren Wiseman was one of the founding panners of GDW, Inc., original pub­

Lisher of Traveller, and spent over 20 years there as a game designer, developer,
typesetter, and editor. After GDW closed, Loren freelanced for a time, and then
came to SJ Games, where he is the Traveller line editor and expert-in-residence.

THE TRAVELLER NEWS SERVICE
Fne "m"y ycae' a rcatme or the j"u,."al "J l"e Tm,'ellm' A;d Sodery', TNS

chronicled the ongoing life and times of the Imperium. Loren Wisermll1 is once
again writing TNS as the alternate history of the Third Imperium develops. It is
npdalCl! regularly; read it online at www.sjgamcs.com/gurps/traveller/news.html.
"Back issues" of TNS are also online.

The SJ Games Traveller page has links to the Traveller Web Ring. and thus links
to most of the major Traveller-oriented web sites. For infomlation on subscribing to
the Traveller Mailing List. eontacl Inwcl1cr-owner@l1Ipgn.col11.
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The Asian (who call themselves Fldrle) are the youngest of the six major races.
having only developed jump drive a little over 3,000 years ago. The earliest Terran
explorers SllW in Ihelll a resemblance to the Terran lion. and they have been
described as lion-like ever since. Pcrocious carnivores. they have been driven by
thcjr instinCIS (0 develop a warrior society based on territory, loyalty, and hOllOI'.

PHYSIOL.OGY
Asian are warm-blooded, rour-limbed. bipedal sentients: they are grossly simi­

lar to Terran felines in appearance. although internal details vary considerably.

EVOLUTION
The AsIan arc descended from solitary. arboreal predators native to the forests

of Tafohti. the largest continent on their homeworld of Kuzu. This means that,
unlike the Terran lions to which they arc oneil compared. the AsIan arc practiced
climbers. very much at home in Kuzu's equivalent of trees.

Approximately 1.8 million years ago, severe climatic changes turned much of
the forest into grassland, eliminating the slllall fauna on whieh the proto-AsIan fed.
Pushed Ol1to Ihe grmssl;rnds in search of new prey. they found that Ihe larger plains
creatures were too much for a single Asian. They were forced to begin hunting in
prides of several families, and developed intelligence to supporl the planning and
communication this required. The strongest male present took the lead. with his
family receiving the choicesl kills, sleeping places, and waterholes.

DIET
The main component of the Asian diet is meat. They usc plants only as spices and

seasonings (in addition to the drug dust-spice; see p. 38); they practice agrieultun:
almost ex.clusively to 5uPl>OI1 their aTlim~lls. They prefer fresh meat, but have tough
digestive systems and can feed on carcasses in an advanced stale of decomposition.

Typical of carnivores, Fteir/e have a shOrt, simple intestinal tract; the small
intestine, if fully ex.tended, would be less than 20 feet long.

The higher proporlion of meat in their diet means AsIan need noticeably more
water than Humans (although not enough to be signiticam in terms of life-support
requirements).

PHYSICAL ApPEARANCE
AsIan average 6 feet (1.8 mctcrs) in height and weigh about 200 lbs. (90 kg).

Asian have good night vision and a heightened sense of smell. Asian posture is
upright ,md digitigrade - they walk on (he pads of their toes. They have strong
limbs, flexible spines allowing them to climb and pounec. lHld short muzzles.

They have a single, highly specialized dcwclaw under each thumb, which folds
Iikc a jackknife from a joint at the tip of the thumb into a horny covering in the base
of the thumb and palm. Three lingers oppose the medially plaecd lhumb, all wilh
more ordinary rctraclahlc claws. The ability to withdraw the claws allows the Asian
to move silcnlly at need. The claws - especially the dewclaw - make the AsIan clum­
sy when using Human tools. but the powerful shoulder cOllliguflllion (unusual in
such an advanced species) gives them a slrength of arm superior to Humans or Vargr.
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Diurnal Cycle

KUZU's UllY is 36 slalJuurd hours long.
f~shlll SPCllU about one-third of their
tlllle asleep - 10 tu 12 huurs uf sleep

followed b)' 24 to 26 hours llwake ­
longer but at less frequent inten'als than II

Human.
Like most largc pouncers. AS];lIl ilre

often activc at night. especially ifthc night
is dark and SlUml)'. whcn they find it hard
to sleep. Variations from their normal
diurnal cycle affect AsIan less than
Humans. although lack of sleep dramali­
cully reduccs their cfficicncy.

It is thought thal the prOio-Asl:ll1 hunt­
ed mainly by night. und th:lt thcir habits
changed with the adoption of agrit'ulture
allu other technologies.

Asian tend to eal their largest meal
shortly before retiring for the night. so that
their digestivc torpor has less impacl on
their other activities_



Perceived Gender

The divisioll of labor uetween the
sexes is so profound for Asian that
they often unconsciously judge an

alien's gender by his or her professkm.
Piloting. gunnery. politics. and combat

skills are male activities for the Asl:m. If
these define a charac,er'~ job. lhen 10 an
A.'II;m, he is male. For example. lJame
Hilda Lewis. the Imperial ambassador [0 11
clan. would be addressed as "he": treating
him as u [emule could be disl:ourtcQus.
and he might then be expected to issue u
chullcngc (sec p. 9).

COI1\'crst:ly. cUlmrrcrciaL financial and
techniC'll rult:s art: "women's work:'
Commander Henry Armstrong. chief engi­
neer of the cruiser ViclOl'ioll.~. is a female
as far as an Asian is concerned. [f she
claims 10 be male. she may insult the
Aslan'sjndgmenl. :Jllhollr,h ~hl! i~ unlikely
10 he ch:lllengeci .~inee she cannot he
e~rec(ed 10 understand male honor. If
Amlstrong's ma.~culiniIY is acknowledged.
he will be a.~sumed 10 be psychologically
disturbed. of vcry low status. or disgrill:d.

A side dfccl or this is lhal whell talk­
ing or writing ubuut a HUlIlan ill the Aslull
languagl.:. it is not eusy to determine the
HUllluu·s biologil.:<llgcmJer.

Legally Male

AsIan culture provides a mech:m;sm
for a female to dec1;:1fe her~elf

"legally m.:lle:· Although it is almnst
never none. Ihi.~ ;~ featured in ~everal

A.~bn s:lgas_ The closest lluman analog
would be the Albanian "sacred virgins·' of
pre-spacc(]ighl Eanh.

All a female's asselS lIrc lramfcm:d 10

her husband's dun whell she InilIries. If a
family loses all its adult males in a clan
war or olher catastrophe. it may also risk
lusing its landhold. As a desperution mea­
sure. one of the unmarried adult females
may become "male·' in law. thus securing
the land until one of the family·s !>On.~

come of age.
She must pledge never 10 marry and 10

remain celibate, and is expecled 10 act as a
mate in war and other maners of honor.

An undeveloped fifth finger exists as a spur of bone on the hand, entirely con­
cealed within nesh. Given Ihe four visible digits, Solonmni somelimes refcr 10 Ashlll
as "Toons;' which is considered an insult.

Dentition shows 28 teeth, with well-developed canines in front and powerful
shearing leelh at lhc silks. Thc Asl;m eannol ehcw like a Human, as hc has no n~ll~

crowned molars; he cuts his food into small pieces, then swallows these whole.
Unlike terrestrial felines. the Asian did not develop a spiny patch on the lip of the
tongue, so lhey usc Ihcir hunds and claws to scoop up liquids and groom each other
~ practices more like Humans or the great apes than CalS.

The eyes are proportionately larger than Human eyes, and deeper-sel. with the
vertical-slit pupils common to pouncing creatures.

AsIan fur is nomlally some shade of brown. "II hough gray is occllsiomllly sccn;
the mane is dark brown or black. As with Humans. the species comprises various
bloodlines. These differ mainly in the size and the fullness of the male's mane, the
size and conformation of the ears. and Ihe smoothness or shaggincss of Ihe coal.
There may be a subtle pattern in the fur.

Asian are particularly susceptible to respiratory diseases. Since the Fleirle sense
of smell is essential 10 Ihcir evaluatioll of food. an illClividwll witll a nasal infection
may completeJy lose his appetite. rOrlunately, few cases of Iluman or Asian mal­
adies crossing the species barrier have been documented.

REPROOUCTION
There are two sexes. male and female. Males are larger and have a thicker mane.

Fcmales OUlnumber males by 3-10-1.
AsIan children mature more rapidly than Humans - they undertake Iheir rite of

passage ceremony (akuaellll,.ekllwh) at the age of 16 ftahca (14 Imperial years).
Interestingly. old age begins later. in the mid-60.~ (54-56 Imperial years), but deterio­
ration is swift once it begins.

"Fteir [the AsIan code of behavior] stresses self-control,
respect for one's family and ancestors, and a spartan lifestyle.
This body of ideas has flourished in Asian society because it
reduces violence and makes behavior predictable, making it
easier for AsIan from different families to cooperate.
"While fteir is sometimes described as a philosophy or a
religion, its focus is on mundane existence rather than
spiritual essence. . ."

PSYCHOLOGY
AsIan psychology is driven by their male-la-female ratio. and their ancient, sub­

consciollS need to define and control a hUlllillg HllIgC. These manifest in four main
ways: territoriality, gender differences, pride_ and loyallY.

TERRITORIALITY
A deep-seated territorial instinct causes the Asian to be obsessed wilh owning

land. Males covet land for its own sake; females value it for its crops. mines, and
other rcsourecs.

GENCER DIFFERENCES
Gender is milch more irnport<lnt ill defining Asian behavior than it is for

Humans.
Male AsIan are warriors. concerned with owning land. and the combat and polit­

ical skills Ilccdcd tn gel il and keep it. Those of high status already own land. and are
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obsessed wilh gaining more; those of low 5tnlUS scheme constantly to acquire Iheir
own land.

Female Asian are concerned with trade and knowk."t.Igc; they are engineers. tech­
nicians. traders. teachers. scholars. and managers. A common female goal is 10

amass enough moncy to lIlarry well- a large fonune both gives her the wherewimal
to suppon :I high-status male and demonstnltes her capability to run his estate.

PRICE
Some Imperiill anthropologists speculate mat Asian pride is a reflection of their

territoriality. The theory goes thm a primitive Asian could bc.c;t defend his females
and territory by the appearance of strength. A vigorous response to any Ihreatened
intrusion on his righL<; would deter other males before an actual fight started. The
value of this lay in avoiding injuries for hoth sides. If this theory is correct, then for
an Asian male to appear weak or vacillating is to invile other lIlules to take from him
all he holds dear.

In more modem limes, the uverngc Asian wants to ensure that while he may die,
his name should Jive on in honor, in the memories of his family and clansmen. To
llchievc this, he must ensure that his reputation is unsullied, wiping out slains upon
his honor with blood if neccssary - someone else's blood is preferable, but if he
must spill his own, then so be it.

LCYALTY
Some Ihink the Asian developed lhis trait when the move from me forests to me

plains forced mem to hunt in prides, with a eonscquent merging of family hunting
ranges and thus a need for joint defense against intruders. Groups which <.:ould trust
each other implicitly in hattIe or on the hunt had an evolutionary advantage; they
could seize and hold beller lands, and tackle larger prey - whether individual beasts
or herds - with more chance of success.

This is reinforced in modem society by the Asian code of honor (see below).
especially in its notions of tmnsfcrdble dcbL" of honor and guilt by association.

PHILOSOPHY
Just as the Asian have 110 central authority, they have almost no concept of racial

unity or purpose. What they do have is a fieree pride in their culture, which is
embodied in their code of honor: ftch. The depth of their commitment 10 these val­
ues i.<; cvidcrll from their name for themselves - Freide, "those who live with honor."

FTEIR: THE ASLAN eCCE
Frei,. stresses self-control, respect for one's family and anceslors, and a Sp311an

lifestyle. This body of ideas has nourished in Asian society because it reduces vio­
lence and makes behavior predictable, in turn making it easier for Asian from differ­
ent families to cooperate.

Whilefteir is sometimes described as a philosophy or a religion. its focus is on
mundane cxislenee mther than spiritual essence. Essentially,fteir tells the Asian how
he should live, and he rarely asks II'h)' it should be Ihllt way.

Self-Control
Freir holds self-control to be a great virtue. Its followers must control their base

impulses. In practice. this means living frugally, speaking honestly, meeting one's
obligations 10 family and clan withoul stinl. and facing one's cnemies without fear.
Putting one's own safety or comfon ahead of one's duty is dishonorable.

Landholders in panicular are expected to exemplify these vinues 10 foreigners
and the lower classes. They mllst offer their ko (clan chieftain) total loyalty and any
sacrifices required for the good of the clan.
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Polygamy and
Celibacy

Thcsc are rool:OO in the 3-to-l nJlio of
females 10 males. Polygwily is largely
a suocunseiuus response for Asian.

while celibacy tends to be a conscious
dl,.'Cisiofl.

PolygnlllF The prolo-Aslan nmle and
his cuhs slood more chance uf survival if
rheir several fcmales hunled for them.
This remains true, although ft;mah:s now
hunt knuwledge llnd profit mlher than her­
bivures. Given th<lt il larger. richer land
hold provides a beller living. n female's
dlildrc."11 will also be beller served by her
being Olle of several wives 10 a wealthy
male. A noble Aslall male may have four
or five wi\'eS.

Adulfery occurs hecause the mosl
allrnctive biologicat parent for one's off­
spring is nm necessarily best able 10 pr0­

vide for !hem after binh. Such behavior is
not 31 al! acccptable in Asian sucit:ty.
where marriage customs evulved princi­
pally to ensure that only the landholder's
biologi<..lll children were: eligible 10 inherit
his IWld, and is cause for dueling 01':1 feud
if discovered.

Cdibacy: When a female m:lrrie.~, kef
wealth is tr.'lllSferred 10 her hush'nc!"" fam­
ily. and she risks losing control of it. From
the viewpoint of her family or clan, it fol­
lows Ihat senior executive positions in a
corporation are best entrusled 10 fcmlltcs
who have sworn to remain unmarried.



Thinking
Like an Asian

The detailed guide 10 being AsIan is
pl'if, the Asl:m code of honor (see
PIJil(l.l'Op"y. 1'. 7). It ernphasi7.cs SIn­

ici.~m. honor. and loyalty. lIere is the
quick summary for GMs and players new
to the race:

Kt'ep YOUI" gll'/;,// 1\'ord. rcgunJlcss of
lin: cost 10 )'01.1 or tu allyom: clsc.

New!,. show 1£'(11" or pui". No Oile lives
forever. but die well. and your name will
be remembered by your clansmen.

Nel'er fer your friends or re!{lfil'eS
d01\'I1. for any reason. EXpeCtlhcm to sup­
pan you, \\'hutc\'cr the cost.

DUll" iSIIC)n: illslll(~' from anyone. for
any reason. Fight for your honor if neces­
sary: expecl others to fight for theirs.

L(/l/(lIlOltlillg {/Illl/igll/;lIl; lire fO,.
malt's: everything else, especially money.
is for females. Discussing :l subject inap­
propriatc to an Asl:m's gcntlcr is an
UttClllpt to lUke atlvullluge of him (or her).
ulilltherduTt: offensive.

The third :lnd fourth guidelines often
connict with foltowing the first: most
cI:lssic Asl:ln S:lg:lS focus on a hero in this
dilemrn:t.

Variations on a Theme
While the above a:\flccts of f/eir are so widespread liS to be nearly universal.

nothing Asian is tntly homogenous. Many facets of the code vary from clan to clan.
For example:

Call/ouflage {I/ld .I·teal/II: III SOIllC arc:ls. it is considcred dishonorable to conceal
oneself from enemies or sneak up on them; in others, It is accepted as honorable, and
indeed pan of one's AsIan n'Hurc. to do so. Insofar as there is a general mle, Asian
believe th31 relying entirely on :\tealth and surpri:\c would be cowardly. It is permis­
sible (0 allack a foe who is unI;lrepared so long as he has some warning. Disguise or
camouflage are acceptable so long as the enemy clearly understands they might be
used.

SOllie clans traditiormlly usc trickery. 'Irguing that since it is their custom. their
opponents must have this understanding by default. Oebate is ongoing in the trailing
pans of the Hierate as to whether this expectation should be extended to the
Snlolllwli (as ever, there is no consensus among the Fteirle on this point).

Some clans - usually those eschewing stealth themselves - consider Human
Special Forces troops (Q be cowardly and dishonorable. if captured in ball Ie by these
clans. the Humans arc Jlormal1y shot oul of hand. but may bc chlillenged 10 duel to
the death. with their freedom awarded for victory.

Torwre of captives: Some c13ns consider it dishonorable to injure a helpless
prisoner who has no pro:\pect of fighting back. Othcr:\ con:\idcr it a Iegitimatc tonI
for intelligence-gathering. no more or less honorable than any other tactic. Some
think it honorable to oft"e,r an enemy the chance 10 demonstrate his courage by resist­
ing pain. The clans most feared hy Human mercenaries treat torture a:\ a sport. with
sHch elaborations as r,llse promises of freedom and handing the wounded over to
AsIan children to practice upon.

GURUS
Thejleirko (literally, "honor personified" or "honor itself') is not a priest. He is

an AsIan with a detailed knowledge offieil" as practiced by his clan (including a vast
body of historical precedent) and the wisdom to apply it correctly in an ethical
dilemma. His understanding of the fine points of AsIan and clan culture. and his rep­
utation for honor, make it likely that he is also an carle(jfmis (p. 15), though this is
not alway:\ the case.
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AFFAIRS OF HONOR
It is very easy to offend an Asian. and real or imagined slights may lead to

duels. Dueling originated as a way of settling personal disputes. especially uver
inheritam.'C. For millennia. the Aslall way was for the landholder's sons (0 fight for
their inhe,ritance. strongest takes all. The current system of primogeniture (eldest son
inherits all) is a relalively new luxury made possible by jump drive. which provides
an easy way 10 migrate 10 new lands on Dlher worlds.

Giving Cause
Asluo hllvc more effective oalural weapons than Humaniti"s feeble teeth and

blunt nails. so (paradoxically) confrontation between individuals has more posturing
and less actual violence, since once combat does occur it will lead In severe injury or
death ruther than a few bruises.

Futir includes mlmy riluals designed to defuse tension and avoid duels. Dueling
itself is a last resort. surrounded by formal eodes which prescribe exactly what is
cause for what type of challenge. how the duel should be fought, and how the will­
ner is determined. The codes divide offensive behavior into three categories, of
which only one is cause for:l duel.

Familiarity occur!:> whcn OIlC treats a social superior as an equal. Gross and
habitual familiarity may be considered discourteous behavior.

Il1Ipolitell~ss is duc 10 improper upbringing or poor education. It includes failure
to address other Asian (especially superiors) in the COrTccl manlier. losing one's
temper in public, or accidental insults arising when clan traditions are unknowingly
viollllcd. Since whal is impolile in one landhold may be an entirely innocent remark
in another. the first response to impoliteness is usually a waming. so that the offend­
er realizes his error, C'Them's tightin' words around here. stranger."). Persislcn!
impolilclIcss calls inlo question the effectiveness of the offender's clan leader in edu­
cating his relatives. In theory. he could be accuS(.:d of discourtesy for this: in prac­
lice. the clan will safeguard its reputation by dealing with lhe offendcr itself before
Illatters get that far.

Discourtesy is a deliberate, malicious insult - a cause for an immediate chal­
lenge. There are so many ways to insult an Asian that it is pointless to list them: if
he is set on issuing a challenge. he Clln find a WllY to construe any word or aClion as
insulting. Should a character wish to be deliberately discourtcous. 11 slight 011 his
opponent's honor is a good place to start.

There is a fonnal art of discourtesy, with a number of ritm!1 ways to provoke
S01l1eone into a duel. A discoufleous AsIan may actually gain status if his opponent
fails to challenge him. There arc even specific ritual insults which allow young
bravos to duel as a way of proving themselves. but wilhoul causing lastillg enmity
between their families (see sidebar on Dlle/ing Societies. p. 10).

Chlillengcs lire Hot madc lightly, but being thought reluctant to challenge is a
sign of weakness. One way for a non-Asian lO gain respect is to issue a challenge.
and duel. when appropriate. This shows that one is not entirely an ignofam barbar­
ian after all.

Satisfaction
As with HUlIllllI practice. duels arc foughl after a short cooling-off period and a

ritual opportunity to withdraw Ihe discourtesy. An indcpcm.lel1t t!lIr1t!lIlrais watches
the duel to ensure fair and honorable combat.

All duels arc foughl unarmed. i,e.. with the dewclaw (or with ayloi. p. 34. if the
duelist has no dewclaw!:». Normillly. thcy arc 10 first hlood - the first duelist 10

wound his opponent wins. More serious matters are settled by duels to the point of
unconsciousness: or even to the death, though this last is rare.

The winner's honor is satisfied. mlllthc loser must make ritual apology to him.
even if the loser was the one originally insulted.
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Honored Ancestors:
What Would My

Father Halle Done?

M
OSI Fli!;rl" :are nm mO(i\,:aled by
belief in an :aftertife or malerialis­
tic hedonism. bUI by whal their

families lhink of Ihem. and how thC'ir
:aclions reflcci on the family·s Kuud lI:am~.

Honor is infeclious - if all A~lan does
hUllonlbh: de~s. that enhances the: reputa·
lion of Ihe dan as a wholc; if he aclS in :'l

cowardly way. he shames his relatives.
HUI1l:an concepts of good and evil :Ire

less relevant 10 :m Asl:m th:.n the tf:adi­
lions of one's clan and lhe Asian code.
(This is I'e')' similar 10 the gaming con­
cept of "playing in ch:aracter:' It is realis­
ric 10 roleplay an Astan :IS if he wcrc con­
cerned :about losing chari.lctcr poinls for
out-of·ch:aracter actions, Ix:causC' he is.
allhough he will usc diffen:nl tC'nllillology
for it.}

An Asian faced wilh a difficult dcd·
sion rclircs (0 meditate on whallhe family
rolc·modd~ - anc\:slo~ wilh i.I n:puli.ltioll
for hOllor-.Ible de~~ - would have done. Of"

I.VIlsu11 a di.lJlf/rirko foc guid:aJlce.
NOle Ihat while Human troops often

glOw "as close as family:' AsIan lTOOps
urr blood relalives_ Since they are often
recklessly br.:lve as well. lhey will :llmosl
ne\'er lea\'e their de.'1d or wounded behind,
preferring if nete.~~ry 10 sl<tnd and die
with Ihem, In clan wars. it is considen:d
good form to agree to periodic truccs so
that bodies can be rccovcn:d from the bat­
tlefield and returned to thc clan females
for lrCutmcnl or burial.



Dueling Societies

These are perhaps closest in spirit to
the V<!/"bi",/rlllce/l or '"fighting bod­
ies" found in Gennrm universities on

pre-spacenight Earth. Their membership
is dr;lIvn from rn;:lny dans and famili/':s
(unlike mO.Sl Asian inSliuJlion.s which are
comained within a single clan). The soci­
eties each have a specific purpose. strict
rules. distinctive dress or insignia. meet­
ings which arc closed to outsiders.•JIll!
varying prestige depending un their rm:lIl­
bers' ul,,:t;:ds.

Limitations on Dueling
Males and females never duel. Strictly speaking. they cannol be discourteous to

each other. as Ihe sexes do not underSland eaeh Olhcrs' honor. lllld conscqucntly Ihey
cannOt challenge each olher. llIa1an{ and eXlreme cross-gender provocalion is cause
for a challenge by a close relative of the correci sex.

Children never duel wirh their parcnts, or other adults of Ihe previous generation
in theirfamily.

Feuds
Disputes between families or prides. as opposed to individuals. may become

fcuds if they cannot be settled by negotiation. If kept at a low level, a feud is a pre­
text for discourtesy and causes continual dueling between the parties, Feuding may
get out of hand and involve the vassals or overlords of either party, which typically
resulls in the disputc escalating to a dan war (sec GOl'erllllltml, p. 12).
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SOCIETY

• • •

CEBTS OF HONOR:
You SCRATCH Mv BACK

FAMIL.V, PRIOE, ANO CL.AN
The bllsie unit of AsIan society is the t:kIIO, a family of some twO to 12 individu­

als. led by a patriarch. The largesl family ever recorded is 23 adults and 14 children,
but Ihis is extremely unusual. The ekho includes the patriarch. his wife (or wives),
the patriarch's unmarried siblings. aged parents, orphans of blood relatives adopted
imo the family, and perhaps members of allied or conquered clans exchanged for
one's own relatives, This last allows future comrades-in-arms to train lugelher while
young, and provides hostages for the good behavior of new vassals (Ihe newly con­
quered are honor-bound tu kecp thcir word, but there can be quite a difference
between the leiter of a Ireaty and Ihe clan's best interests).

Several families combine imo an ahriy (pride). with one family dominant. The
pride's uvcml1leader is the patriarch of rhe dominant family.

Asian society is a matrix of clan and corporale loyalties. with the c1:m aspects
dominant. Clan loyalty is based on the strong bonds between blood relatives, and on
oarhs uf feally hetwcen overlords and vassals. Corporale loyalty is discussed on
p. 30, under Business. Trade. and Commerce.

Although most Asian have duties and responsibilities on both axes of this
matrix. m~lks tend 10 emphasize the dan, while females balance clan and corporate
demands.

The AsIan's supreme obligation is to his clan, even if this causes suffering for
himself or his immediate family. (A favorite drama in AsIan tales is the eunniel
between an individual's devotion to his family and his duty to his clan or ils over­
lords.) However, obligations extend beyond one's family.

When une AsIan helps anothcr, a debt uf honor is created which must be repaid
on demand by a reciprocal service_ If the original debtor cannot or will not repay his
dcbt, it is transferred to a relative of the same gender. Debts of honor may lie fallow
for years - even generatiuns - and can be Inmsfern:d bctween Aslan or dans like
bearer bonds. ("My grandfalher saved the life of the YeriyoruilVoko's father 50 years
ago. If you help me now, that dan will owe you a great favor.") The complex web of
debts ufhunur is what binds allianecs of clans.

A debt of honor may range in "value" from very minor (say. changing (l broken
gray module on an air/raft) to enonnous (perhaps for saving the lives and honor of
an entirc clan). TIll: AsIan language has many words for favors of different values so
as to precisely state the nature uf services rendered ur owed. In a sellse, this is the
currency of noble males.

..

The clans tolerate these societies for
two reasons: First, they provide a legiti­
mate means of informally exchanging
information or "selliing out of COUft."

when pride or honor forbid a direct dis­
cussion Detween rival clans. Second. they
provide a way for unbloodcd males to
demonstr:llc their skill and eouragc by
dueling. in controlled conditions wIH:rt: no
real slur is made upon either party's
honor. and there is no risk of tlie fight
escalating illtu a feud or c1all war.

Some dueling societies also form
around legendary martial arts mnsters, ns
young warriors seek to lenrn their secrer
mnneuvers.

Those sociclies which draw the mO.'\1
;lIIemion from the Human media arc com­
posed of fanatical followers of the AsIan
code of honor. bent on purifying their mec
hy eliminating all non-AsIan innucnces. H
thc Hicrate can be suid to hlH'C terrorists.
it is thesc people. ulthuugh their devotion
tu their philosuphy often cOlllpels them to
eschew secrecy and give accurate advance
warning of attacks (like some clans' assas­
sins). The clans claim 10 be unnble to denl
with this problem. as dueling socielies are
necessarily outside Ihe norm:ll cillO stmc­
mre :mcl jllrisrliction.

Fem.,les h:lve similar socielies,
although Ihese place less emphasis on
dueling and are perhaps better thought of
as guilds.



A number of prides are bound by blood and oaths into a IlI/illO (cl,m), with onc
pride dominant. Clans may be vassals of OIher clans, but the majority are indepen­
dent. Theoretically, each clan is descended from a single ilwlei male, the first \0 hold
its lands: the clan name is derived from this ancestor\ nicknamc, Therefore, an
Asian founding a new landhold is likely to change hjs nickname to something with
style ,md p:machc, which his descendants will be proud to bear.

The clan conducts most social services which would he provided by the govern­
ment in Human space, such as roadbuilding, justice. and education. The clan may
h,mdle these mailers internally, or may contract with a corpormion 10 deal with them
on its behalf.

LANOHOL.OING
An Asllm's stature in society is determined by how much land he (or her hus­

band) holds, and the amount controlled by his clan. directly or through v:lss:lls.
The lowest classes arc landless - farmers, craftsmen, faclOry workers. Any

Ashm whose f:lmily hollis land (Status 1+) is considered noble. Approximately 28%
of Asian families are lan.dholders. with about 17% (StalllS 2) holding 400 square
miles or more, 8% (SlOWS 3) holding nt least 4.000 square miles. and 3% (Status 4)
eOlltrolliug 40,000 square miles or more, Each clan has prides and families of aJi
social levels, with the highest-status families holding the largest lands.

The 29 preeminent clans (see p. 14) have landholds consisting of many worlds
and parts of worlds. No individual can administer such a large fief personally, so
vassals auminister it in lhe lIamc of lhe clan; these arc usually male relatives by
blood or marriage. (Traditionally, when Asl:I.n sons fought duels over inhcrilllm:c,
the loser would become one of these vassals, or migrate in search of new lands.)

The hC:ld of a clan may grant a landhold to one of his vassals as a reward for a
great service to (he clan. usually military in nature. The clan itself acquires Ilew lalld
through exploration by its iharei. or through warfare.

"The Imperium and the Hierate are bath feudal power
structures; but while the Imperium is based on a single
ultimate ruler, the Emperor, the Asian Hierate is ruled by
hundreds of clan patriarchs, all of whom are theoretically
equal In standing. Thus, the Asian do not have one intersteller
government in the human sense, but many 'pocket empires'
ranging from tiny landholds to confederacies of dozens of
worlds. "

CUSTOMS
In describing details, such as these customs, the GM muSl emphasize that the

Fteirle arc aliens, nol just Tokugawa samurai in lion suilS. Remcmber that traditions
vary from clan to clan, and (here are thousands of clans in the Hierate (and hundreds
of billions of Asian in charted space). Whatever custom the OM wishes to include can
probably be round somewhcre. SOIllC of the morc COlJllllon customs:

Ado/Hioll: Some clans will ad mil clanless outsiders, even non-Asian, who have
donc thcm 11 grcat scrviec. Whether they :Irc "associate IIIcmhcrs" with limited rights
or full clan members depends on local custom,

Exogoll/ollS Moring.' To avoid inbreeding. it is tnl{litiOllal for young males to
take wives from clans other than their own. If a male has several wives. they are
likely to be from different clans. This may lead to rivalry or intrigue among them,
cspccially since only the cldest .mrv;I';lIg son c:m inhcrit. Exogamy is also used 10

consolidate alliances. and expand a clan or its lands. The latter application is In

some ways similar to a Human corporate merger or takeover.
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Picking on Someone
Your Own Size

Some ui~parilY between uudist~ is
inevitable. espcl:ialJy ill 5kill levd,
bUI it is ball form to fight someone

who is ub"iously weaker. If the opponent
is wotmded, the proper thing is to defer
the duel until he has recovered.

Jr he is aged or infirm. it i.~ polill: to

offer to light a heallhier relative. [I' he is
not. il is a fine insult to make the offer
anyway.

11' Ihe ciao eanom field a fair mInch for
a challenger. profes~iollal dueli~ts arc
a\'ailable (typically u~sa~sins ~ceking

glory or dueling in~lruclorJ; kt:en 10 llliJill­
lain their reputation). Fl;:llliJlt: eOllibatants
can be hired; using a professional male
lludisl creates a debt of honor to him.

It is also poor form to risk depriving a
clan of a soldier during wartime. Again,
the dud can be deferred.

Note that a promise 10 figlll a rluel is a
debt of honor. If the original duelist i.~

killed or permanently im:apaeitiJIed. the
rleht passes to the closest relative of the
appropriate gender. Where clan wars go
on for generations. it hu~ been known for
duels to be deferred for many )'eafli. allU

e\'enlUally be fought by deset:IIJalils uf thl;:
uriginal duc1i~t~.

Adventure Seed:
Offer Money

to a Male

As the group concludes a IlH;rative
deal wilh an Asian clan. a young
male AsIan suggests the money he

pairllO a specific puny member - one who
the clan perceives as male because of his
(or her!) skills. A challenge is clearly
called for. ()ure the in~ulled member issue
it. and face an Aslun bHlvo cluw to claw?
And why has he ehOSl.:n to provokc thcm?



Asian Honor

Waftou'iy was a gunner :looard an
escon vessel roughly a millenni­
um :lgo. Crippled by enemy fire

during a cbn W:lT. his "hir began 10 hrt:ak
up. Unable to continue fighting. the cap­
min "urrendered with honor ::md ordered
the crew to abandon ship.

Due to b:l1llc dami.lgc. there were nOI
enough lifeboats to save cvcryom:. Unlike
Human 1[;.Iuitioll. noble III;]le:; bO<lnlell
first; with no lim.: [0 resolve the issue by
dueling. lots were drawli by lower-status
crewmen. Waftou"iy IVOIl a pl<lce. but a
scuffle developed when a losing crewman
tried to lake iL

"Since yOll are determined 10 live ;It

any cost 10 your honor:' WaflOlI'iy ,,:lid 10
him, "[<lke my place'" They exchanged
pl:!ces, and Waflou'iy died with his ship.

WaflOu'iy's courage and honor so
pleased his ko that his brother was given a
slllall landhold. The coward whu look his
place was easl uul uf the clan. ,JIld his
nUfIle expunged frUIIl all reeurds. Today.
buth an: 10llg dead. but Waftou'iy's Jlame
lives on in honor. and that of the dishonor­
able one is forgotlen by all.

Ahiyeaftah W3S a young calligrapher
forced TO defend her family's honor afrer
her father was insulTed by a female: from;]
rival c1an_ It W3S her firsT duel, and Though
her opponeot lVas no stronger. c\'cryonc
kncw that AhiycaftalT was much tcss skill­
ful. Shc :lpproaehed her father and :lsked:

'"Tc3eh fIlC how to begin a duel. so thaI
although I musl luse this light. I will nut
disgrul:e our fUlllily.'· Her futher obliged.
illS!rul:tiug her ill the basic lighting sttlnces.

On the day of the duel. Ahiyeaftah
assumed one of these positions and stood
fearlessly immobile. because she knew
nothing more. Her opponent circled for a
while. finding no weakne.~s in The smnce.
Al le:ngTh, she delihermely CUI he~lf on
one of Ahiyeaftah's dewclaws. saying. "1
submit to the strongcr spirit:' Both el:ms
gained honor: thc insult was forgol!en,
and they fonned an :llIianec,

Laftakh was a yuung warriur fighting
in Udan war. Rendered ullconsciou$ by
his wmmds. he was by chance left on the
battlefield when his comrades withdrew_
Because they had fought honorably and
well. his enemies took him in and cared
for his wounds, intending to re1e3sc him
during The ne)(llnTCe.

Before he could be returned, hi~ pride
allaeked the landhold where Laftakh was
recovering. Hound by the code of hospi­
tality 10 defend his host's house. he fought
valiantly against his own clanslllen. killing
his own brother and dying hillTSdf :IS a
result uf furtJTcr wounds.

Both duns pnJ.ised his bravery. and the
story is often told as un exalllple of honor­
able behavior.

HOllor Clie.H: Many Asian. especially males. keep a small box of souvenirs.
each a momento of some great personal deed. This is also the AsIan equivalent of a
resume - ils contents arc discussed in del<Til if the owner wishes 10 join a new lord's
service or move to a different landhold.

Mt:tI!.I": The patriarch is served first at any meal, then other mules. then females,
and finally children. Eating in descending order of status also applies in the military.
unlike the Human custom that "in combat, officers eat last:' Asian are both able 10
consume more at a sitting than Humans and to go longer between meals. There are
rcc(mlcd instances of a male eating ovcr 30 Ihs. of melTI in OllC mell!. IllJd thcn nol
eating again for nearly a week.

PelS: Some clans do not have pets. They consider animals for hunting or eating
- companionship ant! proteclion arc provided by Ollt;'s flllllily ami its males, respec­
tively,

Others place great rel.iance on trained animals for transport or as guard or hunt­
ing beaslS. Memhers of lhese clans often devclop affection for their animals. some­
times keeping them merely for the pleasure it gives them,

Primogellifltre: Almost without exception in the Hierate, landholds are handed
down frum flTther to eldesl surviving SOlI. TIlis is a recent innovation, less thall 1.500
years old. Originally, sons fought for the right to inherit, with losers becoming either
,.hare; or the winner's v<:lssals.

TIle family'~ other children get nothing. The inheritor may opt to make them his
va~sals to administer holdings on his behalf. btlt the land remains his. Some clans ­
especially in the Transrift and along the Hierate's spin ward frontiers - do not sub­
scribe to thi~ view and retain the old ways.

Yams; Asian are wont to spend their free time telling tales of their exploits. past
and planned. This practice is more common among Heirle than the I-Iuman habit of
watching or listenillg to recorded entertainment, and AsIan with no pressing business
can easily spend 30 hours a day sleeping lllld yaming ill shifts.

Slight exagerrations to embroider the story are expected, but outright lying is
impolite; accusing someone of it is discourteous and may result in a challenge.

GOVERNMENT
The TmpcriulTI alld the Hierate arc both feudal power structures. but while the

Imperium has a single ultimate ruler (the Emperor), the AsIan Hierate is ruled by
hundreds of clan palriarchs. all theoretically equal in standing. Thus, the Asian do
1101 have Olle interstellar government in the Human sense, but many "pocket
empires" ranging from tiny land holds 10 confederacies of dozens of worlds. TIlcre is
no authority higher than the head of a clan. Some clans are larger and more powerful
than others, but none speaks for the race as a whole.

Asian govemments arc alway.~ feudal, though survey crews may record them as
bureaucracies, corporate stales, etc.. to betler reflect how they affect a traveler's life.
In its purest form, the feudal system has a major clan dividing its land into heredi­
tary fiefs. whil:h it assiglls to vassal clans ill retum for loyalty and military service. A
vassal clan in tum divides its landhold among its prides. which eaeh subdivide their
share among their component families. At the bottom of the pyramid are the landless
workers alld farmers, who are in a ~ense owned by the land. rather than owning it.
They arc tied to its service. and change elan llllegianee whenever war, marriage
alliances. or gifts move the land to a new clan.

Loyalty
The near-universality of the Asian language and the feudal system reinforce the

Ashl!J's loyalty to his blood relatives and de-emphasize loyalty to a geographical
region, such as a planet or country. The noble's land is 11 l:herishcd possession. and is
administered properly so as to benefit his family. A lower-class Asian has no great
elllotional il1vc~tlllent in any land he may work - after all. it isn't his land.
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Service
Originally. the service a vllssal owed his lord was purely military - provide so

many warriors on demand. equipped 10 an agreed standard. for a maximum of so
lllany days per year.

Where the overlord already has enough troops 10 guard against likely lhreals.
the vassal may be asked to provide other services instead - perhaps working the
fields or industrial labor.

Some overlords do nol aClUully need the services of their vassals. in which casc
the females of the families involved usually negotiate a cash payment in tieu of ser~

vice. This may be called rem. IribOle. or taxes. depending 011 the location.
It is important (0 note. however. that Ihe relationship between a ko and his dans·

men is nOI that of master and serr. 11 is more like the relationship between the head
of a Human family and Ihe family's childrcn ur cousins. Likewise. the transfer of
landless low-caste AsIan when land changes hands is not a sale uf sluves; it is more
like giving a child's halld ill lllarl'iage. However, in the same way that marriages may
be arranged as well as love matchcs. SUTl1e clans offer their vassals choices in these
matters. and some do not.

CLANS
The majority of clans are independent. but some arc vassals of other clans. This

may o<:cur when a weak clan seeks protection by allying itself with a stronger one.
or when an illar~; colony is founded wilh strong loyalties to ilS parent clan. In any
case, a clan which becomes powerful enough will negotiate Of fight for its indepen­
dence. A vassal clan may itself have other, less powerful clans liS V'dssals.

Clans may own entire worlds or (more commonly) areas of land on different
worlds in several systems, each of which alS(J ha<; colonies from other clans. Where
a system is split between several clans. each has its own bases. laws, and military
forces. Each will also have envoys representing their clan's allies. overlords. and
vassals.

FEUOAL OBLIGATIONS
The vassal and the lord each have duties to the other. Typically. each is required

to maintain a high level of military readiness. and be prepared to march to the
other's defense.

The Vassal's Duty to His Overlord
The vas.<;al manages a specitic landhold on his lord'S behalf. He is responsihle

for maintaining order. ellsurillg fl certain level of agricultural or industrial produc4

tion, and possibly recruiting and equipping a suilllblc lIlilitary force to defend Ihe
landhold. This force must be made available to fight for the lord at need. usually for
a set <lfnouni of tillle annually.

The Overlord's Duty to His Vassals
The overlord is expecled to protect and provide for his vassals. and resolve dis­

putes between them fairly, with justit.'C and hOllOI'. He must also administer his land­
hold prudently; the financial details are left to his female relatives.

The ovcrlord guarantees his vassals secure (and usually hereditary) tenure of
their lands, and rewards them wilh further Icrritory he may acquire by conquest or
other means. Since an overlord's vassals bear the brunt of the expell!\C of fighting.
lllld demand additional lands in return for their service. Asian warfare emphasizes
offensive action to seize new hillel. Defensive warfare is unpopular since the vassal
armies gain nothing for their efforts.

TIle overlord is also responsible to his peers for the actions of his vassals. If onc
vasslll clan is causing trouble with another, the overlord must discipline it ... unless
he decides to back it up. and escalate the conflic!. (It is 1101 unheard of for major
clans to fight limited wars by proxy through their vassals. but this is rarc bcc<lllsc il
CllSIS doubls on the courage alld the hOllor of the major clan.)
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AsIan Sports

Ftdrlt' sports focus on marti:tt aCIl\'i·
lies: mock dueling. m:Jrksmanship.
and so on. Raa:s. whelhcr on fo<x. on

riding be3SIS. or in \'ehicles. are also pup­
ul:tr. HunTing wiTh hand weapons or the
<.\ewe];,w alnne is no longer n«1:ssary fur
survival. bUI is slill pr.telicl.-d for Il.'ert"­
lllion. usually by females.

A major differenct" between Human
and Ashln spurting events is thai Asian do
noL nurrllally wager on the outcome.
ulthollgh lhey do speclll:Jte londly and
l,;olltinuously lhroughout the match. The
typicol Asian also prefers 10 sec a live
event rather than:l broadcast or recording.

Possessions:
Traveling Light

The Iypical AsIan measures himself by
his honor and his lalluholu. not by
mere possessions. Wht"ll ellcounlered,

he will have le~~ l.'i.jUiPIllt:llt than an equiv.
alent Human - only what he needs for the
tusk ill hand. What he saves by foregoing.
luxury items. he spends on improving lhe
quality of the essentials. so tke 100111 and
weapons he does ha\'e will he om ale.
well· made "designer"' ilemll, inscribed
Wilh heroic 1lenlimenrs or mania! scenes.
A noble's weapons. especially if heir­
loomll, are oflen fine or \'cry fine items.
Cheap ones are almosl unheard of. us nu
nohle would willingly own one, Itnd 110

weaponsmith would coolk.-so:nd 10 make
one.

Similarly. automation is relatively rare
in the Hier3le. There is no honor to be had
ill It robot's loyalty or a mass-produced
tunic. A faithful vassal. or a tunic hand­
embroidered by an acknowledged mistre."l~

of the an ... now thost!:are wonh having.



Domestic PoticV:
Survivat

of the Fittest

T
he Tim/kim makes no laws, docs nul
l.lt:ciue policy for tin: Hierate us i:l

whuh:. eXt::n:ist:s no power over ilny
cluns save its members and their vassals.
and muintains no military forces. fl{'Ct~. or
b;r;es sa"c those of its member dans.

So. who does these things'! No one.
E.1ch c1:m follows irs own illlcrcsts (whal­
ever lho.~e may be). constrained only by its
adherence [0 the AsIan code of honor
(ho\\'ever il interprets lhul code). Each
clan's freedom to swing its c1:l\vs ends only
when they slash Ihe fl:mk of another dun
strong enough to do something about it.

"[AsIan] ihatei are often
painted as a swarm of
interstellar transients,
sweeping from the stars
to claim squatters' rights
to eny unsettled or
partially settled world.
The reality of the situation
is this: ihatei are pikers
compared to the grand
champions of interstellar
manifest destiny ­
Humaniti. ..

- Eneri Hault-Zhugaashfila,
Reflections

Foreign PolicV: "You
Weren't Using That
Land, Were You?"

Offici~lIy. there is no unified Asian
I"oreign policy (there is no single
AsIan govcrnment) - trcaties must

be ncgoti:ltcd Wilh each clan individually.
The de facm policy is one of AsIan grab­
bing land whenever and wherevcr thcy
can.

The cluns havl; a dUly to equip ihatei
am.! send them orf to settle new lands. In
inhabited areas. this me:lllS buying the
land or fighting for it. But if a pleasant
world is lying fallow and ihalei chance by.
the owner may well find himself with a
few thousand Asliln squatter.<>,

THE TLAUKHU
This term refers both to the 2.~ most powerful Asian clans and their 2.~ represen­

llltivc~ who II\cet continuously on Kuzu LO arbitrale inlerclan disputes and .'Oct COlll­

man policies. (See also Formation of rill' Tlauklw, p. 19.) In theory, their decisions
bind only the 2.~ themselves, their vassals. and those who request arbitration; in
practice, they affect other clans by developing new technology, changing trade
routes. starting or stopping clan wars, and so on.

'10 remain within the 2.9, a clan must be independent, and have sufficient popu­
lation, wealth, and firepower at its disposal to be a credible member. A clan leaves
the council when it fails to meet Ihe~e nebulou~ erileria, or when its power Wilne~ 10

the point where it must become another's vassal. Only 19 of the current 29 have
been members since (he Tlaukhu's inauguration; the others have replaced previous
clan~ in lhi~ WllY, and SOllie of the PO~iliOtls have changed several lillies.

-'.- .. _ "-' : .

LAWS. CRIME. AND PUNISHMENT
Asian law, like all things Aslan, is decentralized and based on family ties. Civil

and penal codes - being extensive bodies of local precedent rather than a coherent
code of laws in the Human sense - vary from clan to clan, so an earlea/rai.\' studying
law is well-advised to specialize separately in the laws of several clans. Along the
Asian/Human interface (see p. 16). clans have adopted a number of Human legal
eOllcepts, typically those dealing with mercantile law. Allempts by Human traders to
convey the idea of copyright on designs have met with mixed success.

The patriarch resolves disputes within the family. Disputes between fnmities are
dealt with by the pride's leader. Contlicts between prides are heard by the ko or head
of Ihe clan. Problems bel ween clans (Ire handled by lhe Tlol/kllII if bolh clans llre
members or if they request arbitration. In other cases. the relevant clans resolve the
matter themselves, by negotiation or violence. The T!cwkllll becomes involved only
if one of il~ member clans is affected. llnd even then only by request.

Types of Crime
Diseuurtesy and relaled offenses, covered ill AJflli,..~ oj H(}//or (p. 9), are not

illegaL just dangerous. There are three types of aClUal crime:

Crimes of passioll include assault. drunk (or drugged) and disorderly behavior.
rioting. and so fOr1h. Judged by the ko.

Crime.I' wilh 1';cl;lII$ include theft. fraud. extortion, kidnapping, piracy, terror­
ism. etc. Judged by an ear/eo/rai.I·.

Crimes of1101101' all center arOllnd failure 10 observe one of the riluals laid dowl!
in .{reir, such as ambushing an enemy. lying in clan council, failure to obey an eClI'­

lea/mix, or dereliction of duty. Judged by the ko.

Collective Guilt
The AsIan code stresses thnt the individual and his family are responsible for

each other's 11elions as well as [heir own. This encourages socially acceptable behav­
ior in the absence of a unified code of laws and police to enforce them.

Consequently. if an Asian found guilty of a crime cannOt or will not make
restitutiun, lhat guilt - lllHI allY associated had reputation - devolves upon his rela­
tives. foor most offenses. the family or clan looks after its own, making amends as
necessary and taking the matter up with the guilty party internally. For crimes of
honor. or others so seri()u~ that lite clan canllot afford the financial penalties or the
damage to its reputarion. it limits its liability by declaring the individual oulcasl.
much as a Human corporation might fire an employee for gross misconduct. This
rarely happens. since such a major crime almost certainly gi"es cause for tl duel to
the death.
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My WORO Is LAW: THE ROLE OF THE Ka
Crimes of passion life judged hy the head of till:: falllily. pride. or clan. depend­

ing upon their severity and notoriety. If the accused or the plaintiff disagree with the
ko's ruling. he may appeal to the next higher patriarch. The clan leader is Ihe highest
authority. Punishments include formal apologies, working for the plaintiff for a set
period. and fines. Typically the judge is lenient in a firSI offense, bllt l:$calatc.'i fillCS

rapidly for habitual offenders.
Crimes of hOllor arc likewise judged by the pride or clan head. These arc the

most serious crimes an AsIan can commit. If found guilty. he faces exile al the very
least, and morc likely mutilation, branding, or death. Such cases rarely come to trial.
as they are cause for a duel to the death.

ARBITRATION: THE EARLEATRAIS
Originally, crimes with victims were also judged by the ko, but current practice

is to appoint an illdcpcndcnt arhitrator or earleafrai.\" to handle the case. Appeals
may be made to a panel consisting of the heads of the families of the victim, thc
accused, and the earlcarmis. Penalties call for restitution at a minimum. and possi­
bly double or triple this amount (again. fines may be levied in cash or in days of
forced labor). If the victim is killed or injured. some dans traditionally
inflict the same fate upon the guilty ("an eye for an eye"). The typical
earleatrais is lenient with males in cases involving money, as males
cannot bc expected to understand finance.

Being invited to act as carfcatrais is a great honor for the individ­
ual and his clan. A skilled car/catmis is able to resolve cases fairly and
in accordance with the principles and precedent!'> of the Asian code and
divergent clan traditions. while preserving the honor and pride of both
litigants. Note that the same tenn is used for a magistrate. the person
who supervise!'> a duel. and the referee in a clan war. As with most
Asian tenns. the meaning depends on the context.

FULL-SLOOOED MILITARY
NEGOTIATIONS:
INTERCLAN CISPUTES

Disputes between clans are generally over land - who owns it, who
has aceess to it. who m<-ty use ils resourccs. Since the fonnaliol1 of Ihc
Tlauklw. clan wars have been formal, ritualized affairs. with an ea/"­
lealmis from a neutral clan and specific rules, agreed upon in advance
by all parties. Thcre are several types of clan warfare. depending Oll the
severity of the dispute:

Opel! 1I'1lrfr-lI"e: Sadly the most e0ll11ll0l1 format, this call result in many combat
deaths and widespread destruction. The carleatrais and his staff enforce the rules of
war to ensure that neutral panies. innocents, and civilians do not become involved
more than necessary (the primary motivation for this is not humanitarian, but to limit
escalation). Whenever it ean be arranged. open warfare participants agree to usc bar­
ren areas as battlefield!'>. to avoid damaging valuable mines or crops.

CaplI/re Ihe pell: This type of conflict is limited to the use of assault troops or
assassins to remove some specified object from a designated enemy stronghold -the
flfSt !'>ide to bring their opponents' token home wins. Depending on the rules, lethal
force mayor may not be llsed. ..

l¥.:lrs ofassassins: Such disputes are resolved by using assassins to kill, kidnap,
or simply cOllnl eoup IIpon spceifie membcrs of the opposing clan. Nunnally, they
are bloodless; a demonstration by one side that it could have killed the target suffices
to grant it victory. Only occasionally are targets actually killed.

Space barrles: When ships owned by warring clans meet, they are governed by
the restrictions agreed for that pUlticular war - their rules of engagement may allow
lhclTl 10 ignore cach othcr. cxehlmgc insulh. plC1Y "chickcn" by adopling intercepl
courses or acquiring fire-control locks. or fight.
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AsIan and Others'
Philosophies

T
he Asian view of othcr pcoplc's
philo~ophic~ i~ ~tr:.lightforward ­
whoever thcy are. whercver they are

from. they ought to follow the principles
ofjteir.

If thl;y havc ncvcr had a chilllce to
learn these WllyS. thcy nli.ty perhaps bc for­
givell. especially if they express an inter­
est in learning about the One True Way.
But if they know about it :lnd deliberotely
choose to follow other principles. there
must be somethinr: wmng with lhem. 11 is
even worse if they :.Ire racially A~Jan.

hecause they reafl)' ~hould know bener.
Since Ihc superiority of fteir is self-cvi­

dent. Fleirle fccl no missionary urge.
although l1111ny will cllplain their philoso­
phy ifaskcd politely.

Sample Clans

As tilt: dall is so cClllnll to Ashm lilt:.
all Aslall ",ill llaturally kuow ",hal
clan he belongs to. SOllle "rcady-to­

wear" clans in case one is nCl':ded in a
hurry:

ArMye 'j - a vassal of thl': HIYllellll"i.
HkastahiSIOI; - :lilies of the Lookhlnrl.
Illyllf'all'i - a morlcr:ltely powerful

c1:ln.
KlIallkluairl, YerlyarailL'o - both

membern of the 29. They were co-discov­
erers of thc jump drivc, and arguably (hc
two most powerful elans in the Hienltc.

LQukht(lrl - om: of the carlicst and
mOSl successful claus. it once dominated
half thc Euliym'iyw sector. Its power "'as
broken during the Border Wars - for all its
glorious history. it is no longer a major
political force.

Raohkeil- rivals of the Lcaklttarl.
\Vah/oi - a vas~al of the Aroaye ·i.



Sources of
Inspiration

I
deas for Asian atl\"cnlllres and charnc­
lers can come from many sources.
Frl'ir. the One True Way. is nO! too far

removed from snmc Human mani:1l codes
(one reason Humans in Hicmlc space have
found it possibh: to adupllO it).

The Jap:mcsc SUlliurai of the 12th to
18th cellturies hat! a similar mindset 10
Aslilll. ClwmlWrII (swordplay) movies.
GUR1)S If/flllI/. and JlUlllerous hooks and
comil's ctlll all be mined for ideas. The
sallie uuitudcs can be found in Western
gunfighters as portrayed by Hollywood,
;;1Ilt! 10 some: extent ill the Klingon.s of 5wr
Tn·k: The Nexl Cellt'mlinn.

The 1Illiforrnit)' of Asl:Jn language :Inti
phiro.~ophy. and 1Ol.:rancc of outsiders
who adopt them. hUI'c a TCrr:l1l analog in
Ihe Ar:Jh slates or 700-900 AD.

THE ASLAN HIERATE
The term Hierale (see sidebar. below) properly refers to thc agreemcnt between

Ihe 29 pre-emincnt clans of Asian space to meet and negOliate their differences on a
regular basis. However, Hicrule is now used idimnutically to describe the main
region of space dOl11in~lled by the Asian race.

Membership in the Hicrate is more a matter of culture than nationality - there is
no overall government. and clans opcrate independently (as their debts of honor and
shared interests dictate).

The Hierute includes about 4,000 clans (there is no centr:tl body to collate cen­
sus dat,!. lind some clans prefer not to make their numbers public) spread across
some 7.000 worlds in 17 sectors. (For comparison. the Irnpcriul1l has 1\.000 worlds
in 21 sectors, and the Solomani Confederation has 2.400 worlds in six sectors.)

ASTROGRAPHY
The Hierate is a roughly triangular region, six sectors frolll spinw~lrd 10 trailing

and llnee sectors from coreward to rimward at its largest extents, The area between
the Hierate and Ihe Solomani Confcderation, 100 diffusc and mixed to be called a
border, is referred to by the military and social scientists as "I he Asian/Human inter­
face": the pcople call it "the buner:'

.... . .' <. • . . .. ' . • • ;•.::. : • ..' ~.'

& " .' .' '. '& '. • ••• ' & .' ": '.' '. ~" •• _~. .; ..... ~... ..' a .' •
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Why Asian?
Why Hierate?

When the Solom:lni m:lde firsl con­
laet wilh the Fldrl". lhey encoun­
lcred a minor vassal of lhe

Y('rly(ll"l/ilm cl:111. The Human crc\\'. pan
of lhc W:IVC of Turkic.speaking selliers
then spreading spinward from Terra.
immediately lagged lhe ncw species A.~I{/Il.

from a Turkie word lll'.:aning "lion."
Due 10 difllcuhies in lranslalion. lhe

Sololll:llli mistook the Asian code of
IUJlIor for an or;;i.llli;o:ed religion. and their
COn1,ll'l's relalionship wilh hi~ cbn ~ncl ilS
o\'crlonb for lhc entire A~I:11l social ~lnJe­

IUfe. The (':Ipt:lin's hoohy wa.~ lhe study of
ancient langll:l.gcs. and he coined the ICm)
'"Hieralc" from .he Greek he;ros
(··.~~crcd"J to C)(PfCS~ bOlh notions in u sin­
gle word for lhc ncwly discovcred SlulC.

By the lime the ~ituation wus properly
understood. lhe lcrm Hieratc was uln::ady
in widcsprc:lll liS": ;lIld marked 011 lhou­
sands of IIIUp chips issued by thc Rule of
Mall. Most spaccfarers JUSI wanted a sim­
ple. unambiguous label fOf IhM region.
<lnd didn'l carc whal it meant.

The A.slan shl1.1ggcd, and cominued to

call their steadily expanding sphere of
innucncc Htoi/lei,.'(lklH. lilerally. ".he
bounlifui lands ruled hy the lords of
honor:' or more idioffi:ltieally '"all Ihc
places where the followers of fteir live." If
the Humans wanted 10 m:lkc up anolher
uninlelligible barbariun noise to represelll
this concept. that was their option.

Numerous Asian colonies across the Great Rift, or otherwise beyond the borders
of the Hierate. arc not part of the Hieratc propcr. However. Ihe Aslall living there are
closer to the social norms of Ihe Hierate than I-Iuman client stales arc 10 the mores of
Ihe Irttperium or the Solomani Confederation.

The politiC'll :lstrography of the Hierate is a shifting patchwork of overlapping
clan territories. for several reasons. first. most worlds have settlements from several
clans. Second. the lip-a clans to explore a subsector claim the be~t worlds. with later
expeditions forced 10 .~ell1c lor less hospitable ones. Third. clan wars. marriages. and
shifts in the balance of power among vassals of the great clans result ill n::allocation
of fiefs cvery so often.

Clan territories are thus disjointed rather than contiguous. and without up-tO­
date information. the traveler cannot be sure who currenlly conlrnls :J world. At besl.
a powerful clan can be said !O dominate a given subscctor. e\'Cn though m'lny of the
inhabited planets will be held by other clans.

BOROERS ANO EXPANSION
llle HicT:1te is bounded to coreward by the Great Rift. which can only be crossed

by the J-S Route in the RiflSPllll Reach (AsIan: fiyoilll/akh). and to trailing by the:
Solomuni Confederation. Since the Solomani developed jump drive centlll"ic.~ before
the AsIan. most of the: territory ncar Ku7.U was already taken when the Asian erupted
into space. Indeed. had the LOllg Night not already fallen. the Asian might have been
incorporated imo the Rule of Man as jusl another minor subjeci race.

Asian expansion is therefore primarily to spinward and rimward. where no rival
intcrstdl:Jr slates can contest land claims. Recently (in historical terms), Ihese fron­
tiers have pushed' out so far from Ku,u that it is cheaper ant! casier for Cisrift ilwlei
to cross the Great Rift and expand along its rimspinw;lrd edge, rimward of the
Zhodani Consulate and its client slates and spinward of the Imperium.

The !-lierate proper is surrounded on its spinwanl and rimwanl frontiers by a
mass of sm'lller states. These are a mixwre of Solomani. Asian. and assorted minor
ruces. Wilh the Solomani concentrated to trailing along the rimward frontier.
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IHATEI AND ASLAN "INVASIDNS"
IIwlei, who cannot expect to inherit lands from their families. have traditionally

migrated elsewhere in search of new lands, either on the same planet or on worlds in
other 513£ systems. Their right 10 do so. and to demand support from their c1:m in
oUltluing their expeditions. is enstlrined in Asian tradition - and for a good reason;
if they do not migrate, some will eventually try to seize lands from other Asian.
leading to war.

.so any clan which can afford it periodically organizes an iharei fleet. and those
clansmen feeling the urge to claim new lands enlist. Their slatus in the tleet is based
on their skills and reputation. and on their family's finam:illl cOlllrihuLioll (0 it:". out­
fitting. It is also traditional for the clan to donale surplus transport and escort vessels
to the fleet. An ilwtei expedition is thus characterized by highly motivated crews of
wildly varyillg skill levels, flying obsolescent erafL.

The expedition benefits the clan principally in two ways: First. pOlenliallrouble­
makers are converted into distant aJlies. Second, the work of outfitting the fleet helps
the local economy. It also serves to improve the position of the larger clans COl11­

pared to their poorer neighbors. as Ihey prepare larger amI more frequenl expedi­
tions, and so claim more new lands.

New Lands
The ideal new lands are those on an unclaimed Earthlike world with nearby

markets for the new colony's products and services. For most il/atei, this ideal is
unreaehllble; lhey ;Ire forced 10 seltle on less hospitable worlds Or those whieh
already have settlements from other clans or races, This is not necessarily bad: other
settlers mean an existing market. a source 01" supplies, and emergency help. as well
as proof that the world is habitable.

Heets entering unexplored sectors send out scouts 10 find suitable planets. Those
whose destinations are in settled space are directed to a world by an aikoho
earle.Olmis (fleet dispaleher). 11n oflicial with a mandale frOIll thc Tll/llkl//{ La allocate
lands. Members of large, wealthy clans - especially those with seats on the Council
of 29 - tend to be allocaled bener territory, because their tleels are more frequent
higger, better equipped. and typically the first to enter a region. Of course, these cir­
cumstances do not prevent occasional allegations of eOlTlIplion.

The aikollO carlcarrais mayor may not consult existing inhabitants of the
region. The dispatcher has no real authority, since wandering illatei are technically
not part of a elan. and in any case her decisions would only bind Tlalfkllll members.
But most expeditions follow her suggeslions nonetheless. since it would be impolite
for the clanless to ignore her, and she knows local space better than they.

Having found a likely world, the ned cntl:fS orhit while the fcmales investigatc
the available land and any existing settlements. Most colonists have traveled in low
berths to maximize the numbers carried. The first wave is awakened and dropped to
thc new colony's landing sitc, where lhcy prcpare quarters, and begin to planl crops
and dig mines. As the new colony grows. more and more AsIan are awakened and
descend to join it.

Meanwhile. the escort vessels stand guard in orbit If the expedition owns its
ships, they will form the core of the colony's navy. while the transport vessels will
be gradually refitted as the cadre of its merchant marine. If the expedition has leased
its ships - as ilwfei from smaller clans sometimes do - they move on immediately to
their next contract.

The settlement becomes a vassal of its founding clan. required to support it and
entitled to its assistance in return. As the colony is usually a long way from its par­
ellt elall. over time it beeollles self-surlieient and begins 10 feel closer lies with other,
more local clans. Typically. after 150-200 Imperial years, It demands independence,
by negotiations or force. It mayor may not succeed.

Oncc all available lalld all thc planci has Ilecil claimed, the new colony produces
its own ilwtei fleet. which will seek out more new lands. This normally takes several
centuries - even a small planet is a big place.
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elan Hospitality:
MV Brother's Keeper

AII AsIan may expect free food. lodg­
ing. and medical aid from any land·
hold of his dan. or its overlord, vas­

sals. or allies. One of the finer points of
ftef,. is that to a cenain elltcn! he can also
clIpeel succor from his encmies. dcpend­
ing on their clao tradilioo~. ~ome cl:ln~

see honor in lIefealing a ~troog. healthy
roe. and would oot have il said that lhey
gaioed a cheap 3l1d cow:lrdly victory by
lelting an enemy starvc or bleed to de;jth.
(For other clans. any 111I:<lns of killing
une'~ enemies is aeceptalJh:.)

Naturally. just as they are entitled to
receive hospitality. Flt'irh' arc also honor­
bound to provide il.

By accepting clan hospitality. the visi­
lor also agrees to certain cooditions: he
may not iosult or arrack dan mernhers
while a Bllest. he mllst dereod them
agaiost :lIIack. and he mUSI assiSI them
with OIher problems. These obligations
cease when the visil ends. although if the
hosl is a fellow-clansman. similar duties
remain ill forc-c.

A noo-Aslan wishing to conduct husi­
lIess io the lIier:He must fonn a rel:llioo­
ship Wilh a local clan, 001 only for the
usual commercial reasons. hut also
because there are almOSI no hotels in lhc
Hicrme. A traveling AsIan will normally
eilher live rough or claim hospitality llt a
local lundholu. Non-AsIan must uflell do
likcwise. cspcl.:ially us ol1e 1\10VCS ul;cpcr
illto tIle Hierilte. f;jrther from the Asian!
Human buffer (see A~·lruMrup"Y. p. 16).
Of course. one can always trespass. insult
the landholder, duel him, aod lruSI to his
mercy ... bUllhis is a risky course at besl.
Most traders from beyond the Hier<tte seek
ciao patronage. The ideal is 10 be adopted
by the clan, and lhus entitled 10 its full
protectioo and suppon.



Asian Art

The AsIan indulge in the
full range of visu<J1 lim!
auditory arts. ChuTucler­

iled by \'ibrunt colorS and an
emphasis on decorative effects
for utilit<lrian objects (an
AsIan is more likely 10 have a
tinely engrnved weapon Ihan a
plain weapon .and a separale
objel d'nrt). CllligrJphy and
engraving are therefore com­
mon alt forms.

l"crc is tremendous varia­
tion from clan to dun. but the
general preference is fur liter­
atun; and the "livl:" spokclI
wurd ratlll:r than music and
recorded entertainment. An
Asian is more likely to give,
or attend, a reading of sagas or
poetry than watch :I bro.1dcasl
of an event or a movie. Fteirfe
poetry has a cli.~lincIIve and
elabor:m: '1ualil)' (which some
have called artificial). Bard
and Poetry arc skills much
appreciated and in demand; a
good storyteller is more likely
to be granted hospitality by
strangc:rs.

Dance. atypically, is some­
lhing most Asian watch mther
than participate in. It is intend­
ed to display the grace and
precision of an individual
dancer (often m:lle) or small
group (u$ll:llly female). It is
closer 10 hallet or the
Highland fling than to a waltz
or disco. and probubly origi­
nutcd in the vietury displuys
of IllUIeS after a duc:l or
females uftcr a hUIit. Sulomuni
obscn'c:rs have likened Asian
dance III martial urts kula or
lai chi.

Invasion
The average Imperial citizen thinks of AsIan ilm/e; as violent conquerors, a

stereotype from the AsIan Gorder Wars (see p. GT22 and p. 20).
The truth is less dramatic. Ihatei are driven to own land, but conquest is only

one way 10 achieve this goal - and not always the most efficient.
Asian often buy unused land from a world's rulers to sculc. This is a cheap

option on a sparsely populated world with more land than its inhabitants will be able
to usc for centuries. TIley lllay pay with cash, with promises to pay taxes or royal­
ties, or with military service. The media foclls on llgrecmcnts wherc the Ashm COIl1­

mit to tight for their new allies, and many agreements do stress this aspect (it is easy
fur Fteide. males to understand, as it mi.rmrs the feudal obligations common in the
Hierate). However, a new source of me<ll or minerals is uflt.:11 lIlurt.: important for the
other signa!Ories, especially if there are no serious military threats in the area.
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The A~laTl may also just squat on unused land. The typical frontier planet lacks
the population. firepower. ;lnd political will to eject them. In fact. the Olhcr inhabi­
tants may not CVCIl notice thcy have landed lor months.

When it sccms best. the ilwtei fight for the land they need. But Iheir obvious
effectiveness as warriors means that Ihe threat of violence is often enough. without
actual combat.

HISTORY
Each clan mailllains its own records. stressing whichever aspects of hislOry

interest it. These tcnd tu embellish the claJl'~ cOlltrihutions while dowllplaying those
of its rivals. With the exception of a few key events. it is h;ml 10 be sure who did
what, or when, cspecially since the diaspom from Kuzu. But there ure broad periods
of lime in which certain things unarguably occurred.

Before the 29
The Asian rose to senlience as hunters on the plains of Tafohti. KllZU'S largcst

conlinenL. During thi~ period. their males defended the pride's lands against
encroachment by rivals. and females conducled the hums.

Females arc credited with all AsIan innovation - discovering fire. tool-making.
herding livestock. mctal-working, and eventually agricultnre (solely for the purpose
of supporting livestock). This Irend began with Ihe use of primitive spears and
thrown weapuns to de,11 wilh prey lou large for claws alone, and continues to the
present.

Givcll the deep-scated AsIan territorial instinct, their culture was fcudal from the
beginning. Prides combined into clans as a result. but the fierce Asian pride and
need for each male to carve out his own territol)' discouraged larger social units.

A variety of customs (see Philosophy, p. 7. and Society. p. 10) cvolvcd to con­
tain male aggression. but clan wars grew more common as the populmion increased.
Female inventiveness and population pressure made wars gmdua!ly more destruc­
tive. with nuclear weapons being employed from -8~ Asian (-2160 Imperial). The
only constraint on their use was the female desire to avoid permanent damage to
valuable territory (a surprising number of males would rather own ;1 barren plain of
radioactive glass than see a lush pasture owned by someone else).

Formation of the Tlaukhu
By -2083 Imperial. Ihe AsIan had reached TL7, and warfare had become so

destructive that the risk of serious damage to the ecology was obvious. even to a
male. When failed negotiations could mean nuclear fallout blighting herds and crops
for generations in Ihe lands of neutral clans hundreds of miles from the fighting. a
new approach was needed. The 29 most powerful clans agreed 10 meet periodically
and negotiate. rather than the previous method of each crisis being handled liS it
arose, wilh input only from those clans directly involved.

This did not eliminate friction between clans. but did reduce it. Warfare contin­
ued. but Ihe Hicrate instituted a system of limited. formal wars with independent ref­
erees. and - in an inform;ll, un.~lflIctLlrcd WilY -10 modify !teirto include thi~.

The Key to the Stars
The Hierate was clumsy and inefficient, and lacked the global authority needed

to make it u true planetal)' ruler. Then, roughly a century ,,!"ter its creal ion. a second
great innovation was made - jump drivc.

The exact dale and circumstances of the discovery are shrouded in mystery. but
involved ml unprecedented degree of cooperatioll between the two most powerful
clans of the day. the Yt'rlYClrt/ill'o and the Khaukheairl. Interstellar travel provided a
better relief for population pressure than fighting for land on Kuzu. since the new
worlds orbiting other SlaTS offered better lands than most clans could hope to claim
on the homeworld. Thus. the AsIan exploded into space.
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Asian Clothing

Typical Asian clothing consists of a
tunic and kilt. both richly decorated
along the hems. AsIan rarely use hall;,

gloves. or shoes. except in I;urvival drcl;s
such as vacc suils.

Since Kuzu'x weather is mild and
AsIan have fur. traditional AsIan garb is
thin and light. more for decorUlioll than
wamlth. B)' their cut. material. and deco·
ration. thc ~anllents announc..: til..: \\,car..:r·s
clan and st~IUS. and possibly profession as
wcll. \Vhcn <.I\\'<.Iy from home. clothes <.let
as a kind of credit c;Hd: by visibly
announcing allegiance ;lIld social standing.
they infoml ferlol\' clansmen who do not
know Ihe wearer person;llly JUSt hoI\'
much d:m hospiTality the visitor is enlitled
to claim. and from whom. A successful
Iler.lldl')' (AsI:IIl) mil allnws a Ch:lf:lctcr to
determine an Aslan's clan allegiancc and
approximate status based on the details of
his clothing (unless he is d..:liher.ltdy try­
ing to conceal it).

An Asian Timeline
ASLAN IMPERIAL EUENT
·123 -2190 First World War.

-88 -2160 Second World War
(ntle]e:lr).

-60 -2136 AsIan spacc If:lvel.
~22 -2102 Orhil:ll hascs.
-IX -20l)K Third World W:lr.

Il -2010 Fonn:llion of
thc'l1l1l1klru.

94 -1999 AsIan jump driv..:s.
117 -1980 First cuntuct with

Solomani.
350 -t776 Rul..:ofMall

collapses: Long
Nighl begins.

1101 ·1118 A~I:m Border Wars
begin.

1185 -104'1 rif"!;;t crossing of Great
Rift.

2304 -63 Great Conclavc
(SakoluslI!so)
begins.

2312 -56 Cullur.ll Purge
(Uwl/I"Cllyekwe)
hegins.

2368 -7 Gr":;Jl Conclave
ends. Codices of
Sakolusalo mandate
primogeniture.

2432 4' Culluml Purge ends.
2810 380 Peace of Fwhalr,

Bordcr Wars end.
2902 461 First contact with

Zhodani.
3043 585 'hatei offcr to fight for

Darrians in
exchange for land.



Nomenclature

While female navigators use the
pragmatic Imperial approach of
subsectors and seclOrs. male­

dominated political geography refers to
genernl areas of the Hierale, ignoring .~ec­

tor boundaries. Relow are such general
divisions of A~lan space. Different clans
give these regions different names and
Doundaries. depending on their perception
of polilical a~lro~r.lphy.

The Dark Nebula
The I'aheako (Dark Nebula) ~c(;(or is

thl.: spiritual homl: of the Asian ruce - the
s\:cnc of its firs! exploration and coloniza­
tioll dfoftS. and also of Illuch of the fight­
ing during the Asian Border W:lrs. It is
often extended to include the Hierare's
other cennal seelors, Knrlen)'fl, Srni­
haio'yo. :lOd 1ll'l1lJftmh, whose world.'; are
.similar in ;Jf':c and popUlation density.

Mos! of Ihis region ha.s been settled for
more than 3.00u yCllfS. Human and AsIan
selllements arc mingled extensively, with
some of each having adopted the otht::r
mec's culture. espeeiillly 10 trililing. It is
an urbane and eivilizt::d rt::gioll. although
tt::nsiun between the trailing clans and the
Sulomani Confederation hus been steadily
rising o\"er the last generation.

The Buffer Zone
This refers to the Aeitle Sakh (Reaver's

Deep) seClor, which was an area of partic­
ularly heOlvy fighting during Ihe Border
Wars Ihal heeame a demilitarized zone as
a result of the Peace of f-ralwlr in 380
Imperial. However. similar agreements
were reached in the r(lhe(lkQ and
Frall/llak (Ustral Quudr'lllt) st::ctors. and
the tenn is sOIllt::times extended to iuclude
Ihost::. too.

This has never been a truly peaceful
area. and il is currently characterizerl by
racial tension and sporadic c1ashl::s
between AsIan i"(IIe; ;md Solomani set­
tlers. It is hoperllhal fhis does nOi escalate
inlO full-scale war.

The Cisri(t
This includes the Erai'yo. lVaroatalte.

f"laoyekyll. Afall'ahisa. Hlakoi. ami
Ealiyasiyw sectors; it n:ft::rs to that part of
the Hieratt:: Oil tILt:: rim ward edge of the
Ort::at Rift. The only real outlets for i/rald
st::t::king this region for treasure worlds are
clan warfare or the expensive erossiog of
the J-5 Route to lhe Transrift colonies,
They are also forced to sellle ll::sS hos­
pitable worlds than elsewhere.

Gnnl;nuel} on lIur page ..

The period 96 to 2100 Asian (-1999 to -242 Imperial). often compared to
Earth's Rcnaissance, was one of explonl.tion and high culture for an Asian society
revitalized by its new freedom to travel among lhe :;tan;. Forlunately fur the AsIan,
this coincided with the Long Night following the collapse of the Rule of Man. The
Human successor states that the Asian encountered during their initial spaceward
push were no stronger or better organized tJum an AsIan elan, so combat and negoti­
ations were on an even footing. Some Human worlds even joined the lIierate volun­
tarily. preferring AsIan rule to the chaos of the Long Night, but others were absorbed
by conquest. The result is thai the 1rlliling side of the Hierate includes a number of
worlds with Human or mixed Human and Asian populations which have embraced
fleir and Asian culture - the so-called "cultural Asian."

The Asian Border Wars
Asian expansion into the power vacuum left when the Ramshackle Empire col­

lap:;ed was nol uniformly welcOlne. SOll1C Human "pocket empires" resisted the
Asian advance by force. sparking the AsIan Border Wars of 1101 to 2810 Ashlll
(-1118 to 380 imperial: see p. GT22). These wars pitted Solomani splinter stales and
A:;lan clans against cach other in a confused morass of intrigue and combat for cen­
turies. It ended in the Peace of Frahalr in 2810.

TIle popular picture of these wars is a straightforward conflict between the two
races, but the truth is more complex. Where AsIan clans had already absorbed some
Human worlds, their populations fought as vassals of their overlord. somelimes
against other Humans. Solomani splinter states hired Asian iharei to fight for them
in exchange for land. SolOll1ani also encouraged inter-clan warfare to relieve pres­
sure against them, by engineering incidents or supplying ships al111 weapons to one
side or the other. Likewise, clans played off rival Human states against each other,
dislrm.::lillg thcm wilh pinprick raids using Human vassals Hying false colors.

The effect was that the border bel ween Aslall and Humans moved slowly back
and tanh over the generations. a few systems at a time, and grew gradually more
vague and blurred. with the races' territories shading gently into each other rather
than having a sharply defined border.

The Peace of Fwhol,. ended the wars, defined current borders, and established a
buffer ZOIlC of independent systems between the Hierate and the Solomani 30 par­
secs wide in lhe RCllvcr's Deep scctor (AsIan: Aeille Silk").

Across the Great Rift
In 1185 (-1044 Imperial). om:: of the Cisrift clans was persuaded by a charismat­

ic explorer to build a long-range survey craft capable of live successive Jump-I s. He
Icd it 011 a three-year mission across the Great Rift, where it found a variety of
unclaimed wurlds in the Trojan Reach (Asian: HlclOirlo(llwlIl"l). He reponed these to
his clan (claiming the best treasure world as his own). and the land rush to the
Transrift was on. AsIan ships explored in all directions from this toehold. and soon
encountered lhe Human and Vargr states nearby.
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The lirst documcntcd trade missions from the Hierate to the Spinward Marches
were merchanls buying dust-spice (see p. 38) at Romar in 2984 (454 Imperial).
Within a decade, the Zhodani were also trading with Aslal1 clans. and within a cen­
tury. iliarei were serving as Darrian soldiers in exchange for land. earning great
glory during the First Frontier War.

The Great Conclave and the Cultural Purge
By 2304 (-63 Imperial), AsIan society was beginning to fragment. contaminated

with 1·luman ideology during the Border Wars and with new philosophies sprouting
in the dis1<lnt colonics. At the urging of the Tiaukllll, a group of respected thinkers
gathered on Kusyu to consider whcther - and how - Iheir culture and code of honor
should be modified 10 mect the reality of being a starfarillg race. The Great Conclave
(Sakoillsalo) defined Asian philosophy and culture. inlroducing several major
changes (such as primogeniture and a clan's obligation to outfit ilwrei neets) and
dozens of minor ones into its codices.

Not all clans agreed with the conclusions reached by the Greal Conclave.
Failure to resolve the issues by negotialion led to the period of intense clan warfare
known as the Cultural Purge. This conflict broke the power of the T/auklw factions
opposed to the reforms and ejectcd several of them from lhe council.

Many dissident clans fled to rim ward and spinward of the Hierate. or to lhe
Transrift, selling up herctical settlements beyond the Tlaukl/ll's inlluence.

Current Affairs
Since the inconclusive end of the Solomani Rim War (3505103519 Asian, 990

to 1002 Imperial; sec p. GT62), the Solomani have quietly abandoned hope of
expansion to coreward (and the region to lr<liling is already occupied by the Hivers
[pp. GTIO. 351). Their outward drives are to rimward. into unpopulated space. and
10 spinw:1H1, among the disorganized AsIan client states. Since Margaret I's creation
of the Solomani Sphere in 704 (3179 Asian). neither A.slan nor $olomani arc tecl1l1i­
cally bound by Ihe Peace of f'iahall; which was signed by the major clans of the
Hierate and the Imperium. So far. the might of the Ycrlyar/liwo and Klwukheairl
clans has curbed Solomani explll1sion. TCIISioll has risen to ncar-war levels illihe last
decade. but open warfare seems unlikely.

Meanwhile, ilwlei fleets expanding across the Great Rift arc beginning to seize
territory in the SpinwanJ Marches (p. BTC24). TIlis is not a military inv3sion. but a
mass migration: after a number of baltles between lhe Imperial Navy and AsIan
fleets, Duke Norris has concluded that military action alone is not the answer.

III 1117, he appointed Fleet Admiral Tranathiafto deal with the AsIan Threat (or
"Hairy Peril" as it is sometimes called in lhe downmarket media). The Admiral's
three-point plan is beginning 10 be implemented in 1120, and consists of:

Colltaill/llc/II of the iharci to a band no more than five parsecs wide along the
rirnward border of the Marches. Within !his region, Ihe plan concedes that some - per­
haps most - worlds will eventually be seltled by AsIan, regardless of Imperial efforts,
and may need to be abandoned to them. This informalion witl not be popular wilh the
inhabitants of those worlds, and is presently a secret, though an increasingly open one.

Fleel!mildlf!J.\·to create a force large enough to expel the j/wrei. Since the land­
less AsIan arc technically outcasts wilh no claim on their clan's proleclion untillhey
senle (when they become a vassal clan with the right to demand military assistance).
Ihis part of the strategy focuses on turning back the migration fleets before they
land. To attack afterward would risk embroiling lhe Navy in an expensive and proba­
bly unwinnable war with powerful clans across the Rift.

Nc~ori(/fioJl with thc AsIan colonists already squatting within the Imperial bor­
der. tD minimize their impact. TIlis is the most promising approach. since the Asian
would be good neighbors if it wcrc 1101 for lheir habil of staging land-grabs. The
Peace of Fwlwlr prohibits these. but since wandering iharei arc not pall of their clan
until they gnill lands, they nre not legally bound by it. The line point of whether Ihe
Pe,lce applies in the Tr,lIlsrift is the main lopil: of Ilegoliatiolls.
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Nomenclature
{Continued}

The Emptiness
This covers lhe )'alle/m·/I, Klljiyk!lw.

ffl'akh(lffl\''. £wk/ra.wa. Aklifao. and
Vis/i/mo .~cclOrs within the Hier:Jle prop­
er. and half a dozen seelOr.~ to rimwurd
with scattered Aslun colonies <lIlU elielll
states. The urcu is ch;lrm;teri~eu by low
levels of mililary <lcti,'ity - there arc plell­
ly of new lallus to go arounu - and rupiu
expansion toward the edge of the Orion
Ann.

The Transrift
AsIan call the sectors in Ihis region

Hlaoi,-loalullIri (known to the Imperium
as the Troj:1Il RC:H:h). liyoi/nll/kil (Rift~pan

Rl::ach). Kynlulyarl'·. Lerltlirlaii. (The
Jleyond). and lVea.wir!ao(/ (Touehslone).
A rough semicirele eenlereu on the corc­
ward end of the 1-5 Route across lhe Great
Rif!. this is a lurbulent aTea where lhe
Fleirle uf thc Cisrirl eXIl0rt their surplus
populution anu inh:rclml lensions. AlIi~

luues towaru the Spinward Marches (~ce

CURPS Tra~e//er: Behind The Claw)
and its Human population range from
trade and tolerance to outright xenopho~

bia. depending on the cl:m.
O\'er Ihe laS! few centuries. the COTC­

ward and spioward borders of the
Transrift have become popular destina­
tions for disgmccd minor c1an.~ forced imo
cxile by lheir deeds.

Adventure Seed:
Fleet Dispatch

The aitolla enrlealmis who directs
fleets to new worlds beyond thl::
Great Rift docs so in mict order of

:'Irriv.,!. Ooe cl:m learns Ihat Ihey will get a
milch hener planet if they e:m somehow
move two places up the queue. Wilh some
effOlt, they manage to r..nion:llizc doing so
as honorablc, and hire the PCs 10 amlllgc
it.

The facilitalors' options include per­
suading the twr!cCllrail· to make an excep­
tion. sabotaging rival neets. or somehow
speeding up the clan's obsolete Imnsports.



WeAre So
a Major Race!

"Til,. Aslall aTe in 110 way (I majo/"
race. They (ITt! (II! iliferior, millor race
.dw .fw/e jump /lu:/molaSy fmlll HUlllons
duriug rhe Vmg Nigln - probably h.\· lor­
mril/g ctlf'ltIred Snlomolli. "ille 29 Clans
}wI'e heen cOl'erillg t!lis Ill) for 3.000
years. alld for 3.000 years n"c'I'(' leI Ihem
gel {1Il"OY ,dl!r if. They c"III"elll~'dl"l:s

J/{Jll()l"lIhfe. . holl' "'III they be. if rheir
,rllul£' nil/un- is' b'/H'd 011 so big (lUe?"

- }e,'scl/ijis NirsudkaT,
R,'giollol Di,'eclor,

SOloml/lli MO\'('1/I1'117

.. tve·l'(~ had OUT rfifferellc...f W;lh rllp.
Fle;,.le m'er Ihe .'"I'(/rs. bill Tirey hm'e
"l1m.'",f liei'll hmlOmb!e. Tiley SlIY Illey dis·
COl'ered jump dril'C illdef,el1delllly: call
Mr. NirgudkaT JHon' otlrenl'ise? No. Trlle.
KIISrll is {/f llie edge of the Hiemle - hill
ollfy because SO/()IlUmi e.ljJllIlsionislII hlld
a/reeuly n:iz.elllllm'l of Ihe Imbilable p/WI­
el3' 10 Imilillg when Ihe Fleirle illw:lllecl
jWlll' clr;"e. 'WI beal/lse Iltey stole allY
ledlllulogy. Jel'St'uijis Nirgudka,-'s fJrob­
km ;sl!wllte CUlI'1 imasi",' (/llyolle olher
t!um II 50101ll(/lli lloill8 (lIIyll,blS of l'(lflle. >0

- EIl"ri DIIII.~IWUlIJ,

Imp!'l"i"/ AIII"tIS.Wt!ol'

lilille Yer/)"£lmill'o CIt/II

'·80111 ofroll (Ire missillg Ille poim. lVe
Iw\'e /OIulllOl,ls all Ihol/.I'tlllel.l· uf wodd:;,
lIlId we hal"e beetl flyillg slurslli,'3' fur
IhOll:illlld:; ofye«/"3·. Hull' we acqui,-ed 11,£·
jUlllp ,ll"il'e i,I' /Jul illlPOl"llIIl1 - il is jusl olle
lOul tllllOllg mUll)". The im!'urUlIIl IhillS is
wllul lI'e hal'e dOlle wilh it, wltich is to
illCl"etlSt' 0/11" hlilels (llId 011'- hOllor. ..

-Imi()(/h.

EIIl'o)" of Ihe Yer/wlI"lli"'l/ elml

The Asian Fighters

During the As!"n Bordcr Wars. small
groups of Solomani devcJupcd a
passion for combat with lhe AsIan.

Mutivllted by buunties or revenge. they
wen: lltluched 10 regultlr military units as
lluxilillries and scouts by Human splinter
stlltes. Over time. they came to resemble
their enemies in ferocify, cunning, codes
of honor. and even rlres.~. Some earned
their opponem.~· respect and became trust­
ed intermediaries. A few even changed
sides and were adopted into Asian cJuns,

The OM may rule thut a few Asian
fighters still exist. Such eharnctcrs should
be built on the Scout, Bounly Hunter, or
Conmir templutcs, uml have Philosophy
(Fleir), Theology (Fleir). or Anthropology
(Aslilll) to represent their knowledge of
tlleir traditional foes.

OTHER RACES, OTHER PL.ACES
In general, Asian have no racial prejudices, but do have strong cultural ones,

Humans [and Others} in the Hierate
The Hierate includes worlds partly or wholly inhabited by non-AsIan, lIumans,

and a variely of millor racc~. Clans differ in their treatment of non-Asian ~ some
clans deliberately keep them in a state of barbarism by reSlrieling aecess In tcc1l1lolo­
gy. although most will allow lhem the chance to join their society. Typically, a non­
A~lan who embraces the AsIan code of honor and culture is treated as a near-equal,
while one who does nOI remains a secoIllI.c1ass citizen, or worse.

in addition, a number of outsiders will be visiling clans at any given lime. These
arc commonly merchants dealing with Asian corporations, although tourists have
been known to seck chm hospilality. Successfullravel in the Hierate requires a spon­
sor - a noble male or corporate executive who can smooth the way for one'sjourney.
If the traveler's mission is useful to the clan, and he shows respect for his sponsors
and their chin Cllstoms, sponsorship and hospitality are easy to come by; otherwise,
the best a stranger can hope for is a curt request 10 moye on.

Asian Beyond the Hierate
Likewise, lhe imperium and Ihe Solomani Confederation include planetary

regions and entire worlds with Asian and mixed Human/Asian populations.
Normally, the AsIan population remains apart. maintaining their own culture and
traditions. and treating the local government as if it were II feudal oyerlord. III these
cases, the inhabitaniS are both racially and culturally AsIan.

011 other planets, over the centuries since the first AsIan landed. they have
adapted 10 Human culture. These are raeially AsIan. but nOI culturally so. "True"
members of the race consider them disgraced because they turned their backs un
traditional values; they are worse than aliens. since they should know better.

THE ASLAN



ASLAN WORLOS
The typical Hierate world contains independent colonies from several clans. and

a delicate. balance of power bclwcCll them.

STARPORT5
Starports tend to be extraterritorial enclaves. operated by corporations leasing

the required lund from a local clan. Any bases present are naval bases, under the
control uf lhal clan. Allhough ii'S nol essential. the corporation may be associated
with the land-owning clan. If so. it is probably run by females from an allied. vassal.
or overlord clan.

On-planet lnule mules, owned by corporations which lease the land from clans.
are handled in a similar manner. Destinations arc always in chm lands or {)[1 land
rented by a corporation. Pennission is needed to enter each route and each destina­
tion, unless one is a member of the landholding clan. Clan representatives who can
grant this permission are found al lhe starpon ,md other major lrallSpnrtlltion hubs.

Interdiction
Starpons worse than Class I denote lhat the pl;met concerncd hli$ bccn inter­

dicted by the owning clan, and only clan members may use the starpon facilities
(which may be better than one would expect for a Class I port). Unlike Humans,
Al>lan do not interdicl a world to protect local sophonts, resources, or wildlife - Lhey
do so to ensure that these are exploited for the clan's sole benefit. Depending on the
clan's motivation, this may be so benign as to constitute protective interdiction.

CLIMATE
Asian favnr worlds like Kuzu - dry, Earthlike worlds with mild weather. When

they have native life and are not claimed by other races or clans, such planets arc
called treasure worlds and are jealously guarded until the clan can colonize them.

Howcvcr, any land one can stand on has some value to an Asian, and that can be
found on almost any type of world.

POPULATION
Overall population levels on Asian worlds are much the same as in Jluman

space, and range from a handful of ilJarei assessing a frontier world for colonization
to high-tech worldl> wilh ten billion inhabitantl>. If po:;sib1c, Ashll1 cities sprawl sidc·
ways rather than towering upward. because each male wants his own patch of land,
and will not settle for a patch ot" floor 30 stories up if there is any alternative.

The slerotypiclll Aslllll plancl of the Human perspcctivc has a low population
density - perhaps a few million Freirfe ranchers - but {here are also crowded and
inhospitable worlds where the ordinary AsIan leads a life of quiet desperation.
supervising widgct-making machines all day and spending the evening dreaming of
past glories over a large pinch of dust-spice.

These societies have the need and the wealth to outfit iharei expeditions, but
lack the experienced frontiersmen necessary to ensure their success. However, this
makes them a lucrative source of employment for scouts and survival experts. The
number of unemployable iharei Shipped offworld in this way is not significant. but
has great psychological value by providing a dream of escape for those left behind.

GOVERNMENT
Asian govcrnments are alwllYs fcudal. and plllllcls arc usually b'llkHuj;.·.cd, with

different clans controlling dirfercnt regions. Survey crews may categorize govern­
ments as bureaucratic, democratic, etc., to renect how regulations around the star­
pori appear from lhe casuallravelcr's viewpoint.

If desired, the GM may select one of the following subtypes of feudal govern­
ment in any way he wishes. The leiters G-M in parentheses are the Classic Traveller
govemrncnl-type codes for converting existing worlds; N is a IICW dcsignation.
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Campaign Seed:
Mutant Ninja

Humans

An interesting campaign can bc built
around :I group of culturally Asian
Humans wurklng as ;JSSaSSlllS fur

thcir clan llmongst the Sulumani. This
gruup can be the pes or a recurring oppo­
nent.

Rcmelllber that they may not be CO\·crt
operatives ill the Human sense. They may
need to be remindcd that it is dishonorable
under their clan's tradilions 10 Ia}'

ambushes or strike withom at leasl some
warning.

Imperial Lackeys

The eaBlest way to introduce an Asian
characler into a group is to add a
racial Asian from a clan which h:ls

adopted Imperial culture. This will make
it easier for his companions tu undcr.;lllnd
his motivutions, but he will appeur an
intimidutiug ally to OULSiders. Most people
he encounters will assume he is culturally
AsIan a.nd may well react poorly to him.



At Standard Noon,
062·1120

From 'he 1'/1ll11/("s opel! 1wtdl,
KlJeorfoo looked OI'I.'r her /lew faJld willi
tlpprOI'al. Good for tI,e herds. she
tholiShl. We'll pili tile mal/or !IOI/U
there. 1I'e sl/ould check OU1 '!lose hills
later - lhul cOllld he iroll are.

From ill.~idl'. h,,/" .{iSler 1.-110 find been
cmrilllcling lite slIITey cal/ul. "IV/WI"S
Ilwl noise?"

There were fOllr of them. bul.r~y-eyed.

scaly t"l"Ctllrlrt:3" lI"ill1 3"ix fimb3", drQl/illg

softly bill ;/I.\';sl/:lllly (IS 1111:.1' elfJ!.ed Oil Ihe
slwl/le. Khearluu 811~ed III 1111:111 'u aile
Hmrnlup UII its hilllllllm-' limbs. Her sis­
1£'1" joim'd hl'l" ill II/I' !wldl, cocked her
head ro 01/(' side.

"Thai'S a beft,"' she said. "\Vith (I

knife in il.··
Khear!oo :;qll;II(('(1 aga;Jlsl the Sill/­

light. All iron knifl1:.w Ihere m1.f ort'. And
.mllleOile 11'110 thol/ghl Ifley mruetl if.

Life Irad JUJI become I'ery imere.wil1g.

Akhoa 'yell lowered rhe bil/OClllars ami
growled i/1 smi4acliu". The enemy chill .~.

t'k"eflrllree~' were ill filII blus.wm IlOll",

lIlII/lhe ko·~· message IlIslnighll'ulifirmetl
W/ e'/l'uy'~' I'isill/lll/ uflt'l"IIOVI/ Iv "jell"

IlId,. heallly alld disclIss a /realy for
millillg rig/lis. t\kho(l'yd,'s lask was 10

/wlIliliale I"ei,- foes ill fr01l1 of a polenliaf
affy by spoilillg Ihe biooms.

Time passed ill silellt:e. AI lellgrh, he
madl! (/ /wlld signal. mId thl! ll.f.wssill.\·
gmhued around him. He met e(lt:h oftheir
eye,~ ill film, ll'orlllessl)' cOIifirmin,S: Iheir
readilleH.

HeflillX flis l1'eapoll. AklwlI'yelr eli/p­
lied (I full dip illlo IfIe (IiI', He replaced iI,
(111l1 wailed (I fell' heur/bellH - Ivng
envl/gh for lIlI)' lrue 11"(II'I"ior Iv rcufhc
wlllll II'U~' IWppCllillg, und urlll I,illl:>d!
Theil he fed I"em across rhe lasl 200 yards
ar a dead nil!.

Ther!! is //0 pai", Troijryenl wid him­
ulf There i.~ 110 fear. Oilly the IIIII/rer.
alld tile .~pear. He droggetl (j IUI/ltl acmn
Iris I1rml' w wipe lIll'a)' the lI'emen rlwI
Ihrearelled his l'isioll. He wasll'r sure if il
was sll'em or blood: lie did,,'r dare look.
BII/ his l"isiol/ was I/W'roll"i"g - /101 (I good
sign. Telldrils of ugO/IY slloked up his
~'/I(lIlt:red feg, lul/lgry for "i~' n:relllll)'. 0/1
Ih,' olher side of Ihe crumped cock"il, his
ellgillecr Imllg limp ill hel" Slml}s.

"There is nQ pain," Ill' gasped. "There
is lIofear."

Throllg/I Ihe broken cO/lopy he could
see ellemy interceplors cire/illg abQI'e the
jungle. Soon their rroops II'rJldd t:mlle fl)

illl'esrigare rhe Il'nu;ked scmflship; ',e lIeed
only beor lite pain a little longer. His hllnd
sltook as he reached for lite self-destruct
burtoll alldflipped the C01'er back.

"Dilly Ihe hllnter. , ."

$lIIall StaTiOIl (G): A facility. pe.rhaps a military. mining. or research base. con­
trolled by an offworld clan or corporation. About 25% of worlds with PR 3 or less
have thi~ type of governmcnl. but it is never fuund 011 planets with a PR of 4+.

Split COII/roi (H): The planet is home to a number of clans_ each of which rules
pall of its surface. Roughly one-third of PR 9 worlds, and nearly half of PR 10 one~,

have thi~ form of government.
Single On-World Clem Control (J): The planet is dominated by one local dan.

though other clans may have small land holds here.
Single Mlllli-lVorid Clan COI/Tml (K): Thc planct is ruled by a clan which alsu

has landhulds on other worlds. probably some distance away.
Major Clan Colltrol (L): 'l'he world is ruled by one of the Tfallklm.
Vassal Clan COllirol (M): A single local clan administeTs the planet as a fief for

,t more puwerful chm. bUI docs not own il.
Major \ilSsal Clan Comrof (N): As above. but the more powerful clan is one of

the 29,

CONTROL. RATING
AsIan have 11 fairly relaxed altitude tow;trd weapons - Ihey williolerale items up

10 I LC lower than norn1al for the CR.
However, Asian authorities are touchy; when non-AsIan deal with oflicials or

pulicc. subtract the 10CHI CR from reacliun rolls or effeclive inlcrpersonal skill lev­
els. Anyone who fails to embrace Asian culture and the code of fteir will find the
CR is effectively 1-3 levels higher than for those who adopt Asian culture. And they
will pa)' higher laxes, too.

GROUNO FORCES
All clan scUlclllcnLs havc a mililary presence. The lable helow shows thc nUIll­

ber of Imill 'eal or "battalion equivalents" present by PR and TL. For planets with
split-cOnlrol governments. the GM must decide how these are apportioned between
c1an~. He may al~o opt to use thi~ table to determine the ground foree~ available to
other races. If the world is 1I0t Earthlike (see CURPS Space. p. 105). treat the PR as
one lower than its actual value,

Battalion Equivalents Table

TL Population Rating
3 4 5 6 7 8 9 10

1-3 I 16 100 1.000
4 I 5 50 500 5.000
5 I 10 100 1,000 10,000 50,000 100,000
6 2 3 30 300 3.000 30.000 300.000
7-8 2 20 200 2.000 20,000 200.000
9 15 150 1,500 15,000 150,000
10 12 120 1.200 12,000 120,000
II 7 70 700 7,000 70.000
12-13 5 50 500 5,000 50.000
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STEL.L.AR [lATA

Kuzu. THE ASLAN HOMEWORLO

Language
The AsIan language uses the same

word to convey many shades of meaning.
(An example in conlemporary English
would be "jack," whieh has roughly 40
interpretations. ucpem.ling 011 COlltc,,;t.)
Some vilfiatiUIlS in tHllIsh,tion arc lIot unly
permitted, they are llecessary 10 give the
feel ofbeillg among the Fleide.

Asian also contains many words (with
subtly different meanings) for honor and
related concepts. If the GM prefers ThaI the
Asian codl'; of honor, for inSTanCe, is
referred 10 hy another name, he can legiti­
maTely etaim lhat clans in the eampai£lI's
area of spacc emphasize different aspects
of it. and therefore refer to it by another
name (although any AsIan would n.:cog·
nilc thc altertlativc options. much as an
English speuker would know that "human­
ity" and "lllrlTlkind" crln be used inter­
changerlbly in some conlexl~).

Finally. a variety of traditional euphe­
misms arl'; uSl';d in spoken AsIan. much
like the "kennings" of Norse saga, where
the ocean might be referred to as Ihe
lI·l1nfe'.~ wny or Ihl' SlI/JIIlu·.r blllh. These
change slowly with time. Again, this can
be a viable explanation for a change of
name - "Hah! No true AsIan in lIty clan
has used that lenn for eightftahea! Where
did you leam the Warriors' Tuugut:T

But MVLast
GM Said . ..

Decentralization
There are 110 central Hierate archives

or media; each clan records Ihe infortna·
tion of interest to it. in whatever way in
deems appropriale, This means lhat each
clan has a slighlly diffl';renl version of his­
tory and current affairs; as travelers move
from clan to clan, what lhey are told will
mmate - somefiml';.~ dra.~tically.

Each clan also has its own taws,
tradition.~, and customs, so exactly what
behavior is proper changes from landhold
to landhold, This is thc main reason why
even Asian tr..tvclers in the Hicnlte stick
to places Lhey know, ur takc a lIative
guide; iL is too casy tu offend yuur lIuSb
by accident.

For sevenll reasons it has not been pos­
sible to include all previously publislll:u
AsIan material: e\"en if it wcrc pussibh:.
iI's incvitllblc that e<lch GM's illtcrpn:ta­
tioll of canon will be different. So. how do
)'OU play AsIan differently while remain­
ing within the published works?

You could simply state that the GM's
word is law. but the Asian offcr sl';vcr;,l
c1:plan;uions that will nor hrl';ak the
group's sllspen~ionof dishelief ..

500
1,000
1.200
1,500
2,000

10

Type: DA.
Lum;lIosil,\': 0.0003.
Rtulills.' 0.01 Sol.
MlI,\',\': 0.36 Sol.

50
100
120
150
200

5
10
12
15
20

I
I
I
2

7

7-8
9
10
II
12-13

TL

Tyeyo
Type: G4 V,
l.lflllillosily: 0.77.
Radius: 0,93 Sol.
Mass: 0.96 Sol.

As a rule of thumh, a clan will have starships equal to 10% of the combined ton­
nage of its SOBs. The GM should determine what vessels this fleet consists of.
emphasizing small commercial vessels over large warships.

SPACE FORCES
Any AsIan world with PR 7+ and TL7+ has some sort of space force, either pro­

vided by one (or more) of its clans or rented from a corporation. Oll1-and-Ollt piracy
is rare in the Hierate (being dishonorable). but clans at war may bolster their space
forces by licensing privateers to raid lheir foes. Privateers arc armed vessels operated
by corporations as a legitimate (if risky) business; they are essentially :mother foml
of mercenary unit.

The Illblc below shows lhe approximate number of system defense boats avail­
able by PR and TL. These should be treated as Dragon-class SOBs (p. GT144)
unless the GM wishes to design specific clan vessels. In the case of split-control
worlds, the GM must decide how the SDBs are divided between the clans, He may
wish 10 lise this lable for non-AsIan worlds as well.

Kuzu orbits a close binary consisting of Tyeyo and its companion Saieraie. Tyeyo
is slightly smaller and dimmer Ihan Eanh's Sol.

A battalion equivulent averages 450-500 strong. 1\t TL8+. roughly 10'10 of avail­
able ballaliun equivalellts arc assault troops (or Marines, for Human worlds) trained
and equipped for offworld deployment.

Saiewie orbits Tyeyo at a distance of 2.(' million
miles (4.2 million kilometers, or :lboul 0.03 AU). T1
is barely visible against l-,'cyo's disc, but can be seen
clearly when its orbit swings it clear of the primary.

System Defense Boats Table
Population Rating

8 9

The Asian Homeworld, Kusyu (normally called Kuzu by Imperials) lies rim­
spinward of the Imperium, within lhe Kilane subscclor (AsIan: Kilra;') of Dark
Nebula sector (AsIan: I'alzeako). Positioned at Dark Nebula 1225 (KiJane 0406), it is
roughly four sectors rimward of the Spinward Marches, and two sectors spinward of
Ihe Solorwmi Rim. Unusually for a major race. it is close to onc edge of Asian
space, rather than in the center.

Saietaie
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Adventure Seed:
A Stone's Throw
From the Beach

The PCs are :lccompanying an ihme;
expedition to a new world ahoard a
ch:lrrered Iluman vessel. Shortly

after they disembark and the ship lcaves.
they realize that the pl:lllCI docsn'! mUlch
the holo\'ids they \Vcre shuwn: the weather
is bad. there arc vil:ious local prt:UU10rs,
the herds arc ~il;kly. and lhl: crops wou"!
grow.

The charilcters must overcome wild
animals. storms. and equipment failures.
lllCy must convin(."c the iltnlei that they
arc not to blame for this bfl'::lch of conrr:tct
by interpersonal skills (:md ~rhaps viclo­
ry in a duel Of two).

Then. Ihey must track down the dis­
honOT31\1c barbarians who cheated them
and 3rrnnge approprialC restitution.

WORL.O DATA
Srmporr: Class Y.
Diameter: 8.067 miles (12,980 km). Allllosphere: Standard oxygen-nitrogen,

polluted. SlIIflll:lt Waler: 60%. Clilllate: Normal. Population: 4.6 billion, including
orbital and undersea colonies. of which 600.000 lire assorted non-Asian.
GOl'crJ/lllellf: Bureaucracy (Ihe Tlaukllll or Council of 29). Colltl'of Raring: 4. TL: II.

Kuzu's atmosphere is tainted with a mixture of industrial pollutants (common to
many high-population, high-technology worlds) and faint traccs of radioactive fall­
OUI from nuclear wars millenia ago. A similar size to Earth combines with larger
polar ice-caps and a lesser hydrographic coverage to generate expanses of tundra
and desert. Surface temperatures arc slightly colder than Earth at an average 48°
f"ahrenheit (9° Centigrade). but more stable from season 10 season as the planet has
minimal orbital eccentricity and axial lilt. This also gives the inhabited regions of
the world 11 pcrpetU111 spring. The region within roughly 10 degrees of the equator is
too hot for habitation, but to compensate. latitudes close to the poles arc mure tem~

perate than on Earth.
The lunger diurnal cycle (36 hours rather than 24) gives more pronounced day­

to-night temperature changes.
Kuzu has two planetoid moons, each roughly 250 miles in diameter and home to

AsIan colonies. Aellkllll, named after 3 legendary w3nior of pretiistory, and Syarair,
named for Aeaklw'sfte;rko, orbit at 32,000 amI 60,000 miles respectively. The lack
of a large, close moon such as Earth's m3kes for minimal tides on Kuzu, and
explains why the Asian h3ve no time period equivalent to the "ferran month. There
are a number of artificial slltellitcs of various sizes and purposes.

Politically, Kuzu is divided into hundreds of independent landholds. Each of the
29 clans with seats on the Tlauklw has one, 3S do 3pproximately 300 other clans. the
majority with military bascs attached. Land 011 Kuzu itself is especially valuable to
an AsIan, and offers status as well as wealth and power.

GEOGRAPHY
Kuzu has two major continents, bvth straddling the equalor and in the northern

hemisphere. There are also a number of large archipelagoes. About 15% of the sur­
face is covered by the polar ice caps.

The continenl most often visilcd by offworlders is Tafohli, where it is believed
the AsIan eVOlved, and where Ihe main starport sits on the southern coast. This is
operated by the Suie/ailt corporation, which is jointly owned by the 29 to prevent
anyone of them gaining a monopoly on ils henefits. Other chins who are sufficiently
wealthy and so minded maintain their own smaller starports at vllriOllS loeation.~

insystem. As staff in the princip31 smrport are selected for their tolerance and trained
in dC111ing with lIon-Aslall, casual travelers are advised to st3y (here, or venture out
in tour parties with 3 reliable guide. to minimize the ehllllce of accidentally being
embroiled in a duel.

Kuzu hlls 110 plam::13ry capital. Starpol1s are the next besl thing. with many clans
maintaining a presence. The Tlaukhll has no fixed scat, meeting ill a series of cities
in rotation.

FL.ORA ANO FAUNA
Vegetation on Kuzu is darker in color Ihan Terran plants. The equivalent of

gra"s, which covers huge prairies in the temperate latitudes. more closely resembles
a carpet of ivy or maple leaves. Tree analogs are much like Terran deciduous
species, but with no major seasonal changes in weather. they do not synehronizc
shedding their leaves. Instead, they do so intermittently throughout the year, a hand­
ful at 11 time. As must planets have morc extreme weather than Kuzu, native plants
do not prosper in the colonies and are rarely seen offworld. The Fte.irle. affcct not to
care.

Large predators arc rare, having been hunted almost to eXlinclion in pre-agricul~

tural times. Sm:lller ones have adopted a furlive existence, raiding AsIan herds for
food. Surviving herbivores 3re domesticated. good hunting, inedible. or 100 smalltu
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bother wilh. Those on Tafohti have an instinctive fear of Ihe Asian with whom they
evolved: those elsewhere do not. and as a consequence :lrc not thought to provide
such a challenge in the hunt. The inhospitable equatorial regions and stable year­
round temperalUres discourage migration. and 1c~Jd to handed ecosystems ~ north
polar. northern temperate, equalOri:ll. southern temperate. and south polar bands ­
c~Jch with distinctive varieties of plant and animal life. Very few species travel across
bands. This reduced migralory tendency in the wildlife is thought 10 have helped
primitive Asian develop settlements: unlike Terran nomads. they did nOI need to fol­
low wild herds across great distances.

THE WARRIORS) TONGUE

Timekeeping

AsIan time is b,lsed on units derived
from their own char:lcteristics and
those of their horneworlcl. The Jahle

below shows these units and their Imperial
equivalents: they are llSccl on most AsIan
worlds. regardless of loc:i1 conditions.

ASLAN GLYPHS - MALE

year
dar
hour

pcriO<l
~print

sccun<!

212.2 eakhau
16lekh;l:1o
HkhlUU;l;lO
(H arcl:LlO

l) uculauo

fJahea
eakhau
lekhaao
khl;lU;lao
arci;lao
uealaao

Where Exactly
Is Kuzu?

AsIan Time Units
Period Equals Translation Imperial

Equivalent
3~O dU)'5
36 hours

137 minute.>
17 lHinutt:s
16 s\"WII<!S

1.988 Sl"con<!s

The AsIan year is not divided inlO
weeks or monlhs_ nor :m: cby.~ nurnhcred
a.~ in Impcri:tl practice. Ins[e:](1. e;Jch day
has a unique name. and adult Asian know
the .~cqucnec by heart. This is broadly
similar to the pre-spacenight Mediterra­
nean (Italian) practice of ilssociilting il
Christian saint with each OilY uf the year.

Evcry five years. a 213th d,ly
(Hryojwhellk,m) is ildded 10 the yC:Jr to
re-synchrunize the calendar. This is a holi­
day ilnd a traditional time to announce
honors. chlll adoptions. and wars.

Over the ycars. various editions of
TraJ'eJler have placed Kuzu in scver­
al differcnt posilions. each uf which

can be juslified. This book aligns itself
with the curliest position cited in Classic
Trul'eJler. which agrees with the map of
charted space on p. on (but not with the
lociltion stuted in the main text, p. OT'I7.
of the first edition [1998]).

If a campaign has been using a differ­
ent location for Kuzl1. fhe OM has tWO
reasonable choices: I·te mOlY rule [hal
Kuzll is indeed et~ewhere than shown
here, Jh:lI Ihi~ information i~ simply in
error. Alternatively. he could suy that
fhere are scvcr.!.] plunels culled Kuzu Gust
:IS there are seveml eili..:s called Boston on
Earth),

Huiha, a dan
(groups of even
more stylized
prides).

Ahri, a pride (a
group of stylized
families).

Hraye, a scout or
outrider.

Fly, ·vassal" (an
inferior bowing in
obeisance).

Hryo, a squadron
01 ships,

Yourhal, ·thou~hts 4-r Tar~, "it .comes" (a Ekho. a family
shape the way (a flOWing rIVer, the lour ..... em .- ("seven in a
stylized hand with dots symbolizing the ~ valley")
dewclaw extended). passage of time). .

t} Weakhto, rilual battle Ekho'ear a
Fteir, the honor of (a stylized yurletya. .... _ -*' squad (a family
the race. the weapon these ~ with claws).

were first fought with).

Ko, 'himself,"the he3dyyof a dan (modified
number 1).

~
Aokhaor, the honor
of the warrior (lteir
symbol enhanced
with two slashing
hands).

ASLAN NAMES
AsIan have lengthy and precise names for formal purposes (such as government

and ritual). and shaner, more ambiguous nicknames for everyd:ly usc.
As with other aspect" of the language. names are holophrasic (an AsIan word can

mean as mueh as a Hum:m sentence) and context-dependent. TIlis makes them difficult
10 translate into Galanglic. but a certain amount of ambiguity and v:lriation is realistic.
For example. an AsIan mercenary unit called Tehleikhoi could legitimately have its
name rendered as "Soldicrs of Dusk," "Knights of the Setting Sun." or "Warriors of the
Evening Star:' depending on what aspects of their character the speaker wishes to
emphasize in the cunent situation.

Almost without exception, AsIan share a common language and culture. This is
complex and bound by custom and ritual. Furlher, lhe AsIan mouth and vocal cords
have a more limited repenoire of sounds than Humans'. As a consequence. AslalJ
words and mlltleS can become unwieldy. although this tendency is moderated by the
fact that Asian is holophrasie and heavily context-dependent - a short word can
express one of several complete Galanglic selllences. ailhough which of Ihosc sell­
tences it means depends on the circumstallces.

Learning AsIan thus demands thai Ihe student memorize thousands of apparent­
ly random sounds and ideograms. and the specific circumstances for each shade of
meaning, in the knowledge that a slip of the tOngue could prove embarrassing or
even fatal. As a result. most lion-Asian rely on electronic translmors, and most Asian
rely on a fem:lrc rcl:nive as an interpreter.
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ASLAN GLYPHS - FEMALE

Formal Names
A Human's name usually gives some clues about his or her gender and family.

and may offer an insight iillo cultural background. By AsIan standards, that is hope­
lessly vague. An AsIan's formal name tells Ihe liSlcner preci.w!.!y that Asian's job,
posilion in his family. pride. and clan. to which more powerful clans his clan owes
feally. how likely he is to inherit any land, and roughly how much land that would
be. A full. formal name is thus quite long.

The head of a clan is known simply by the clan name. since he embodies its
character and policies. If for any reason one needs to differentiate belween the clan
leader and the clan. the parlicle ko ("himselr') is added. So, the leader of clan
HIYllcawi would be called lllYfleawi or H!YI/~awiko.

A lesser noble affiliated 10 the clan by feudal obligations mighl be called
HIYII~alt'i AlrmlJ)' ,ifi), Walltoi LayeallilValrjeakte!ih!a[ikhtyeileyaflOhtatcisiy"
"unmarried first son of lhe third son of the grandfather of Ihe head of Ihe pride
which holds the valley in the fork of the lall'lljeal River. part of clan \Valuoi. which
is a vassal of dan Aroaye'i, itsclf a vassal of clan HIYlIcalVi." Note thaI lhe sequence
starts with lhe highesl clan in Ihe chain of va,SS<jls and overlords, and ends with the
individual.

A cumllloner would be named for the noble whose vassal he is. A female is
named for her closest living male relative, usually a husband. father, or brother. A
commoner or wife of the above minor noble would have an even longer nallle - his,
and additional phra.<;es specifying the relation to him, such as "second wife of X. for·
merly of the clan Y" or "s{:cond assistant engineer on X's ship."

Campaign Seed:
They'd Shoot Horses,

Wouldn't They?

Somcwhcrc in Human space. the PCs
arc approached by a K'kree noble
with lUI unusuallllission for them.

TIle Great Herd knows Ihal somed3y ­
not soon. but c\'cnlually the AsIan will
have 10 be trampled. Ag3insl Ih:lI (by. lhey
~ 10 gather intelligence on lheir (uture
enemies. K'kree agenl5 would be 100 con­
spicuous. and would have 10 he unusually
crazy 10 conduct thc: miM;nn, but Humans
can come and go in lhe Hicnne wilhout
auraeting 100 much 3ucnlion.

The K'krcc ha\'c acquired III.:ontrulling
interest in a frcc trader. nod nuw they Iie:t.-d

a crew. Outwardly. the ship will be just
lInotlll;r tralllp freighter scratching out a
living in the Asian/Human buffer. Secret­
ly. the characlers will le:'lfn 300m the
Hierote and its clans. and PO'us this infor­
mation b3ck to the Greal lIerd's agelllS. If
lhe chance arises. tke :x!\"cnlurers may be
asked 10 s,1botage clan facililies or inter­
clan relations. bUl the primary g.oal i~ to
'lei up a cC'lnduil fC'lr informalion flowing in
and out of the Hier,lte. A long·tenn rcla­
tion.c;hip between lhe crew and un Asian
clan will be csscntial to the scheme's suc­
cess.

Is tho: K'kre-e what he seems to be. or
art: the Pes bl:ing sel up 10 take the bl:lme
fur some nefarious plol'~ Is lhe Gre:ll Herd
secretly fomenting war between carni­
vores and omnivores - leuing !heir foe.c;
lrample each olher'! Do lhey plan 10

encourage revoll among A.c;lan-dominaled
vcgcl:lrian minor races'! Will Ihe charne­
!er.c; come 10 re.c;pect the Flt!irle. and
change .c;ide.c;? And what will lhe Imperial
and SoJomani secret servit:cs think uf all
this when they lind out'?

00

o

Language Difficulties

Asian is a holophrasic language (one
Ihal uses one wom to encompass the
me.1ning of an entire sentence) which

mtIke.~ eXlen.c;i\'e use of metaphor and sim­
ile, and word$ whose meanings th;pcnd
heavily on context - whieh furthenllore
was developed for II ,,Jcc with vestigial
fangs. This mukcs it a Mental/Hard lan­
guagc for Humans. Conversely. Human
lungullgcs are one difficulty level harder
for Asln.o - Imperial Galanglic. norm3.lIy
Mental/Average for Hum:lOs. would be
MentallHard for a Ftdr/e.

Nicknames
FOffilal speech, such as a ritual challenge, uses full names. but pnleliealily dic­

tales using nicknames in everyday speech - imagine giving orders in baule using full
AsIan names! Nicknames arc chosen by the bearer to commemonHe a vinue or
achievement, and are changed at his whim whenever a beller idea slrikc.'i him.

The nalure of the Asian language make.s nicknames ambiguous. The only way
to find out whal it means is to ask the Fleirle concerned. He will then sellie himself
comfortably and explain at length how his achievements led him to select this name.

Any change in job. personal fonune. or family circumstances can change :In
Asian's name. TIlis is why fonnal speech uses full titles - il is necessary 10 ensure
clarity, much as Human bureaucnlcies addrc.'iS leiters to the position rather than the
person (who may have died or been promoted by Ihe lime the letter arrives). Since
using lhe wrong name for someone could be insulting. it is customary for Asian
meeting each other after a sepamtion to slarl by stating their current full names and
nicknames. even if they are good friends.
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II+<>
u+i
yam'
reud

Pronunciation
feet
gqo:e:'
o+a
noise.lit" .'
I:~~,·"· '::~:'...... ..;:~

I
I
2
I'

Freq.
3~

2
I
2

, I
~rh· ".

Sound
IT­
O
OA
OJ
'OU
U
UA
Ul
VA
yu

fill[ Can.Dllnt. 1471
Sound Freq. Pronunciation
:tt ~~ ;19':' "9";;
IQI,.. 4·Q Jocfa(S~sb)

L 7 all
LR 3 all tight
R :):' far
RL. 4 earl
S 5 hiss
W 6 wow

.. 3 glotta.l.stop

. ':'- I

bay
kit

Mno (Chinese)
house

:, gel::,
::;~ ; ~~:~. - ,~,

Mal" AsIan digits (0-7)

- 0 CO GIl 'Ol <8> ce> '(Iil
3»)"~D@

MAIIl""""'''''''II_ T~R"Mdil;o".~.
_pIicalion. llMoion, E'l')ab 1

ASLAN GLYPHS· MATH SAMPLE

AO 2
AU I
'Ii, ::6
~. -', ,; .....

<.RA ' '!\"i•.,..,-6.
EI 2
I 4

Initiol ConlOunb 1811
Sound Freq. Pronunciation

;'i'>'{,_-'.:. '-", -5 whew
t£'·~,,- .
~.".;, 4 rift
H 7 it
/IF 2 hIang
:iIK:' ,5hkang""',
,'!JL,,_~' -:1-: ;1":4,L-'an:":g'-'~" ::::;.~

_ -1.. :.' !"._ ~..., ~.' r-L,

HR 3 hrang
HT 5 height
~~~· ......-"'-;z·i( '.- wliai. '"
~ --~" .~~.;-: ,.. ". -, ';\,. .:'
~t?~~ ,:~~~y -, '. ki~"

KH 6 loch (Scottish)
KHT 4 Ilachte (German)

~: _ 4,~, .h&'uih,"
~ , - 2, ,J!kc ,.
R 3 run
S 4

ASLAN SOUND FREGUENCY TABLE

Vawel. [521
Sound Freq. Pronunciation
'/j.' -. _" ,10' Jr- ,.!<>Ck:,
'A1~ ,'J <;:-'3 ,;.: . :lli t··.:: ,?,:"2

AsLAN WORO GENERATION TABLES
TIle tables use two dice to generate AsIan words or mimes. Tt is suggested thai

the dice be red and while. but any two colors will do. GMs may prefer to program a
computer to generate a large number of Asian words quickly, and allocate meanings
as they are taken from the ljst. Those in a hurry for character names can pick one
frorn the sidebar on pp. 42-43.

Words are generated in three steps: determine length, determine syllable types,
and determine syllable components.

Word unglh: Words may be alll1o.o;l (lny length, although more Ihan six syllables
(Ire rare. Roll aile die for the number of syllables. To speed generation. the GM may
opt to treat any roll of 3 or more as denoting a three-syllable word, or the GM or
player may simply specify word length.

Syllable Type: For each syllable in a word, generate the type of sylJable. The Basic
table is used for initial syllables, and those occurring after a type CV or V syllable.
The Alfemare table is used for syllables which occur after a type VC or eve syllable.

Syllahle CO/1/pO/lellls: The component consonants (C) and vowels (V) for each
syllable are now determined from the appropriate tables. Inspect the syllable type to
determine the correct column (initial consonant, vowel, or final consonant). Roll one
die to determine whieh table in the column is used, then two dice to determine the
specific vowel or consonant used.

If a single-letter vowel occurs at the beginning of a syllable which follows a syl­
lable also ending in a single-letter vowel, Ihe two vowels may not be the same; if this
happens, re-roll. For example. a two syllable word might be CV, V. Hraa (Hr + a + a,
repeated single vowels) is not a possible word, but either Hrae (Hr + a -I- e, different
single vowels) or Hmo{/o (Hr + ao + ao, vowels rCpcall:d hilt nol single) arc valid.

Exumpll!: The GM needs 10 name an Asian the PCs have mel. Rolling one die
for the number of syllables. he finds the name has two sylJables. He rolls 6 and 4 on
the Basic table, so the first syllable type is eve. This dictates the A11~"'IlI'e lable for
the second syllable, llrld rolling 3 and 4 yields a VC for the second syllable type.

The GM determines each component for the first syllable (CVe). Rolling a die
for the initial syllable table (4) and two dice for the specific initial comoiOTlanl (1,5)

THE As LAN

ASLAN WORD
GENERATION

TABLES

Basic
R" While Die
Die 1 2 3 4 5 G

1 V V V V V V
2 V V V V V V
3 V CV CV CV LV CV
4 CV CV CV CV Vc VC
5 VC VC VC VC VC VC
6 eve eve eve eve eve eve

For initial syllables, or after CV or V.

Alternate
R" While Die
Die 1 2 3 4 5 6

1 V V V V V V
2 V V V V V V
3 V V V VC VC VC
4 VC VC VC VC VC VC
5 VC VC VC VC VC VC
6 VC VC VC VC VC VC

Fot' syllables EJrtEr VC or eve.

CO/lli/lllt:d 011 ne.fl {mge . ..



ANC

Money Soldier

~

~Mercenary

;,
AssemblyMusic

~

. }'!-
"S/§J~ Orchestra

CLANS AND CORPORATIONS
Clims arc COll\rollcd by patriarchs. and a female's assets transfer to her hus­

band's dan when she marries. Businesses may pass from clan to clan in this way.
bm some arc independent (although this is more eomillon for larger companies).
Corporations associatcd with one or more clans normally enjoy monopoly Slatus in
their fields within clull-dominated territory, and are exempt from customs duties.

The owner of a corporation Ill,ly pledge 110t to marry. Acquiring control Illay
even be condition:tl on making this vow, especially in clan-controlled businesses. A
female wishing to marry may revoke her pledge. bm must Ihen sell her interest in the
cornp:lllY 10 its new owners. The rules surrounding this arc similar 10 those which
Humans apply to closely held employee stocks.

A number of clans may jointly fund a venture, in which case control is shared
between thelll. and the managers sirive to avoid dominance by illlY of the cl:ll1s. Such
ventures resemble Human canels.

Corporate mergers and takeovers are thus complex affairs. as complementary
nwrriages rnay also need to be arranged.

Commerce and industry are the domain of female AsIan. Upper~class males may
be employed by a corporation as pilots or guards. and lower-class olles as workers.
but all managers <Ire remalc.

THE ASLAN

TRADE RDUTES

BUSINESS. TRACE.
CCMMERCE

gives kh. Rolling a 2. followed by ,I 6 and a 3. selects lilt from vowCllUblc 2. Rolling
a 3. followed by a 2 ami a 5. sdccls I from lin:!l COllsnmml lubk J. The !irsl syllabic
is thus klulIIl.

Following the same process for the second syllabic (VC). the GM rolls a 3. then
a 6 and a 5. yickling ea from the third vowel table. Thl:l1 a 4. followed by J and I.
produces,. from the founh final consonant table.

TIle new AsIan name is thus Khan/cur.

ASLAN COMBINED MALE GLYPHS

The Hierate has no equivalent of the Imperium's Xboat routes, or Ihe commer­
cial shipping routes which follow them. Each clan has its own routes. whieh il ser­
vices as and when it deems necessary. not necessarily by regularly scheduled !lights.

[n gelleral. cl:m trade routes exist connecting all PR 9 and 10 worlds. with stops
:It :111 Class IV and V swrports along the way. These arc not plotted all Asian subsec­
tor Illaps. nor are schedules widely published (assuming tllt'y exist): the traveler
must make his own arrangements with the relc":lllt clalls.

..

ASLAN WORD
GENERATION

TABLES
{Continued}

{niDal Consonant 1

R" While Die
Die 1 2 3 4 5 6

1 F F F F F F
2 F F F F F F
3 FT FT FT FT FT FT
4 FT FT FT FT H H
5 H H H H H H
6 H H H H H H

Initial Consonant 2
R" White Die
Die 1 2 3 4 5 6

1 H H H H HF HF
2 HF HF HF HK HK HK
3 HK HK HK HK HK HK
4 HK HK HK HL HL HL
5 HL HL HL HL HL HR
6 HR HR HR HR HR HR

Initial Consonant 3
R" White Die
Die 1 2 3 4 5 6

1 HT HT HT HT HT HT
2 HT HT HT HT HT HT
3 HW HW HW HW HW K
4 K K K K K K
5 K K K K K K
6 K K K K KH KH

Initial Consonant 4
R" White Die
Die 1 2 3 4 5 6

1 KH KH KH KH KH KH
2 KH KH KH KH KH KH
3 KH KHT KHT KHT KHT KHT
4 KHT KHT KHT KHT KHT KHT
5 KT KT KT KT KT KT
6 KT KT KT KT L L

COII/illlteti IlII /le.rI page . ..



CURRENCY
Money is less important in the Hicrate than in Human space. The AsIan male

fights or explores In will glory. blld. or honor, and might well be insulted by a cash
payment. Since 311 clan leaders are ll1;lles. debts between c1:ms lend to be settled by
gifts of lund. pledges ot service. and so on. although Ihese lllay be merely symbols
of the cash Ir:lIlsrcrs to which the dun leaders' wives have already agreed.

females (and to a lesser extenl. low-caste males) are morc interested in traue.
and require currency to conduct il. Most clans produce their own currencies. of wild­
ly vuryillg nmncs and forms. Typically a clan will accept its own currency. and those
minted by its v;lssa!s and its feudal overlords. Many will also accept the cUITcm;icl)
of the 29. Alen traders can spot the shifting SWtuS of the 29 by watching the Hierate
exchange mles for their currencies: none of the lesser clans wishes to be caught with
cash suddenly devalued when the backer is ejeeled from the Tltlllkllll.

All Asian legal tender is backed either by land. or by the products and services
the landholders derive from it and its inhabitants. Even males can grasp the concept
[h(l[ CllSh represents a promise of land ill exchange for a service - in fnct. some
anthropologists argue Ihat Asian money originated as a concrete symbol of such
promises. There is, therefore, a standard way of dctennining value: How much land,
of what type. would Ihis amount of cash buy?

The eXira difficulties and costs imposed by multiple currency conversions mean
that trade within the Hierate is largely conducted between neighboring clans, and is
slightly less profitable than equivalcnt deals in the Imperium. GMs with financially­
oriented campaigns who wish 10 expand this aspect of life in the Hierate lire encour­
aged 10 do so.

However. to simplify all of the above, this book uses Imperial Credits through­
out. JUSt remember that when a buyer empties the change out of her pockets. they
won't be crcdits - they']] be coins from several different clans. ("Let's see. I think
there are five of these 10 lhe credit. this one is worth two credits seventy five, and
this is a good-luck chaml from the Akli{t1O sector - can't use fhar, we're at war with
their biggest clnn , ..")
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ASLAN WORD
GENERATION

TABLES

{Continued]

Initial Consonant 5
R'd Wltite Die
Die 1 2 3 4 5 6

1 L L L R R R
2 R R R R 5 5
3 5 5 5 5 5 5
4 5 5 5T 5T 5T 5T
5 5T ST ST T T T
6 T T T T T T

Initial Consonant 6
R'd While Die
Die 1 2 3 4 5 6

1 T T T T T T
2 T T T T T TL
3 TL TL TL TL TR TR
4 FT FT FT FT H H
5 TR TR TR W W W
6 W W W W W W

Vowel 1
R'd Wltite Die
Die 1 2 3 4 5 6

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 Wltite Die
Die 1 2 3 4 5 6

1 A A A A A AI
2 AI AI AI AI AI AI
3 AI AI AI AI AD AD
4 AD AD AD AD AD .AO
5 AU AU AU AU E E
6 E E E E E E

Comillllcd 011 /lp.xt pagp. . ..



WEIGHTS AND MEASURES
This book uses standard GURPS units throughout for convenience. but occa­

sional usc of Asian units in conversulion will serve 10 remind the players thm their
dmruclcrs lIfC "nOI in Kansas any morc."

Shan lengths are measured in a(\jra ("thumb width:' roughly 1.25" or 3 em).
This is also referred 10 as the "AsIan anatomical inch" - it is officially defined as the
width of 11 male thulIlh. and therefore varies considerably. Longer ones arc defined in
kIWI/fro eman-height." about 6 feet or 2 meters). areillllojra (""sprint:' the distance
an AsIan can run in I areia{/o. roughly 150 yards). or ('{/khcwjia ("'daymarches:' the
distance all Asian can walk in a Kusyu day. about 45 milcs).

Light goods (e.g.. hand weapons or joints of me<l!) arc weighed in !i.\jrokJwl/ ­
"morscl:' about 1/4 lb. - or lru!wkhall - "mealweight:' about 4 Ibs. l'leavy goods
(e.g .. starship cargo) are weighed infteftaklwlI - "manwcight," or about 200 Ibs.

Note that having four digits on either hand predisposes the Fleirle 10 llse octal
mathematics.

ASLANWORD
GENERATION

TABLES
{Continued]

Vowel 3
A•• 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 EA EA EA EA EA EA
5 EA EA EA EA EA EA
6 EA EA EA EA EA EA

Vowel 4
A•• Wllile Die
Die 1 2 3 4 5 6

1 EA EA EA EA EA EA
2 EI EI EI EI EI EI
3 EI EI EI EI EI EI
4 EI I I I I I
5 I I I I I I
6 I I I I I IY

Vowel 5
A•• White Die
Die 1 2 3 4 5 6

1 IY IY IY IY IY IY
2 Y IY IY IY IY 0
3 0 0 0 0 0 0
4 0 OA OA OA OA 01
5 01 01 01 01 01 01 TREKHYAIR: THE LAND PROTECTORS
6 01 ou OU ou ou ou

Vowel 6
A•• White Die
Die 1 2 3 4 5 6

1 U U U U U UA
2 UA UA UI UI UI UI
3 YA YA YA YA YA YA
4 YA YA YE YE YE YE
5 YE YE YE YE YO YO
6 YO YO YU YU YU YU

Final Consonant 1
Red White Die
Die12345
1HHHHH
2HHHHH
3HHHHH
4HHHHH
5HHHHH
6HHHHH

COlllillucn Oil lIext page . ..

6
H
H
H
H
H
H

The generic term for a c1all's military forces is trekhya;r - the Land PrOlector,
which is exactly its purpose. There are no Hierate forces as sllch: each milit:lry unit
is raised by an individual clan or corporation. or (less oftcn) by a coalition of closely
allied clans. There is always a clan war somewhere, and any clan may be called to
fight at any time by a vassal. an overlord. or an ally. so most maintain the largest
forces they can afford at the highest state of readiness possible. External threats to
the Hierate arc rare since the last Border War ended in 380 Imperial. When they
arise. they are handled by the affected clans. with other clans taking Ihe position thai
it's none of their business.

Direct combat roles are all exclusive male province. Allowing for those 100
young, too old. or too infirm to fight. evcn thc most UeSpCfalC clan is hard-pressed to
l1eld more than 10% of its numbers as warriors in defense of ilS lands. Projecting
power beyond clan lands is harder (unless lhere is the prospect of seizing new terri­
tory whieh can be added to chill fiefs), giveTlthat the clan's cOllstituent families havc
less incentive (0 fight.

Duties between vassal clans and their lords run strong in both directions - 10
attack onc is Iu allack the other - so it is cornman for hattles to involve sevcral clans
on each side. and possibly mercenary unilS as well. Rivalry for glory anu reputation
between the commanders of the various contingents can lead to serious tactical
erTOrs unless the female staff oflicers arc alert and assertive. Despite thefteir empha­
sis on loyalty. cOlllingellls sometimes change sides in mid-bailIe ovcr a point of
honor.
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AsIan fight for pay as well as honor they simply prefer to be paid in land. This
is attractive to a small frontier colony with little cash but huge tracts or wilderness.
The A~lan gain allies, land. and a ehancc of glory: their employers gain skilled and
loyal defenders. The AsIan in the Darrian Confederalion (BTC. pp. 46-50) were
originally such mercenaries.

'The AsIan language does not contain a cognate for
'decimate. ' Very few languages do. It seems not many
sophonts need a word that means 'kill every tenth creature. '"

- Or. Karla Shemi,
Gould Professor of Sophontology, University of Terra

ASLAN GROUNO FORCES
The Asian mindset emphasiz.es close combat with the dewclaw rather than the

use of ranged weapons. Fmther, the average clan's military hudget is small com­
pared to (say) that of the Imperium. These factors bias AsIan ground forces toward
light infantry, with a lower proportion of battle dress-equipped units, artillery, and
armor than would be foulld in the armies of other races.

Organization
Organization varies widely between clans, and there is no standard structure for

an Asian unit. An ekllO 'ear ("squad"). for example. may range from fouf to 12 mem­
bers depending on which clan raised it, with the most frequent siz.es being six to
eight troops.

What is universal is the division of labor between the sexes. Males lead Of fight:
females administer or support.

The unit commander is an upper-class male, responsible for leading the troops
and deteflilinillg hattIe tadies. His sceond-in-eOlmnand is a female administrator.
The intelligence and supply officers are also female.

Tactics
The economics and mindset of clan armies mean that AsIan units are more pre­

pared to trade "lives for lives" (rather than "munitions for lives") than a Human
force. A male's offlmnd willingness to die for his c1all or his oath is as tcrrifying to a
Human foe as his deadly efficiency in melee. Fteirle offieers are well aware that
their warriors are more willing than the average Human to risk their lives for glory,
and they encourage this - not cynically, as some Solomani have suggested, but
because they believe glory is a worthy goal.

The need to preserve some warriors to father the next generation has led to a tradi­
tion of settling battles by litual duels between clan champions, who may be individual
AsIan or military units of variuus sizes. Each side fields ils bcsl warrior. <Ind Ihe side
whose c.hampion prevails is considered to have won the battle by proving its honor and
spirit superior. The need to preserve the battlelield in an era of weapons of mass
lk:slruction has led to Ihc com.:ept uf limited ritual wars, uverseen oy an eflrle{/fmi.~.

Non-Asian have trouble understanding these ritual limitations on violence. and
AsIan have trouble understanding that not everyone lights their way. Typically. the
Asian are at a disadvantage until they realize that the enemy is not playing by their
rules: they then demonize their foe as dishonorable barbarians and over-reae!. esca­
lating immediately to all-out warfare.

Note that because of their own chaotic politics. it is easy for Asian to grasp the
concept th;1t nul all Human~ arc the same - they intuitively understand that a
Solomani envoy. while he may look like an Imperial one, represellls a different poli­
ty with different goals and methods. Conversely, Humans tend to tar all AsIan with
the ~~lme brush, which confuses the Fleirle.
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ASLAN WORD
GENERATION

TABLES
{Continued]

Final Consonant 2
R'd While Die
Die 1 2 3 4 5 6

1 H H H H H H
2 H H H H KH KH
3 KH KH KH KH KH KH
4 KH KH KH KH KH KH
5 KH KH KH KH L L
6 L L L L L L

Final Consonant 3
R'd White Die
Die 1 2 3 4 5 6

1 L L L L L L
2 L L L L L L
3 L L L L L L
4 L L L L L L
5 LA LR LA LA LR LA
6 LA LA LA LA LR LA

Final Consonant 4
R'd White Die
Die 1 2 3 4 5 6

1 LA LA A A A A
2 A A A R R R
3 A A A A A A
4 A A A A A A
5 A AL AL AL AL AL
6 AL AL AL AL AL AL

Final Consonant 5
R'd White Die
Die 1 2 3 4 5 6

1 AL AL AL AL AL AL
2 RL S S S S S
3 S S S S S S
4 S

,.
S S S S0

5 S S S S S S
6 5 W W W W W

Final Consonant 6
R'd While Die
Die 1 2 3 4 5 6

1 W W W W W W
2 W W W W W W
3 W W W W W W
4 W W W W
5
6



Asian Glossary
Common AsIan Tenns the player!l may

encounter are li~led he low, with their
icliomalic translations. Liteml translations
are aL~o provided where these give :In
imight into Asian thought.

Glossary: A
Allr;.\": Usually lnlnslilleu as "pride:" A

group uf Asian families.
AII,'el,lI: A platoon- or company-sized

military unit; literally. "armed pride."
AhMIf:;: Heir. Litcr"l1y. "fiP,;T son:'
/\ikollo: Fleel. Litf:mlly. "many ships:'
AikoJIO ea,-Ieatrais: ricer c1isp.lIcher.

Literally. "referee of many ships:'
AikollO siy/aklJl: Fleet director. The

"cXCClllivc" in charge of the "many ships"
in a trade tlecl.

AkllllelJ: Literally. "thruwing edge."
An Asl:m missile weapon.

Alduwellhrekllyell: TIl(': [ile uf passage
which ull Asian unucrt<Jkt: wI ago:: 14.

Aur/ukll/: Lilef~lly. "new lords:' '''md
who havc rcccllily acquired new lands, or
who will do so shortly. The overtone is
one of acquisition by conquest.

Aosilaoh. Cruiser-dass srarship: liler­
<Illy, "responsible spirir" or "honorable
soul:'

ArI,innn: Sprint, (I) A time unit.
roughly equal 10 16 sceonds. (2) The dis­
tance an Asl:m can sprint in lhis limi,:,

Al'eillle: Assault troops, litcrully. "lhey
who sprint:' Sumelimcs lrallslult:u us
"Marincs,"

AId: (I) SOil, (2) Mililury officer
cadcr.

Ayloi: Artificial dewcl<lw. used by
Humans who Illusl lake parI in Asian
duels_

Glossary: E
ElIklj': Lilerally, "a hune' or "'0 hunr."

(I) An Asian, or !,roup of Asian. conuucl­
ing a hunt. (2) Any group of females with
a common purpose. Note lhc similarily of
rOOlS 10 ekllO. fumily,

ElIklulII: (I) Duy. lilcrally. "hulll-peri­
od:' (2) A uOJy's mliuus for one Asian. (3)
A suluier's fuuu-pouch, large enough 10

carry OJ uay's fations. (4) A merchant Slar­
ship. especially a free trader ~ by exren­
sion from (3).

&klJ)"asea,-,- Hunler's rine.
Earlealrais: Usually lran.slated as "ref­

eree" or "arhitrator"; someone who
enforces rules impartially and juslly, (1)
The referee of a duel. (2) The referee of a
clan war. (3) A magislnlte.

C()11lirmed 011 rleX! pace, •.

ASL.AN SPACE FORCES
Most Asian space forces are operated by clans. However. some corporalions

also maintain them, Like mercenaricl>, priVlllccrs ure a legitimate husiness in the
Hierate, run for profit Such forces are smaller and less specialized than a Human
ncel. TIley undertake the normal range of combat missions. but they also explore
(usually looking for new lands for the clan's ilullei), and carry passengers, messages,
and freight. either for profit or to meet the clan's internal needs. For clans with set­
tlements in more than one system, the space forces also act as a "cultural bridge,"
reinforcing the bonds of loyalty betwccn the landholds. A colony ignored for too
long will separate from the clan. and declare its independence,

Clans which control only a pan of one world usually do not have a space force.
They meet thcir needs either by allying with (or becoming a vassal to) a better­
equipped clan, or by contracting with a l>uitable corporation.

Clans which control one world or system have so-called "planetary" space
forces. TI1CSC are biascd toward in-system freighters and system-defense boats. but
may also include a handful of small starships.

The majority of Asian space forces are operated by clans who control several
l>ysIcIllS. Memhers of the Tlal/klm have larger, beuer-equipped, and more technologi­
cally advanced forces. with more highly skilled crews (they call afford more and bet­
ter ships and training).

Corporations may operate privateer squadrons, and may be issued letters of mar­
que and reprisal by clans if the rules of the relcvant clan war permit it. Privateers aim
to capture a target intact, selling the cargo and ransoming the l>hip and crew. (1n the­
ory, they could destroy the ship and kill the crew, but this reduces profits ~md offends
potential future customers.) The letters only cover vessels of certain clans under spe­
cific circumstances; other vessels, or passengers from other clans found ~Iboard a
prize, must be released unharmed.

Ship Types
The male preference for dewclaw-to-dewclaw fighting. and the hideOllS expense

of capital ships. means that compared to a Human fleet, a typical clan navy has
fewer. smaller shipl>. It is rare 10 eneountcr a cruiser or larger warship,

In contrast, merchant vessels are almost always anm;d. Piloting starships is a job
for males alone, and the idea of flying an unarmed vessel makes them uncomfort­
able. The bonds of loyalty within and between clans enjoin these armed trading
ships to do battle with clan enemies, so an Asian b~tltle neel hus more - and more
aggressive - auxiliaries than a Human one,

Baltleridcrs - warships with no jump drives, carried between systems by a
jump-capable tender - are a popular solution 10 ~I chili's naval procurement prob­
lems. In peacetime. the battleriders can be deployed as sySlem defense boats. and Ihc
tcnder as a bulk transpol1 (carrying cargo pods inslead of riders). thus helping (0
defray its costs. See, for e:olmple, the T(m,.l-d<ls~ riftliner. p. 57.
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Shipyards capable of build.ing large warships are rare in the Hierate. and are
usmtlly owned by members of lhe 29. Most dans buy Iheir warships from olle of the
Tloukllll, often second-hand. The Council encourages this. as it strengthens the debts
of honor between them and their clients or vassals. Second-hand Human vessels are
also encountered. refitted with controls suitable for Asian. Note that a clan may
actually prefer a llsed warship with a glorious history to a new one "withoul a souL"
Just as warriors bear their scars proudly. a ship's battle damage is considered a mark
of honor - while functional repairs are made. cosmetic ones are often not.

Organization
Ships operating within territory dominated by their clan do so independently.

They arc grouped inl0 squadrons ami neels ollly when venluring hcyond clan bor­
ders, or as part of a specific mililary operation.

The hl)'O (literally, "six," usually translated as "squadron" although "task lorce"
is a better analogy in Human terms) eOlltains two to 12 ships. most often six, of
whatever type.':i the dan thinks appropriate for the mission. There are traditional
squadron compositions in each clan for common mission types. but these are so var­
ied that no general ll.lles can be given. This is in dircct opposition to Imperial or
Solomani doctrincs. which group similar ship.':i together. The 1":\'0 i.':i referred to by
the name of its commander. who is appointed personally by the clan ko.

The aikoho ("many ships:' usually translated as "fleet") has no sel size or com­
position - il is simply 11 group of hryo and mlty have <lny number of .':ilJuadrons or
ships. Aikoho are only crealed for a specific purpose, which may be battle. migra­
tion. or trade.

BUllle fleels arc created to dcfcml clan worlds, or 10 projecI puwcr inlo other
clans' territory in the event of hostilities. Each is commanded by a rleet Admiral
(Rank 7), who reports to the Clan Admiral (Rank 8), who in tum answers to the clan
head.

Migration fleers. also cal1ed ihare;fleel.~. are raised by the clan to export surplus
population to new lands. They are commanded by n clan admiral. who answers to
the ko while within clan space, but is effectively his own master once the neet leaves
ehlll terri lory (allhollghjreiJ' bind.':i him to follow clantradilion.':i). Funded by the fam­
ilies of the ilwtei who travel in them, the fleet includes bailie squadrons for self­
defense. and merchant squadrons carrying colonists and goods.

Trade. fleels consist of merchanl .':iquadrons and Iheir escorts. The neet itself is
managed by the aikoho siylakhl. a female director (not a military rank, but Status 3
Administrative Rank 7-8 equivalent), with escort squadrons commanded by admirals
or captains. depcmling ()II Iheir size and slrenglh.
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[Continued]

Ekowsiykua: (I) Bodyguard. retainer;
literally. "one trusted by the p:ltri:lrch (0

guard his wives." (2) Escort-class st:'trship,
by extension from (1).

Ekall': ramily head. patriarch.
F:k/In_' A family group of 2-12 Asian

under a patriarch; basic unit of Asian soci­
ely.

Ek/IO'ear: Squad uf lroops; lill:rally.
"llrmed fllmily" ur "bruther.> ill anus."

Glossary: F
FiemlJ.- Usually translated as ··thong."

An AsIan melee and missile weapon.
Fiy: Vassal.
FtalwJr-: Literi1lly. "yei1r's nighl"­

i1bOlll ]0 pi1rsecs_ Hencl:. "Peacl: of
Ftnlm/,..·· based on the "greeclwiclth of the
buffer zone.

Ftnltea: Year.
Freir: One uf the 15 Asllln words for

different shades uf hunur; eilrries uver­
tones uf eulturcd behavior and righleuus­
ness. SOllietinu.:s translaled as "the Olio"
True WilY."

Fldrko: One of several AsIan words
for a spiritual leader. usually lrilnslated as
"guru"; literally. "honor personified" or
"honor ilself:' Not a priest in Human
tenl1.~, hm closer to a wise roan.

Fleirll'_' The AsI;}n tenn for their race.
Literally. "those with honor" or "the hon­
omble ones."

Glossary: H
Hkiyruao; (I) CuriosilY· (2) Scientist.

(3) Research ship or cslablislllllenl.
Hwye: (I) Wanden:r. wandering; urig­

inally a lone Asian St'1l1 out by his pride 10
find new waterholes or new herds of prey.
and report their location. (2) A military
scout or scout unit. (3) A se.outship.

"rok/m: Aship's C:lfll.1ill.
Ifryn_' (I) Six_ (2) l-blf-cl07.cn. i-c-.

roughly .~ix. (1) A squadron of .<:hips. nm
necessarily identical.

Hwi: (I) Land. e.~peeia[[y hountiful
land. (2) A trc:lsure world - one rich in
such lands. Nme lhat the Asian language
has a number of words for land. with
siJades of meaning which denalI: huw
iQod the huuling is there. and so by exten­
sion how valuable il is.

HI/ilw: Clan. 1\ group of prides_
HI/ill 'eal; A battalion- or regiment­

sized military unit. Literally. "armed
clnn."

Cfmtillued OIl next lJa8e . ..



Asian Glossary
(Continued]

Glossary: I - K
lIwlei' Literally. "second son";

idiomatically. "landless:' i.e.. a m:'lle from
a family which rloe~ hoM l:mrl, hili who
c:mnOl hope:: [0 inherit thaI land. Since
such males offen choose a military career
as a way 10 glory and land. ifrmei is also
used idiomatically fO refer to a clan's
ITOOpS.

Kf1aijea/Mt!: Mar.:hinc pistol: subma­
chincgtm.

Kiwi/lle: Pistol.
K/mililele: (I) Snub pistol. (2) A gyroc

handgun (see p. UT4G).
KIt/(lllf/(lo.' Usually tr..mslated as "peri­

ad": roughly a qU;1[ler of an hour.
XllluHmo: (2) Clan lr:mspon.
Ko: Lilcr.llly. "himself:' The head of a

d:ln.
KI"imn: (1) l'.'liner. (2) Seeker-class

sl:lrship.
Ku/iil: Head of a pride.
Kliylwi: (I) Commullil,:aliolis spcl:ial­

iSl: originally a runner selll \0 r.;arry m:W$
ur orders bct\\'CCIi f<Jlllilies. llol\'(jduys
mort: likely to be u rudiomun. (2) Courier
vessel.

KusYII: 11le Asian homeworld. IISlI:ll1y
written :IS ··Kllzu" in G;l1anglic.

Glossary: L
ulk!l: L<llld.
ulkhl: Usually translated as "lord'·: lit·

emlly. "landholdcL·· (I) A noble male. (2)
A polite fonn of address for a 1n:!le Asbn
of unknown st:llllS. or who is known lO he
from::l f:lmily which bolds land.

l..£IfikJr/.· Gmndfmher.
f.ik/r/: Falher. NOle Ihe similarity to

··I:ll.:hl:· I:lndholdcr.

Glossary: S
Saieraie: The dwarf cumpanion of

Kusyu·s primary.
SuoswilrYII: Usually trllnslUlcd as

"uccelerutor rine:' A gyroc longann (see
p. lJT46). •

COlllillll~'d 011 next page ..

Crew Composition
Upper-class males are the captains, pilots. and gunners. They know which but­

tons to push and havc a good b'Tasp of ladies and slralegy. bUI lillie idea how any of
the equipment works. Upper-class females are the navigalion. engineering, and exec­
utive officers. positions requiring advanced technical knowledge. In combat, the ship
is commanded by the male captain. but the day-to-day nmning of the ship he dele­
gates to the female executive officer. who is the de faCIO captain until battle is
joilled.

Lower-class Asian. male or female, conduct maintenance and repairs. and are
generally the equivalent of Human enlisted personnel.

AsLAN MERCENARIES
As privateers are (0 clan space forces. so mercenaries are to clan ground forces­

an honorable business, providing a service to clans who for whatever reason do not
handle these matters themselves. The work is allraelive 10 lower-class and landlcss
males because it offers a chance of glory, honor, and land. A clan normally has more
would·be warriors than it can afford (0 equip lind train, and the surplus often become
mercenaries.

An Asian mercenary unit is typically set up by a wealthy unmarried female as a
eomffierci,,1 venture. She will delegate its operation to a female relative in return for
a share of the profits. Although in theory this relative i.s the ultimate decision-maker
for the unit. she will overrule the male combat commander's tactical orders only if
these threaten the owner's business interests.

As with clan ground forces. the soldiers and line officers are males. and staff
officers and support persol1nel are females.

ASLAN ASSASSINS:
I'M COMING TO GET VOU •

Units of assassins are often compared to the Japlll1eSe ninja. but ill fact their role
is closer to that of Human Special Forces - they are small teams of elite warriors,
highly skilled in individual and sm~ll1·unit tactics, respected by their allies and
feared by their foes. Doth clan ground forces and corporale mercenaries have assas·
sin units, but they lire expensive to operate and infrequently used (see the discussion
of wars of assassins on p. 15). so they are rare.

Unlike Human Special Forces, which operate under a cloak of secrecy. the
assassins of m,lI1y clans announce their intentions before an operation. and publicize
their exploits proudly afterward. TIle mystique of these assassiliS is buill on hcing
able to defeat opponents even when the foe has knowledge of their attack plan
before the evenl.

Mercenary assassins may also be used to redress some crimes of honor. They
then become bounty hunters or professional duelists. hired to track down a dishonor­
able foe and issue a formal challenge. This is a common Ol:eupation for aging or
injured assassins. as honor demands that the duelists be evenly matched. and few can
hope 10 survivc ,I duel to the death against an assassin at the peak of his fitness and
training. An assassin employed in this way will either be rewarded in all honorable
way - a valuable gift or service - or will have a female relative acting as an agent
who is paid ill cash.

CREATING ASLAN CHARACTERS
Asian characters can be created using the rules in the Ra,<;ic Set, or the template

system of GURPS Traveller. A number of their mandatory advantages and disad­
vantages arc detailed in COlllpendiulIl I. AsIan culture and psychology are close
enough to Iluman modes of thought for casy rolcplaying. so players should have no
difficulty in running Asian characters. Groups of advenlUrers may be wholly or part­
ly AsIan.
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While it is tempting to emphasl7.c head banging noble males. players should
remember that they need technical and mcdical starr as mueh as musket !leeds pike.
They should eilher have a supporting cast of female allies and dependents. or have
some PCs take the roles of physician. mechanic. and voice of reason traditionally
undertaken by females in Asian society.

Initial Considerations
Two important decisions must be made early on whcn cre:Hing all AsIan:

whether the character is male or female. and whether he or she is racially AsIan. cul­
turally Asian. or both. These affect the advantages and disadvantages acquired. and
place limits on which skills can be learned.

Being an Asian both racial1y and culturally (e.g., an AsIan raised in the HieHlle)
is a 2-point advantage. Being a racial Asian (e.g., an Asian raised in Imperial or
Darrian space and following its culture) is a 28-point advantage.

Being a cultural AsIan (e.g" a Human raised in the Hieratc and elllbracillg Asian
culture) is a -56-point dis(ldvantagc.

Height and Weight
Asian :tre 2" taller and 45 Ibs. heavier than a Human of the same ST. making an

average male 6' tall and 200 lbs. As with Humans. females average 2" shorter and
10 lbs. lighter than males,

ASLAN RACIAL TEMPLATE

Attributes
ST +1 flO points]; OX -I (-10 points], AsIan lire larger and stronger than

Humans. but their body structure. especially the construction of their shoulders and
hands. makes them less dexterous.
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AsIan Glossary
(Continued]

Sly/akIn: Usually lnlnslUled as "Lady";
litcrally, "landholder's female," (I) A
landholder's c1o~est female n:lative, nor­
mally his wife but po~sibly hi~ ~i~ter or
muther. (2) The femille aUlIlinistrlllor of a
landhold. responsible for its economy and
logistics. espe<.'"ially during th"" landhold­
er's absence_ In this context. typically
translated as "chatelaine:' (3) The female
,1l1minislr:110r of a ship or military unit,
,lgain responsihle for supply ancl finance.
In this context. normally translated as
"exccllllvC officer" or simpl>' "cxccutivc:'
(4) A fcmalc holding a managcrial posi­
lion in a corporation.

SiYII: Unmarried; literally. "no
female."

Soar!: Special. dite. Sometimes used
as a prefix for militO-f)' unit names; in this
context it is usually translated into
Galanglic as "Guards:'

Syor: To seek. 10 se:lrch.
SWlrefl/lfnnrl: 1J.~u:llly lr:lnsl:ucrl :IS

"quest'·; searching for some \\'onhy, hUI
non-monemry. goal. Most commonly u.~ed

by ihatei to describe their seareh for new
lands.

Glossary: T
Tnfollli: Largest contincnt 011 Kusyu: it

is believed the Asian evolved here.
Tahh.-ihtellkhlau: Barbarians; those

who do nm l:mhracl'. As1:ln culture.
TlIklietl!: Long rille.
Tukhesw},: Long pistol.
Taor/: Esthetic fonune: honor. rcspon·

sibility.
Tekll(ll/o: Hour.
Ttl/Ilk/,": The Council of 29: the

larMest pulitical structure ill the A~I<Jn

Hierme.
Trl.'kh.\·(,ir ("land protector"): II)

Generic teml for:l cbn's mili!:lf)' forces.
(2) Soldier.

Tri/lIl!nlikhl.': L:lscrcarbine.
Tm/irnkhp'(I/: Llser rille.
TYl'yn: (I) Kusyu's primary. (2)

Idiomatic tenn for a star.

Glossary: U - Y
Ueultwu: Second.
Ueulikhe: Carbine.
lVenkhlQ: B:lttle.
Ynkh'/e: Ass:lssins. LiteraJly. "they

who pounce:'
Yehenl: Any type of miln-portable

automatic longaml, especially an 31110ri­
fie; liternlly, "pounce-gun;' fmm the orig­
inal use of these weapons by assas.'lin raid­
ing Jrunics.

Yurletya: Spear-hook.



Dust-Spice
Thi~ rare euphoric spice is used as II

seasoning. Humans and Vargr usc it LOSPC­
dally for fruit; Asian either use ilia navor
meat or ,:onsurne it un its uwn.

Hurvt:sted frolll the bark of desert
stl1Jb-plullts on Romar (p. BTC99). it is
popular wilh Humans as II mild recre.1tion­
al drug. AsIan and Vargr also use dust­
spice. but its eff«;ls on them :Ire consider­
ably more powerful. The spice is so highly
prized by the F,~irl~ lhal in 1117 a group
of illn",; auempted 10 seize control of
Romar 10 gain control Oflhc supply.

Like lobacco. dust-spice is chl,:ap.
highly addicli\'c for Asian and Vll/llr. and
legal: 8 dust-spice user has n -S puillt
adt.liclion.

Advantages
AsIan have belief senses llmll Humanr.. They arc Lougher and better short-dis­

lance sprimers. They also possess natural weapons (claws) and protection (fur).
Racial Asian possess all of these advantages: cultural AsIan who are members of
other races (e.g.• Humans) obviuusly do not, unless they form part of the "racial
package" for that species. The total cost of these advantages is 58 poinls.

Acute Hearing +316 points].
Acute TastclSmell +3 (6 points].
Claws [15 points].
Enhanced Move I (running fatigue begins afler 5 seconds, -30% limitation)

[7 puinL<;l
Extended Lifespan +1 [5 poinls].
Extra Hit PointS +1 (5 poims}.
Fur [4 poinl"].
Night Vision (10 points}. Asian Night Vision is in black and white, as with those

humans who possess the advantage.

Adventure Seed:
Urbane Guerillas

1bc :Hh'cnturers are relaxing in one of
Iheir ravorile haunls when a noble Asian
appmxhes and asks if he may juin thclll.
He is wcll-cducated. polile. anll ~pl:'aks

cxcellent Galanxlic.
O\'cr the 11l1:'aJ. he announces calmly

that he is a mercenary assassin. engaged
by the Enemy of one of lhe Pes to kill
them all. He offers :I dat3 chip wilh delails
of his colleagues. their we3pons, and lheir
plan. He lhen bids them goodnight. The
assassins are (of course) an even match
for the group in skills 3nd equipment.

Should lhey fighf! Can lhey win'! Can
lhey peu.uade the assassins thai thc
Enemy is dishonorable:, and join furces
with them 10 deal with him?

Disadvantages
Cultural AsIan get all of these except Poor Grip (which is caused by the struc­

ture of the Asian hand). and Short Lifespan. Raeial Asl:m only have the Obsession
(which is derived from their hard-wired territorial instjncts), Poor Grip. and Short
Lifespan unless Ihey are also cullural Asian. The total value of these disadvantages
is -56 points.

Code of Honor (Fteir: sec Philoso/Jhy. p. 7). [-15 pointsj. This is the Asian com­
mitment to the "One True Way:' which guides all their actions.

Intolerance (non-Asian) [-10 points]. 11lc cullural Asian is intolerant of anyone
who docs nol follow the principles of their code of honor. This is really a religious
intolerance (p. 834). but most Asian assume that if you're not lhe right spt--cies. you
don't have the right philosophy. The inlolcnlllcc docs lIot apply to a non-AsIan who
is known 10 behave honorahly. Most non-AsIan know about this trait. and react to
Asian at -I to -5 because of it (this is a standard component of the dis.advantage).
Just how badly NPCs react to Fleirle delx:nds on how the local clans express their
intolcrnrn.:c. which can rnnge from simply remaining aloof say. never inviting non·
Asian to dinner (-I reaction) - 10 unprovoked orbital bombardment (-5).
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see p. 826
see p. CI26

Obsession (01'.'11 land) [-15 pointsl Everything an AsIan does is driven by his
territorial instincts. If he has no land. he is consumed with acquiring some: ir he owns
land, he schemes to enlarge his holding. remales differ in this obsession - males are
interested in land for its own sake, while females focus on the resources and econom­
ic potcntilll or II rcgion. This is esselllially a form of Greed, ill which lhe character
lusts for land rather than wealth. so the GM may prefer to record it as Greed (Land).

Poor Grip l-5 points]. This represents the diftkully AsIan have grasping and
manipulaling tools because of the dewclaw, which makes the thumh illnexible. As a
"special effecC' not worth any extra points. the -2 penalty applies whenever an Asian
tries to use equipment built for Humans or Vargr, or vice versa.

Proud [-I point]. AsIan are concerned with their reputation, and touchy about
perceived insults. A sure sign that a Fteide has been deeply offended is the involun­
tary extension of the dewclaw in readiness for combat.

Sh0l1 Lifespan -2 (partially offset by Extended Lifespan advantage, -50% limi­
tal ion) [- I0 points]. See the following section for elahoration.

ADVANTAGES AND CISADVANTAGES
The following modifications are suggested for Asian characters:

Age see p. 827
AsIan aging is slower in its onset, but more severe in its effects. Asian do not

start to age - and may not gain points from this disadvantage - until 62frahea (54
Slflmlan.l years) old, hut mU.~t then roll for aging every 6 months instead of every
year. To reflect their unusual aging pattern, AsIan have both the Extended Lifespan
advantage and a limited Short Lifespan disadvantage for a net -5 points. AsIan char­
acters over 54 stalldard years old llIay take the Age disadvantage llofIJlal1y.

Claim to Hospitality see p. CI21
The clan looks :Jftcr its own. A clunsman in nced of help can appnJllch other

clan members and expect a meal, a place to sleep. medical attention. and a ticket
home. Players must pay for this advantage because they can easily forego it by
declaring their characters outcasts. or by stating that they are adventuring beyond
their clan's normal area of operations. In the laller case. if they return home. they
must immediately buy at least 5 points of this advantage.

Clerical Investment see p. 81 9
The.re arc no AsIan priests as such. so this advantage is banned. Being aftcirko

is instead represented by an appropriate Reputation (fteirko, all the time) giving at
least a +1 reliction modifier- The point cost depends on how many clans have heard
of the character's wisdom. and how large they are. These should always include the
PC's clan, and may oplionally include that clan's vassals, overlord, allies, and ene­
mies. The would-he guru should also have a high level or Philosophy, wilh a speeilll­
ization in Fteil'. See also mefteirko template on p. 48.

Favors see p. 8236
These are especially appropriate for Freirle characters. representing debts of

honor between individuals or clans (see Philosophy, p. 7.) Note that Asian Favors
can be inherited or otherwise transferred, so the eharacler may be owed one by
someone he has never helped, and possibly never even meL

Primitive
or High Technology

Typical TLs in the Hierate are 9-10 (sec sidebar, p. 45). Any iudividual or gmup
of AsIan characters can claim to be from a clan of any TL from 7 to I I. Even if no
clan of the players' preferred TL exists in the campaign setting, they could be ihatei
and their followers, newly moved into the area.
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Adventure Seed:
Arms for the
Sake of Profit

The char:lclers are hired 10 escon (or
caIT)'. if lhey have lheir own ship) a cargo
ofTLl2 miliJary gear!O a clan in lhe
Hicralc. Thcy mUSl dcal wilh lurgid
burcaucr:Jcy. anli-Aslan r:lccions who
brand thcm Irulton; 10 lheir raec. invcslig:l'
live reporters lrying 10 pruve lhal lhe
recipients ure using lhe wcupuns 10 sup­
press or eXler11linule lbeir Human vassols.
ami rivul e];lll~ who wUllt 10 mainlain lhe
eun-enl balance of power.

Naming Ships
Armed AsIan ve_~sels are considered

male: the rare unanlled shill is female.
The t·luman custom of referring to war­

ships as "she" is a SOUfl'C of :lmusemeOl.
und is occasionu!l)' cited as cvidence thut
Humuns cunnul be true warriors.

Boch f:leeS shan: lhe ellsluln or nUlllill,g
ships ror cultunll heroes or martiul \·ir1ues
(e.g.. !JI(hiMiS/,ble).

Adventure Seed:
Paintball

The pes are guestS in an Asian land­
hold. and consequently bonnd 10 defend
lheir hos! against illfTllders. An eleg:1I11
meat and enjoyahle swapping of tall SIO­

ries arc inlCITUptcd by assassins from a
rival clun. Will thc party-gocrs realizc in
lime Ih:ll these gutr.:crashen; arc just count­
ing coup, or will they kill one, bringing
upon themselves amllheir hosl a dishonur
wltielJ call only be wiped QUI by a duel to
the death?
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ASLAN STATUS

Varies
Varies
Varies

Monthly Cost of Living
Cr50,000+

Cr30,000
Crl.'i.OOO
Cr8.0OD
Cr4,OOD
Cr2,OOD
Cd ,000

CrSOO
Cr200

More than 4 million square miles
4 million square miles or less
400,000 square miles or less
40,000 square miles or less
4.000 square miles or less
400 square miles or less
40 square miles or less
Average AsIan
Low caste Asian, cultural

Asian who are not racially so.
Outcast, pirate
Non-AsIan
Racial Asian who are not culturally so:

Asian guilty of crimes of honor.

-2
-]

-4

Asian Status Table
Level Landhold or Status

7
6
5
4
3
2
I
o
-I

Youm p.829
"Legal age" for AsIan i~ 16ftaIJea (14 standard years). This is a a·point effect of

their unusual aging pattern. Those younger than that may take Youth nOffilally.

Social Stigma see p. 827
As it has such a powerful effect on the way Asian are treated, and affects how

the culture of local clans is defined in the campaign, this dismlvanlage can only be
taken by llgrcemcllL with lhe GM.

A female AsIan may take one or twO levels of Social Stigma by claiming that her
clan treats females as second-class citizens or valuable property. rcspectively. She can
jusr as easily c1aimthal her clan respects women equally, and avoid the stigma.

Both males and females can take two levels of Social Stigma by claiming that
they failed their rite of passage (sec p. 6) and an~ tllU~ outcast~ from their clan. If
they do so, lhey may not have a Claim to Hospitality on any clan.

It is possible - though probably unwise -to wke four levels of Social Stigma by
stating Ihat the PC, or a close relative. has commiUed a erime of honor (~ee LllIVS,

Crime, amI PUllisllf1ltml, p. 14). 111is makes the character a "wolf's head" who may
be hunted down and killed with impunity by other Asian. If determined to do rhis,
the player should consider having his diameter takc a powclful Enemy or a Vow to
clear his namc a~ well.

Rapier Wit see p. CI29
In a silly campaign, this is applicable in exchanges of insults between AsIan,

and also in the dewclaw fights which may follow. but not in opcn warfarc or com·
man brClwls. 11 ellll bc a~sociatcd with a ~ujtahle Reputation or Trademark.

Reputation see p. 817
An Asian may take a RepUlation - especially a bad one - for something his dan

does (rather lhan for sOlllclhing personal). For example, if his clan has a tradition at"
torturing prisoners, the character may take a Reputation for that without being
involved in such acts himself. This is essentially a limited form of a racial reputation.

Characters with Status 1+ are from a landholding family: higher St<llus indicates
a larger landhold. AsIan do 1101 have noble tilles as such, although their formal
l1aTlle~ define the amount of land held and so serve as a guide. Exact Slatus also
depends on the quality of the land and the honorable deeds fmnily memhers may
have performed.

Whose Ship Is It,
Anyway?

••

Boon
The character has becn givcn a ship fur

his or her pcrsonal usc. as a reward for
some grcat ~t:rvice to the clan. Such a ser·
vic!': nonnally entails great risk. and would
mukt: iI fill!,: adventure; if a PC has a Ship
Patron from a Boon. its upkeep is enTirely
his responsibility. and ils revenues are his
alone. In theory he could sell iI, hm this
would be an insult to the clan which grant­
ed Ihe boon.

Grant
TIle character ha~ justified constn.lCtive

possession of the ship to a clan or corpo­
rate leader by demonstrating how this will
benefir the OT{!ani7arion_ The benefits may
derive from trade. exploration. Owret
expeditions, courier duties. warfare, etc"
depending on the type of ship and the
ambitions of whoever funds it. The need
to folfill the grantec's cJl.peclatiolLS
reduccs the cost of a Ship Pillron obtained
by Grant by 5 points.

Corporalions expect their ships to lum
a profit every year. Basic rule5 for trade
and commerce are given on p. GT122; if
the ship makes a profil, typically 50% of
this goes to the corporation. 20% to the
crew. and ]0% to the grantee. If it does
nOl. Iypically the grantee is replaced by
anoTher (roleplay iI, or make a reaction
check; a Poor reaction or worse means the
grantee is replaced).

Clans granting a ship pay all the ship's
expenses. and receive all ils revenues.
They arc Icss conccrncd with pure profil.
but do CJl.pl•.'~1 to scc the intangible benefits
agrccd upon as the reason for the grant.

It is possible to buy a ship. bUI since
financing would probably be affilnged via
a clan or corporation this is much the:
same as being granted a ship.

A character who d~s nOl iniTially have
the Ship Pmron advantage may acquire it
during play by paying the necessary points
:mrl presenting his case to the clan/corpo·
rme leader in person. Roleplay II!

AsIan may take the Ship !'mron mJvan­
tage (p. GTK4). allhough it's less
common th:m for Humans. TIll: ship

is owned collcclively by Illl: patron's e1un
(or. less frequcnlly. her corporation). and
hc is assigm:d to optrale il in their inter­
cst. Ship Palrons are likely 10 be either
Granls or Boons.



The ko of a clan has Status 3 or more, depending on the size of his clan and
whether it is vassal to a larger one. Pride leaders have a St;llus that is I less lhan
their ku; family patriarchs, 2 less; ordinary clan members, 3 less,

Players should be required to justify creating a character with Status 3+, because
this is likely lu be 11 ko or pridc lemler ill all iJl(lcpclldcllt dan, with lillie time for
adventuring. At Status 7, the character is ko of one of the 29 clans, and will need a
truly outstanding reason to be wandering around with the party.

The landhold areas shown in the sIal us lable arc those dircctly controlled hy the
character's family, and do not include those of any vassals. Monthly cost of living in
the Hierate is variable below Status -I, but is likely to be high. It renects badly on a
merchant's honor whl;n Shl; dl;;lls with such people. so she adds a surehargc - and
her silence may need to be bought as well.

Note that a non-Asian who establishes a Reputation for honorable behavior may
usc it to nullify his low Status ("I've dealt with her for years; she's not a bad sort­
for a Human ...").

ASLAN MILITARY RANKS

Reactions

Where Humans would attack on a
poor reaclion roll. Asian will
inslead be discot/Tteolls - insulling

the olher party's honor, lineage. and so
fonh. tf the insutred fails to respond wilh
a challenge or suitable counter-insult. he
will lose face. bUl is unlikely 10 bc
ullaeked. Engaging in U spirited cxehunge
of insulLs rna)' defuse the silualion and
avoid a physieat duel ("Hah! Spoken like
a true W<lTrior!''). or it may nmkt: am: illl:\'­
it<lule ("No one culls me that (lIld lives!").

A result of 1"(")' pOOl" or worse means
an immediate challenge. without prelimi­
nary diseolll1esy. This IIsually means that
the speaker has uninlentionally inSlllred
lhe Astan.

Rememher 10 dedm:llhe locat CK from
the reaction roll (p. 24).

Military officers (Rank 3+) must also have Status 1+. It is
possible for a low-caste Asian of outstanding courage or skill to
gain a battlefield promotion into the officer corps - in fact, this
is a major reason why many join the military - but such promo­
tions are invariably accompanied by the gift of a landhold.

In most chillS. Rank can effectively be bought (p. B22),
although this is done with reputation and family eonneetion~

rather than hard cash. Titles vary slightly from clan to clan;
translations for the most common ones are listed in the tables
below. Ranks for females may have different names; these are
noted in parentheses. Where several titles are shown for a level
of Military R;mk. they arc in descending order of seniority. len
to right.

"One thing I've noticed about the AsIan:
when you train from earliest youth to be a
warrior. you tend to get pretty good at it. If
you're going to be around AsIan for a while,
my advice is to carefully read a good
manual on intersophont etiquette. "

- Anton Wilson Peale

Space Forces
Rank Title

8 Clan Admiral
7 Fleet Admiral (Fleet Chief of Staff), Admiral (Chief of Staff)
6 Captain (Executive)
5 Commandant (Executive Officer),

COlllmandanL Lieutenant (ExeeuLive Lieutenant)
4 Senior Lieutenam, Lieutenant
3 Junior Lieutenant, Imendant
2 Honored Chief Petty Officcr, Chief Petty Officcr
I Honored Petty Officer, Veteran Petty Officer, Petty Officer
o Honored Spacehand, Veteran Spacehand, Spacehand, Recruit

Ground Forces
Rank Title

8 Field Marshal
7 General (Chief of Staff). Corps Gencral (Corps Chief of Staff)
6 Division Genentl (Division Chief of Staff).

Senior Commandant (Senior Executive)
5 Commandant (Executive)
4 Captain, Lieutenant
3 Junior Lieutenant Cadet
2 HOllored Warrior Leader, Leader of Clansmen. Leader of Warriors
I Chief Honored Warrior, Honured Warrior. Veteran Warriur
o Warrior, Veteran Soldier, Soldier
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Adventure Seed:
A Most

Un-AsIan Weapon

The pes arc approached by an ear·
lellll'ais Wilh a difficult problem. A
local bruvo hus u most impressive

dueling record; his unbroken sIring of vic­
lories is u tittlt: su~pieious. !Jut there is 110

evidence of trickery. The l:(jrll:(Ilmi~' has
been watching him closely. and suspects
he is using psionics to give himself an
edge possibly PK or Telepathy. Doing
so would be a crime of honor. but to sug­
gesl the duelist is cheating would be dis­
courteous and could jeop::lrdize lhe
[lalron'S perceived impaniatiry.

The charJclers mUSI delemline whelher
(and how) the SUSpeCl is cheating, and if
necessary prove it. Accusing the young
warrior of cheating will result in a duel to
the deuth - which hc has a good ehUllce of
winuing ...



AsIan Names

See pp. 27-28 for u discussion of
Asian naming prucliccs. If yuu need
II name in II hurry. pick olle of these

(Asian custom allows you 10 change it at
whim luter). Since AsIan informal names
arc mUl:h like HUlllall nickmullcs. in that
t111:y rdl;:r to a significant allribute or
eycnt. they are nOI gender-specific (an
idea thaI would horrify ,my //lIt! A~lan).

NOfl!; Do no! usc rhe to sulnx unless
the chamcler 1"C:llly is the head ofa cl:m!

Aikllnll,.lI: "Stan... by Throwing:" Con­
nmes one who is eager for combat.

Aklm'ohl.;\'(ll; -Born to the Guns of
Banle": one who was born - or reborn ­
on II b:.IIIlcficld.

Akoaft: "Far.Throwing·· r.w "longhurl­
cr:"

£asokhol/: "AnnOfed Hunter": implies
one who hunts Of fights unusually (!.1l1ger­
ous prey.

Eill'iyrm,: "Wild Twilight:' a parnllcl
of the Human slogan. "We own the night!'­

EsolI,."rf: "Small Wisdom." The
implic:llion i~ lh:u the individual speaks
seldom. bill wisely.

f:..unly(l": '~rhiny Claws." denoling
t(nadIY. NOl:e Ihat a minor change in pro­
nunciation makes Ihis "Small Claws:' Ull

insult implyin~ lhaL (he individual's blows
arc 100 puny 10 eause dumag.... For this
reason. the nl.ll11O: is som"'limes chosen by
Ihus.: o:ago:r 10 duel. :1.<; some "con\'enient
hearing" allows them to manuf:tclure
cause.

EU(lsteoh: "Thirly SI;'\r~." normally
bome by Ihe well-tr;'\veled,

H('(IT/vi: "Longhlade:' Iypically choscn
by an Asian who for ~ome reason fightli
wilh a spe:lr. Marine·is.~ue cutlasli. CIC,
Those so inclincd can nlllkc uny number
of insults out of Ihili.

Hle(lklw)'l's: "Worldlilridl.:r:· again
dcnOling u lilarfarillg A~lall.

Hmh,l'lIolI: "Six Valleys," typically
chulil.:l1 by lhose who wish to advertise the
fuel lhul their family holds eXlensi\'e
lands.

Hll'.\"(Jll"l:us: "Ally." The connotatiOIl is
that the indi\'idual is P-1" of a l:lrge com·
pany. alliance. or brOlherhood. and can
call on the sllppon of many comr::adcs.

IrQ;QflI,: "Claw or Legend:' 'lllis rcfcr.i
'0 the: Aslan'~ dueling prowess. 11 is more
common as a male name than u femule
one.

Kai~ar: "Pistol Wisdom." The main
connotation here is or olle who enforces
clan luw or clan honor by fOR:e of arms.
although there is a secondary implication
of experlise wilh sidearms. Sometimes
ITailSlated idioma(ically as "Gunfighter~or
"Shoolist.~

ConTinued on lIel pagt! ...

. -

DESIRABL.E AOVANTAGES
ANO DISAOVANTAGES

The hero of Asian sagas. epitome of Asian vinue. would have at least some of:
Alertness. Comblll Rcncxcs. Cool, Danger Sense, Daredevil. Fearlessness. Heir.
High Pain Threshold. Rapid Healing. SIllIUS. Strong Will. Tougl1l1css. Voice. and
Wealth. Allies, Ally Groups. Dependents. and Patrons are easily rationalized as
members of one's own clan. as are Enemies as members of a rival clan or outcasts
seeking revenge. In a cinemalic campaign. Ham To Kill would also be appropriate.

Disadvantages especially appropriate for Asian include Bad Temper. 81000lust,
Bully. Duty (to Ihe clan). Fanaticism (Fte;,.). Glory Hound. Impulsiveness. Laziness.
and $rubbomness. M:tle Asian rdrely retreat or surrender in combat. regardless of
the odds - Berserk and On The Edge are both valid ways to reneet this. Noble male...
(those with Status 1+) should consider Compulsive Generosity. Compulsive
Spending. Innumerate. or Self·Celltered. They are treated by NPCs as if they have
Incompetence (Merchant). so taking this disadvantage is recommended. ailhough
not required.

Overconfidence and Sense of Duty (to clansmen and/or comrades) are almost
mandatory. but then most Pes behave as if they have those anyway!

"TABOO" AOVANTAGES ANO
DISAOVANTAGES

Freirle characters may not have Alternate Identities, Bcast-Kin, or Clerical
Inve.<;tment. Pacifism of any sort. or Post-Combat Shakes, are unlikely: an Asian
with aichmophobia (p. B36) is in relll trouble, because he is afraid of his own hands.

No self-respecting male would admit 10 havillg Lightning Calculator.
Mathematical Ability. Greed. or Miserliness in polite society. but they arc acceptable
for females.

Alcoholism. Combat Paralysis. Compulsive Lying. Cowardice, Kleptomania.
and similar dishonorable character (raits should be accompanied by a Secret (if thc
PC has somchow managed to conceal them so far) or a bad Reputation or poor
Status (if he has not). in which ease a Vow to prove oneself or clear one's name is
also appropriate.
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SKIL.L.S
The skills culturally AsIan characters can seleCI are limited by their gender.

Combat skills are also limited for racial Asian by their dewclaws.

Effects of the Dewclaw
Because of their dewclaws. AsIan are seldom skilled in one-handed melee

weapons. The significant exception is that Asian serving in the Imperial Marines
will learn Shortsword to handle the Marine-issue cutlass (treat this as a saber; see p.
8206). They do this out of respect for the centuries-old Marine rituals and traditions
associated with the weapon. nol because they consider it better than a dewclaw.

For game purposes, using the dewclaw in melee is covered by Brawling or
Karate. Note Ihat in hand-to-hand fighting an AsIan docs not have to usc his claws.
hul in the heal of Illl': momcnl, Ihc GM shuuld rcquirc a Will roll if hc wishcs IlOf to
do so.

Effects of Gender
Because cultural AsIan consider certain skills to be the province of a specific

gender. it is dishonorable for a male to learn or usc a female skill. and vice versa,
Extreme circumstances lI1ay make this necessary, but an AsIan so disgrm::cd willllOL
admit it in public.

Traditionally male skills include Combat/Weapon Skills and Piloting (Large
Spacecraft); Gunner specializations should be restricted to direct-fire weapons. Male
characters Illay Ic:tm the skills nceded to operate technical equipment withollt
shame, but should avoid knowing how to build or repair it. For example. Computer
Operation and Electronics Operation are acceptable - Computer Programming and
Electronics arc not.

Some skills. such as Mechanic. arc borderline: they may be learned by lower­
class males, but noble males who admit to knowing them are thought eccentric or
effemillalc. Bribery is nllL Icarncd by males, nor is il effective when dealing with
them - they neither understand money nor care about it. Males may learn
Philosophy or Theology if they specialize in Flci,. (only a female would have any
interest in the false teachings ofbarbarialls).

Fcmalc skills in­
clude all Craft. Pro­
fessional, Scientific,
and ThieflSpy skills,
and the indirect-fire
specializations of Gun­
ner. As a female Imty
need 10 defend herself.
her family. Of her lands
til her husband's
absence. it is accepled
that she may ptl! a few
character points into a
couple of Comball
Weapon skills: skill
levels above 12 (basic
compelence) :m:: pcr­
mined, but not enCOUf­
aged. Needlecralt (PIA,
see p. e1137) is a COIII­

mon remale pastime,
and AsIan of either
gender appreciate fine
handmade clothing.
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Asian Names
[Continued]

Klltltfleur: "64:' This bears Ihe sume
emotionul freight for an AsIan as 100 does
for a Human. The bearer has done xome­
IMllg many limes (he wOllld like yOIl 10

Ihink M times or more) - perhaps killed
M foe~, made M ~uccessrut Irading mi.~­

~ion~, or even tived 64 year~. Ask him,
and he'll tell you ...

KIIJllrllmrl'.' "Beast Lore:' Thi~ has
one of seveml meanings. like mosl Asian
(l.:rms - f.!l.:pl.:llding un tin: user's illl:linu­
(iOIl, itl.:un indic<Jte knowll.:dge of wildlife
and its ways, prowess in telling legends
about mythological creatures. or a liking
for that style of entertainment. Il is more
often chosen by females Ihan by males.

Klixkll('lIo: '"Talks With Three Spirits:'
An Asian who can sec the viewpoints of
others and negotiate effectively wilh them.
tIe is said to speak wilh the spirit or hi.q
own CI:IO, thai of the other et:ln wilh
whom he is dealing. and Ihe spirit of
honor. This is a Fairly common name
among~tlmdersand envoys,

Oakhlili/llh: "F<Jcepaillt," which
implies the usc of camounagc, and thus
ad\'ertises the individual's ~neakiness at
war or on the hunt. It is Iherefore not
much used in clans that consider such
cunning dishonorable.

Tall/earl: ··Star Wisdom:' another
sobri/luet of the far-traveled. It implies
Ihal Ihe individual has gaine,] valu:lble
experience on his joumey.q. and his opin­
ions should therefore carry extra weight.
A subtle change in pronunciation creates
"SLUr Warriur,'· which u younger malc
Asian might prder.

Tfollkfll/: "FiFth Counsel." Thc Asl;lIl,
like Humaus, cuunt uff uptiuns on their
finger~ (thc four digits on each hund). The
··fifth oplion'· i~ one thllt most AsIan
would lll~\'er think of. a parallel 10 the
Human expression ··thinking outside the
hox." Taking this n:lIne :l(]vcrti~e~ lhe
A~lan'~ ingenuity :Inti vcrs:llilily. The
elose~1 equiv:llenl in Galanglic would be
..Jack-nf-A II-Trades.'·

"l"/l!lIiui: "Counsel of the Clan:· Most
uFten uscd by a/ll'irko, this alludes to the
respcct the user·s clan ,givcs to his (Of her)
uplillun~,

IVO/OIIO: "RcuH,:mur;lncc:' One of
mall)' lIarll<:s used to fish Fur questions; the
listcncr is sure 10 ask ··Remembr:ll1ce of
whiitT The bearer can thcn scille bllek
and y:un at length aboul how the name
C:lme 10 be chosen.

YeJurn!lwye: ''Thirty Pounces" or
'~rhiny Leaps:' Nomlally l1~ed 10 denore
~tamina (the hearer can make 30 leaps
befofe tiring), it e:11I also mean that Ihe
user is a vetemn assassin who has succe.'Is­
fully carried out 30 missions,



Fteweakh'ealyu:
A Sample AsIan

Dueling Style
[7 points]

Primary Skills: Karate. Karate Art.
Savuir-Faire (Dueling EtiquCllC).

SccolHJ(try Skills: Brawling (fur
underhanded maneuvers). Em-Talk (for
insults). Intimidate (for persuading others
that it would be wi~r to apologiJ:c than to
duel).

Optional Skills: History (Dueling and
[)uelists), Theology (Fleir). and
Philo.~ophy (F1l'ir).

ManeU\·er.~: Feint, lIit Location 12
points]. Jab.

This formul dueling style emphasizes
precise strikes and good fool work over
f]'-lshy tcdllliqucs. It aho has a \\'cl1­
defined st,:nsc of <lCsthclil: COrTCl.:tm:ss.

Either sex may safely learn Animal, Arlistic. Alhletic. Language, Outdoor,
Social, or Vehicle skills. and specifically Brawling. First Aid, Heraldry, or Karate.
Bard is especially valued, for storytelling (sec CIl.~lom.l", pp. 11-12).

Note that AsIan rarely know the Gambling skill; females don't take unnecessary
risks with their money, and males are disinterested in both money and mathematics­
jf Ihey need excitement, they hunt or duel.

Skill Specializations
Some skills aClually vary from clan to clan hecause of differences in loc,tltradi­

tions - for example, the marriage ceremony in Ihe Yerlyarlliwo clan may differ
markedly from that performed by the Hkasrahistoti. The GM may rule that a charac­
ter knowing such skills has to specialize nOI only in (say) AsIan law, hut Ihe laws of
a specilic chill. This adds a link complexity. but does stress 10 the players that the
I1ierate is nm a homogenous mass of identical clans.

Skills for which this is especially appropriate include Hislory. Law. Performance
(Ritual), Savoir-Faire, and Toumamcnl LiiW.

Characters who take Performance (Ritual) should also specialize in a type of ril­
ual - it is common for an Asian with this skill to have several specializalions. Types
of ritual include Birth, Clan War, Duding, Funeral, and Marriage.

Law as studied and practiced in landholds is essentially a detailed knowledge of
clan traditions and precedenls; if the attomey can demonstrale that a clan anceSlOr
resolved a case in a particular way, there is a good chance he can gain aeceplanee for
the Sllme solution in a similar case.

"Since Asian have dewclaws, they are
seldom skilled in one-handed melee
weapons; the only significant exception
is that Asian serving in the Imperial
Marines will learn Shortsword to
handle the Marine-issue cutlass. This
is because they respect the centuries­
old Marine rituals and traditions
associated with the weapon, not
because they consider it better
than a dewclaw.

Fi.l!hlCrli mu)' allcmpt Lo deliver a sl}'I­
ish blow by mllloum:ing this al tht: IJegin­
Iling of any round. If Ihe fighter's roll is
made b)' a margin of 2 or better and the
blow Illakes it past his opponcnt" s dcfcns­
es. then he can ;ldd +1 to his reaction rolls
at the end of the fight. whether he won or
los!. All reaclion modifier<; from ~lIccess­

ful allemrl~ to be stylish are cumulalive,
but cannol exceed a total of +6 for any
onc fight.

"Underhanded maneuvers" are not
properly part of the fonnal style but may
be permitted in somc duels; further. a
kJluwledgt: of thcm ~ssists the fighter ill
defending against their illegtll use.

Converting Traveller Characters
In addition to the USlllll guidelines (pp. GTI24-129), Traveller Asian have sever­

al unique skills which may need translation.

Dewclaw should be considered Karate if the fighter has had formal instruclion,
and Brawling jf he learned it int"ornmlly in starpoil bars.

II/dependence is best represented by the male concerned /lot taking Incom­
petence in Iimmci(ll skills.

Treat Toleral/ce as Diplomacy. or al!ematdy al10w Ihe character 10 buy off part
of his racial Intolerance for non-AsIan. Note that the former option is honorable (it is
used 10 avoid unnecessary violence). but the lauer is not (il is the first step on the
slippery slope to adopling Impcrilll valucs ami denying one's As];m mil lire).

For skills relating to Aslan-speeilie weapons. see Eqllipmem. p. 50.
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ASLAN AND THE MARTIAL ARTS
Both f:ldal and cultural Asian have a wide range of manial ms. with almost

every cLan having its own secret school. GMs interested ill expanding this aspect of
Asian lire should feel free to invent these, using GURPS Martial Arts as a basis, and
create appropriate Asian names for them using the won..l-generation rules on p. 29.
AsIan schools are broadly divided into "high-stance," fast slyles emphasizing speed
and agility. and "low-stance." slow ·styles depending on power and toughness.
Culturally Asian Humans. with their slight build and greater agility, lend to train in
"high-slance" techniques. Asian martial alts emphasize the dewclaw (or its artificial
substitute. the oyloi), so many of the techniques resemble Human knife-fighting.

A typical "high-stance" style teaches the Dual Attack. Feint. Hit Loe<llion, J<lb,
and Off-Hand Weapon Training maneuvers. "Low-stance" styles usually offer Close
Combat, Elbow Strike, Ground fighting. Neck Snap. and Roundhouse Punch. The
various kick maneuvers arc rare. being less effective than a strike with the dewclaw,
but may be encountered as secret maneuvers used by a particular school. Almost any
conceivable combination of basic attacks and the above maneuvers has been devel­
oped lllld tllllght by some dim, somewhere. In a cinematic campaign, eiTlelllatic
maneuvers and the Trained by a Master advantage may be appropriate. Seeking out
an appropriate master to gain the latter in play can make a good quest for PCs,
whether they arc looking for him themselves or escorting a student to him.

Commonly Allailable
Tech Lellels

Technology in the Hier:l1e is more uni­
fonn, hut on average slightly lower,
than in I-Iuman space. This is primari­

ly due to Asian conservatism - tike the
Vilani. they place no value on progress for
ils own s:lke. and unlike the Solomuni.
they do not cunstantly strivc fur a ledmo­
logical edge in warfare ur lrolde; to du so
would distnlc! attention frum skill uud
hUllur at best. und ut worst might be dis­
honorable.

··Hum"ns have m"ny useless toys:'
they say. "and waste much time invenring:
Ihem. We dcvorc oursdves 10 our 1.1nds
lInd our honor'" Whik this allllUde limits
their research efforts in somc arc.as. it h.as
nOi prevented them from copying Hum.an
technology where this is of benefit. And it
can be .a boon - though the Asian econo­
my is less efficient than Human indu~lry.

they du not waste lillle 011 ads alld toys.

ASLAN PSIDNICS
Flei,-It:: have access to the same range of disciplines as Humans, but their psis

an: Ie.')s common and les.') powcrful. AsIan p.'>ionic training .')lrcssc.') control of onc's
own body and emotions through meditation: ESP and Healing are favored. The use
or Telepathy is discourteous - it implies that the user does not Irust what others say
10 him. and so is tantamuunl to an llccusation of lying. TclepHthy skills llre thercforc
mildly dishonorable themselves. and an AsIan studying them should consider an
appropriate Secret, low Status, or a bad Repulation. Their use would only be sanc­
tioned against focs who have provell themselves without honor, such as pirates, out­
casts, and perhaps Iluman Special Forces troops.

THE ASLAN

The majority of clans have access to
TL9 items, and often huy some TLIO
itcms from members of the nal/klm. espc­
ciully militury equipment and starships.
Members of the TlallkJIII manufacture
TLIO It:dmology for tht:ir OWIl USt: uud for
ellport. TLII-12 equipment is lIot norlllul­
ly .av.ail.able, as only a very few worlds
(including Kuzu itself) can produce it;
where found, it is nonmlly an expensive
import from Ihe Imperium or the
Solom:mi Confederation.

•



Fteir:
Philosophy or

Theology?

One could 3rgue whelherfteir is:I phi.
losophy, covered by thaI sl.:ill, or :1

religion. covered by Theology. Ttl<:
aurhoT use.~ Theology lor IhMe who truly
live by il. and Philosophy for non·believ­
ers who study it [0 better uncJcrsUtnd the
Fldrle or live safely among them; bUI us
the skills have the SUnil: difficulty. it
rnllkcs nu rcal ,liffcrcl1l:c ill play -lhe OM
should slall: his prderence to players. or
usc them illlt!lchullgeably.

An Asian buys psionic l>kills nunnally. lind psionic power at a -30% discount
because he must meditate for JO minutes before he can use it (Ihis is the Prcparnlioll
Required limitation: see p. Cllll). He may not spend more than 30 poims on power
without the express permission or the CiM and a I'e/)' good reason. probably
expressed as an Unusual Dackground.

CHARACTER TEMPLATES
Remember Ihal 1I10st careers are managed at the clan leveL No larger or more

powerful organiza(ions exist in (he Hicrdlc. Any m..-cd for such 3 body would be met
by several clans aCling in concert. The exceptions are outcasts and pirates, who luck
even a clan's direction and must live by their dewclaws ;:and wits.

Asian usual1y enter their chosen earecr at 16ftahell (14 Imperial years), after
undergoing the akllaellhrckhyell rimal. which assesses their personal charactcristics
clrld fitness to entcr society.

USING STANDARD TEMPLATES
Most templates are suitable for Ashm characters. Bear in mind any skill limita­

tions imposed by gender -Ihis will affect which options can be. chosen within a tClll­
pla(e. Templates difticult to rationalize as careers for cultural Asian are Attorney
(replaced by the elirlelilrai.\' and !Ie.irko). Bounty Hunter. or Undercover Agen(
(probably dishonor;:able). JoumalistlReporler GUSI nol cHI Asian thing (0 do), and
Wealthy Traveler (replaced by an illalei using another male template).

Male-Dnly
Careers

Military careers are
the archetypical ones for
AsIan males - Army.
Army Aviation, Marine.
or Mclrinc Special
Operations (Enlisted or
Officer), and Navy
Aviation. Asian have no
Marines as such: charac­
ters using those templales
an:: their clan's elite
assault troops. and Marine
Special Operations tem­
plates are used to repre­
sent Ihe mllch·fcarcd and
respected Asian assassins.
Orricers (Rank 3+) must
havc Stalus t+: this may
be met by (he default
from Rank (p. 822).

Diplomats are the
trusted male cnvoys used
to conduct interclan nego­
tiations.

Asian Scouts arc
ihOlei wanderers. entrust­

ed by their clan with a small ship and scnt ill search of new lands. Take the Ship
Patron advantage: the Claim 10 Hospitality refers to the character's claim 011 his clan.

Olher .~uilahle careers for males are Athlete. Hunter/Guide. Law Enforcer. and
Martial Artist.
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Female-Only Careers
These arc Belter. Bure:'IlH:ral, Computer Technician. Engineer. Mallugcr.

Mechanicflechllician. Medical DoclOr. Medical Technician. Merchant, Professor.
and Scientist Nun-combat roles in the military - c.g., logistic:\ or intelligence offi­
cers - are best rcllected by customizing one of these templates.

Careers for Both Sexes
Barbarians represent AsIan from "lost colonies," CUI off from their sponsors by

misjump or other calamities eClllurics ago. and regressed to a primitive state.
Corsairs may be corporate privateers or outcast pirates. Males tend 10 options t,

2, and 6. and females to 3. 4. and 5. bu! as pirate crews are short-handed, normal
gender distinctiuns often brcllk down.

EllferW;IIC/"S or Farmers may be of either gender. but are low-caste - the player
should come up with a Fery good explanation for Status 1+ in these templates.

Rogues arc Ollicast AsIan of eithcr scx who pcrfomlcd so badly in their rite of
passage thai no clan or corporation will take them into its service: they yearn to be
m;eeplcd back into lIl:linstremn society. :md a Vow 10 this effect is common.

Nm'Y (Enlisted or Officer) - males favor options 1,2. or 6, and fcmales options
3,4, or 5. These arc members of clan space (orces, which undenake a wider range of
roles than na\'ies of other races: Merchant (female) or Scout (male) templates might
also be used for Ihese neets. Naval Officers should have Status 1+. which can be met
by the dcf:lUlt from Rank (p. 822).

Ship Crews:
Stewards Are for Nobles, Medics Are for Wimps

Asian ships require the same skills 10 operate as Human vessels. but the lack of
a ccntral body to regulate crew composition means that each captain decides for
himself whm crew he needs.

Crew dctails shown for Asian starships in this book are thus only guidelines: a
ship may have a multi-skilled individual filling several slots. or someone with no
obvious functioll carried because of the captain's honor or personul tastes. Asian
ships clllering Human .~pace may find a sudden need 10 hire extra crew 10 comply
with Imperial law - possibly the pes.

Medics: Thc position of ship's medic is a legal requirelllenl in the Imperium for
all ships above a certain size: Asian ships only carry a medic if the captain thinks he
needs one. or if the crew makes a convincing argurnen1 for it.

Stewards: Ag<lin. stewards are not .. legal necessity. but most ships carrying pas·
sengers have one. Noble males demand the services of stewards in the ratio of one
steward per four nobles: if the ship has no stewards. they will commandeer other
crew members 10 meel their needs. leaving the crew shonhllnded.

Gender Roles Aboard Starships
Slarship captains. pilots. and gunners are male. Navigators, engineers. medics,

and stewards are female. Sensor/comma operators. technicians. small craft crews.
security personnel. etc.. may be lower-class males or females of any status, though it
is cuslomary for fighter pilolS 10 be noble or near-noble males - in facl. success in
this career is one way rOf a male to be granted land.

Any Asian who cares to think about it will realizc th..t an i/wte; male nying a
scoutship single-h:ll1ded must overcome his prejudices and learn female skills such
as Engineer. This dislasteful necessity is not mentioned ill civil society - the polite
thing is to assume he has a maintenance robOl to deal with such mailers - and he
would nnt bc expected 10 usc those skills while any alternative is available.

The rare Asian pirate vessel is usually shon-handed, and all hands must acquire
skills not appropriate for their gender to keep the ship mnning, They do their best to
avoid this disgr:lce. and 10 forget it if they ever return to a normal life. Privateers
have the backing of Illrge corporations and so can maintain normal proprieties.
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Adventure Seed:
My Father's Rifle

The PCs arc enguged by a noble Aslull
tu <lssist him ill retrieving <I family
heirloom from Human space. (His

wife has ~rsu;lded him that n<ltive guides
and bca~rs are an advantage.) His father
was killed during a skinnish with Hum:ms
in the previous gener:nion. :lnd the fami­
ty's mOSl precious heirtoom. an orna1~ty

engr:lved rille, was seized as a lrophy. It
has now come into the hands of a collector
who i.~ willing In e.~ch:mge it for other
Asian anifucts (more valuable to him but
less impurtant to the dun). The II'e<lpOIl
must be n.:co\'ercd 10 reston.: family hunor.

The guides must t:seort tht: Asian. his
wife. anu their trad~ goods to the collec­
tor. facilitate the e)(change. and return
them safely to their dan l<lnds. TIley may
be opposed by agents of rival dans who
want to compound the family's dishonor.
lhieves trying to Slealthe trade goocl_~, :md
anti-Asian fan:lties seeking. revenge.

Success witl hring a modest financial
reward, and an AsIan friend who owes
them a debt of honor.
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ASLAN .JOB TABLE
TIle standard jobs shown on p. GTI06 remain available, but wilhin Ihe Hier;;l1e there are some additional ones; note that females

may be paid in ca.~h for their own eITorts or those or a male relative, and males arc paid in kind (land, sClvicc. contacts. gifts, elc).

Job (requirements), Monthly Income Success Roll Critical Failure

Comfortable Jobs
F.le.;rlco}.~.~.PbUosophr ~FleiT) ~~4+ orTbeology (Fle;r) 14+•.!'PJ'I'OPri~ ~~).'

'CrU)() x'PR- '"-., - .-. .,. -'-' .~...,.~. --
Earleatrais (Male. Diplomacy 14+, Philosophy (Fle;r) 14+, or Theology (Fleir) 14+.

Status 1+), Cr300 x PR

Wealthy Jobs
~.AikOhOj<"'"''-takhlf"'~t DJrcctor'~. statUs '3+ '8" -~,. .•, "" sCientific -~..' ~ r ~ ..~•.~.. . ,.-.l..~,,: .' _' ~~~_.."". _" -~.'
~. ,~P!oL~Oo8) slgp .~:t-). ~dJ)(!?!: best~apptQpriate ~pLuS'caoo x Status'

PR -2i1-5i, L!. 2d '.
(;,

PR -2i, U, 2d

~rr:;.~...;.~
'~'_.- r·:;...~.:-;1

- ..: ~

Attributes: ST II {OJ. DX 12 [30], lQ 12 PO], HT 10 (0).

Advantages: Reputation +1 (wise and fair) [5]. Status +1 [5}
and 20 points selected from Charisma [5/Ievel], Common
Sense flO]. a better Reputation (a bigger bonus or better
known) [varies], Sanctity [5], more SLntus [S/Ievel}, Style
Familiarity [1-201, Voice 110]. and Wealth [10 or 20j.

Disadvantages: A totnl of 30 points chosen from Age [-3/year
over 54]. CannOt Harm Innocents [-10]. Duty (to clan.
fairly often) L~5]. Honesty [-IOJ, or Truthfulness [-51-

10 POINTSFTEIRKO [GURU)
A frcirko is an Asian of any career. gender. or back­

ground with a reputation for wisdom and a detailed knowl­
edge of the liner points and precedents of Asian honor. This
template is therefore deliberately che'lp. as it is intended to
be taken in addition to another. It lits especially well with the
Earleafmis (Arhitrator) template, although a Siy!aklll(fteirko
makes for an interesting non-combat character.

Attributes: ST 1I [0]. OX 9101. IQ 10 [0], \-IT 10 10j.

Adllantages: Reputation +1 (wise and knowsfteiJ' well) [5].
plus 5 points sc1ceH:d frOIl1 Pious (5]. rllore Reputation
1+5/levelj. and Sanclity 15).

Disadvantages: A total of 10 points selected from Agc
[-3/year over 54]. Cannot Harm Innocents [-10). Honesty
[-10], and Truthfulncss [-5].

Primary Skills: Theology (Ffeir) (M/H) IQ+3 [101-13.

Secondary Skills: Nunc - provided by the charactcr's other
template.

Background Skills: None - provided by the character's other
templatc.

Primary Skills: Diplomacy (MIH) IQ [4]-12, Law (own clan)
(MIH) 14]-12, Pelforrnance/Ritual (MIA, must specialize)
IQ+2 (6)-14. Theology (Aoklwor) (M/H) IQ+I [6]-13.
Tournament Law (MIE, must spceilllize) IQ+2 [4]-14.

Secondary Skills: Heraldry (MIA) IQ [2J-12. Karate (P/H) DX
[4j-12, Savoir-Faire (own clan) (M/E) IQ+3 [2j-15*,
Style Analysis (MII.I) IQ [4]-12.

'" Defaults to IQ+2 due to Status.

Background Skills: A tOlal of 4 points taken in Guns (any).
Politics. Strategy. Tactics. and other specilllizations of
PerformancelRitual, Savoir-Fnire. nnd Tournament Law.

Customization Notes: Use the Status and specializations in
Tournament Law and Performance/Ritual to reflect the
kind of earfeatmis the enaraclcr is; the main specializa­
tions are Clan War and Dueling, but others are pemlined
by arrangement with the GM.
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SO POINTSEARLEATRAIS
[ARBITRATOR)

A skilled eal"/eatrais is much in demand. travels widely.
and is continually involved in duels, intrigue. and warfare; an
Asian PC group could easily he built around him and his
missions. The higher his status. the more serious the cases he
arbitrates - a Status I car/calmis oversees duels between
young bravos, while a Status 6 one works to avoid (or referee)
clan wars among the Tlal/klm.
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SO PDINTS

90 PDINTS

Customizalion Noles: There's not much to cuslomize here. In
erfect, this template i.~ a eustomizalioll for allotlll::r OTIC.

which turns it into the Hierale's equivalent of a wise
woman, lay preacher. or psychotherapist - tbe one that
good Asian turn to for advice when they don't know what
to do. The fteirko interprets the Asian code of honor and
clan Lradiliolls for Lhem Lo clarify whaL their decision
should be.

LAKHT
(LANDHDLDER]

This is the slereotypical AsIan noble malc. As a PC. he
may be an ihatei looking for glory and land; the eldest son,
adventuring while he waits 10 inherit; or an outcast, trying 10

clear his name so IIHlI he can relurTl 10 m:-linstream Ashm
society with honor.

Attributes: ST II [0), DX I I [20], IQ 12 [20], lIT 10 [0].

Adllantages: Slatus + I [5]. Wealth (Comfortable) llO], and
15 points choscn frolll Ally Group (2-5 retaincrs) [10],
Claim to Hospitality (clan) I5J. Heir [5j, more Status
[+5/1evel]. and more Wealth [+10].

Disadllantages: lncompelence (Merchant) [-I], and -25 poinls
chosen from Callous r-61, Compulsive Generosity r-51,
Compulsive Spending [-5 10 -15j, Dependent (50-point
wife or siSler) [-6]. Disowned [-5 if jllt/(ei. - IS if outcast].
Duty (to clan, almost all the time) [-10], Enemy (rival
family) [-20], Impulsiveness [-10], Sense of Duty (to
dan) [-I OJ, Sd f-Cen((.:red [-10), and $lUbbonmcss [-5].

Primary Skills: Diplomacy (MIH) TQ [4J- 12. Karate (P/H)
DX+I {gJ-12, Law (OWI1 clan) (M/H) lQ [4]-12,
Leadership (MIA) lQ [2]-12, Savoir-Faire (own clan)
(M/E) IQ+3121-15'.

ot Defaults to IQ+2 due 10 Status.

Secondary Skills: Guns (PisLol) and Guns (Rine).
both (PIE) DX+2 rJ eachl-12t, Heraldry (MIA)
IQ [2]-12, Politics (MIA) IQ [2]-12, Slralegy
(M/H) IQ (41-12. Taclics (M/H) IQ [4]-12.

t Includes +2 bunus for IQ 12.

Background Skills: A tul:]l of 12 points in any uf lhe
Primary or Secondary skills, Appreciate Beauty
(Weapons) (M1V11), Dardic Lore (Mfl'I), Gunner
(any dircct firc) (PIA), Piloting (~IJlY) (PIA),
Poetry (MIA), Survival (Plains) (MIA). and
Tracking (MIA).

Customizalion Nates: A character who has land
spcnds almOsl all his lime ruling it. and so
makes a poor adventurer; PCs should consider
taking relalively low Status and lIeir. Allies,
Ally Groups, and Patrons may be Unwilling,
probably represenling a period of forced service
after a legal judgmenl againsl them. A hllldhold­
er without a female Ally or Dependent (wife or
sister) 10 look afler his finances is a liability 10

himself and his landhold, ami the clan will do ils
best to marry him off immediately (0 someone
with a grasp of finance. This can make for a
good thread of comic relief in the campaign.

SIYLAKHT
[CHATELAINE]

This is the "government-approved" landholder's female
dependent -Ihe sort of girl the clan hopes he will marry. This
template may be used to build a PC, or a PC Landholder who
lakes a female Dependent may usc it "as is" to repn::scnt his
wife or sisler.

Attributes: ST II (0], DX 910]. IQ 12 [20], liT 10 [0].

Advantages: Status +1 [5], Wealth (Comfortable) [101. and a
tolal of 10 more points in Lightning Calculator [5], more
Status [5/Ievelj, or more Wealth LIOj.

Disadvantages: A total of -25 points selected from Duty (to
birth-clan or husband's clan) [-5], Greed [-15]. Honesty
(-10], Miserliness [-101. Scnse of Duty (to birth clan or
husband's clan) L-lOj, and Truthfulness [-5j.

Primary Skills: Accounting (M/H) IQ+1 [6J-13, Economics
(MIH) IQ+I 16]-13, Savoir-Faire (own clan) (MlE) lQ
[21-15'.

'" Defaults 10 lQ+2 dlle to Status.

Secondary Skills: Administration (MIA) IQ [2]-12, Karate
(P/H) DX [4J-9, Merchant (MIA) lQ [2j-12. Needlecraft
(PIA) DX+I [4J-IO.

Background Skills: A total of 4 points in Driving (any) (PIA),
Guns (<lny) (PIE), Language (any) (varics), Piloting
(Contragrav) (PIA), and Savoir-Faire (birth clan or hus­
band's clan).

Customization Notes: Some interesting conflicts of interest
call be set lip if the character has a Duty or Sense of Duty
to the clan of her birth, but has since married into allQlher
clan, and also has duties to them. As females. characters
built on this template cannot take the Heir advantage.
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EOUIPMENT. VEHICLES. ANO STARSHIPS

Almosl all Fleirle artifacts are richly decormed, curved,
nowing. organic-looking ubjects. orten based on fused
ovoids. The decorations usually include clan markings; mili­
tary equipment and vehicles have low-contrast or camouflage
color schemes only when prepared for balLlc, alld thell only if
clan traditions or the rules of (he current war pennil such tac­
tics. Civilian items, and military ones in nonnal use, favor a
light, plaill base color (perhaps white or Ian) with brightly
colored bands of decoration along the edges or around the
sides. Fine or very fine items are more common than for
other races, with cheap ones being propol1ionately fewer.

Since intcn::lan battles are formal, stylized affairs with
prearranged balliefieids and starting times, stralegie mobiliLy
is less important for the Asian than for other races. This
translates to lower sustained speeds and accelerations for
their military vehicles and ships, although lhesc oncn have a
"sprint" capability for combat - much like the AsIan them­
selves, As one approaches the Asian/Human buffer zone,
these generalizations break down, <IS clans arc prepared for
war with another species which does not always share their
views on honor.

ASLAN EGUIPMENT
Asian equipment is designed for Asian hands, and

Humans or Vargr attempting to use it do so at -2 to effective
skilL Asian suffer lhe smnc penally when using Human or
Vargr equipment. This means that mixed Asian/Human mili­
tary units or ship crews are less common than HumanlVargr
mixes.

Cost, weight, and functionality are typically similar to
equivalent Human items; the main exception is armor, which
eosts the same hut is 10% heavier to allow for the greater
bulk of an Asian wearer,

WEAPONS
AsIan ranged weapons arc much like their Human equiv­

alents; indeed, many - particularly laser small arms - were
copied from Solomani designs, A race with built-in switch­
blades hilS less Heed for melee weapons, and those which
exist are mostly two-handed,

Modern Weapons
Asian firearms are bigger than the corresponding Human

guns, are designed for Asian physiology. and have slightly
larger magazine capacities - typically multiples of 8 rounds
rather than multiples of 5 as is the Human norm.

The table below shows generic clan weapons and the
nearest Human equivalent from the table on pp. GTI14-115.
GMs wishing {a detail them further are encouraged to do so
using the design sequences in GURPS Vehicles.

The klwillfe, unlike its Human counterpart, is nol
designed to be easily eoneclllllb1c.

The eakll)'f/sear is H noble male's sporling gun, liS much a
symbul uf its uwner's sial us and taste as it is a weapon; it is
likely Lo he of tine or very tine qualiLy, and ornately decorated.

The yehelll has a dual-feed mechanism with two 32­
round magazines, Common practice is to till these with dif­
ferent types of ammunition; it takes a Ready maneuver to
switch from one magazine to the other, but the weapon wiJJ
switch automatically if the current magazine becomes empty.

The SlIo.\·/oili)'1I or Accelerator Rifle is equivalent to a
gyroc rifle (p. UT46). 1l1ere are no Asian snub revolvers.

Archaic Weapons
Most Human two-handed melec weapons and ancient!

mcdicval ranged weapons have Asian equivalents, and there
arc also some uniquely Asian weapons.

Ayloi: Artificial dewclaws, with a 2" to 3" blade, used by
Humans in close combat. They are strapped to the thumb and
palms (so cannot be dropped or thrown); otherwise, treat as a
small knife (I'. 8206), A Human in AsIan space who wishes
to advertise his willingness to duel carries a pair of ayloi
prominently at the belt; this reduces the reaction penalty for
dealing with cultural Asian by I point. Although the Human
remains a barbarian, he is at least /lyil/g to be honorable,

Fierah: This is a leather or plastic thong about 5' long,
often worn as a sash or bell. It has a base COSI of Cr10 and
negligible weight. It can be used in various ways, each cov­
ered by an appropriate skill. It can be looped to form a gar­
rotte (I'. CI I34), used as a makeshift sling (p, 852). or have
sticks and/or weights tied 10 Ihe ends to improvise a flail (p,
850) or bolas (p, B49),

Yurle/)'lI: A combination spear and grappling hook. This
was furmerly a rllvurite dueling weapon, and in some land-
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holds is still carried ceremonially during clan rituals. The
user may either stab (using Spear ~kill), or swing the four­
pronged hook 10 lrip his opponent (using StllIT sk.ill). A suc­
cessful hook attack knocks the opponent prone. Cost, weight,
and other attributes are as for a two-handed spear (p. 8206).

Aklweh: Essentially a boomerang with shllrpcned edges,
used in exactly the same way but doing Cutting damage.
Usually carried in a belt sheath; the relevant skill is Akhaeh
Throwing (p. 852). Treat this weapon as a thrown Small
Knife (p. 0207), except that if it misses its target, the attacker
may make a fUl1her skill roll. If this second roll is successful,
the akhaeh retums to the thrower's grasp. It must be readied
before it can be used again, however.

VEHICLES

As!an vehicles are functiomllly similar to their Human
cquivalellts. Thcy arc ellsily distinguishable by their nowing
lines and bulbous windows, which give them an insectoid
appearance, The care Asian artisans lavish all their construc­
tion rm.:allS lTumy arc line or very line vchicles, which gives
them unusually low maintenance requirements. This in tum
makes them popular with mercenaries and other freelance
adventurers along the AsIan/Human hurrer, who SOIllctirm.:s
acquire secondhand models and refit them with Human con­
trols. A number of small corporations along the border spe­
cialize in such conversions.

Designing Asian Vehicles
The only modifications required to the CURPS Vehicles

design sequences are those needed to allow for the greater

bulk and weight of an Asian. These effects are assumed to be
insignificant when designing spacecraft using the GURPS
Traveller modular design system, as many modules include
waste space to round off their size.

As with personal armor, all crew stations, passenger
scats, etc., should be 10% larger for Asian. Cost and weight
for these ilems are unaffected.

Further, designers should use a generic intemal payload (p.
GV25) of 270 lbs. per crewman or pa<;senger. 111is represents an
average 200-lb. Asian carrying a tittle over a third of his body
weight in equipment (probably implements of destruction.)

Enclosed Air/Raft [TL9]
A large, egg-shaped vehicle with huge wrap-around win­

dows, this is typical of many no-frills grav-sled designs pro­
duced by various minor Asian clans. Major (Tlaukllll) clans
use TUO designs similar to the Zhodani YOIlc/lbo utility
grav sled (p. T:AI59), or imported TL12 designs such as the
AU-lRaft (p. GTI47).

• Subassemblies: None.
• Body Features: Good slreamlilling.
• Propulsion: One 75-lb. thrust TL13 reaction less super

thruster (Crl,500, 15 lbs., 0.3 cf, 37.5 kW).
• Aerostalic lift: Four 2,600-1b. lift TLI3 cOlltragravity gen­

erators (Cr552, 15.2Ibs.. 0.3 ef. 10.4 kW).
• InstMJments and Electronics: I,DDO-mile radio (CrIOO, 0.5

!bs., 0.01 cf, 0.01 kW). I,OOO-mile laser communicator
(Crl,250,5 Ibs., 0.1 ef, 0.1 kW). IO-mile air-search radar
with no targeting (Body front, Scan 17, Cr2,500, 5 Ibs.,
0.1 cf, 2.5 kW). INS (Crl2,500, 10 lbs" 0.2 cf, om kW).
TFR (Cr2,OOO, 5 lbs., 0.' cr, 0.25 kW). Small compuh.:r
(Cr500, I lb.. 0.02 cr, 0.01 kW) with one temlinal (Cr500,
20 Ibs" I cf, om kW).

• Controls: Computerized.
• Crewstations: Pilot (Piloting (Contragrav)) in roomy crew

station (CrIOO, 40 Ibs., 44 cf).
• Accommodations: Short occupancy. Three roomy passel1­

ger seats (Cr300, 120 Ibs., 132 cf).
• Environmental Systems: Environmental control (Cr200, 20

Ibs., 0.4 cf, I kW).
• Power: 56 kW nuclear power unit (Cr32,400, 162 Ibs .•

1.62 cf).
• Space: 1.92 cf sholt-tenn access space, 400 cf cargo space,

no empty space.
• Volume: Body 698 cf.
• Area: Body 250 sf.
• Structure: Light, standard materials (Cr9.375. 375 lbs.).
• Hit Points: Body 188.
• Armor: PD 3, DR 5 standard composite armor overall

(em8,187.51h,.).
• Statistics: Empty weighl981 Ibs_ Usual payload 9.064 Ibs.

Loaded weight 5,02 tons. Volume 69~ d. Size modifier
+4. Price: Cr65,715. HT9.

• Aerial Performance: Stall speed 0 mph, can hover, can fly.
Aerodynamic drag 83.33. Top speed 80 mph. aAccel 18
mph/so aDcccl 10 mph/so aMR 2.5. aSR 4.
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G-Carrier [TL9]
This is a generic armored personnel carrier in wide­

spread use throughout the Hicratc and beyond. Its distinctive
banded-ovoid shape has led Solomani 10 nickname it "the
Maggot:' Many similar designs exisi. produced by various
minor clans and differing mainly in appearance. Members of
the T!ul/klm usc more advanced TLIO designs. which may be
represented by the Vargr G-Carrier (p. T:AI94). The
Imperium and the Solomani Confederation arc understand­
ably reluctant (0 sell AsIan TL 12 pcrsOIHld carriers.

Note the relatively basic ECM/ECCM fit; warriors in
most clans prefer to trust their fate (0 their own skills and
courage, rather than the work of a female countermeasures
programmer. Whether ECM is truly honorable is a topic of
debate among the Hierate military, and it is not always per­
mitted in clan wars; however, since some of their enemies
ignore the AsIan code of honor, the Freirle do fit such equip­
ment to their vehicles. The IFF unit may be set to ael as a
standard IFF module, as a transponder, or as a beacon which
continuously transmits the vehicle's identity and allegiance,
depending on the curren! rules of eng:lgemcnl.

• Subassemblies: fuJi-rotation turret.
• Body Features: Very Goou streamlining. Large rear drop

ramp.
• Propulsion: Two 7S-lb. thrust TLIO reaction less super

thrusters (Cr3,OOO, 30 Ibs., 0.6 cr, 75 kW).
• Aerostatic Lift: Four 7.5DD-lb. lift TLl3 contragravity gen­

erators (Cr650, 25 Ibs" 0.5 cf, 30 kW).
• Weaponry: One IOmm gauss gun (turret front, Cr20,OOO,

34 Ibs., 0.68 cr, 1,000 kW; sec below) in a fully stabilized
mount (Cr340. 2.5 Ibs.. 0.068 cl) with 30.000 rounds of
ammo (Cr60.000. 990 Ibs.. 9.9 ct).

• Instruments and Electronics: I ,OOO-mile radio (CrlOO, D.5
Ibs., 0.01 cr, 0.01 kW). 1,000-mile laser communicator
(Crl,2S0, 5 Ibs., 0.1 cf, 0.1 kW). IO-mile AESA (Body
front, Cr25,OOO, 15 Ibs., 0.3 cr, 2.5 kW). IO-mill: PES A
(Body from, Cr80,000. 20 lbs., D.4 cf, 0.01 kW). IFF
(Crl,OOO, 5 Ibs., 0.1 cf). Inertial 1ll1vigation system
(CrI2.500. 10 Ibs.. 0.2 cf. 0.01 kW). Terrain-following
mdar (Cr2,000, SIbs., D.1 cf. 0.25 kW). HUDWAC with
pupil scanner (Crl,OOO). Lascr/mdar detector (Cr75. D.75
Ibs., 0.015 cf, 0.01 kW). Minicomputer (Cr7,50D. 20 lbs"
0.4 cf. 0.01 kW. Complexity 4) with two terminals
(CrI,OOO, 40 Ibs., 2 cf, 0.01 kW). COlllp:lel fire-suppres­
sion system (Cr5DO, 50 Ibs .. I eI). 1\11 are in the Body
except the HUOWAC, which is in the Turret.

• Controls: CompUlerized.
• Occupancy: Short.
• Passengers: 12, in normal seats (CrI200. 360 Ibs.. 396 ct).
• Crew: Pilot (Piloting (Contnlgnlv). in the Body) and gun­

ner (Gunner (Autocannon), in the Turret), in nomull crew
stations (Cr200, 60 lbs., 66 d).

• Environmental Systems: Limited life system with 14 man­
days' life support (Cr7,OOO. IAOO Ibs .• 28 cr, 7 kW).
Sealed environment (Cr5,OOO).

• Power: 1,200 kW Nuclear Power Unit (Cr490,OOO, 2,450
Ibs., 24.5 cO.

• Space: 25.1 cf of short-term access space. 200 cr cargo
space. No empty space.

• Volume: Body, 912 cf. Turret. 44 cf. Area: Body, 500 sf.
Turret, 75 sf.

• Siructure: Heavy, standard materials (Crl 15,000, 2,587.5
Ibs.).

• Hil Points: Body 375. Turret 56.
• Armor: PO 4, DR 160 standard laminate (CrI3H,000,

13.800 lbs.).
• Statislics: Empty weight 21,910 Ibs.. Usual payload 7,724

lbs. Loaded weight 14.82 tons. Volume 955.87 cf. Size
modifier +4. Cr973,315. HT 8.

• Aerial Performance: Stall speed 0 mph, can hover. can Oy.
Aerodynamic drag 166.67. Top speed HO mph. aAccd 18
mph/so aDecel 10 mph/so aMR 2.5. aSR 4.

TL9 10mm Gauss Gun A typical TL9 infantry-support weapon firing APS rounds.
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Ktiyhui-Class Courier [TL 10J
The KriyJmi is a fast, long-range ship used to conduct

clan business, carrying messages and envoys across inlerslel­
lar space. The basic crew is live - captain/pilot, navigator. and
three engineer~ - bul envoys. demand the services. of a stew­
ard, and gunners are added for risky missions. Medics are not
normally carried unless the trip takes the ship into Human
space. wherc they arc a legal Ilccessity; the envoy could argue
that his vessel is technically Hierate soil and so exempt, but
few will risk a confrontation over so minor an issue.

• Crew: Al least five: Captain/pilot (male - Leadership,
Tactics, and Piloting), navigator (female - Electronics
Operation (Sensors), Electronics Operation (Commo), and
Astrogation), and lhree engineers (female - Engineering
and Mechanic). Optionally, one or two gunners (male ­
Gunner), a medie (female - Diagnosis, Physician, and
Surgery) or a stcwlJrd (female - Savoir-Faire (Servant))
may also be carried.

• Design: 200-ton SL Hull, DR 120, Hasic Stealth, Basic
Emission Cloaking, Heavy Compartmentalization,
2 Turrets (one with twin missile racks, onc with ,I 360-MJ
laser and a sandeaster), Basic Bridge, Engineering,
8 Jump, 60 Fuel, 50 Maneuver Drive, 7 Stateroom, Utility,
2 ruel Processor, 1.5 cargo.

• Statistics: EMass 491.21, LMass 498.71, Cost
MCr54.R212, HP 24,900, Hull Size Modifier +8.

• Performance: Acce14.01 Gs, Jump 3. Air Speed 3.006.

STARSHIPS
Asian ships use the same technology as Human ones.

and either race can operate the other's vessels if language dif­
ficulties can be overcome.

Small craft and ship's vehicles arc functionally equiva­
lent to their Human counterparts, and may well be copied
from Human ones - despite their lierec pride, AsIan have no
compunction about reverse-engineering foreign designs for
their own use.

AsIan ships do nol have high passage, as the Fleirle care
little for luxury - all paid passages are middle or low. although
noble males are waited on by the ship's steward, and are enti~

tIed to "bump" lower-status passengers to ensure they get a
ticket. Working passages are only avaihlb1c [0 chm members.

Khtukhao-Class Clan Transport [TL 10J
This ship is used by clans and corporations throughout

lhe Hierllte to service major trade routes; it fulfils the same
role as Imperial subsidized merchanlS. ensuring regul<lr ser­
vice to key destinalions.

• Crew: At least six: Captain/pilol (male - Piloting O..arge
Spacecraft), Leadership, and Tactics), navigator (female­
Electronics Operation (Communications), Electronics
Opeflilion (Sensors), <lnd Astrogation), four engineers
(female - Engineering and Mechanic). Optionally, a
medic (female - Diagnosis, Physician, and Surgery), up to
four stewards (female - Savoir-Faire (Servant» and up to
six gunners (male - Gunner) may also be carried. The
shuttle is nomlally operated by the captain/pilot and one
of the engineers.

• Design: 600-ton USL I-lull, DR 172, 6 Turrets, Basic
Bridge, Engineering, 18 Jump, 120 Fuel, 8 Low Berth (32
low passengers), 106 Maneuver, Sickbay, 200 Spacedock
(holds onc shllllle), 25 Statcrooms, 2 Utility, I Fucl
Processor.

• Statistics: EMass 1,037.9, LMass 2,105.4, Cost
MCrl 05.6466, HP 52,200, Hull Size Modifier +9.

• Performance: Acce12.01 Gs, Jump 2.

Khtukhao-CJass Deck
Plan Key {see p. 62J

1: Avionjcs.
2: Bridge.
3-27: Staterooms (25).
28: Common Area.
29: Sickbay.
30: Cargo Hold.

Ktiyhui-Class Deck
Plan Key {see p. 63}

1: Avionics.
2: Bridge.
3-9: Staterooms (7).
10: Common Area. On

AsIan ships, Ihis is
typically used for eating
and swapping yarns..
Many clans do not fit
the electronic entertain­
ments that would
invariably be found here
on a Human ship.
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31: Low Berths (32).
32: Shuttle Spacedock.
33-38: Turrets (6).
39: Fuel Tankage.
40: Fuel Scoops and

Processors.
41: Drives.
42: Drive Room.

II: Cargo Hold.
12-13: Turret" (2).
14: Fuel Tankagc.
15: Fuel Scoops and

Processors.
16: Drives.
17: Drive Room.
18-19: Drive Access

Shafts (2).
2D--21: Airlocks (2).
22: Ship's Locker. Holds

a variety of survival
gear, vacc suits,
armor, and sideamls.
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Hraye II-Class Multimission Scout
Following the success of the Tood-c1ass riftliner (sec p.

57), the Cisrifl and Tnmsrift clans began to experiment with
other modular designs. As Ihese are always more complex
and expensive Ihan an equivalent single-purpose ship, they
have met with a mixed reaction from potential owners and
arc relatively uncommon. One type which has found a steady
niche market for itself is the Hraye /I. a modular version of
the regular Hraye-c1ass scolltship. It is identical in appear­
ance and perfonnance to the earlier ship type. but the 5.000­
cf spacedock and its ATV are replaced by a 5,000-cf modular
socket (see p. YEn) - so when your group of pes can't
Afford or won't wail for a custom-built ship. but just !las to
have a scoutship with 1m extra stateroom, SOll1e low berths, a
jacuzzi, a really neat sound system. and a soulburner-pow­
ered Ancient disintegrator in a pop turret. they ~an just bun­
dle it all up in a 5,OOO-cf module. plug it in, and fly off.

TIle modular socket and its connections add Cr250.000 to
tilt.: base price for a Hraytf. If not using GURPS Vehicles, design
the new modules as IO-ton unstrcamlincd hulls; anylhing draw­
ing a significant amount of power will require a Basic
Engineering module to represent the star1UP cost for a second
power reactor. Some possibilities using this latter approach arc:

Eakhau-Class Trader [TL 10j
This is lhe basic Asian interstellar merchantman, roughly

equivalent to the Imperial Beowulf-class free trader.

• Crew: Minimum crew is four: Captain/pilot (male ­
Leadership, Tactics, and Piloting). navigator (female ­
Electronics Operation (Sensors), Electronics Operation
(Commo), and Aslrogation), two engineers (female ­
Engineering and Mechanic). Optionally. a medic (female
- Diagnosis, Physician, and Surgery), one or twO stewards
(female - Savoir-Faire (Scrvant», and up to four gunners
(male - Gunner) may be carried. These last add no value
unless the craft is armed, as most are.

• Design: 400-1011 SL Hull, DR 141,4 TurrcL<;, Basic Bridge,
Engineering, 12 Jump, 80 Fuel, 4 Low Berths (16 low
passengers), 32 Maneuver Drive, 13 Staleroom, Utility,
Fuel Processor, 132.5 cargo (plus 12 in empty turrets).

• Statistics: EMass 553.6. LMass 1.216.1. Cost
MCr65.7204, HP 42,300, Hull Size Modifier +9.

• Performance: Accel 1.05 Os, Jump 2, Air Speed 1,845.

Hraye-Class Scout [TL 10j
This craf! fills the same func(ion as docs the Su!eimall­

class scoutship in Imperial space, although its missions are
more likely to be exploratory than courier duty. Hraye scout­
ships retrofitted with Human controls are occasionally found
in Snlomani hands (it can carry more cargo than the
SlIleimall if the ATV is disposed of, it can be morc easily dis­
guised as an Asian craft for covert operations, and some
Solomani just think it looks cool).

Hraye-C!ass Deck
Plan Key {see p. 63J

I: Avionics.
2: Bridge.
3-4: St.aterooms (2).
5: Common Area.
6: Cargo Hold.
7: Spacedock for 1crV. The

ATV is often omilleu,
allowing exua cargo to
be carried. ntis usually
improves perfonnance
slightly, as the crawler is
denser than most cargo.
Even if Ihe ATV is
retained, it is common
practice to fill the 1,.500
cf of extra room around

it in the spacedock with
cargo or supplies.

8: Main Airlock.
9: Emergency Airlock.
10~ Ship's Locker.
II: Turret.
12: Fuel Tankage.
13~ Fuel Scoops and

Processors.
14: Drives.
15: Drive Room.
16: Ladder between Decks.
17: Lift. This extends

through the ship's
ventral surface 10 Ihe
ground, so the ATV
can be deployed or
recovered.

• Crew: The usual crew is two: Pilot (male - Piloling and
Electronics Operation (Sensors» and aSlrogator/engineer
(female - Astrogation. Enginccring, and Mechanic). One
sufficiemly skilled individual with elaSlic views on skills
and gender could l1y it single-handed.

• Design: 100-ton SL hull. DR 185. Basic Stealth, Basic
Emission Cloaking. l'leavy CompartmentalizaLion. Basic
Bridge. Engineering. 20 Maneuver. 3 Jump. 20 Pue!.
5.000 cf Space Dock (holds up to 3,500 d ATV),
2 Staterooms. Utility, I Fuel Processor. Turret with 360­
MJ Laser and missile rack. 13.5 cargo.

• Statistics: EMass 277.885. LMass 392.576, Cost
MCr25.7251. HP 16.200. Hull Size Modifier +8.

• Performance: Accel2.04 Gs. Jump 2. Air Speed 2.357.

Suleiman Module
This adds 2 extra staterooms and a spacedoek for one

air/raft, making the ship functionally equivalent to the
Imperial SlIlei/llllll-class scout, which has been a successful
ship configuration for many years. The main advantage of a
Hraye /I with this module over a genuine SlIleimall is the
widespread availability of spares and mechanics familiar
with the Hraye throughout lhe Hierate.

• Crew: None.
• Design: IO-ton USL Hull, DR 185. 2 Staterooms, 250 cf

Spacedock (for air/raft), 1.5 Cargo, 0.25 waste space.
• Statistics: EMass 26.3. LMass 38.9, Cost MCrQ.37I. HP

3.000. Hull Size Modifier +(1.

• Performance: As for mother ship.
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Special Ops Module
This is used for coven operations by clans who conduct

such missions, typically inserting, supporting, and recovering
a team of assassins deep in hostile territory. Inevitably. a
number have found their way into the hands of Human intel­
ligence agencies, special-forces units, and freelancers. To
minimize life-support requircments, the assassins are carried
in low berths, being awakened and transferred to short-term
passenger couches only hours before they are landed. The
module <lbo has a spaeednek for scveral air/rafts, which the
assassins use for onplanel transport, and cargo !:ipace for their
weapons and equipment. A medic is normally carried to
cnsure the safe revival of the assassins and tend to their
wounds after the raid: Ihis is more importanl for assassins
than for ordinary troops due to the huge training investment
Ihey represent for their clan.
• Crew: Medic (female - Diagllo!:iis. Physician, and

Surgery).
• Design: 10-ton USL Hull, DR 185. Stateroom (for medic),

Sickbay, 3 Low Ber1hs (12 low passengers), I Passenger
Couch (12 seats). 750 cf Spacedock (for three air/nl.fts),
I Cargo.

• Statistics: EM ass 31.19, LMass 51.49, Cost MCr1.254,
IW 3,000, Ilull Size Modifier +6.

• Performance: As for mother ship.

Survival Module
This is typically fitted to a Hmye /I carried 1IS a jump­

capable lifeboat by a larger vessel traveling beyond settled
space; in uncharted territory, re!>orting to an ordinary lifeboat
merely exchanges a swift death rOf a slow one, hul this mod­
ule offers some hope of being able to return home under
one's own power rather than waiting passively ror a rescue
which will probably never come. TIIC entire module is filled
with low berths and survival stores.

• Crew: None.
• Design: 10-ton USL Hull, DR 185. 18 Low Berlhs (72 low

passengers), I Cargo.
• Statistics: EMass 56.5, LMass 61.5, Cost MCr4.302, HP

3,000, Hull Size Modilier +6.
• Performance: As for mother ship.

Aositaoh-Class Cruiser [TL 10]
This small warship is intended to transport .md support

two platoons of clan troops in low-key combat operations.
The gunllers arc often provided by the troop contingent,
boosting it 10 as many as 88.

• Crew: Four bridge crew, nine engineers, 10 gunners. a
medic, six small-craft pilots. and up 10 78 troops.

• Design: 1,200-ton SL Hull, DR 413, Basic Stealth, Basic
Emission Cloaking, Heavy Compartmentalization,
10 Turrets (6 with triple 360-MJ lasers, 3 with triple mis­
sile launchers, I with triple sandeasters), Command
Bridge, Engineering, 36 Jump, 240 Fuel, 192 Maneuver,
Siekblly, 296 Spaecdm:k (holds Launch, 2 Pinnaces,
4 ATVs, and 4 AirlRafts), 54 Staterooms. 3 Utility, 2 Fuel
Processor. 76 cargo.

• Statistics: EMass 2,915.58, LMass 3.810.98, Cost
MCr240.1365

• Performance: Aced 2.02 Gs, Jump 2, Air Speed 3, 151.

Ekawsiykua-Class Escort [TL 10]
The escort is intended for light palmi and eomblll dUly,

and it or similar vessels are used by clans and corporations
throughout the Hierate. (See deck plan, p. 61.)

• Crew: 16 to 44 depending on circumstances: Caplainlpilot
(Leadership. Piloting, and Tactics), navigator
(Aslrogation). sensor operator (Electronics Operation
(Sensors», communications officer (Electronics
Operation (Commo», 12 engineers (Engineer andlor
Mechanic), eight gunners (GUllIler), nine small-craft pilots
(Piloting), and up to II troops for boarding parties.

• Design: 800-ton USL Hull. DR 600. Basic Stealth, Basic
Emission Cloaking, Total Compartmentalization,
Command Bridge, Engineering. 32 Jump. 240 Fuel,
266 Maneuver, 260 Spacedock (holds 2 Pinnaces and 5
lmmdo fighters or equivalent), 22 Staterooms, Utility,
2 puel Processor. I°car<~o.

• Statistics: EM ass 2,943.09, LMass 3.549.09, Cost
MCr226.2765, HP 60,000, Hull Size Modifier +10.

• Performance: Accel 3 Gs. Jump 3.
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Kteiroa-elass Seeker [TL 10j
This is the AsIan equivalent of the Sllleil/1(/1/ II-class

seeker. Like the Hmyc. it nominally requires a crew of two.
but can be operated by one person in a pinch.

• Crew: Pilot (male - Piloting, Leadership, Electronics
Opcmtion (Sensors), and Tactics) and navigator/engineer
(female - Astrogation. Engineer. and Mechanic).

• Design: lOO-ton SL Hull, DR 120. 2 Turrets. Basic Bridge.
Engineering, 6 Jump, 40 Fuel, Low Benh (4 low passen­
gers), 32 Maneuver, 4 Staterooms, Utility. Fuel Processor,
58 cargo (plus 6 in IOTrets).

• Statistics: EMass 338.35, LMass 628.35. Cost
MCr38.0552. HP 24,900. Hull Sil-e Modifier +8.

• Performance: Accel 2.04 Gs. Jump 2, Air Speed 2.404.

Hkiyrerao-C/ass Research Ship [TL 10j
'fhis laboratory ship has a mostly female crew and is

used to conduct research or evaluate newly discovered
worlds as potential colony sites. As it is unarmed. orten there
is only one male crew member. the captain/pilot.

• Crew: Captain/pilot (male - Leadership. Piloting. and
Tactics). navigator (female - Electronics Opcnllion
(Commo). Electronics Operation (Sensors). and
Aslrogation). two engineers (female - Engineer and
Mechanic). executive officer/chid scientist (fema1t.:). lllltl
up to 10 sciemists (female). some of whom operate the
vcsse!"s small craft.

• Design: 400-ton SL Hull. DR 141.4 Turrets (110 wcapons
fitted). Basic Bridge. Engineering. 16 Jump. 120 Fue1.
3 Low Berths (for up to 12 low passengers or captured
animals). 25 Maneuver Drive. Sickbay. 81 Sl'aeedock
(holds pinnace and air/raft). 15 Staterooms. Utility.
20 Lab, Fuel Processor.

• Statistics: EM ass 802.35. LMass 970.45. Cost
MCr103.3694. HP 49.800. Hull Size Modifier +9.

• Performance: Accel 1.03 Gs. Jump 3. Air Speed 1.630.

/hatei-C/ass Transport [TL 10j
This is one of several standard designs encountered ill

Asian colonial neets; it provides economical movement of up
to 10,000 colonists (in low berths) and their start-up supplies
and equipment (averaging 7.7 tons per colonisl). It is
unarmed and lightly armored. and in unexplored or potential­
ly hostile areas is escorted by warships. Since it is at its most
vulnerable when landing on a world surface, standard doc­
trine in most clans call~ for the Ihtllei's ~mllll craft to be
deployed as "chase aircraft·· or fighter cover. and to this end
the culters arc often armed. Cynical observers suggCSt that
this is to keep ll~ many upper-class males as possible off thc
bridge while the ship lands. so that the crew can concentrate
on their jobs.

• Crew; 288: 10 bridge crew. 240 engineers. 2 medics. 36
small-craft pilots.

• Design: 50.000-lon SI.. Hull, DR 980, Command Bridge,
Engineering. 2,000 Jump. 15.000 FueL 2.500 Low Berths
(for 10.000 colonists), 4.000 Maneuver, Sickbay.
1,810 Spaccdock (holds 8 cutters, 5 shuttles, and
10 air/rafts). 300 Staterooms. 100 Utility. 100 Fuel
Processor. 15,438 cargo.

• Statistics: EMass 73,616. I5. LMass 154.252.15, Cost
MCrlO.249.285. HP 765.000. Hull Size Modilier +14.

• Performance: Accel 1.04 Os. Jump 3. Air Speed 4.850.

Weakhto-Class Cruiser [TL 10j
Typical of the obsolescent warships deployed to escon

ilwrei expeditions, the lVeakhro is no longer credible as a
front-line lighting ship. but is powerful enough to provide
protection, scouting, and reconnaiss:mce for colonial fleets.
Weakh/() means battle; ships or the class are named for
famous clan blllt1cs.

• Crew: 172: 10 bridge crew. 33 gunners. 118 enginecrs.
2 medics. 9 small-craft crew.

• Design: 10.000-ton USL Hull. DR 820. Heavy
Compartmentalization. Basic Stealth. Basic Emission
Cloaking. Spinal Particle Accelerator. 9 Missile Bays.
19 Turrets (3 with J missile racks each. 4 with 3 sandcast­
ers each. 12 with :\ :\60-MJ lasers each). Command
Bridge. Engineering. 400 Jump, 3.000 Fuel.
2.860 Maneuver. 1 Sick bay. 602 Spacedoek (holds 2 cut­
ters. 2 shuttles and 1 air/rarl). 115 Staterooms. 20 Utility.
20 Fuel Processor. 713 cargo.

• Statistics: EMass 47.413.535. LMass 52,113.635. Cost
MCr3.466.3109. HP 365.550. Hull Size Modifier +I2.

• Performance: Accel 2.2 Gs. Jump 3.

Taor/-Class Rift/iner [TL 1OJ
The riftlincr is a general-purpose clan vessel, manul"ac­

lUred throughout the I-lierate in a number of variants by mallY
diffcrent clans. bUl especially common along the edge of the
Grellt Rifl. II was originally designed to carl)' four Itryo of
400-ton battJeriders (equivalent to Dragon-class SDBs. sec p.
GT(44). but clans soon realiz.ed the possibilities of other
payloads.
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A range of 400-ton pods for cargo, passengers. and fuel
were quickly produced. and the coreward clans then noted
thll1 filling 10 fuel pod... gave them a vessel capable of tra­
versing the J-5 Route acro...s the Great Rift while carrying lip
to 14 payload pods. The fuel pods rely on the mothership's
fud proce......or... to refine fuel at need, but wilderness refuel­
ing is slow as the vessel relies on ilS carricd craft to ...coop the
fuel, so it normally refuels at local starports.

The riftliner is deliberately left unarmed to discourage its
captain from engaging in combat. as it has m::itlll::r the accel­
eration nor the armor to survive; in wartime, it will carry bat­
tleriders or SDBs for self-defense - the "conquer or die" tac­
lics forced on batlleridcrs and their tenders are well-suited to
the Asian psyche.

When encoumered, the riftliner will be carrying a mix­
lure of up to lwo dozen 400-lon payloads; these may be any
type of pod, SDBs. EaklwlI-e1ass lraders, or Hkiyrerao-dass
research ships, depending on ils mission. With some ingenu­
ity un the part of the erew larger (600- or ~mO-ton) or smalJer
(100- or 2oo-10n) vessels can also be carried.

• Crew: 140 for the ship itself (10 bridge crew, 120 engi­
ncers. lwo mcdics, and eight shultle crew), plu... whatever
crew are required for any pods carried.

• Design: 20,000-too USL Hull. DR 714, Command Bridge,
Engineering, 800 Jump Drive, 6,000 Fuel, 40 Low Berths
(for 160 low passengers - intended for lhe crew ill cmer­
gency survival situations). 2.200 Maneuver, Sickbay,
20.000 Spacedock (for 24 pods and H shuttles). 160
Slaterooms. 40 Utility, 50 Fucl Proecssor.

• Statistics: EMass 29.765.15. LMass 86,036.15. Cos I
MCr4,004.105, HP 420,000, Hull Size Modifier +12.

• Performance: Accel 1.02 Gs, Jump 3.

Cargo Pod
A basic freight container- Occm;iDllally. a ... treamlined

variant capable of ballistic re-entry is considered, but to date
the benefits have not heen thought worth the extra cost. A
utility module is fitted in case the cargo cannol lolerale zero­
G (e.g.. winc. which could be ruined by spreading sediment);
if used, this must be powered from the mother ship.

• Crew: None.
• Design: 400-lon USL Hull, DR160. Utility. 399 cargO.
• Statistics: EMass 236.5, LMass 2,231.5, COSI MCr4.2, HP

37,500, Hull Size Modifier +9.
• Performance: As for mother ship.

Fuel Pod
Essentially a huge drop tank, mainly used by riftlincrs 011

the J-5 Route. There are rumors of some clans having a
streamlined variant wilh built-in fuel processors alld low­
powered maneuver drives, which can be detached from the
ship to skim fuel from gas gian1s or oceans. This would have
some military use, in speeding up refueling, but at a consid­
erable extra cost; the resulting hybrid craft would also not
have its full fuel payload.
• Crew: None.
• Design: 400-too USL Hull, 400 Fuel.
• Statistics: EMass 745, LMass 745. Cost MCr67.9. HP

37,500. I·lull Size Modifier +9.
• Performance: As for mother ship.

Low Pod
A pod full of low berths. designed to carry colonists.

troops. or startup herds of edible animals across interstellar
distances.
• Crew: Two medics (female - Diagnosis, Physician. and

Surgery) to supervise low passengers.
• Design: 400-ton USL Hull, DR 160. Engineering (startup

fusion plant cost to provide power for low berths). 768 Low
Berths (3,072 low passengers or a variable number of ani­
mals in transit). Siekbay, 2 Staterooms (for 1IIcdics). 0 cargo
(medical supplies).

• Statistics: EM ass 1.770.05. LMass 1.800.65. Cost
MCrI73.364. HP 37,500. Hull Size Modifier +9.

• Performance: As for mother ship.

Passenger Pod
This pod can carry up to 64 noble passengers and the

requisite 16 stewards in some comfort, or 160 trOop'" and
light personal gear in double occupancy.
• Crew: Up to 16 stewards (female - Savoir-Faire (Servant)

lO tend to noble passengers, and optionally one or more
mcdics (felllaic - Diagno... is, Physician. and Surgery).

• Design: 400-ton USL Hull, DR 160, Engineering (startup
plant to provide power for staterooms), Sick Bay, 80
Staterooms, 78 cargo (for passenger's luggage and supplies).

• Statistics: EMass 421.85, LMass 811.85. Cost MCr5.34,
HP 37,500, Hull Size Modifier +9.

• Performance: As for mother ship.
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ASLAN MANOR HOUSE
1-12: Private chambers. Each has accommodations for four.
13: Kitchen/dining room. The social center of the house.
14: Gun room. Weapon and heirloom storage.
15: Storeroom.
16: Garage. Vehicles and riding beasts.
17: Courtyard.

Map Symbols

D Door

o Window

o ONE HEX
EDUALS
2 YARDS

SO<lle in Yards

iii
4 B 12

A5LAN LANDHOLD
This is a generic landhold which pes may visit. burgle.

assault, or even live in. The inhabitants may be AsIan, or
members or other races who helVe replaced lhe original own­
ers. The landhold may be the sole holding of a Slatus +1
family, or a country seat for one of higher status.

THE LANDHOLD
The landhold has a total area of about 40 square miles; a

small rallch on a treasure world has been chosen as an exam­
ple, although landholds based on mining, industry, or hunting
are also possible, and less hospitable worlds are settled, too.
See map on facing page.

1: Manor House. This is where the landholder and his
immediate family live.

2·5: Vassals' HOl/ses. Accommodations for three to four
other families of lower status, who work for the landholder.
Note that he owns the houses, not the vassals; their tenancy is
entirely at his whim, although the honorable thing is to lreat
one's vassals equitably.

6: BOl/ndary Fence. Not intended to stop intruders, this is
a simple marker to advise visitors that they are now entering
someone else's land, and should announce themselves and
seek pemlission.

7: Herd Range. TIle Asian landhold is more a ranch than a
fann; crops are only grown to provide fodder for meat animals.

8: GaragelWorkshop. Th.is houses the landhold's riding
hea"ts or vehicles, any agricultural machinery, and the tools
the females use to repair and maintain them.

9: Bam. This is smaller than the feed stores on a Human
farm, partly because the animals fend for themselves more
than Solomani livestock, and partly because the mild climate
of Aslan trellsure worlds means it holds only a short-Ienn
emergency supply of fodder.

JO: Generator. The Asian of this clan prefer to be self·
sufficient in power, and tend to have generators for each indi­
vidual landhold rather than power grids. Depending on the

family's requirements, TL, and weallh, this may be anything
from a simple windmill generator to a fusion power plant.

1J: Dueling Circle. This is used both to practice for
known or potential duels, or for the recreational duels used to
hone skills and establifih a pecking order among the males. A
Human intending to establish a serious relationship with the
landholder's family is encouraged to take part in a recreation­
al duel; to fail miserably will make him the hun of good­
natured humor and may result in an unflattering Asian nick­
name, but even to try demonstrates his willingness to live by
the Asian code.

THE MANOR HOUSE

This is 11 typical Asian building -low, with curved, flow­
ing lines, painted plain while, and decorated with stripes of
symbols at roughly waist height and around the edges of the
doors.

Windows arc oval or round. and have no curtains - the
Asian are not easily awakened by sunlight, and have nothing
to hide. Often, windows are simple openings, given the mild
weather on Kusyu and other Asian treasure worldfi. Where the
climate is less pleasant, glass or other transparencies are used.

Security is provided by the family's males, so alarms or
locks are rare, and mostly intended to deter or protcct live·
stock and small children.

J-J2: Private chambers. These are where Asian sleep
and meditate. Each has spartan fumishillgfi for one to four
Asian.

J3: Kitchen/dining room. This is the social heart of the
house, where food ifi prepared and eaten, and stories are told
afterward.

J4: GI/Il room. This contains the family's weapons,
including heirlooms.

J5: Storeroom.
J6: Garage. Depending on the family's means and the

local TL, this may contain any kind of vehicle or riding
beast.

J7: Courtyard.
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Deck Plan Symbols
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o ONEHEX
EOUAlS 1 YARO

BRIDGE POD

SCI\lE IN YAROS

6

FUEL

POD

,
9

CARGO

POD

Main
Airlock

QUARTERS

POD

SHUTTLE

POD

The qUllrters pod is made
up 01 two identiCill decks.

one on top of the other.
Only the lower deck hils

Rr.r.ess to the central spine.
Locations 17 through 27

arc on the upper deck.

Deck PliJn Symbols

Inl; Vii,.

(; ~_.O..m-d

0 -.""""
J Meonl:-.-.::. HIlt'"

CJI Jlccele_ Couch

<ll -Q 'oo
0 FI'MI'Me~

'j low s"""h

<D S"'k~"V Ik<l

A,rtiyhl. BuIU.....J

The Khl.Clchao-clll55 elfin tr.llnsport hilS 8 unique
design of sevp.n IIIrge pods connected to a central
spine. The bridge pod is oonnected to the front of
the spine. while the other ~ix arc arranged around
it. like the petals of a flower (see cross section to
the right). Note th.llt four of the pods do not have
their decks in .11lillnment with the central grilvity plillle.
This is of no consequence if the ill·tiriciill grav plates
,we in operation. although it is disconcerting to
some individullis.

See Deck Plan Key on p. 53

POD DESCRIPTIONS

A. Bridge
B. Fuel Pod #1
C. Cargo Pod # 1
D. Shuttle Pad
E. Cargo Pod #2
F. Fuel Pod #2
G. Quarter's Pod

CROSS-SECTIONAL VIEW
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See Deck Plan Key an p. 53

REAR VIEW

/ Turrets ""

""OrNe Pods /

UPPER DECK

See Deck Plan Key aR p. 54
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as landing skids as
well ..s lifting surfaces.
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K'kree Timekeeping

UII;'(tm""I",iiJlI) e",,,,,i,,.' Im/le,i"/l,,,,r

I'illl'h;,;, (}'c;u) J68 K,ilUI .HUdal·~

K,ilm(wyl .\ Kfix'leda 18.6 l>ou...

Kri,\tNka(waoclil 10 R"K(cr 7 hours

leK"", (1110 "-:Itch) IONi,i, 43 minule,

Nixi, 111100 "'atchl tOT,.,k""k 4.3 minut".

Tr~k""k 1",0""'''1) lOmur'~h" 25.8 iCconds

IIkur",hc (in'tanl) 2.58 Sttomls

The Smart
Vegetarians

H
um:ll1iti·.~ scientists hold always
Olssllm~d thai intelligence was a
byproduct nf predatory activity ...

th:![ it helped in sneaking up on or outwIt­
ling one's food. Early Human xcnologists
always staled lhal a herbivorous species
would never need [0 be smarter than its
prey - helll"l:. \\'ould not cvol\'l: intelli­
gence. Th<:Sl,: carly ;.n;aucmics· successors
hu\"c nul yet Cspl;lined K'kn:t: intelligence
ill their theories; they are reluctant to
admit that their upproach is flawed.

The simple fact is that the K'!.:rce
developed intelligence in response 10 chal­
lenges to their sun,jv;ll. like all major
T:lces. Survival required active, reasoncd
coopcralion 10 :I.chieve long-term goals.
Superior cognitive ability arose in
response 10 Ihe needs of infomlation pro­
cessing and communication in a largc
group with complex demands, K'krcl,,:
society needed lunguagc, ml:lllory, and the
preservation of ideas. Thl:Y developed
themull,

Charges Like Thunder, Steppe lord or the Two Thousand Worlds, rules a huge
empire from his four-mile-wide darned palace on his horne planet, Kimr. He sees
his subjects as an enonnous extended family and himself as its loving, eonsiderale
father. He dotes on his family and worries for them: they face terrible dangers and
enomlOUS challenges. He knows that they are fated to rule the entire universe, bUl
fears the cost they must pay. Charges Like Thunder knows that the price is wonh­
while and that his people will meet it. They are, after all.lhe K'kree.

PHYSIOLOGY
The K'krel:, like all living things. are a product of their environment. All of the

larger animals on Kirur are hex apodal (with bilateral sYllllllclry). and evolved from a
common ancestral aquatic form.

EVOLUTION
The K'kree evolved on a dry planet with a long year and vinually no seasons.

Their ancestors were an extremely social species or large, grazing animals which
lived on the verge nf extinction - alnmst succumbillg to sturvatinn and similarly
hungry predators. This situation changed with a huge increase in hard radiation,
counesy of a nearby supernova (now the neutron slar Thirty [0606]. so called
because it broadcasts 30 pulses a Imkeek), The nood of panicles and, later, actual
debris may have saved the species by increasing their mutation rate.

The K'kree happened upon two major evolutionary dcpartures: intclligenee alld
an upright attitude for their front body section. A need to reach inaccessible leaves,
berries. and seed cases panly explains their development or a vertical trunk. Lifting
their front leg.') from the ground allowed the development of manipulative digits.

The upright posture also created the opponunity 10 increase the field of vision. With
the head higher from the ground. the K'kree could see hostile crc:ttures al a greater dis­
tance than was previously possible, To search for far-oil' wrgets, the eyes moved from
the sides In lhe fmnt of the head, providing stereoscopic vision and an ability to judge
r:1I1gcs. lltis is rare among herbivores, and is not evidl:nl in any other fauna on Kirur.

The K'kree ability to detect enemies sooner Ihan competing species gavc them
another advantage. Carnivores switched to devouring the easier prey (which :.lTe now
fOllnd only in the fossil record), affording the K'krec a window in which to develop.
By the lime the carnivores returned their llltCtllions to Ihe K'kn;e. they had devel­
oped beyond a risk from fang and claw.

The developing K'kree intelligence reinforced their existing biology. Language
enabled cooperation among greater groups, Information on food sources and preda­
tor packs passed quickly between families, and individual leaders gained renown for
their wisdom and altruism. EvenlUally, these sm;tllcr units fused inlo the remote
ancestors of the modern K'kree herds.

A short time later. by biological standards. they discovered horticulture, then
agriculture and irrigation. This laSI breakthrough llle:lI1t the K'kree could usc their
land. and especially their precious water, intensively enough to allow permanent set­
tlements. These in turn attracted the predators they so reared. Hut using the powerful
tools of language and reason. the K'kree decided to end Ihe natural predator-prey
relationship. Thcy copied hunling rrorn their cncmies, ami louk the offensive. At
that point, K"kree history began.
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PHYSICAL. ApPEARANCE ANO
SEXUAL. VARIATION

The K'krcc have fOUf 1cg~, two arrll::;, 1I11d bilateral symll1etry. They hnve enor­
mous heads. They are the most massive of the major races. averaging half a ton.

K'kree are between 6 and 7 feet tatI when fully upright. and measure 5 feet to
lhe :shoulder. If stretched nut huri/.Dlllally. they would be between 10 and 12 feet
long. The presence of a vertical section al one end gives the K'kree an im:onvcnicnt
ccnter of gravity. high and 10 the front. This enables them 10 turn very quickly. but
abo make::; Iht:lT1 easier lu push over sideways.

K"kree posture is slightly stooped: gravity pulls the lmnk down from its vertical
position. This is accentuated by a fatty pad on Ihe back of the K'kree "waist:' the
dorsal junction of the upper and lower spines. This pad, which may be a remnant of
a camel-like hump. protects this fragile area.

They are covered in short black or gray fur and have a luxuriant mane reaching
from head to waist. The mane is usually trimmed and braided according to strict
caste tllbous (sec p. 73).

To Humans, AsIan, or Vargr, K'kree hands are strange. They have three mutual­
ly opposing fingers around an adapted hool", which stands in for a thumb. This gives
a weak grip but superior manipulative abilily bclwcell their fingers, and a stronger
grip with no appreciable flexibility between the digits and the hoof. The complex
arrangement of bone and cartilage which enables the retraction of the fingers also
makes thelll weak lllld easy 10 snap. The involved nervous system necessary for the
"telescoping" mechanism makes injury to this area very painflli.

Sex differences among K'kree are diffICult for outsiders to spot - females tend
to be smaller and lighter, but otherwise look the same.

Skeleton
The K'krcc skeleton has two spines, connected to a single massive structure,

called either the "middle collar" or the "front pelvis" (it hllS ch;mleleristies of both).
There are heavy ribs on eilher side of this. The upper set actually agitates Ihe Slom­
achs and has a peculiar arrangement of bony spurs, which provide anachmem poims
for digestive organs. Its contribulion 10 breathing is incitk:nlal; the lower rib.~ drive
the lungs.

K'kree bones are thick and heavy, both for suppon and for blood production.
TIle spine eanies the llcrvous system, and the front pelvis holds a ganglion to boost
signals to the hindquarters.

Internal Organs
The K'kree skeleton provides two voids which could be described as abdominal

cavities, Unfonunately, neither can accommodate organs large enough to $erve the
animal's circulatory or respiratory requirements. Instead, the K'kree have a complex
system of dispersed organs. The heart is spLit in two. one parI on eilher side of the
lungs (housed in the lower body). Air is fed to them through a respiratory tract lined
with muscle and containing four diaphragms, which can sphincter shut across it.
This structure helps to pump air downwards and assists in ejecting initanls. II also
prevents a K'kree from choking on food.

All three stomachs are in the upper section. Separate chambers deal with carbo­
hydrates and sugars: cellulose; and proteins, minerals, and vitamins. Whcn food has
passed through, it is forced into the intestines by a powerful muscle group, whose
name, IIlIr,.'/oOr,., translates as "gut booster," The digestive tract averages 40 feet,
and is coiled lip behind the lungs. Sexual organs arc h(lUscd ill the rear pelvic ring
and upper back legs.

Senses and Communication
In Human terms, (he K'kree have unremarkable eyesight, good hearing, and an

exceptional sense of smell. They have a wide vocal range, which they augment by
humming through their no!'.lrils ami grinding t11l:ir teeth. They can also vent gasses
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Legacy of the Plains:
Honorifics and

Figures of Speech

K
'\.:rl:l: l:\'otl'ed with wide hori7.ons.
nm sUlTOunded by lrees. They never
adnpled a I'crlical symbolism ­

heing abo\'c one anOlher - instead seeing
their socicly as a wedge. with the patriarch
:.I11he from. folluwed by his wurriun;, wilh
his depcmlcnls safe al lht: rear. I\S there
was ulways a race 10 be run. eilher 10 new
food, or toward an enemy. lhe K'krce see
thcmselves as charging al problems or into
the fulure.

This im.:1ge is maintained in lhe eus­
tomar)' S.:1lur;ltions from ;In underling 10 a
K,."rnlllO:

May .1'0111' mOIl/'! Slr/'!{/m WId llze ground
,~llIIdd/'!l'.

My 0111.1' lI''-.~Jz is 10 be lashed br .1'0111'
wil.

Ma." 1folloll' where you h{/1'f~ Iread.

K'krt'e ha\'e a good sense of smell.
which dominates their imagery.

II smells wrong.
The winds lold Illy IIOst'.
The Irilld tells Ihe same stories 100

a/tt'll (a criticism of primiri\'e air condi­
tioning).

Ah. Tll'O Tllflll.wlld WarMs, I/'!/I me I
om hnm/'! (saluting lhe uniquc ambiancc of
Kirur downpon).



Smelly Horsies
LOlle Each Other

Very Much

The devotion that K'kree show to onc
another is remarkable even by l.he
most mawkish Iluman !landards. II is

only their xCMphobi3 lh:ll keeps lile lovc
,hal hind~ the Great Herd together from
becoming a proverb. K'krcc arc utterly
self-sacrificing, whether in lhcir work fur
each other. lhc husbarnl's u'llc 10 prota:t
his wives anll children. or the warrior
sllIDding between his family and any dan·
ger. Their literary Irolclition. especially
their poetty. is as much romantic as it is
religious. n~ K'k!ee tr.Iditions of obedi­
ence and tnIst arc: TOOled in faith in their
be=>.

This belief rests on their knowledge
Ihal their masters lo\'e them. To outsiders,
they have a funny W<ly of showing it,
especi<lUy where sex is involved. hut love
and jealousy are :tge-old counterparts. A
K'kree ne\'er feels the first without being
wT:teked by the second. Serious violence
only arisell between them over IIffai~ of
the hem.

K'1rn:c love is evident ill their politics.
The nobility do not rule because they
cnjoy power, but ~'Cause lIto:y love their
lkpl:nOents and ....'ant (0 assure their happi­
ness. When II male challenges for patri­
an:hy. he is not doing so out of personal
ambition, but out of emotion. He is jeal­
ous of the iocumbent boss :tnd fub Ihar
he could do better. He enters a SlalUS figlll
because be cares.

from bodily orifices, producing susillincutoncs and rhythms a~ well a~ a selection of
teUing odors. The K'kree also possess a suite of scent glands which can indicate
mood. These secretions are involuntary.

Strong smells. whether fresh or lingering, arc vcry important to the K'kree.
Followers know how near their patriarch is by how strong he smells. They try to
keep as close to him as possible, and find his odor more reassuring the Stronger it is.
He can usually get them to follow him just by muving away.

Reproduction, Life, and Death
A female's choice of male is hardly frcc. III thc ancestral herd, she would have

been monopolized by the dominant male: in modem times, she is as likely to be
assigned to one of his followers or given away to another family.

Females give birth 10 a single K'krcc afler a local year's gc.<;tation. Providing
pre-masticated, or semi-digested and regurgitated, food every hour for the young
stimulates a hormonal trigger 10 reduce fenility. In a harem with young, fenile
females, their older colleagues will oftcn lake over Ihis fceding duty. This is espe·
ciaUy likely if the young female is the patriarch's current favorite.

.J ~-_:.:~.-

...

Baby K'kree do not have the siereotypical centaur sh;lpe - they come Qut of the
womb straight and begin to raise their shoulders afler 50 days. A mother will
encourage Ihis by milking her child reach upward for food, ralher than scooping it
QUI of her mouth and smearing it over the infant's face.

K'kree live an average 103 pim!bixr (years). Adulthood begins at 20. They
begin to age noticeably at 50 pim!bigr. As K'kree age, their pelts become progressive­
ly more pale.

Diet
K'krec only eal vegctablc maucr. They derive proteins from legume analogs.

and carbohydrates and sugars from fruils or nuts. Everything they cat is rich in
dietary fiber and vitamins. For color and extra flavor. they accompany Iheir meals
witb handfuls of fresh nmvcrs. TIley do nOI require vitamin 812.

In their wild Slare, rhey are food rdW. This limited their diet to lion-poisonous
plants. With the development of fire and cooking, Ihey learned how to eliminate nat·
ural toxins. lllis expam.!cd their range of foodstuffs and gave them a competitive
advantage over their rivals on the plllins.
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PSYCHOLOGY:
THE INOIVIOUAL IN THE FAMILY

The K'krce culture may be the universe's most p:lradoxical. given the contrast
hctwCCTllhc bonds K'kree feel for olle another and their perspective on all other races.

HERD MENTALITY
K'krcc are only happy in numbers. Despite being free-willed. seJf~aware indi­

viuuah. they prefer to follow a leader. They fom1 enormous interdependent groups.
with a Kmrl'lll1o (boss. plllrian;h) at the apex, and follow him loyally. Although not
necessarily blood related, they count themselves as family. Whcll it works well, this
family is the strongest socia-economic unit in chaned space. It is so slnlllg that its
members think of themselves more as family members than Ihey do as individuals.
The Herd's word for "my" aClUally means "my family's" and has this sense whether
the speaker is Ihe patriarch or the lowliest servant.

Tndividu:JI K'kree who have occome separated from their Families will bond with
others. either by applying to join the first group they meet or by starting a family of
their own. The highest-status male or. failing that. the most capable individual will1cad.

ASPECTS OF THE FAMILY
The evolutionary justification for the Family IS as an uneasy compromise

between the urge of a dominant male to monopolize Ihe reproductive potential of his
harem and the need to secure assistance from olher males. The armed guards who
attend every patriarch are a resull of this social contract; in return for guaranteed
exclusive access to some of Iheir master's surplus females, they agreed to police his
wives for him, In time, Ihey came 10 protcct his interests generally.

The K'krce family is more properly a social cell composed of individuals, some
of whom will be blood relatives, which exists to perform three functions. One is 10

enlarge itself through reproduction and recruitment. This includes splitting off lesser
families. Next is self-defense - the K'kree found early on that cooperation made (he
whole herd safer from altack than individual action. Last is economic survival.
Originally Ihis was through lhe knowledge and exploitation of food sources, but
with the develop men I of agriculture and ultimately of industry. K'kree families
came to specialize in a productive or service sector activity.

The individuals of a K'kree family arc ordered into a strict hierarchy. with a
dominant male. the patriarch. at the apex and other males beneath him. Some of the
males practice the family's specialist activity. while others are bodyguards and ser­
vants. Depending on their rlmk within the family. Ihey might have wives. Wives
assume the samc slat us as their husbands.

The core of the family is the patriarch. his wives, and their children. On aver­
age. half the females are his sexual partners or dependents. Then there are the lesser
males - bodyguards. servants, and other specialists. some of whom also have
femalcs. Large families also possess small satellites. which have a similar structure
but more modest proportions. lJl1d whose patriarch is suhordinate to Ihe leader of the
main group. Whether the client group's leader acts as a filter - accepting instruc­
tions from his patron and relaying them to his followers - or the ultimate boss
addresses them directly is a matter of dispute. which can end in a statUS fight.

The Stallion and His Wives
The K'krcc patriarch's position is immensely favorable. He has the obedience of a

troop of talented males and preferential access 10 a harem of docile females. He does
have responsibililies which he must tnke seriously. on pain of losing his family entire­
ly. He must arrange for his own daughters to male with promising subordinates or join
other families. He mllst forge allillneeS with other rlJmilies and be prepared to join
higher social structures as a subordinate. He mllSt make his own fWTlily allractive to
outsiders who wish 10 join. without alienating his own followers 10 the extent (hat they
defect. This is a difficult balancing act: K'kree society recognizes that a sllccessful
patriarch deserves his special rewards.
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Microorganisms

The K'kree know, al least on an intel­
lectual level. that thcir diet unavoid­
ably contains living cre:ltures nnd lil­

tie organisms whose precise classification
is deb:ltable. Theologically. this Ls tricky.

The answer is togical. They point out
that Ihey don'l cat anint:ll.~ and that it is
their clear racial dUly to cnsure lhat the
sante will ulIim:ltcly be true fur the whole
cosmos. Thcreforc. thcir oiet eau't cunlain
animal mailer. becausc if il did, they
couldn'( cal it. And lhey do cal it. so il
call'\. Pn.lctically speaking, anythin:; too
small to be observed as ,Ill animal is a
plan\.

K'!:ree clean their food \'cl)' thorongh­
ly. using microfine filtcrs. washing. anti
irmdimion techniques to csclutle lifeforms
from prepared foodslllffs. An ongoing
series of pl:tnet-wide esperimcnls is lrying
to remove these crealilres from lhe ecosys­
lem entirely. The :Iuthoritics measure the
success of the animal enJoicalion regimcs
and publish the results to Cnl.:oumge lite
Herd 10 gn.:ah,:r effort.

Adl"(.'lIIlfl"e Seed: All Imperial or client
state noble has taken the K'!:ree efforts to
avoid eating little bugs as a sign that they
arc sc\'crely misunderstood. To \'indic,1\c
his contrary belief that the K'Krcc are
pacifistic, respect life. and love n:tmre. he
chartcrs the pes to transport him on a
goodwill mission 10 Ihe Two Thousand
Worlds.



Two Levels
of Violence

K
'krcc tussle among themselves in
wre.~lling bouts and sometimes in
status or llI111ing displays. In these

circumstances. their hurd thumbs raise
nasty bruises. but 11](:51,: fights are largely
symboJil.: or ritualistic. and serious injury
is rurc. EM:Cpl in lhe highly unusual c;)ses
of the uiminully insane. this is as far as
K'kree violence against K'kree goes.

The same is not true of K'krec vio­
lence 10 others. The race's hislOry was one
of continuous hostility wilh an enemy who
(they werr:: ccnain) wanted to cat them. At
first this threat was from wild :mimuls,
next against intelligent neighbor.> and ulti­
mately from the majority of the otller
species the K'krcc have met. The Greal
Herd's cxpcricllI.:e is that this enemy is
implacublc and in~(;rula!Jle, often treacher·
uus. III lht:Se circumstallces the K'kree go
uut to kill. They seldom recognize con­
cepts of limited engagement. non-(:ombat­
ants. or quarter. They :!l1:!(:k and C.1rry on
fighting until tbe enemy offer:<; an uncon­
ditional surrender or is dead.

Low Status and Loving It
in K'kree society, a male's stams is strictly a matter of

birth -lhcre is no way tn change it. OUlside obselVers, espe­
cially the ever-judgmental Humans. deplore this, bUl it is
neither strange nor unfair for the K'kree. A low-status male
is bom il1to a hereditary ea~te and has an occupation which
he receives as his birthright. He can avoid this job by
remaining in the military, but will retain his low social rank.
He will still be a valued and appreciated member of K'kree
society. though. as long as ht.: docs his job well and works
hard for his patriarch.

In return for dedicated service, a K'kree can reason+
ably expeci protcction, affection, a wife - possibly even a
small harem - and the unconditional support of a family
made stronger by the male's own efforts. (Any patriarch
too stingy or stupid In guarantee this to his followers will
suffer mass desertions or a status challenge from one uf
his close relatives.) Consequently, low-status males usual­
ly aspirt.: Iu st.:rve their patriarch loyally and well. Their
society conditions them 10 assume that they arc Ilot up to
the demands of leadership - hence their lowly binh - and
Ihe rewards for being content with their lot are apprecia­
ble.

Joining a Family
A male may choose 10 remain a junior lTlClllher of his

father's group, ultimately becoming a satellite by taking a
wife assigned to him by his patriarch, following a deal with
another male. rf he would rather seek his fortune else­
where, he should consult the local bosses, who will advise
him on where his talents would be appreciated, then peti­
tion the apprnpriate patriarch. This is usually done through
a communications net. He may have {Q bring some kind of
gift, sometimes even a sister.

A Home of Our Own
III the early days, the boss was always the first to enter new pasture. lIe would

nOI begin 10 feed until he kllew that he had walked over sufficient good grazing for
his emire family. When he was satisfied that all his dependents would cat well, he
would scent-mark the perimeter of the area. Other KnUTlII1lI would do the same: it
was shocking manncrs to go onto another herd's turf uninvited.

Ln their nomadic days, these areas lasted only as long as their scent and were in
any case grazed to ex.haustion. When the K'kree took to long-term seUlemell1. they
retained their instinct to remain within the boundaries their bosses set, and supple­
mented scenting with low walls and beds of nowers. Now each K'kree family has a
delineated range - a home. The patriarch is happiest taking his ease there ,lITlOng his
loved ones. and his harem is usually nervous outside it. When traveling. K'kree
resort to the traditional forms of marking.

Privacy
The K'kree view privHey ami solitude as nothing less than steps on the road to

madness. Aside from not straying over a dominant male's boulldarit.:s, the K'kree
regard being alolle or doing things out of sighl of Others as the most morbid symp­
toms of aberration. This atlitude was obviously helpful as the race evolved - both
for warning the family of danger and for assuring the patriarch's control of his
harem - alld thus it remains, despite its being difficult for an industrialized. space­
capable civilizatiull.
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"The K'kree have never killed ane another for their
religion's sake. ' Yeah, right, except for that little episode
they don't like to talk about when they allegedly
exterminated an entire wDrld Df their Dwn kind, And
whatever else they've managed to cover up. K'kree have
no problem with killing in general . . . just with eating
what you kill - mustn't do that. . . Where did we get
this image af vegetarians as peaceful? Remember that
guy in India . .. Ashoka? Conquered an empire, wiped
out entire cities, formed ane of the earliest police states
on aid Terra, . , he was a vegetarian, wasn't he?"

PATHOLOGIES OF BIOLOGICAL ORIGIN
The Herd's unique experiences huve left their mark. but have not promoted any

real progress in clinical psychology. The K'krcc prefer (0 avoid problems entirely.
or if possible change their circumst:lnccs so that a problem no longer exists.

Xenophobia
The K'kr~c arc unenthusiastic about even the nicest of aliens. Usually they are

dowllIight hostile. This is a legacy of the times they spent being hunted. and is so
deeply imbedded in their genetic illhcril:liIcc that it is only with the most extreme
effort that some of them can overcome their urge to kill any strange. frightening
apparition.

Claustrophobia
Open pIn ins. a brisk wind, and a need 10 scan for danger on the [..rthesl horizon

did nut equip the K'krcc for the challenges of living in cities. flying in spaceships.
or going down in mines. Most K'kree suffer tcrribly if conlined, This can be con­
trolled with cnvironrnenlal enrichment - animated panoramic mur:lls. big windows.
n::cyc1cd air perfumed with prairie scents. artificial grass. or actual turf - bUI it takes
a special individual to :lclually want to torture himself this way.

Oemophilia, Fellow Feeling, and Grief
The K'kree arc always happier in big groups. In the early days, Ihis Illelllltthere

were always eyes pointing in each direclion and a nose to every brecze. If an indi­
vidual was surprised by ambush, his brother would be close at hand 10 stamp the life
out of the enemy, This interdepcndenee increased hy sharing lahor for big civil­
engineering projects of early civilization. The feeling of comfort from bcing with
loved ones is like a drug to the K'hee, They die if isolmed, and suiTer shocking
trauma if bcreaved.

THEOLOGY
The K'kree believe they do not really exiSI in the universe. Rather, they arc all

manifeslatiOns of beings from another, perfected existence who have been incarn:lI­
ed temporarily ill the present one. They feel it is their duty to perform :lctions which
will. ultimately, make this universe :IS perfect as their metaphysical home. The
K'kree further believe that their 1we selves attained grace by simil:lrly perfecling:
the preceding universe, Thus, they earned the right to develop a cosmos by complet­
ing its predecessor.

Because the K' kree see the Herd as
repeating its prior actions, which they
already know to have been effective. they
believe in a kind of fate. Interestingly,
although a K'kree docs nOt fear his own
death, he drcads the passing of loved olles.
To predestination, they add another concept.
k 'Iat 'n: approximately "rightness:' '"fitness:'
"contentedness:' "being ilt home with the
wives and kids:'

K'la/',.,. is a .~piritual virtue, but it
emphasizes lhe joy of lire - specilically the
joy of seeing one's family alive, healthy, and
happy, A K'krec would ralher die than face
life without a close rriend or relative,
Similarly, he w{Julu destroy any threill to his
family's wcll-being ralher th:m sec them suf-
fer. This deeply held theological tenet
explains Ihe Hiler rury orlhe K'hee al war.

Funerary Rites and
Disposal of the Dead

"All Ihe (!f'Cetl!;ell'.~ re/mil'es mrelld tile
fimernl sen'ice, ,l"ilCre Ihey cele"rltft hi.f
cfllltribll/ioll 10 Ih/! grt'{1/ work (l11l1 COI/l­
fnrl each OIll1'r. Ax Ihey ClI/lllm "('(Ir Ihe
idea oj Ollt oj Iheir 0\1'11 I,,'illg CIIll,mml,(1
by (mimals or el"l'1l rollillg ill 11/1: g,.O/flld,
Ille K'kree pmclict' ('r('lII(l/i(1/I t'.Idfl~'i1'l'Iy.

Till: w'hes' (Ire ,lidded "elll"{'/'ll 1111' ,lil(('SI3"
(l1/{! illserl/:d illln !odds which Iht,,I' 1I"1'(lr
/llIlhl' lillll'. Quilt' OJlt'", tht'.~t· nllliaill
smoll bells which Iht' Wt'un'" aJf<'cIS 10
be/h','" aI''' 1"0it"t'S oj lilt' (It'(ul, Elderly
K'kn'" oftell hm'" dO~('11S of lilt'S/! IIollgillg
from (I peC/nml or gOI".II,'t.

"Thi.f prnClice nfl/'n.t (Ill illlere.\'lillg
lI'int!nl\' nil K'kree IlwlIgflf proce.\'.us.
Mo.u clllmre.f lIpply de\'(wrer SyIlJIW!iIIII

IfI fire: il cml.wmes (11i/lgS, Inll'ill,li nOlh­
illg bill asll. Clearl.\", Ille K 'krec j:ollltlllU/
fe/!(I a dead re!mil't' /(} tlllylllillg .w, Jor
1111.'111, Ille fire /rulU!urm)' Ihc' CfHpS-" iII/V
sUlllclhing dse, 3"ul/lI,thillS ~l'irillful.

"Firc W' a tllil/g which ('als iJ /1 Jillgu,

lurly IlIIht'lpfrd mClllpl'Ol", nf(' liS a Ifling
which trOlls/arms. em1Jedd(,tI nl Ill<' ("01"<'
oj IlId,. bdit'f syslelll, pl"t',lispoJt'S Ihe
K'kn'c' 10 (I("('l'pl major c!lml!::t·J. IlIdt'I'd,
(!Ie;" I"('li[;;'1II am bl' /(Ikc'" fI.\" 1I"0rk fiJ" II
Im·ting 11"(I11,ifomtmirll!. "

- Crll"l!t'lin CII(III/(/III.
COlllllllmlil'l! 'IJJ(II/(//lIIf!,~y

fiJI" nnl I'/!nr SIIIII('III'\",

Ullh't'l"sily oj Rukh P"j',H, J103

ACll-t'IIII1"" Secd: Thc Pes ,m:: gil'clI lhe
opportunilY 10 buy •.Ill "c-xdusi\'c alllJ vcr)'
r.m:: arlifacl. This K'krcc charm-l'nllar has
a scries of lIlilr\"Clously tUlled link' b.::lls ill
dura-glass. brom:c. alld sih·cr." Ob\'ioll~ly,

the oWller W:lIlIS it O:lck.

- Jile "Psycho Prof" Korrigii,
Reflections an War
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Cultural
Misunderstandings
and Alien Explorers

"The Ullmall ndw!IItltrtrs 1\'110 d~dd~d
thm WI! K'krt~ I\'~n cemallrs, crcClljlr~s

from thl!ir 011'11 nlyfhalollJ. also d«lfm:d
that (111( sodel)' is jlls' a flcm'ell refJ';ufI III
tlleir 011'11. Tlrq /lsed /he lI'urd family IQ
dUCfibe II fl" lIIore im'U/l'ed web of inler­
persO/lUl rdUliu/lslti"s (/lid feciprocu{
dillies. The\' du IUl\'e It'fms which. ill com'
billuficm, .deSt'ribe liS be/tl'f - dan,
pulrOllkliell( group. coopcra/i1't' - bill. IU

IIQ singfe t\nglic word tll('(lf,.lII/f11r..~ all
then' ('OIlCC/lIS./fllllily i/ is.

"£W,'II wlte/! 1111')' t!('('iti,.d 111m \l't:' O/U!(·

me ill famWe,f, 'hey did 1/(1/ I~rlel!d II.f lilt
courlesy ofptl:rmwlir\', n,ty 'lIi"k we /II"('

likt Ilire illUct,f, \l'j,ll 011/.1' (, KfllfI'UlIII

hl'illg mlly .relf-l1'iIIttJ. Tiley el'ell my \l'e
lift' 1101 iIllJi,'ilhlllls. Yel Ihi.r slight urin's
solely beCIIIISt' of Iheir UU'II lcmguagf',
There lire ,~i/llilt" leml)', il/dil'idl/alif)' lIlld
jl1djl,jdllali~'I/I, Que IIIldn'sSt·s /lOIIOllS of
selfur (,/J/I:rdum-lIe~'Ii,whik Ihe olh,',' COl'­
I!fli 1it'If-iIllJJ()rllmn', J"'rJOIIO/ ambilion (or
/0 lise (//lUI/WI" AI/Slic 1I'0rd, se/fisJIIII!.u).

"This /(lst CQI/C£'pl is hard /n Imdu­
liumd. Imt Iry, il,/mil/IS $l'e afti"l: ill till

il/dil'MI/(/l's mnl illlert',ft n.f I/Grillg II III.\·S­

lietl' illlflllrtmlre. Actil/g cnflectirely. wilh
YOl/r fomily al/d fOI" )'ollr KrlfrnllW. is
regarded liS someho\\' less lliult I/uble.
~'eJI cm,·ardl)'. H'WlmlS decide lI'hum lu
deal with dependillg (m hull' strougl)' Ihe."
express Illeir self-jlllt'resl, We do Ilot ael
this Ira)' so, hm'ing less jlldi.·idllolislll. we
are reJlurdeJ us "m'ing less individuality.
hellce. us JlUI mIll)' being illdividuals. ~

- KJ'U\l'S MIlch Scmts Mon.
Xellologist. 13th Gmile.

A Primer ofInrente/lor Helatiolls

There are, of course, differences of opinion wilhin the Failh. Some are genuinc
points of disagreelllclIl: OIhcrs are cynical manipulations of the public conscious·
ness. Sometimes arguments can become heated bul, unlike Humanili, the K'kree
have never killed one another for their religion's sake.

ORTHOOOXY
To the eX[enl [hal Ihe less Ihoughtful K'kree actually ponder such matters. fale

and k'Il/"" provide the emire basis of theology and ethical philosophy. They feel
thal they would already be contcnt but for all the g '/luak (see p. 78) who insist on
ealing them. It is therefore right. even necessary, to destroy all flesh-devouring
prcdalors and anyone who smells like one, just in case, to assure species survival.

The K'krcc do have a problem with why g'ltaak exist at all. At this simplistic
level, they argue that there is a contest betwcen Ihe herds of vegetarian light and lhe
forces of carnivorous darkness. Good has to win in this univer5C so thaI stinky meat·
eating evil does not gct to clllllpicte it in its own image and_ even worse. go on to
complete the next universe, too. Rank and file K-krcc look to theology to explain
their curious circumstances - why a race so woefully unsuiled for spacc lmycl is
faled to nx)uirc il and why a species which actually abhors killing to eat is doomed
to spend eternity killing to survive.

Their faith provides an easy-to-understand answer: holy war. TIleir homeworld
was thick wilh demonic predators: so is space. Clearly, "perfecting crealion" means
"destroying all other species." This fundamentalist approach is well represented
among the simpler K'kree, but has few ;lttnlCtions for lhe leaders (allhough a few
Kmrnmu do appeal to it in order to get more foUowers).

MOCERATION
It upsets the orthooox 10 note that compromise and tolerance serve lhe Herd bet·

tel' than zealotry and antagonism, The early bosses discovered this when sharing
surplus females and showing apprecialioll for luyal service paid better dividends
Ihan threatening every male they came across.

Modcratcs argue that the same kind of gains can be made through extending the
family sltUcture to those who will submit 10 K'krec rule. The more advanced, better­
educated herds s[arted this relatively conciliatory :lpproaeh. Families specializing in
economics, ecology, or diplomncy could easily demonstrllle that peaceful coexis·
lence was more beneficial thml connict. As long as the non-K'kree were sub­
servient, fundamentalists could tolerate this approach.

To give the idea more currency, moderales leach thaI there is a diffcrenec
between flesh-eating <IS an ethos and simple carnivorous behavior. Those who can
cease to eat meat can become apostale predaturs. useless 10 Ihe forces of the Enemy.
nlere is therefore no point in killing them - better to conserve resourecs fur the real
war. And while the ex·O'naak might have surrendered any chance of creating par­
adise and going on to the next world, llt leasl they an:: still alive. While they live, they
can serve. Once they have surrendered to the K-kree, 10 the forces of Goodness. they
will become targels of Evil. Hence, they need 10 be defended, and are morally oblig·
ed to shoulder the burden of living in Ihe loving family of the Two Thousand Worlds,

This kinderganen apology for imperialism works for the Herd. hut the idea of
cooperation wilh Oil/sider:" is difticult. Most K'bee will not listen at all: Iheir rcli·
gion tells them lhal outsiders :Ire always bad, A tolerant attilUde 10 the Enemy is
incompatible with lraditional faith.

To get around this, moderates have floated the idea Ihat it mighl nnl be the
K'kree themselves who go on to the next reality_ Why should they. if they have built
peaceful bliss here? Rather_ there is a species QuI there which deserves a cosmos of
ils own. TIle K'kree need to find it, nunure it. and prepare it for its work, Untillhey
know lhal they havc found lhese inheritors. [hey cannOI commit any more genocide
(unrepentant carnivores excepted). ModenllCS point 10 their Human subjects' suc­
cc.~<; at lotal vegetarianism as a signalth3t no race can be ruled nul as Ihe next uni­
verse's holy W;ITT;Ors ••. hut Ihey are unlikely to suggeSt that Humaniti might be
that chosen species.

THE K'K~EE



THE SECULAR OPPOSITION
Some families have realized that they can improve their own Slandard of living

and. ultimately. the fortunes of their descendants by breaking fllilh with the Herd to
come to discreet. private agreements with foreigners. Although reprehensible. this is
not illegal: being caught at it is decidedly imfXllitic. but nol disastrous.

TIlcse relatively moderate groups act on their own behalf, onen through pariah­
settled client states in Crucis Margin, but are also the government's conuuit for
TLl2 equipment from outside. Inevitably, the participants have become less devout
in the process of learning what the Enemy likes and how best to provide it.

The friction between the moderates and mainstream society is most apparent
when the Steppelords communicate face to face. For the majority, actively seeking
Foreign trading partners or even tempting them with good deals is blasphemous, The
higher governors are aware that the practice is a necessary evil, but it is hard to con­
vince the pious - even when they find themselves unable to provide the advanced
equipment their masters want.

THE FAITH TOOAY
The K'kree have always regarded their religion as a matter for K'kree alone.

Since its role W;IS to affirm the Herd's purpose ami givc them a spiritual justification
for self-sacrifice, they never developed a mechanism for its export. The K'kree are
not eVllllgc1ists because their fllith emlllot accept converts. 11 had always guaranteed
that the Herd would triumph. lis members believe that it always has.

However, Ihe Two llu)Usand Worlds lit) longer fecls the pressing nccd tn kill all
its neighbors, There are many planets in K'kree space whose people manifestly do
not pose a thrcat. Some planets arc inhllbiled by inveterate mcat caters, who should
die but are often JUSt interdicted, but mher species have shown that they can adopt
vegetarianism. These m<-ty need to be given suit<lb1c encouragcment - perhaps suf­
fering an occasional demonstration strike or being shown the trial and execution of
backsliders. Once a populace accepts vegetarianism, a tolerant. strong-willed
Krurnllla can take over und put the locals to work for the good 01" the Great Herd.
sometimes even recrlliting promising aliens into his family.

Not all K'kree approve of tllis kind of moral suppleness. Some families, indeed
even some Overlords, have well-advertised reservations abollt such liberalism. The
faith may be practiced in private, but it is debated in public, often heatedly.

A UNIFIEO FAITH?
K'kree nobles occasionally observe that their religion does not describe the

facts of the universe all that well. but the rulers are not keen to share this insight
with their subjects. A genetic predisposition to he frightened of the unknown, rein­
forced by a belief system affirming the value of xenophobic violence and guarantee­
ing the ultimate success of one's own race, is a godsend to any government.

That many of the Herd's trading partners and alien subjects are much better at
space travel, industry, and COlTlll1crce than the K'kree is far Icss providential. This
would not be a problem except that the Steppelords are anxious about foreign
<lggressiull ;md intcrnal dissclll. Policing lhcir frontiers lIgainsl incrcasillgly tec11110­
logically sophisticated neighbors is becoming toO expensive - it is not sustainable in
the long term. Regrell11bly, the best way tu correct this is through moderation. This
is difticuh to sell to a huge herd of followers who have been told thai Iheir purpose
in life is 10 makc II universe sllilllbic for K'kree and K'krce alone.

To oft'set this, the Steppe lord of the 'I\vo Thousand Worlds has decided 10 reor­
ganize the religion. 11 will slill be informal, family-bm;cd, lllld simplistic, bUI over
some generations, it will moderate the line Ihat iflhe K'kree kill everyone else, then
they will inherit the next universe as well. This is being done tactfully: Tnlstcd sub­
sector bosses suggest suilable religious families, These are elevated in status, if not
in caste, and given extra resources, bellcr technology. and - occasionally - wives.
The Steppelord also provides picked specialists from his own herd to assist Ihem,
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Adventure Seed:
You're Not

What You Were,
Worshipful Father

T
he Krurnma is old, his allention is
slipping, amI he has made sume
unwise decisiuns, Should his wife

accept thai his last days will bt: sleeped in
indignity? Should she gel her sons and
llephews 10 bring his frailty 10 the atten­
tiOll of the Overlord? Can Ihey win their
father a respectable retirement. even death
in glory fighting infidels, or must they
bring him 10 his knees Themselves, ri~king

e1{ile in the [lrQ.Ce.~s"

,
I

~""',7;['>
~ '~'\i~

f!lr"'oO""
g::)
®

Misinformation
SUI/set, Mid Year, 7713, White Blaze

.reI/led ill/a his cOl/ch. He looked dOll'/1
ol'er Ihe diggillg.r, The Humalls were mak­
ing (I show ofpm;king up fheir eqllipmellf.
CCllle-lily, his third {1m} fUllurile wife.
whilpefed II/ld hummed ill his ear. lVil'cs
aile olld two played 01/ the fll,te alld tOlle­
dmms. IVh'es fOllr throllgh sel'ell filed his
hooves. K'lat'rr.

"They "m'e it?" asked a confide,u,
ricll voice from 0 I';ew-screen lI'oven iI/to

a bol.~/er.

C:olltinued 01/ Ilat page.



Misinformation

This plan. although responsible, perhaps even visionary_ is not wilhout influen­
tial critics. Some Sleppelords, especially in the borders, are entirely hostile to any
wCllkening of resolve in dealing with G'llaak, TIlcir aUitlldes vllry, bilL SOll1e will
provoke trouble to provide examples of what vermin will do if left uncontrolled.

CIVILIZATION:
IN THE HERO

SOCIETY ANa
THE FAMILY

The Herd sees itself as a huge. extended family, Apart from the supreme
Steppclord, every male has at leaSI one boss to look up to, and every female is sub­
ordinate to her husband or father. The female is acutely aware of caSle, and can har­
bor lifelong resentment if a father or brother arranges a poor marriage.

Respeci for one's betters is usually automatic among the K'kree. Not being
appropriately submissive il; a sign of mental illneSl;, onc of lhc ways a K'krce call
end up before a coun. There are many fine distinctions in the K'kree class system.
but the most imp0l1ant is the division of society into leaders, managers, and doers,
also translated as nobles. well-born. and l;crvllnls. This docs not melln Ihm all fami­
lies are led by a noble. Every single family, even the most lowly, has its palliarch.
his bodyguard, their wives, and some other people who will obey him. The lowest of
thel;e leaderl; are still well-born. bUI arc in l;lJch dire slrailS IhaE only the lIleam:st scr­
vanlS consider following Ihem to be a privilege.

CONFL.ICTS
Not all patriarchs are perfeel, and many of Iheir brothers feel they could do bet­

ter. On the plains, Ihe ancestral K'kree compeled for dominance in rulling conlests.
These evolvcd into Stlilul; fights. which were (and occasionally still are) formal mar­
tial arts duels, More likely is an 'Iud ii, held before the most immediate l;enior
KrllrnlJlll, at which the challenger presents his case to displace a patriarch, and calls
Ihat individual's peers as witnesses. Matters examined include the happiness and
prosperity of the family. Ihe incumbenl's fairness and skill. especially his gcner(ll;ity
with wives, and whether there have been avoidable fatalities. Either side may ques­
tion the other's mental health, although this is regarded as both impious and tac).,y

The Kmrnlllll's decision is final, bul he could in tum bc challenged by his peers
if he makes 100 many strange decisions. If he loses, the palriarch is displaced by the
challenger, The loser is ohen taken into the presiding Krurnlllll's own retinue so that
he can be assiSled bllek into family life. lind 10 discourage <I crimc of passion.

In principle, any male of the herd may challenge a palriarch of the same status.
but it is usually ollly his blood relatives who actually do so. It is possible to build up
a largc family through status challenges, but using this as a deliberate strategy is not
typical.

'TileY lull'/: il. my Lord. .. he ufjinm:d.
'"The Vili/Ilill olle iiI/lit: hll/ hilS slippeJ il
illiv hi~' bag. He is afJet'lillg /lUl/dlll/UIICI:.

bUI hf' )'mc/l)' ext"iled tim! L"III1I1;lIg.··
,of fure I{,e smell oj Hllllmlls when they

,·01'el. Dilly (/ fresldy shared Varg,- rmells
like thm. The S/llell ofdestillY_ ..

.. Des/illY illl!et'd, my Lord. Shall I
anest them IlOlI'. or sin· III)' SOilS rile jO\'
0[0 brie/II/Ill'?"

"Npirlll~r. f.el rlJ/111l .fllll/ssle if OUl.
IIm'e lVilld of Rag.. ill/erCepl them ill
r,1If1lkell. YOllr iliad nephew can gel ollr
relic back Ihen! ..

"Master. f ..
"Do IWI 'Illes/ioll me. Ami do II(J/ wlk

(Q Ihe HUII/IIII)" (lS(lill.··

IVhile Bl/lze half f'O)l:. slmking. Cum:­
/ifyflilldll:d. S{,t' sUllied shume, SllIpc!ilL"­
rioll.

"1'011 an' frigilleuing yorll" Irifl!. Smell
babies. p,-elty olle. YOI/,-llI/sblllld lws dune
well. Iwalll thelll 10 copy iI, my SOli. "

(Continued]

287,1111,3.15 il/ille ajiemollll. Hi.t
Impuio/ Moje.tty'.t Diplommic Courier
Gra)' Eminence .Hood dOll'/1 from Ji:ellem/
quoners, 11le K 'kree jost pursuit rene/,
Hoof oj Fute, /Ia" jillllU\, s/(Jppe" IIJ/"ellt­
elling to mell her. They'" beell (lIlK/"Y, bm
alilhey'" dune IrlU Imm uff Ihe slIIrbul"Sl
roumle!s. MUII'II (l\1"(/Y Iwlf Ihe Ihl"ll5le,­
1'1t/le~', (lml deg/"mlt'd Iht, hilI/I' sritl lQ J-J.
Guud shuutillg, SllIp,.isinSly reslmilled
(lid precis,'.

Dr. Axel Tfu-lIsh cycled the ai,. lock
alld clime ;'/si(/£'. lIl' eroded hi.{ helmer­
.{eal mrrlln,Ued l1i.{ hend. He fwd Il,e "abit
of illlilnli/JS penple he'd j,ISI le)i. "1"0
Lieure'WIII Myrnlll S/uwrusll (command­
ing), lie did TIm look Ihm IlIIlell like a IIIml
who Iwd just said ,r;oodbyt' to a prict:lesJ"
7.000-yeur-uld pill/f:,

"Alld., .?"
"Re!ax. JlOuk (J copy. Trlmslllied ii,

rou. Cullared il witll whal 111111 big vile
.,.ill, Ilu: vlld vH'ul1t "'us 1~lI!lillg llbolll. ..

"Wurll, 1II:lIr1.\· K'</Iill,r; SIII('(1/"(,d for'"
"011, yes. Seems Ilte.,·'n: shepherdillg

SOllie millo" met'. Somewhere ill the imeri­
0,.. I lol)' worriors oj rhe lIexr t:O.WW.{ or
somethillg. Tlrm '.{ II'hm rhe ell/ire '1"11'0
TlwlI.wlld World.{ i.{ for. I mean .....

"\Vell, thot's lIle sorted for TIl)' nexl
hitch. YOII, 100, come to Ihillk of it. "

"Sorry?"
'This is a spook tiring. Need lrJ Iu'ull'.

We a/ready kllQW, ~'O we'll be guing bm:k."

THE K'KREE



SOCIAL. LIFE
K'krcc society is private and illward-looking. Individual families hold private

parties and services. Nearer lhe apex. there arc similar gatherings of bosses and
lords. with the lower-ranked taking the positions of junior family members. In the
body of the herd. members of different families interact with each other far more
freely than alien observers imagine. Imlividuals arc primarily loyal to their own
patriarch and keep to their allotted place, but they often have interests which the
family cunnot satisfy, so they make friends with like-minded outsiders. These activi­
ties often bluswrn illlu lung-lcnn friendships.

However. socielY encourages this only between K'krce of the same sex.
Comradeship promotes trust allowing continUing cooperation. It is a valunble wny
of monitoring a regional herd's prosperity and happiness. The patriarchs become
aware of possibilities for good marriages between families. Jusl liS important. they
receive early warning if a boss becomes erratic or unwell and is in need of attention.

lJnsanctioncd meetings between males and females are another matter entirely.
The typical boss is familicltlly proleetive of his felilulcs. and polices their activity
with spies from his harem. Any tryst is automatically a crime of passion. followed
either by an informal beating or a hearing before a superior patriarch.

Enlertainment falls into two calegorics. Firsl is the altentions of the female
K'kree. whose role is to provide comfort, reassurance, and diversion. This last word
is an imperfect rendering of rnlllllgakraa, which has the sense of actively working
10 provide 11 feeling of contentment. Diversion includes cooking. Xenologists have
hypothesized that it has its origins around lhe ancestral campfire on the steppes, ami
reflects the satisfaction the Kmrnma felt when looking over his people. especially
upon seeing his harem tending to his children.

Nexl is the active use of performance or crealive medill for serious expression or
JUSt empty spectacle. This is the preserve of mnle artists, from perfume-makers to
dancers, aclors, and musicians. The visual media are nO! well represented among the
K'kree - somelhing which just sits there waiting for pcople 10 look at it, indifferent
to being studied, has nn uncomfonnbly female subtext.

The Crazy
Most of the Herd hate to be enclosed. and despair if isolated from their rela­

tives. This makes for a homogenous, supportive society. but it does pose problems
for whole classes of aClivily, rallging fr(J1Il llIineral cxlraclion to coven operations,
and from space travel to sen-noor exploralion. Por a socielY wilh so strong a desire
to conquer, this fear of isolation interl"eres wilh the use of armored fighting vehicles,
;tircraft, and eost-effcctive fighting ships.

Luckily, (he Herd has a normal dislribulion of claustrophobes and demophiles.
At one end are the morbidly timid and clingy. Al the other are what passes for extro­
velt loners among the K·kree. Although still panicky by Human standards. these
individuals can stand to be alone and enclosed long enough 10 operale vehicles or
fight building to building. Before the invention of robots or the enslavement of sub­
ject races, they did all the deep mining. The rest of the Herd thinks of them as
"crazy." and has a split vicw: thcy arc vcry brave. but somehow not right. They are,
however, what makes the K '!cree military and the Two Thousand Worlds possible.

TABOOS
The K'kree have twO main social prohibitions - acting up, and trusting their

females with anything impoltant.
The K'kree tendency to obey orders without qllestioll resls on the assumplion of

their legitimacy. In the oldest days. it was the big boy at the from who said what was
what, and followers trusted the hero at the sharp end. Now it's the one with lhe most
hllir, which is suggestivc uf a great river of fullowers streaming behind their leader.

All males nre born into a hereditary caste. with an associaled, unavoidable occu­
pation. They cut their manes in submission; the style's severity is detennined by sta­
tus. Thc servllllt cllsle shave lhe malle off enlirely; the well-born only have a
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Cooperation
Between Herds
and the Attila
Phenomenon

The Herds or ilndent Kirur discovcred
the benefits of coordinatcd actions
against thcir opponents even berore

they began to $ellle. r"'lrl)' mission.~ to get
resources often ran intO lrollhle. so the
K' kree woulll stagger their approach. with
one pany acting as a lure. followed by 1I

heavily armcd cOlilingent to surprise lin

enemy alrcady hotly engaged.
These missions look on a trading char­

acter - al,;tivc gruups woulU rl,;covcr wuod
or stone for wClIpons anc.1 e.\chllnge it
directly for food. Eill,;h of these communi·
lies would then take part in combined
search-ilnd-destroy missions in addition to
mercantile cooperation.

As selllement continued. different
communities took part in huge sweeps of
lhe steppes. driving their opponents to a
prepared killing ground. The large scale
.~nd success of these 111i.~sion~ inevitahly
ele\',lIed Ihe herds' bos~es in status.
elllrenching the leader caste. Spectacularly
good Kl"urrflllll became heads of large
(albeit tempor:uy) coalitions. cootrolling
huge IclTilorics und olkll lIlilliuns uf ful­
luwep-;.

They uscd their resuurces in buld.
ilillov<tlive ways which are usually illien to
the K·kree. The last of them was
Nighlmane. the foundcr of the united gov­
ernment. Only undcr such leaders can the
Great Herd approach its twe potential. It
is fortunate for the rest of chaned space
thai such racial heroe.~ are few and far
between. As the mOSI simpli.~tic K'kree
religiou.~ aphorism has it, DIM hnu. OIII!

des/ill)'. The Two Thousand Worlds'
neighbors can count thcmselves lucky lhllt
no currcnt K'krcc h:adcr has dccided thut
he is thut olle boss.



A K'kree Family
at Home

Shimmering IJ)/II.~ II"a.t Inst ill 1llOlIgl1r.
Oil/side Ihe jmuily dOllie, ill tlie Facmr.t·
Park. her hI/shand Gorgeo/ls Tllunderolls
(;rrmlld Shaker was 01/1 with his body­
guards. He was lI'orkillg. :illpen'i.~il1g a
gallg offoreigners. They were 1\"1I1" r;rimi­
Iwls. all bu!d (lIId (III differe/lt. fllllllY cul­
OrJ". His Kuards prudde,1 Ihem wilh
pU(/!(lrllll" whenever I{II:Y sloll'eli d01l'1I or

said they wI're thirsty. They wert" laying
fOlll/dll/iuns for Ihe new ntmO$phere
processor cmrl wafer cleancr. They 'f! beel!
really upset wllell they had /0 break lip
,hei,. 0"'" ship for the parB the Herd
needed. II sen'ed 'hem righl. Til!!)' were
I/lrk." to I,,, (lliw~, anyway. Coming 10
Xngll'rrarr' wi/1101Il asking. Plaiting 10
kilt GOI1:I!O//S. 'l1Iey would take the fuod
011/ of her 11I011'11, sUln'l: her ,·hilc/rell.
watch IIer die oj hearlbreak. If she h(l(l
been male. Ihey wOllld 1/01 hu1'I.' vn'ulh 10
lijl Iheir picks. TIII:Y I\'ould "If Vt' /Il'ilcll­
illg "ml I1'himpuillg .

Sf,t· felt tI Ilulf (/1 }It'r 11/(11/(', Her 0ll'1I

~-Ol/. MighlY Grounc/ Shaker Nllmbel'
Three. was hUllgry. So ,,'(/.1' Iris lillfe fril'lld
(l1I(} Iwlf-brollta. COllle~' Like Ihe lVind.
S/", seralched Ihem bf?hiltl/ their f'ar.t.
l'elt/prJ "\I·air. mIll' n lillie" lind "f 100'e
."011 Imlil.., She I/lld food STOred. sOllie
hOlle.,· alld sap lIlId part of a risotto she
had elwm Ihe lIi,::11I before. Mil/III, il slill
smelled Ilice a whole kri:r:'eekll I(l/er.
More IlIRRiIlR. II'hm to dQ? Site Qllly reully
Iw(/ enOl/gil for olle oj Ihe boys. COllies
Like Ille Wind l1'1/.\' lite sellior. Sill: hmllo
look ,,[lI:r him vecllll~'e Ilis 111011",,. 1\'(1.1
/lIlIIIber aile ,rift'.

BII/ sin' 1l'1lI1/ed her 0l1'11 5011 10 eal. SII('
cOllghed lip sOllie 111I1.1' (111(/ Cllrd·.tprollls
!>lte'd bel'lI saril/g for herulf mid ,fpm
them ill from of Ih" childrell. IVI,ell COllies
like ri'l! lVilld dnsllel/ ill, .the slOod Oil olle
of hi.t fOes. She [ell bad abolll il. bill while
he II'{/.'- cryillg, she jed MiRll/Y tlle risotto
alld halley. Comes looked so upset she
gm'e him the resill tlfler all. The look Ill:
gm'e Irer said. "I ~'I/Ielled lI'hm .1'011 dil}."
He wOllld grow III} hrigill. l,e wOllld.

IVlren Ihe boy!> hud ft'd. ~'he look '''elll
oller to lit" VOlt/H/llry. 10 walch Ilteir
father. She cballed to her sisler-wil·es. and
rented "JIIlPPY. hUI blls)'. ,.

The boys trOlled ahead, looking bock
al her, exciled, wor,.led ill ca.te Ih!!.\' lI'ellf
too fnr. Tirey .frappt!d at lite hedge. rested
'lreir cliill.t on it. enjoyed Ihe flowers.
lVa/dred 'heir fa/her be ill charge, He
lMked back. He smelled k'lat'rr.

COlllilllled 011 lIexl pUKe ..

tonsure. Nobles let their locks flow. This obvious statement of position rnakc~ it
very difficult for K'kree to impersonate other ranks. incidentally reinforcing the pro­
hibition 011 adultery. A female adopts her husband's caste, including its haircut. This
can be galling for a daughter of a steppelord who has been assigned to 1J tank pilot in
recognition of his heroism.

Another relic of the "don't act up" taboo is the tradition that only lighting
K'kree (active members of the military and bodyguards) lIIay bear weapons. The
majority of these are followers of the patriarchs, and they carry their poleanns, the
!!ring'k, everywhere.

The K'krcc ljllile literally new:r entrUi'it their wivei'i or daughters with anything
other than childbearing and raising or homemaking. Outside observers find this very
odd indeed, especially as the females are usually present at important discussions
and even in the workplace. They often develop a grasjJ of male matters, but never
are asked to panicipate. Scholars postulate that this wasteful custom sterns from a
family head's anxiety over adultery, but the K'kree won't discuss it.

SETTLEMENT AND INDUSTRY
K'kree cities are huge, horizontal developments of single~floor buildings.

Where possihle, these structures enclose an open space. and often, these communi­
ties have a domed plaza as their center. Usually, a [;.mily residence will be a clearly
marked area with few actual walls. The central zone of a city holds the main civic
blJildillg~ - ramhling structures set off to one side of a park.

Concentric circles of strccts lind buildings extend outward, with radial thor­
oughfares dividing the city into districts. These routes are wide, tree-lined boule­
vardi'i, as straight as possible to afford long sight lines, To an extent, this mitigates
the common anxiety of seeing too curvcd ~l roml. If necessary, the entire conurhation
is tented under a robust, transparent material.

The K'kree build their communities to this plan wherever possible, but unhelp­
ful scenery oeeasiunally frustrates them. In such cases, Ihey may build artificial
mounds. islands. or promontories. but are not above nattening the entire area with
strategic weapons to provide an open site.

K'krce cities arc always sited next to extensive natural resources, whether
reclaimable minerals or good agricultural land. The early fllilurc of K'kree farms
and the fickleness of ore-bearing seams. as well as their nomadic roots, prevented
the Henl frolll linking the idea of permanence to the idea of settlement. They are
quite happy to abandon a failing town and move un. Those whuse allce~tors picked a
good site for truly long-term settlement are never slow to remind others of this.

Industries are intermixed with homes and, climate pemlitting. are in the open
air. Where this is nut pussible, the whole enterprise - workshops, heavy plant,
houses, generators - will be covered by a dome. with the manuf;lcturing arCl1 in thc
center. Agricultural settlements are often covered market gardens, worked using
advanecd. intensive farming methods. Larger farms are run on a two-stage rotation
method: year one is crops, with lacings of fertilizer. and year two is f'lllow. K'krec
use second-year plots to go and unwind, eat fresh pasture. play. and socialize.

Thc first thing II visitor uoticcs is the smell. In sanitary engineering, the K'kree
distinguish between odor retellfiOff and wasTe disposal. They du llUt usc synthetic,
cloying noral scents to mask the wholesome. socially desirable, and reassuring evi­
dellee that their relatives are healthy and well-fed, nor do they remove it wilh air
scrubbers. Like any civilization which kllOws about di1>ea~e, however, they do dis­
pose of bodily wastes. 'Ibese are stored near the fields, for use as fertilizer.

The widespread belief among Humaniti that the K'kree are unhygienic arises
panly from their absence of tahoos about privacy and pal11y from the same anthro­
pocentric viewpoint that insists on seeing the Asian or Vargr as just cats and dogs­
making the K'kree just like horses. Granted, the K'kree do nOl enclose their toilets,
bm they do have properly designated area~ plumbed illto a sewer system. Many of
the sewers are open or indifferently covered, but this is due to thc diffiellllie~ with
sinking and maintaining tunnels. Indeed. K'kree cities do smell very strongly. but
K'krec do 1101 pile hodily wastes around or inside their houses.
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Irnperi~l COIIlTnentators also claim that sewage is only cleaned away when the
local Kmrrmw needs something for a criminal to do. . the suggestion being lhat
the K'kree deliberately arrest foreigners for Ihis purpose. In a sense. this is tme. The
local people are the chief's family; it is only natural that he would lake a personal
interest in thcir wdl-being_ He also knows th~lt sewage work carnes health risks. If
he could. he would use robots. but aliens too rude to respecl the Herd's customs will
do just as well.

Indusuial pollutants are disposed of as scrupulously as domestic refuse.
However, some do seep down into local water tables or run into rivers, so K'kree
settlements usually include water purification plants or fusion stills.

Individual buildings are airy. If not under the city's dome. a building will have
one of its own. Rooms are roofless and tapestries or movable screens are the most
common method for marking boundaries. Actual walls are rare; they are present as
barriers against inclement weather or when the homeowner needs a jOll{l-bearing
structure.

GOVERNMENT
Charges Like Thunder is the Ghik'k'kreek Tt'rkahk Xeng KilT Tkexin; the

Steppclord uf the Two Thuusand Worlds, ruler of the K'kree Empire. He is assisted
by senior counselors drawn from his own family and by mher ranks of nobles, from
"Overlords of Lords" who govern subsectors (equivalent to Imperial Dukes). down
to the Lords of Stcppelonls. who rule planets. Individual Steppelords and bosses
mle districts, with lesser grandees in charge of towns.

Control is hierarchical - superiors command, inferiors obey (theoretically with­
out question). This model is far from ideal for a technologically sophisticated, inter­
stellar stale. and the Two Thousand Worlds has suffered from following it. Bosses
rule Ihrough many subordinates, occasion311y hundreds. it is too much 10 expect the
KrIIITlIIW to always have all the facts. All inferior who genuinely knows better than
his boss could, out of love, mcntion any glaring errurs in his orders, bllt Ihis would
be impeninent. It might be be ncr for a capable subordinate to act on his own
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A K'kree Family
at Home
[Continued]

FI/rthe,. rollllli the bOllodor)", some of
the older chiidreJl \I·ere (II their lessol1.~.

1('(lI/;lIg ;lIto tf1,· Kllmdedge Pork. I,·here
Clel'er M;nd Quick Fingers .~/wl1"ed tllem
(I pmjection tlf Ihe Steppelords' Empire.
He .rllOIl'ed Ihem "I'llin)". Iile Rreat lIol"iRa­
IlmIG! l,eflcOlI Ihe Gods III/I Illere to guide
Ille Herd acl"O.u space, He shOlred tllell/
Ihe bad place. ll·!Jere IlIl' foreigl/{:n' nlllle
frulII. He will Ihem IIWI ClI II/llch liml'.
Lord Gurgl'o/l:,' wO/lld leI IIII:IJI puke Ihl'
p,-iJ-ul/(:r~· ,,·illl ~'Iicks. E\"I:lIlhe girls COI/Id,

If 11t,'y ll"flnled. Shimmering Lotlls
IlIIlIImed. SI", had Ihe Iwst IlIIsba/fl1 ill rl'l'
T,,·o Thousalld lVorlds.

The K'kree
Alternative to

Prisons

T
he K'kree do not imprison their crimi·
nals, even to a~surc their attcndancc
at coun (thc KmrmllQ's guards would

much rather go looking for abscondcTli),
Following convil.:tiun, a K'krcl.: l.:an bc
cxiled to a plal.:c - SUdl as II dient stllte.
unpleaSllTlI plauet. ur n:scrvalioll for the
insanc - or from a place ... that is, he can
be ellduded from a s~cific region. planel,
or the entire Two Thousand Worlds.

Mailers are a bit more creative where
foreigners arc involved. The Grear llerd
needs to be <lble ro perfonn live-fire re~t.~

in cnntrolled condilion.~, and the be~t sullo
jecl~ are pOtential foture enemie~.

Similarly. many K 'krcc go mad through
!!:ricf but somc can be rchabilitlltcd with
thc right kind of thcrapy, Thc armed pur­
suit of g ·IUUlk is SOlllctimt.:s TCl.:Olllnll:ndL-rl.

Adventure Seeds
K'k!-ee: Till: pes have been exiled to a

wilderness world beyond the frontier for
three months (a local year)_ While there,
they must establish the planet's suitability
for a colony. They have their ancestral
weapons and their wits 10 help lhem.

Problems could include Vargr r<licler...
or even loc<ll ~enlient.~ who fled Ihe
K' kree Ihoosands of years ago (but still
hate them).

K'kree: If thc playcrs havc wllsted
their familics and gunc iliad in the
prol.:CSS, the pes lIluy rerum to sanity
through huntillg down a group of X'IUIUk.
Tilt.: OM will need a terrain lIlap and some
enemies. AsIan or captured Human merce·
naries would make good prey,

CO/ltiTlued 011 /leXI page.



The K'kree
Alternative to

Prisons
[Continued]

NQII-K'kree: Tilt:: group has offended
lin: Great Herd i.llld their sell1ence is to oct
as u therapeutic tool for some der:lllged
ex-soldiers_ To assure their enthusiastic
cooperation. the K'kree will provide them
with safe passage 0111 of rhe Two
Thousancl Worlds if they survive.

The I"l.~k is 10 successfully evade a
huming party of grief-stricken warriors for
three days. To prevent the convicts from
JUS! hiding in a cave. they arc dropped off
60 miles from their rescue ship's landing
pad. They urc given knives. u local lOiar

charl fur llilvigaliuu. and a tinderbox.
LUl:;l1 vegetatiun ulterrmtes between ele­
plli:tllt grass. u(llllboo. and scrub.

initiative, hut protocol assumes that he will awail fresh orders. Obviously. this can
seriously inhibit lhe proper functioning uf a bureaucracy.

Popular traditionalism influences the choice of leaders. Kmrnl/l(l aUract patri­
archs in the same way that they attract personal family members - by promising
love. Sllccess. lind scxwil partllers. Similarly, unsaLislicd followers can always defect
to other groups. This means thal the more sllccessful bosses will be able to extract
promises from their betters lor access to a good quality herd.

As the him!mosL K'krcc arc lllOTC likely to be religious puritans than the more
forward. this has the side effect of promoting orthodoxy among the laf<~er and more
inlluential herds. The K'kree call this "selection from behind."' Theoretically. they
disapprove; this conservatism impairs economic activity. Except when under the
most visionary and able leaders. the Herd is hampered by ovcr- or undclJlroduction,
inefficient delivery of services, and low quality-control. It also suffers from a reluc­
tance to modernize, except where absolutely necessary.

LAW, CRIME, AND PUNISHMENT
111crc is little crime among lhe K'kree, so they do not have many laws. Basical­

ly, anything which outrages their morals is offensive, and anyone stupid enough to
do so is probably insane. However, the courts do recognize the need to deal differ­
ently with crimes of passion, when a K'kree auacks another OUI of sexual jealousy
or unrequited love.

The K'kree judicial system is very simple. Malefactors are brought befoTC a
KntrrmlCl, who listens to the charges and satisfies himself as to their truth. If the
case is in doubt, he elln dismiss it at this point. If the case stands, the defendant
should consider throwing himself on the mercy of the court. Otherwise, the judge
listens to arguments in mitigation. There are three possible pleas: misunderstanding,
pllssion, or insanity. If one of these is mounted successfully, the boss can lay down
an appropriate sentence (typically some combination of apulogy, line, socially use­
ful labor, or exile). A failed defensive strategy leads to a secondary punishment for
being uppity.

If the defendant is non-K'krcc, there is also the matter of deliberate impiety, or
even of treason against the Two Thousand Worlds. In any event. aliens get a far
rougher ride from the KrtllTltllG than K'kree could ever expect. Among K'kree, for
all that sentencing is creative and {Il} hoc, it is at leas! compassionate, even merciful.
For foreigners. if the judge is so minded, it is downright brutal.

No matter whether the lawbreaker is alien or K'kree, extreme cases and persis­
tent recidivism eall for euthanasia.

THE Two THOUSANO WORLOS
The Herd's empire is home 10 about eight trillion sentients. all but 200 billion of

whom are K'kree. The state is present in some 16 sectors. but its aggregate holdings
would only fill eight.

ASTRDGRAPHV
The Two Thousand Wurlds lies on the cdge of charted space. Coreward and

across the lesser rift are the Vargr Enclaves. where there is a small K'kree OUlpost.
About 64 parsecs to spinward is the Imperium. One jump to rimward is the IIive
Federation. Reyond the trailing border is the unknown. A patchwork of independent
states lies between K'kree space, the Hive Federation. lllld the Imperiulll. Some of
these are the result of early colonization efforts by the Humans. especially the
Solormllli. or the Hivers.

There are also some native sentient species, and SOllle ilHlcpelldellL K'krce
worlds, either the survivors of a misjump or exiles from the Ilerd. The Steppelords
claim 'hat communication and control difficulties prevent them from annexing these
societies. at leas! until their scholar.> make II long-cxpcctcd scientific breakthrough,
but this is less than honest. The K'kree have kept (0 their present boundaries for
three millennia.
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HISTORY
'l'he history of the K'kree is a tale of slow progress, driven by fear and necessi­

ty. The K'kree do not like progress ... but they do like grc)\l'tlJ. In an ideal universe.
the Herd would grow ever larger without changing.

From the Earliest Cities to Gravitic Flight
K'kree history begins with their first cities. lllcse were clustered at the edge of

the Xlcngir Uplands. where the winds blowing off the polar St:<lS bruught sufficient
rain 10 grow forests. After the trees were felled. the rain supponed agriculture. Soon.
the K"kree extended their territory into the high plains and down the rivers to the
sea. But their coasl:.) farms experienced salinization from over-irrigatioll lll1d failed.
The irrigated margins of the riverside seulements did not have the same problem
due 10 the Ihrough-flow of water, but the K'kree did not make a connection between
Lhe phenomena. deciding ani)' Ihat the sea was somehow bad. This led 10 a prejudice
against ocean-side senlements.

A side effect of the forest clearance was the exploitation of ores, especially
hemlliite. Along wilh the development of hotter fire. the abundance of these ores
allowed the K'kree to skip the bronze age. moving stnlight from stone 10 iron.

The K'kree had discovered combustion early on. and used it extensivel)' to
defend themselves against their enemies. With the development of cities. they used
fire 10 weaken and undercut stone outcrops on the upland mal"'Jins, crclil;ng sleep
slopes around their settlements. To do this effectively. they invented charcoal. Using
charcoal and rock frllgments in their kilns inevitllbly led to the discovery of refined
iron - albeit brill Ie, low-qualily iron.

With iron and trees. they soon came up with the traditional K'kree weapon. Ihe
!!ring 'k poleann. Interestingly, until their accidental discovery of explosives, they
never developed missile weapons.

The K'kree took anns againsl ferocious predators. and eXlenninated them in a
cOlmpOlign of conquest llnd senlement. Communities grew wherever WOller supplies
would permi!. OUlposts sprang up near exploitable sources of essential minerals.
This expansion promplcd the development of Ihe axle and 1he pllved road.
EventuaJly, their racial aversion to being enclosed stimulated an interest in automat­
ed vehicular systems - the railways which followed their roads were constructed to
allow control frollllhe lmcks.

At this stage. their culture was supponed by leagues of autonomous city-states
which fomled lrading groups and hunting alliances. This evolved into a vertical hier­
archy of comlllunities, which rcnecteo the pre-existing K'kree tendency to form
extended groups of relatives :md allies.

Kirur has only one continent, with a generally open geography. With no sugges­
tion of nut ural boundaries. the K'krec had no impetus to develop nation-states.
Instead, the agglomer:ltions of cities into trading leagues and ultinwlcly ;nlO ceo·
nomic and social pyramids led to the peaceful adoption of a planet-wide government
in 3210 (·4305 Imperial).

At Uniliclliion. K'kree scicnce was <.il the TL617 boundllr),. with some major
exceptions: their military technology was at TL2. they had no nying machines, and
lheir grasp of ecology wus non·existent. 111is last problem. in particular. would prove
10 be a vilal faclor for change.

'The united government was led by Nightmane the Wise, who claimed lhe title Lord of
me ~teppelords. As his new centro! authorily collated reports from his subjects' domains.
his advisors rcali....t.:d Ill'lt the nlL-c and faith fa(.."'I..-u global environmental L'1.ItllStmphc..

The K'kree have a predisposition to ignore the benefits of predator/prey rela·
tionships. Thus, when their crops began to suft"er from a surplus of small, uneaten
herbivore-c;. they defended their fanns and granaries using poisonous. noxious, or
dense and thorny plants. ;lnd neuing strung to keep out insect and bird analogs. But
this also excluded beneficial insects. The effect was more of the same lower yield.
With fewer insects to pollinate their crops. the K'kree adopted hybridization and
asexual melhods. This approach made their crops less disease-resistant, more prone
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A K'kree Timeline
-3.000.<XXl Thiny goes supernovll.
·2,999.997 Kirur lind Kirrixur an:

bathed in heavy particles
and hard radiation.

·2.994.002 Three huge meteors hi,
Kirrixur. one hits Kirur.

I Rokerr! founded.
3210 P!:metary government

established.
3330 Gr:avilic lift and Tl':xtionle.~~

Ihru!llers invented.
3231-3331 l1Ie Firsl War.

3346 Disco\'cry ofjump dnl"C.
Thc K'kn:e visit Thirty.

33j().5099 Thc Triumphant. PrO!!n:ss­
the K'krec explure spact:
lind cullqu....r I.ht: Two
Thousand Worlds.

5086 Firsl ronlacl with the Hivers.
S099..5112 The Hiver-War.
51175317 Conlacl with Human

explorers eilw from Ot

fleeing the Empire of
Man.

5320-Now Comacl with and bordr:r
sldrmishe... against thc
Vargr.

6716 Contaciwith the Sylcan
Fcdcroltion;.ali far as the
Third Imperium is
lvllct:m....d. first contact
between the K'\uee and
Hum3niti.

7713 The pu-sent.



Speaking
to the Motion

£xc~rp/.f from lliSClIssiOI/ of t"~

II/milm, HTltis house cOlldelllll$ th~ K'kn'~

£JIIflir~for ils Qpprenio/l ()J !fOIl/f'II••• ,I"r­
i".If the Alf Char/ed SIJI/t'" \VUII/CII'S

Solidurif." COlljerel/l't! QII TllfSIIJ,

Spimmrd Mllrt·"r~·. .J8I1119:

~... Xe/l%gisrs 11m'" to look Il(Ird If)

fil/d examples offtl/lllll! t!1IIn1It:ipminll
(lII/QIlS ,he I/t'r(!. AIIIOllC If.f Fuirll!.
WOIIU'II /lI1l el't'')',hillg. O/lr molt'S t'.:fPlllld

ollr ,loJlla;ns mrd rit'ft!.lId liS. Regordless of
$I'f. \0" (1/1 1Im't! lilt! SOli/I! political alld
sarial rig'"s: (I11\·tllill~ Ius is /III/ii/likable.
11" ,111111t! gMS for Illy H,llllall alld Vorx,.
sis/us.

"Bm K'krl!l! lel/ltl/tts lIt'l'e( IIIke PCU! ill
bllSilless, politics, or U·'lf. rl/IJIIS" /flt'.'" ,Ire
ulinlJs 011 IUllld fQ S/Ippurt (11111 coddle
Ihose who do, TIt,-.'" /tun: /h(' sam,. brai"
cUJ!tu:ily amillmil't! ;/lulligtllet! as ,,,~

mules. oml i,lteractioll b~t"'eell har~1Il

members dell/Ollstrat~s "iefrfy ad"anced
social skills. yet t1ler~ is 110 sigl! nfdinar·
isfactio" ,,'illl Iheir Int.

"II01"f'w!r. mnst Sllflli~.f nf IIr~ K'kr~~

are calld/lcud ",ith thtir tlJsista"c~. so
If/is nbun'miOir II/IISt In /(Ikt/! ",it" il IIip
ofsa/ille.

"These people ...ill aI...tlys t1C(:l:pl "
101lt Il'lI/ltJerer imo /heir mid)'I, I",wcn!r
deStilU/e. Tht sllme is /lUI Iml: uf (J fall/if)'
ill similt/r 3'/rtiitS. SlIt:h (I gl'OIlP is shrll/lled
by ,,1/: ere" ur/,III/llt·d ;"dil'idllflls will IIot
join ;1. My r('$('orch shows /{/(/I tlleu
P"r;,," fill/lil;es how! tlleir arisill ill 0(/111·
!erOIlS /llIiorlS, COllsider lhi.f .fC'llnrio:

"The 1II"les fll'f! hrigadl!d according /(I

c!fl'u oud nrrlll'm;OII, Tlleir ~enetic code,
Ihl!ir IIrg/! 10 he plY..ft!/11 ill tf,e /le.n g~lIer·

m;ml, (IOe,f 110/ \'(//)' l1'ilh /his S/(I//IS - 11011'
could il? Th~)' ar~ 11111'('/(1/('(/ in d03'I:

degr~e 10 their m(lSler3\ (IJ t1l('3'C 3'tmb
Imher (1/ /e/w Iwlf Ille dlildr/!/1 ill the
I1'lJo/~ HcrtJ! Tile K1.rl'e (II'/! I/UI (I 3'/IPU'
orgill/ism. they "re" 3'C',WIII uligllrclty.

··Noll·. while Iltc'." tire col/dilion<'d 10 bl'
""PI'Y ",ilh tllc'il' 101 01/ fI .mcia/lf'l'f'/. lhis
dOt'3' nOI ajJf'c/ tlteir hOn/lOlIes. They art':
(11/ c,jJeclioll(l/e specif's ",ho pri:, rlO.ft­
/less. A "orem lIlembt!r cOItI(1 t!(uily be
/It!g/u/ed by her hass, What could be
/lUI" 1I(1l1/ral/llall t"m slit! s~~k mt~lIIio"

ef.ft'Il'IIere? And II'hoi could be more
ill~'itabft! IlIa/l ,1Iat a IOll'-statllS mole. a
sen·tlm or junior soldier pcrhups. dt!/lied
Q wife ond 0/1)' legil/mutt! OIlIIt!I/or his
reproductil't! IIrg~s, /lcf.·olllnroou/t! her?

ClHrlillueJ 01/ /lUI page . ..

to pllthologieal mutations, And the intensive fanning brought pollution to the seas.
which threatened to compromise Kirur's uxygell cyclc.

Along with agricultural waSle came massive industrial pollUlion. Mineral
extnlelion was difficult for the K'kree, Their claustrophobia and large size prevenled
deep mining until very late in their industrial history. Instead. they scoured the sur­
face of Kirur in search of exposed seams. When the drifts played out. they took to
open-pit mining. This proc"ess prtXiuccd hugc arTIoullts of dust. Dispersed by the
wind, it fouled irrigation courses. promoted respiratory diseases, and ultimately rose
high enough tn fonn a persistent layer of micro-fine panicles. In addition. K'k.ree
industry used fossil fuels exclusively. creating another sourcc of atmospheric poilu.
tion, especially acid rain.

Bascd on alllhis data. Niglumane's scientists predicted a planet-wide failure of
agriculture due [0 crop destruction and reduced sunlight. which would be folluwed
by a decline in atmospheric oxygen levels. Life on Kirur would be impossible.

The Lord believed ullerly in the pnJmisc IIf K'ktL"C religion. so he would not
accept his scientists' dismal prediction of his people's fate. He resolved to act in
their illlCfCSt.

In the short term, he encouraged the erectiun of transpan:nt domcs over the
cities, enabling a clean domestic environment and lower rates of respiratory disease.
He ordered factories to scrub their Clllis.~ions and organized efficient procedures for
the elimination of sewage. r'Or the longer term. he encouraged contemplation and
n.:scarch, stimulating a flowering of K'kree scientific and cultural knowledge which
was to have profound effects.

The domed city is still the cultural norm in K'kree architecture; its influence
can even be Sl."C1I in the dc..o;ign of their spaceships. Cleaning factory smoke and pol­
lution provided sulfur and potassium nitrate. Mixed with the ever.prcscnt charcoal,
these byproducts enabled the K'kree to develop explosives and propellants. But it
was the push given to pure science which had the most far-reaching consequences.

For the first time, the K'kree came to look at the 2.000 stars visible in their
night sky ao; something other than a navigational aid. In short order. they deduced
orbital mechanics, a law of gmvity, and quantum theory. They went straight to
gravitic technology without trying rocketry, lighter-than-air technologies, or airfoils.
But then. they had a special stimulus - for the tirst time, they had looked closely 3!

their moon and noticed something very ahlrming.
There were predators in the sky.

The First War of Many
III the K'kree language, g'l/aak means "predator." Enclosed in a cartouche (the

K'kree equivalent of capitalization), illllso dl:llotes the Enemy, specifically the tech­
nologically inferior culture of hunter/chasers that Kirur scientists notil.:ed infesting
their muon. Thc Steppclords saw Iheir near neighbors as an abomination and a
threat to their security, Being well aWllrc thlll scienlifil.: progress is non-linear, Ihey
decided to act while they had the advantage.

For a credible assault un the Il1tlOll. they needed two things -technology to take
them. and soldiers willing to make Ihe trip. There had always been mad K'kn:c - the
unes who did not mind being enclosed or spending a long lime alone - so the bosses
looked for them among Ihe Killers of Vermin and brigaded them separately. As the
first experimental gravitic vehicles became available. these cmzy warriors lried them
oul. FiT;)t thcrc wefC open grav sleds. equipped with chemical propdlam guns. Then
came sealed shunles. When the inV'dsion furee WllS ready, the Lord of Steppelords
dispatched it to KilTixur,

The K·k.ree had CXIJCCled a quick war of extermination. a vindication of Iheir
religion. but they were disappointed. The G'naak had chemical weapons of their
own. lllld rockCls. As each side captured the other's materiel. they entered a spiral of
competitive developmem of new technolugies. Soon the K'kree had explosive ord­
nance. strategic weapons. heavy guns. autocannon. and efficiem assault rines. Hml
the G'na;lk had gmvitie aircraft.
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The war lasted a century, and was fought with a bitter intensity. Eventually, the
K'kree found they were handicapped by the small number of crazies they could
recruit. So they worked to develop the environmental enrichment techniques neces­
sary to keep lheir race sane in stressful conditions, and then built huge vehicles
capable of transporting regular soldiers to the moon. The enormous increase in
armed troop.~ in the war zone assured a K'kree victory - they eJltirely exterminated
the G'naak anu sell led into their new acquisition,

To the Stars
The study of C'naak relics and the increase in astronomical data, especially

from orbital facilities, enabled the K-krce to significantly expand their knowledge
base. The recruitment of crazies during the war left a surplus of them in peace, High
Command decided that these - extroverts, Ihey were politely called - could explure
the rest of the star system_ to make sure that there were no more unpleasant surprises.

This outward push stimulated the invention of reaction less drives, and eventual­
ly of the jUlllp drive. In 3346 (-4142 Imperial), the K'kree were rcady to travel
among the stars. They were not going for curiosity or lack of living space. Their
motive wus u fusion of self-preservation and religious duty; out there were morc
meat.eating hunters. which had to be destroyed for the Faithful to be safe. The first
K'kree Slarfarcrs took with them a dread of what they might find, but when they
went, Ihey went to kill.

Devourers in the Dark
The K'kree were astonishingly unfollunate with their inmledime interstellar neigh­

bon;. At first, they mel 110 sp<lcefaring peoples, Hlld tnok this as a sign that lhe night sky
was theirs. But they did find inhabitants on the near worlds, and landing parties gener­
ally mel ferocious opposition; some explorers were emen, This encouraged the view
that while space might be open and fuJI of promise, like a big, dark steppe, Ihe worlds it
held were infested with S'/loak, implacable and hungry.

The militury decided that wherever they found a biting momh, there should also be
a bullet. To avoid unnecessary casualties. the K'kree took to saturating inhabited plan­
ets from orbit. either with weapons or. less expensively, by dropping rocks on them.
Scientisls would then investigate what wus left of the native civilization while soldiers
look care of any local survivors. Although spirilually satisfying, Ihis method was
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Speaking
to the Motion

{Continued}

"J/ de/l!cled, rhis Jlairil1R appalls Ihe
Jalllily. (wd llie COl/pIe ('N! (/ril'ell 011/.
Hley,!lt'Il raise their clJildrl'lllls besllheJ
("(lit ill iso/arion (1m! disgmcl'. II is {/ liltle
tmgelly. played 011/ (11/ (lCrtJH /hl;' Two
Thou.wlIIl! lVorhh. sad n(!/ 0/1/.1' for tlze
011(::;' who suffer, bllimun' so Ih"llhis des­
fI!'r(lf(' infidelily is Iht' ullly J'i~1I oj ,.ebel·
1;011 alld sl'lf-asH'rlion Ilwl a femah'
K'ku'(' ctllllJlake.

"Sislen, I cOllllllt'lUllhis I1IMir'" 10

yor,.
- Dr. Kltearlklrai, As/tin ("'II,Stlle

'"T1I'e/l'e years aso, Illy (wrems look
me 10 RIII1-eliek-gmr-cliekclick-md;sk
(del'fJ hremh, to seal/eretl (1/1,,1'11I01"1.", /"1'1.'
jusl re/llmed, II'llile 1"1.'/"1.', 1\'1.' h(/d bn'ak­
flln /JII(' dllY lrilll lile lunll Krllrrtll/l/, Till'
lViml KIIOll'S Dllr Numt', uml h;sfullli/y.

"TI/(' lord IUld liS si! wil" him alld
Irt'(lit'd liS all I;r(lC/ollsly. He shulrl',} 110

:m/"priw Ihllt Illy mOlher had h('I'1I ill thl'
a,.my. {Dala·/ink illserl: Bowm'.u Co{(mt'l
ArtllIl;,rla "r/llSlro"g-Shailll un'l,tl lI"ilh
distiuetioJ! 011 Emerold ill Ihe Fiflh
FrOIlIil'" 1V1t,.. { Tlte.\· had II II1IIg chm
(liulltl .1·1,,.itms mililll,.)" 1II(IIII'rS - ill/tick
/tIctic.I·..w/lply proh/ems. _miff lik<' IlIilI.

/l'diller did hf' (Jlleslion dad's cooken'
SIlO\\". {DtIIll-/i"k insert: Baro" Mll:JIIl

/i/"III.I·IrOllg-Slr/lim is /l hmlillg Viluni
J'/illgilii (11I(1 a {,iuJ/eer ill Ih(' fidllof
SolulI/un;- Villlll; J.,/lI..·u·lh· 1·II;Jim'./

"ForiIII' H't·on!. II;s lr;I'('J·. dUl'l;llt('/".~.

(11111 ,}I'/lI'lId('III.,· 11'(""(' obl'iollsly happy <lml
I'('(lfllty, 1('1'('" fi'III"('(1 ,dll, 011(' oj his SOliS,
fHe "·(I.m "l1Id<' "lIuIIS/, 10 "'Im<' ...ill. /l1l'tlS

fim.) 1"/l/'l"e Wl/S lin susgeslion oJ'lI/tIl.'dying
sl'.l"/Iol tlmS;OIl.

,. WI' lII'I'd 10 111.' lleft"il/! 1I1>ow who mId
Irllm lIre K'kree lI/'e. n,t'I"/'e tlliell. They
IUll'e 1/ .l"IflllI,I:e socien'. "I1/t'y !lm'e difft'r­
elll IlwlIglll processes, That's wlt/ll
""lie,," IIlt'llJl.I·.

"I hCIl"(' ,fait/u.I· dOlllm' Ih/ll CI K'krl'(' of
dIl,er .IT.I· "'cmld ,mderstemcJ Ihi.r (/dllll('.

TIll: Willd Kllows My Nwm: dicJllol '-(TOg­

IIh,e IIII.' o/" my IIIlIm I.IJ' fel/wle, VI" m;J·'Clke
us for ml'Il, {lny /IIore Ilroll ht' so'" my d/l(l
CIS /lillie or lIlistook him fo/" 0 \\"0111(111. To
him, we dithr't hm'e gellder becallse we
were" 'I K'k,.ee, lVe were aliens.

"I .f/lsge.~1 Ihar tlli.~ motion i.~ miSCOII­
ceil'ed al/d irrelel'OIlI. A.t it is pnilII/ess,
meal/illg/e.U, and c/nse 10 silly, I mm'i!, as a
paint ojorder, tlUJt this quesliollllOl he /111I. ,.

- Dame Gomi SlIIl:;"i,,!: AmmrUllg-SIUlim,
HunllO//Y lV"olefoU(lJ" ddegt/II'



Multiracial Herds

Some Herds. especi:llly on worlds
where rhe K'kree are uncomfonahle.
h:1\'1': accepted mher .c;cntient races as

members. These people arc <Jlways of the
meanest ser":lnl caste. and arc required 10
obey their masters without question. even
(0 the extent of rcpr.:scilling their own
spirilu:ll beliefs as SUb.wTvicm to the Great
H<:n.l"s.

TIll: Iu.:al bosses urc ... [ways K"krcc.
bUllln:y do place some of their subjects in
uUlhority over the olhers. These act 35
charge hands, bosses' spies. und - on
occasion - informal executioners. The
K'krcc use their subjects in unpleasant
environments like oil rigs and mines. bUl
ure aw;m: Ih:1I dissent C;tn arise. So they
give n1:1rginal rewards 10 Ihose who police
disa!feclion on their behalf.

The Devourer in the
Dark (Reprise]

The trailing border of the Two
Thousund Worlds is littered with
small stales. Some are clients or eco­

nomic satellites: others 3rc independent.
Among them are a few small. very fright­
ened carnivorous races which managed 10
fiee from K'kree eradication. They main­
tain an extreme defensive poRlUre and will
attempt to overwhelm a K'kree ~hip on
sight. Lest Olle .'\lip by, they will atlack
:myth;ng disk-shaped wilhout wuming ...

..

expcnsi\'e and wasteful. Scienti ...,s cspccililly IJCmoullcd the data they could not read.
with no one tert to ask.

This policy softened when the Herd came <lcross a space-capable civilization
which was 'llrcady communicating with an interstellar neighbor by radio. These
creatures C;lme to terms, forswearing meat and promising to tell their ncighbor.~ to
do likewise. The bosses found this an effective way of conquering, and sent an
invitation to rcfurm to all suhsequent contacts. Failure to comply led inevitably to
annihilation or conquest.

We Are Not Unique
The K'kree had felt that the jump drive was a sign uf tl1l.;ir uniquc genius, The

societies they found were either long-range radio clubs or the result of primitive if
ingcllious slower-than-light cxplonltioll and settlement. The K'kree had superior
mobility. a reassuring reminder of the prairie.

However. their more remote subjects told them of other spacefaring races, of
stmnge four-limbed meat-eaters, some long-faced and furry, some flat-faced and
bald. There were funny, six.legged things without heads ano big scaly warriors with
tails, This came as a shock.

The K'kree became more caulious, concenlrating their ships imo big task
forces. One of thcsc crossed the lesser rift in 4961 (-2203 Imperial) and eventually
spread colonies through just over a subsector. Contact with increasing numbers of
extremely hostile carnivores called Vm:gr led to the decision to cease expansion and
hold current possessions. Their subjects' reports of jump-capable aliens had proved
true, so the Steppelords took time to restmclUre the military, The first test of their
improved forces came in 5099 (-2029 Imperial) when they met the I1ivers.

The Wars We Don't Mention
The K'kree are more secretivc than usual about two past cvents: Ihe war with

the G'naak, and thc one with the Hive Federation, Although a splendid vindication
of K'kree religion, the G'naak war is diplomatically sensitive. The senior
Stcppelords do not want to advertise the fact that, in addition to espousing univerSll1
vegetarian hegemony. their civilization is the only major nice actually to have wiped
out another sentient species. (Not to mention the fact that the G'nnak war led to the
destruction of other planet-bound species: but those worlds are far enough mvay for
the K'kree connection to be overlooked. unlike the cvidence on their own moon.
And if details of the G'naak war get out. it will lead to the other worlds, , ,) The
Steppclords feel this would cause a preemptive attack by their opponenls. Heting in
common and out of self-preservation. Even the most jingoistic of K'kree high com­
mand recognize thai this is a war they would lose.

The war with the 1·live Federation is counted as the low point of K'kree vermin
control. Their progress through the night sky had been uniformly victorioUl; before
they met these strange, malicious omnivores in 5099 (-2029 Imperial. 2472 A.D.).
On first contac!. the '·Iivers seemed a pushover - dedicated to cooperation and
togcthemess. they proved easy to defeat because they did not even have warships.
The K'k.rce forged ahead until two really unpleasant events. First. their opponents
began to field very efficient fighting vessels. with fire-control :Hld targeting systems
able to hit ships at eXlreme range. When the K'kree attack had been blunted in 5 I 12
(.20l3 Imperial. 2508 A,D,), both sides agreed to a truce. During thc negOliations
that followed, the K'kree got their second shock.

The Hivers demonstrated that Ihey had been active among the Faithful. In four
YCHr.~ (five Imperial standard years). they had changed K'kree on selectcd bordering
worlds into something the Federation could live with - a compromise-making. per­
sonally selfish, meat-eating K'kree. The Steppe lords were horrified.

At Gmm XlI/T'rr (G::,irr.'k" 1916), the K'kree signed a peace treaty with teons
that amounted to :1 surrender with full admission of blame. A buffer zone of inde­
pendent States was established between their borders. Then the K'kree interdicted
and sterilized the worlds the Hivers had changed. They remain uninhabited.
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The Long Peace
GII(/a Xa}"r'r,. marked the end of the Herd's active expansion. They were now

aware of a dynamic interstellar empire on their spinward flank. While Ihey never
officially mel the Rule of MUll. K'krcc warriors did fight some sharp engagements
with bald, flat-faced. smelly bipeds called ·'Humaniti." They recovered tcdlllologies
new to the K'kree from some of these encounters. and the sheer nllmber of
exploratory vessels coming their way led analysts to the conclusion that there had to
be something very big Olll there. It was also app<lrent that the ships the K'krcc saw
were operming beyond this state's range of control. Simple prudence dictated that
the Slcppc10rds should keep to their borders until Humaniti had tired itself out, set­
tled down, and forgotten llbout the Herd. Then Ihe K'kree could exterminate them at
their leisure. Similar observations. as well as the difficult crossing of the Lesser Rifl,
prevented the Two Thousand Worlds from expanding much toward the Core.

The Herd did nol relurn to the offensive during the Long Night. when the
Human stales became quiescent. Curiously, they did nol move further 10 Trlliling,
either. No good account of the reasons for this are found; K'kree history only sug­
gests long-nlllge eOlltrol prohlems and hints at "troubles at home." Ofticial history
chooses not to reflect on why these troubles became endemic after lhe peace of
Gllaa Xar,.'n; or why the Herd is still dealing with them 2,609 years later.

DOMESTIC POL.ICV
The K'kree work to ensure the hannony and securily of Ihe Herd. TIlis includes

conciliation meetings between bosses of equal rank, arbitrated by their immediate
superiors, but under the supervision of a more exalted KrurnmQ. Beyond assuring
that their species dominates ils empire utterly and Ihat (Ill lhe families participate in
the work that keeps this going. the Steppelords are unconcerned about what Iheir
suhject families do. If things go so awry as to allow a slave rebellion or an outbreak
of extreme moderation, such as a new foreign lrading sIal ion, Ihe higher ranks will
take an interest. (The local ruler will lose a status fight and retire.)

The Cleansing
Some K'kree minorities are passionately devoted to their religion. Usually these

groups cluster in the rear ranks, as nobles tend to be more materialistic and secular.
but there are exceptions. Cerlain Stcppclords arc linn believers in their race's des­
tiny and push for a
morc muscular for­
eign policy (if only
across the trailing
border).

Others, t1elli~d

this outlet, take a
harder line than USual
with the subject peo­
ples and uncorrected
ecosystems. Occa­
sionally, under an
energetic Kl'lIrl'/IIW,
these groups solidify
inlo a political plll1y.
Members exchange
infomlation and facil­
ities to enable the
suppression of Ihe
unholy. and agitate to
be allowed 10 take the
faith abroad.
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Adventure Seed:
Not Me, Master,
He's Spartacus!

The Pes. who can act as a ship's crew,
have fallcn from favor and ha\'e been
sent to an asteroid hell. They must

force local slave laborers to dig am and
~fine 32 disp!;u:emem IOns of relined nick­
el. aluminum. and iron every k·kamu. A
ship operated by thc clan monitoring their
exile will call to collect. There un: WUr.:iC

postings. should the Pes cOllsider loafing.
Set·up: TIle dlanJett:rs aad dependents

are housed in Ull impact crater on a major
plunetoid. The bottom is filled with a
lump of ice (another asteroid) and covered
with a heated false floor which is carpeted
with synthetic turf. The mouth of the
crater is closed with a transp:lrellT dome.
held up by the air nndernealh it. A hig
grow lamp in the roof gives a Kirur-Iil;e
feel. On the surface are a landing pad and
a relining plant. Underground. extensive
mine workings lead out from the cwter.

There arc also outposts on otht:r bocJit:s
in the bell. The caretakers nt:cJ to resup­
ply Ihest: bascs rt:gu[arly. using their in·
syslem bout.

ProblclII. While the party is away in
the boat. the miners on the base revolt.
They promise to blow open the dome.
killing the wives and children living there.
unless their dem:lllds :Ire met. They want
fO be 131:en om of the Two Thou.~and

Worlds on Ihe neXT starship. But even if
lhe PCs accede. the visiting merchant \'es·
sel won·t.



Adventure Seed:
The Lost

Carnivorous K'kree

The Great Herd fear thai they did not
ClIlcnnillah: aJlthc K"kll.'I.' the Hh'eri
thangt:tJ into 0: blasphemoos g"/wok

form. n,ey p:lIro] the TrailinglRimward
margins of their empire just in case there
might be more of them. The)' also scour
communiC:llions traffic and imported
entertainment or news iTems for any hint
thai might point to Jiur\,h'ing monsters.

The PC.~ are a S13Bhip crew. K'krcc or
forei!;n. whn happen 10 pick up some old
1r.I\'d show holocryslals cOnlaining pic­
lures of K"1:.1\."(: mcat-calcrs. The worM in
question lies between K'kn.-c and hnpcrial
space in the Crucis r-.brgin. The PCs arc:
rctailloCd by a subscctor guvern<w to "isil
the planet in question. acquire hard ('\.j.

dence of the presence of ch::anged K'kree.
and return to the Two Thousand Worlds.

S(·/.,,{': This world does indeed e)(i.~I.

It's called the H:mnony Garden and sup­
pons popnlatinns ('If alien races from
acrnss ch:med space, including Vllrgr and
Asian. It is ruled by a Confucian-slyle
autocral (sec GURPS Clli/la or GURPS
}apa/l). who insists un a pcrsonalmollop­
oly on viulcnce (Gun Conlrol LC 5). TI1C
currenl Daughtcr of Heaven has cquipped
her j;uards with TL9 weapons and armor.

The Pes happen to arrive during the
Dr.lgoo·s D:lJlce competition, a biennial
martiill ans cOllles!. including anislic :md
full-corHacl evenlS, There are same·
species competiTions, fights by weight eat·
egory. :l h:lndicapped interrncial knockout
evenl. :llld a full-coolacl, no-holds-bam:d
ch:lllen~c.

f'mbl~lJIs; A carnivorous K'knx: com­
munity could nOl ha\'c survived wilhout
powerful friends, so the PCs will ha\'e to
work at survival. If tlll: spies are K'kree
thcmsch~, they will wl10t to take imme­
diate executive action. They can do so
legitimately only if Ihey enter the
Dragoo's Dance ...

Subject Races
All)' group which can abstain entirely from eating any animal product. :lnd

which will promise never to synlhesize any animal product for any use whatsoever,
may live within Ihe Two Thous:lnd Worlds under the supervision of a senior
Kmrnll/a. To repay this mercy. they must serve the boss in any way he deems iiI.
This includes pcn;omll or miliwry service and paying a tribule in food, raw materi­
als, or manufactured items. It should also involve doing so wilh every appearance of
enthusiasm. but many bosses have found Ihat this is too much to expect. Useful,
well-behaved subjccls arc allowed to colonize worlds of Iheir own. under the super­
vision of their Kntrnmo, The pl.lOcts usually chusen for Ihis arc unappealing 10 Ihc
Herd. a fact not lost on Iheir settlers.

Some minor races have accepted dominion as inevitable - their ancestors woke
up one morning to find thai visitors were Irying 10 IC!<Ich thclIl the meaning of "obey
or die:' Others. panicularly Human and Vargr splinter groups. h;we managed 10 I,:on­
ceallhcir lrue feelings and intentions from their masters. and retain a touching belief
in salvation from outside,

No matter - the K'kree seldom really truSI their subjecls. Hoslage-Iaking is
common, as is installing thennonuclear devices in big cities. Even with these safe­
guards. Ihe bosses are aware that covert enemy action is II real threat. so Ihey audit
their ethnic minorities carefully. Any unusual phenomena are invesligaled thorough­
ly_ TIle pricc of this oppression is continuous dissent. 'Iltere is always a subject-race
rebellion somewhere in the Empire.

SCAREO OF THE NEIGHBORS:
K'KREE FOREIGN POLICY

For !<III of their poslUring. the K'kree are a nervous people. This is renected in
their foreign relations, which arc ;11 odds with their domestic pronouncements. The
Great Herd has never really recovered from their lroUlleing at the hands of thc Hive
Federation. They stopped expanding long before they mel the VUani. made no for­
mal eonlacl with thc Rule of Man, and failed to absorb more than a fraction of the
Human settlers who appeared on their bortlers. Yel the Steppclonls insist Ihat they
have a manifest destiny to extenninate all predators and carnivores in the galaxy.
This opinion is well known across Ihcir borders; it is a spur to military spending
among their lesser neighbors. but C:luses no :llarm at all in the Imperium. The Vargr,
and especially the mixed-race Julian Protectorate, just laugh.

K'krce diplomats have two policies. The first is to intimidate their immediate
neighbors into subservience. These clients act 111\ listcliing posts, iniliale raids
against Imperium-sympathizing counterparts. and do their best not to orrend reli­
gious scnsibilities by voluntarily adopting vegetarian practices and extermin:uing
their own carnivorOlls wildlife. K'krce nohles arc always willing to pop in and lend
a hand with this last item.

When dealing with more powerful neighbors like Imperial Archdukes or the
Julian Protectorate, Ihe language is conciliatory. The Two Thousand Worlds main­
tains consulates at sector capitals and on important worlds. including a magnilicenl
domed park on Capital itself. The diplomatic staff. equipped with nose plugs and
pomanders. call on mallufacturers, scientists. nobles, and educators. K'kree mer­
chants travel widely outside the Two Thousand Worlds, mllking a (lOin! of commu­
nicating their experiences at every opportunity. This intelligence is rushed back 10
Iheir empire, as arc frankly alarmis! accounts of external technology and war-readi­
ness. These are used bolh as a guide to TC<llistic planning and as a 1001 to dissuade
religious fanatics from rash actions.

TIIC K'krce do nOI have any direct conlact with the Hivers at all. They will
blackmail Iluman subjects 10 make tmde rUlls into the Federation by way of the
buffer Slates. and pay very well for independently deri\'ed inlelligence. but Ihey do
nOl want to deal with the Manipulators at all. The Rimward K-kree border is policed
12 parsecs deep. al huge cost and inconvcnicnce, to guard against the Hivers.
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WORL.OS
The K'kree prefer only (0 inhabit planets like lGrur. As Ihen.: arc few and far

between, the Herd must make do with second best. Many worlds are unsuitable for
K'krec - anything mountainou~ or with too much sea - but nevertheless require a
presence 10 deler squallers and 10 exploit naillm] resources. Families or clans which
have displeased their betters are sen led in such places. If such a planet has sentient
natives, the Kmrrwl(/ sets them to work. If nOl, the KmrnmQ assigns colonists. In
this case. he makes sun.: Ihlll lhe scll1crs know this is a great privilege.

Hostile Environments
These require SPCCilllized. enclosed living conditions. II is not cost-effective to

build such facilities large enough to accommodate a typical K'krcc community.
Instead, the most practicable site for a basic group is developed instead and its occu­
panls arc instructed 10 use robots or slaves to exploit the world.

Control
Small selllcmcllts, usually IIlillillg sLations or research bases, are run by individ­

ual families. Worlds with less than a million K'kree will be controlled by a :;inglc
boss or a number of lesser patriarchs who repan to an offworld chief. Otherwise. the
planet is ruled hy a resident Steppelord.

Sterports
Like all K'kl"ee developments, these sites ooze across the landscape like bubbly

scum. They follow the standard GURPS Traveller/CURPS Space dassiliealion.
Types IV and V have extensive orbital facilities, exceeding by many times what out­
siders would expect. The ground facilities are widely dispersed, separated by resi­
dential areaS, warehouses. and ehlllldlcries. The faeililies availahle vary with starport
class, but even the most mean include a hostel (k'ghikre) for traveling K'kree
(intended as the las! reson for the desperate). Occasionally, a sole male will stagger
in to hc eosscted and adopted hy the locals; morc often, a whole family of pariahs
will pass through on their way to disgrace. For a husband to need a k 'cflikre for his
dependents is extremely shameful - it shows he has no friends and no boss.

System Defenses
Many border worlds and a few important systems have bases for resident naval

contingellL" and support facilities. Others have smaller outposts instead. The bases
mount patrols in all the adjoining systems, and across the border. They are usually
given the duty of policing activity in an entire Main (p. GT48). They also resupply
outposts. The slandard ships for these duties are the 5,000-ton frigate and all armed
version oflhe 10,000-lon merehllllt (sec p. 121).

OutposlS are a regrenable compromise. The K'kree cannot afford naval estab­
lishments for all their stralegic assets, so must make do with semi-aUlomated
redoubts. These carry big ani i-ship weapons and remole·eontrolled lighters.

A typical K'kree measure is to mine gas giants. Robot fighters (I'. 118) keep
station in the lower atmosphere and attaek any vessel which does not give the right
siglllil before entering. This cOIle is available 011 request from the system's starport.
If the system does not have a starpon, the code should be available from the nearest
settled world.

KIRUR
The K'kree homeworld orbits Gzang. a hot, yellow-white F5 V star (mass 1.3

Sol) al 176 million miles (approximately 1.9 AU). It is lhe third planet. The system
contains three gas giants. a hOt greenhouse world. a hot rock, an asteroid belt, and
four ice balls. Kirur has a large, close moon. Kirrixur, which the K'kree also inhabit.

THE K'KREE

Welcome
to the Family!

A
K'kree family ha~ a ra1ri;.lreh. ;.II

least one wife. al leasl olle budy­
guard. and SOllie servantS. Successful

families have upward of 50 members and
small salellites - the persomll dependents
of junior members. Families can be of any
status. Usually. the boss is higher lhan rhe
rest. Where family members an:: Ihe same
class. they can be diffcremialetl hy .~ocial

rank.
Tile patriarch should be proficient in

his family's work skill. which nm be any­
thing from Professional Skill (Cuslodian)
to Strategy (Space). If pcrfornmnee of u
skill requires the assistance of other. lesser
talents (such as cleelrieiam; for power­
pl;.llll en,girn:ers. orderlies fOI doctors. or
communications operulors for ship's Cllp·
wins). Ihen ancillary family members can
possess these jobs. The bodyguard will.
inevitably. be an ex-soldier.

The servanl ShOlllri po.~.~ess S'l\'oir·
r:';I;n:: (Serv;lm) ;lnd Scrounging. In a poor
family, he mighl also hllve a subordinllle
technical skill.

The females should bc good at child­
care (a M/E Professional skill). Sex
Appe,lI. and Massage. Females may also
learn medical skills and the Jack-of-All­
Trmlcs auv'1Il1uge (p. GTI25).

A-Hunting
We Will Go

The K'kree hatred of predators knows
nO bounds, which is ironic since they
are themselves such enthusiastic

hunters. They have eXlerminaled all the
large C;lfnivon::s in their empire, hut are
alway.~ on Ihe lookout for othen to run
down and kill. Whllt they look for in prey
is a fast. cunning crea!ure which will give
them a good long run and a hard fight
before dying on II polearm.

Subject peoples arc rcr.juircd to notify
their masters of any lu{,:ul threat 10 pro­
uuctive capacity. Once informed, the
Krurrww gathers his gUllrds and friends
and the gume is (lfoot. On worlds where
sport is scarce and Ihe overlords tend to
moderation, it could be argued Ihal sl:we
communities are established on Ihe mar­
gins of wild I(lnd to encourage their preda­
tion, proViding !U)mething to hunt.



The K'kree Arts

T
he K'krce like music. dance. hand­
crafted fumiture. decorative cloth,
and things Ihal smell. Their dance is

not readily exportable and their music is
an acquired taste. The Herd's fuminlre is
best bought nelV ;lnd is prized hOlh for its
be:ully :md its ability 10 .~land up [0 heavy
lTemlllcm. (Aside from its notorious con­
tribution to parties at Capital. it is best
known for being :lblc 10 SlOp a IOmm
Magnum at 3 YUfds.) K'krcc doth is inter­
esting - heavily cmbroidcrt:d amI intri­
cately Iwnd-wovcll - but shipping costs
an: high. Perfumc is lhe most famous and
fcudily transported manufacture.

TIlt: subject races of the Two Thousand
Worlds h(lve their own arts and crafts. too.
but these arc heavily censored and grollnd
to a fine paste if found to be snbvt:T'\ivc.

Adventure Seed: A
Saurian Solzhenitsyn

While on a K'kree world (or in a
K'krcc client Slate) a party mem­
ber is approached or a small.

liz<lrJ-lil.:e :llicn. who rn::_m:.~ a holocryslal
into his h:lnd, makes eye contact. and
leaves. The GM should mil his dice secre­
tively and smile. He should lhcn hand the
player a nole saying. "You feci cumpcl1t:J
10 take this crystal back to all Illlpcriulll­
based news cUll'omtion."

The group will be searched thoroughly
by K'krcc guards for the remainder of
their slay. and will be attacked by armed
Human mercenaries on their way to
whichever news COrpofMion they decide
to visit.

The crystal contains a serie.~ of novels
describing life 35 a sUbject of the K·\cree.

WORL.O DATA
Srm1JOrr: Class IV.
Diameter: 8,500 miles (13.600 km). Dellsity: 5.5. Gmviry: 1.07G. COII/posi­

tioll: Medium iron. Axial Till: None. LeI/gill oj Day: 28.6 hours. Atlllosphere:
Standard oxygen-nitrogen. SlIljace \Varer: 31 %. Climale: Cool lmd dry. POlm/lIlion:
10.5 billion. GOIIcmIllCI1l: Extended family. Comroll?lIlil1g: 0 (5). TL: 12.

GEOL.OGY
Kirur is a dead world. II has no vulcanism and minimal radioactivity at its core.

Kirur is so old that it has no naturally-occurring Ilssile materials in its crust. it does,
however, have large deposil" in the Dead Sea, an enormous impact site of great antiqui­
ty. Geologists hypothesize that this feature, contemporary with three on Kirrixur. dates
from the nova which preceded the neutron star at Thirty. No native radioactivity means
no aelive mountain-building, and no recycling of minerals in the crust. Kirur would
have been scoured as smooth as an egg long ago. but for activity from two sources.

As Kirur cools, its mantle shrinks slightly, causing the rigid crust to wrinkle; to the
inhabitants. these bumps are big enough to be mountains, or at least hills. The other
agent for geological activity is the moon. Kirrixur. This large. dOlie l:xxIy caliSCli reglllHr
seismic activity, opening fault lines and inducing land slips and eruptions of water.

HYOROSPHERE
The world was once a lot wetter. but erosion and lack of new uplift produced

first swnmps nnd lagoons, then drier measures, and ultimately. the mixture of soil
and badlands of the present surface. nll:re is H lot of fossil water on the planet ­
some plants can sink roots deep enough to tap it. but much is too salty for usc.

GEOGRAPHY
Kirur is a dry planet. In its natural state, it was grassy steppe and semi-desert,

with badlands and wonderfully severe wind-carved hills. Stands of trees edged
wHterenurses and flourished in wetter arcns; thick beds of water-weeds choked the
shallow seas. Civilization has changed this. Huge, sprawling cities stand on the
edges of good. arable land. Desalination plants dot the irrigated fields. Automated
mines scour out the highlands. Farming machines work the sea floors: fountain-tow­
ers, slick with algae. manage the oxygen content of the atmosphere. The coasts are
ringed with the ancient ruins of failed agricuilural communities. The early K'kree
were not kind to their home and their descendants are still paying the price.

There is only one continent, with seHS Ht each pole and a narrow tongue of water
between them. No K'k.ree has ever crossed this strait by ship. although it mlrrows til
only 200 miles (the Herd are not sailors). The lands facing the seas arc backed by
low, rough hills. The interior holds wide plains, rising to a series of old mountains
running northwest to southeast across the planet. These lire not high enough to pro­
hibit movement, but they do present rough going. They experience only intermittent.
unpredictable rainfall, often in the form of flash floods, so arc cut by deep valleys
which end in fans of debris. They arc also the lands most illnuenced by Kirrixur's
pull, so they are faulted. and prone to landslides or small eanh tremors.

Where the plains get water - from rainfall, rivers, or buried ancient seas - there
is pasture. Elsewhere is bare rock or stony desert. Strong prevailing winds blow the
sands away from the mountains. Dunes can creep six or seven feet a day intn fertile
land before collapsing under their own weight or being Slopped by winds from the
sea. From its interior out. Kirur is a desert. shading into arid steppes, then to prairie,
and ultimately into fertile lowlands and temperate or subarctic raillforest.~. The nat
land is punctuated by relics of old floods, lone sand dunes. and occasion;ll fissures.

FL.ORA ANO FAUNA
Kirur's seusonal variation is slight, so its plants have not adapted for intermit­

lent growth. Some of any olle stand will be tlowering or sporing, while others are
bearing fruit or just germinating. The plants have a love/hale relationship with the
local wildlife. They do not want to be eaten. but they do want their seeds to be
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spread, ideally in a nice pile of dung. Consequently, the plants are poisonolls for
pans of their life cycle. or havc a combination of toxic and innocuous segmcnts,

Most of Kirur's plant life is gmssy. in the sense of growing from the junction of
ils rool and leaf. nllhcr lhan from the lip. Almost all of it conlains a water trap
mechanism for capturing early morning dew. From the K'krec point of view, disap­
pointingly lillie or it is woody. and tree or shrub analogs only arise on slopes facing
into a sea breeze, or along surface watercourses or over fossil aquifers. What wood
[here was had too lillie tensile strength to suggest "bow" to the Herd, but it did grow
long and straight enough to poke with.

Kirur's allilllais arc all hexapods. Only the K'kree developed a centaur's body;
the rest remained strong, ground-hugging animals. There are a few gliding creatures.
with great webs of skin betwcen their legs. and smaller relatives capable of flight.
but no true birds. and no examples of an airfoil surface,

Few of Kimr's fauna survived the K'kree. All the big predator.; werc killed, the
collapse of predator/prey relationships ruined the ecosystem and, apart from the
Herd itself. all that remains are a few innocuous scavengers in the badlands and
some marine creatures under the margins of the ice caps. There arc not even any
zoos to preserve the last of the mcat-catcrs. K'kree have no interest in the Enemy
besides knowing that it is dead.

The Capital
Rak 'keer!. "Eternal Vigilance" or "Everlasting Hour," was the IIrst recorded

K'kree selliemellt; the K'kree calendar starts with its foundalion. Equivalent dates
are -8175 Imperial. or 3668 Be. making the Herd's capital a eonlemporary of Eridu
on Terra. The cilY sprawls at the southwestern margin of the Xtengir uplands. It is
huge, some 80 miles across, and rises in a series of gentle tiers from the plateau. To
its seaward side, it descends to the water in a wide bulgc of curved steps. Vicwcd
from the south, Rak'keer! rises high above its sea farnls. On land. it is surrounded
by paddy liclds, where sewage from six million inhabitants is spread into played-out
opcn cast workings by servants. robots. and imperlinent foreigners.

The city stands on an artificial mound, the leavings from the old mines. This
pile inevitably covered older buildings, bUI the original cily has been preserved - it
was cxeavated and restored by 11 team of Imperial arc1meologists. The K'kree thclI
sculpted thc surrounding land to sweep down to it, to preserve an open aspect. and
covered the site with an elegant dome, The result is an enclosed park. planted with
attractive species from across the Two TIlOusand Worlds, called, inevitably, Holy
Destiny Glm/ens.

The governmental district and palace complex stand at the city's center. with a
park between them; the main road runs straight from there to the starport. 100 miles
away. Subject aliens with reason to be on Kirllf arc kept in a ghetto at Ihe starport.
Rak'keer! has a resident-aliens quarter with its own railway line to the starport and
the capital. It is, symbolically, downwind, and is enclosed in a separate dome, It
houses ImperiHI. Solomani. lmd Zhodani embassies, Each Vil:mi mcgm.;orponltioll
keeps a station here. and the other Imperial megacorporations are petitioning the
Imperium to arrange this lor them. too. There is no diplomatic accommodation for
Asian or Vargr, but they can take out insurancc with Sharushid (p. T:BCI6), who
will ask the Imperial ambassador to take an interest.

KIRRIXUR

World Data
Sfarp0rl: Class Ill.
Diameter: 7,037 miles (11,259 km). Density: 5.1. Gravity: 0.82G,

CO/llposilirJl/: Mcdium irull. Axial Til,: NOne. Lel/gth of Day: 119.2 hours.
Atmosphere: St,mdard oxygen-nitrogcn with a spore taint. SlIJface WaleI': 87%.
Climate: Cool and wet. Poplila/ioll: 55 billion. Government: Extended family,
CO/ltrol Rating: 0(5). TL: 10.
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Adventure Seed:
A Very Tight Squeeze

An e~tremely snotty K'krcc family is
stranded in :I starport. The Pes h3ve
:l slarship, either a t:1r or free trader.

and have alrc:ldy sold their cabin sp.1ce 10
Aslan_ Luckily rhe AsIan ,HId K'kree are
going [0 rhe same place, ;lnd equally luck­
ily. the K'krcc will accept accommodation
ill the cargo bay, provided thut the pes
make it comfortahle, installing uir condi­
tioning, sl:cnl sYllthcsilcrs and all-wall
VICW-Sl,;Tccns showing pil:lurcs uf the
pmiries.

The problem: neither cun know the
olher is there.

An cx!r,.1 inducement - the scrret ser­
vice will pay the pes a month's charIer
fee for their ship if they will (:'Ike bOlh
groups. bug their cabins and send back a
report by Xhoal.

Another problem - both groups will try
to kill the Pes if they find out about each
other or the secret service connection. If
they find oul aboul hOlh. the Pes will be
pn:scnl at the fin;t ever Aslan-K'krcc joint
forces operalion, RegreLlably, they will
not live to see their en;twhile passengers
kill each other afterward.



Adventure Seed:
And What Exactly
Is a Hamburger?

The pes Ilrc working on;] world in the
Cnlcis Margin or SlaT'S End. where the
Two Thousand Worlds :lnu the Third

Imperium are indUlging in:.l lillie infomml war
by proxy. They arc either the representatives
of the local Astroburgcr fmm:hi:«: (p. 1':8C20).
or a K"krcc family ocnl Ull cSl<1ulishing il per­
furn<.:ry. market ganlcn. and k',~ltikr£"

[n ullY case. they are required to persuade
the local authorities thot their plan is the
right olle. They may not resort to violence
overtly.

Small Unit
Organization and

Tactics

T
he basic K'kree unit is the platoon, or
rillS'r. of 50 soldiers (the size of:l pros­
perous family), This is too unwieldy for

dutics such as scouting, patrolling perime·
ters. or house-to-house combat. but this i~

no problem - the Great Herd far rrefer~

reconnaissance by fire. lIrea denial from
:millcf)'. and n:lllening buildings to fighting
through them.

The ring'r follows K'krcc organizational
concepts - il is mude up of the SU111C propor­
tions of middlc- und lower-class troops as
civilian suciety, with all integml headquar­
ters sel:liol\. Armament is predominantly
long rines, with five light machine guns and
five laser designators.

COII/inlled on ne.XI page . ..

Kirrixur is the weL close satellite of Kirur. As it is face-locked to their home­
world. the K'kree describe it us having inward and outward hemispheres. It has a
day/night cycle. determined by its orbit afound Kirur. rather limn hy its rotation. Its
most striking feature is the set of three huge impact craters on its inward face.

Atmosphere and Hydrosphere
Very deep oceans cover Kirrixur. They are shallower around the great cratcrs,

lind lire broken by the tops of huge submarine 1l10unwins, The extensive hydro­
sphere, the long local day and Kirur's tidal pull nwkc for extremely violent weather,
The a1mosphere is tainted by spores, counesy of lhe local lifcforms, which use the
high, persistcllt winds as an agent for dispersal.

Flora and Fauna
The K'kree eradicaled the U'naak very thoroughly, None survive

on Kirrixur. nor do lilly cn.::utures of 1111.:: sUll1e phylum. What remains
has filled the vacated niches surprisingly quickly. Amoebas. lichens.
soft-bodied coral-analogs. and fungi are the mOst common lifeforms.
Plants llrc fast-growing Hnd tend IlOtto be woody. They propagate asex­
ually by emining creepers or by venting their spores inlo thc atmos­
phere, On land they form huge mats of fern-like growth.

Animals arc all varicties of fish, arthropods, or insects: some are
amphibious. others can fiy. The smaller move 11rOlll10 as aeolian plank­
ton. The biosphere is best-developed in the shallows rotlnd the craters
and on dry land. Elscwherc. it is very sparse.

K'kree Settlement
The K'krcc try not to go to Kirrixur. However, it has some useful

recoverable minerals. and its extreme geography lllld poor climate make
it a good place for hostile-environment training. The Slcppclords would
quarter subject levies on the moon. but for a nagging anxicty that they
might rebcl. seilc control of the spaceporl, and somehow contrive to
bomb Kirur.

ECONOMICS) BUSINESS) TRAOE)
AND COMMERCE

Domestically. the K'kree have a top-down command economy. where the higher
bosses say whal they wanl done, and lheir underlings do it. This can be inconve­
nient, especially for Ihe smullcr, lower-caste units which attend 10 the manufactur­
ing, rather than the planning. It also bewitches the higher nobles with unrealislic
cxpectations. Planning is a stressful process for the Herd. There is a systematic mis­
match between demand and supply of components and support for manufacturing
efforts.

This is inevitable and due in its entirety to the nature of the K'kree state. A
coalition of families which can cooperate for simplistic ends. such ns the extermina­
tion of all carnivores, is ill-suited to the detailed work of providing the components
for that glorious progress, especially when there is no end in sight. Filling orders is
tricky. It is easy cnough for a local steppe lord to arrange for his followers to produce
some food, some minerals and a few superconductors, then send off the cxcess to
another herd somewhere else. Doing so repeatedly and to a schedule is more difli­
cult to arrange. There are too many changes at the grass roOts. When children are
born. their fathers take time off to dole all lhcm. There are always weddings to
arrange and harems to police. The hardcr a male works. the grealer the dllllger llHll
an interloper will sneak in. This anxiety keeps his mind from his work. which is
unforlumllc us his performance is tied to his actual social rank.

When the goods have been produced. Ihey nced 10 be t<lken 10 lhcir tl.~crs. While
some herds - the Steppelord of the 'I\vo Thousand Worlds' own ctllouragc. for
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instance - inlernalizc Ihese l{)gi~tical problems. most groups are too sn1:111 or squea­
mish about space to do so. Some speci:t1ist families act as intermediaries in
exchange and (crucially) shipment of goods; some have become eminent in the
process. Regrettably these are often erazy people. and some are even moderate!
Their trading partners are always uneasy when dealing with Ihcm. llnu thc
Sleppelords arc interested in their contacts with outsiders.

Business
Among the Herd. business is a malter of paying respect to one's superiors with­

out starving in the process. A clan will have families which perform most of its
activities. A sufficiently large and diversified herd could have factories. farms. or
transport facilities. and each would provide these to its member families in relUm
for a reciprocal consideration. and ultimately under the guidance of the patriarch.
The higher-caste clan members get bcller service alld 1II0re stuff. which is as it
should be, but the boss is required to make sure that no one suffers through doing
his duty. This presents a difficulty for planning or large-scale work. On just one
world. the actual productive capacities and levels of stock are known only vaguely;
over interstellar distances. it is a miracle if the required goods actually tum up on
time and in the right quantity.

Concepts such as a profit Illative nre lnrgely absent, although real-world stimuli
like comparative advamage and diminishing returns do have an impact. The difficul­
ty with these factors is more spiritual than material for the K'kree. The boundaries
of practicable company extent are seldom the same as the ideal size of a K'kree
clan. The patriarch wants as many enterprise:- as he Clln imagine, and prefers them to
be as large as possible,

The idea that there might be an optimum or maximum size for an endeavor is
not accepted without a feeling of regret that this is somehow inconsistent with racial
destiny, That some specialists in some locations can produce goods more cost
(strictly speaking more re.,·o/ln:e-me) effectively than others is seen as somehow
unholy, or at last antisocial.

Currency
The K'kree rarely lise money and do no\ vlIluc it. Transactions arc agrced to by

herd elements specializing in that kind of thing. then the goods and services
involved are apportioned according to the wishes of the Kmrnmo. The Herd does
use something similar to cash for business via third parties, or where the goods
exchanged are intended for remote destinations. They do not think of the notes
involved as having any il/herellf WOJ1h; they just describe a pile of physical items in
a field somewhcre in Ihe Two Thousand Worlds.

K'kree traders have got the hang of monetized economies. They still find il
amusing that these linle bits of metal or plastic. or notations in a database. are
deemed 10 have value. but take this as proof Ihal their neighbors really are doomed
and benighted S<lvages. Beller-informed K'kree know that hard currency. especially
the Imperial Credit. makes it a lot easier to acquire high-tech impoJ1s. Charges Like
Thunder prefers that any foreign exchange ends up in his war-chest, and will offer
very generous exchanges to assure this. The Overlords follow similar policies. as do
some hard-line fundamentalist clans.

K'kree Interstellar Companies
Despite their innme conservatism and tendency toward local self-sufficiency. the

K'kree can benefit from t!TIde hetween the stars, and herds have arisen to take advantage
of this. These clans arc made lip of families spread among dilTerent worlds. so arc SCCII a"
distinct from their one-world. one-herd neighbors. They are. of necessity. bener infonned
and often more open-minded than most K'kree. They arc also closely linked with the high
command. AllmQvcment within the Two Thollsand Worlds is. theorcticlilly. cOl11rollcd by
the Krurnuw. Trade requires autonomous action. so the traders have license to move
through the Empire and acros~ it" borders in pursuit of trade gcxxJ~ and money,
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Small Unit
Organization and

Tactics
(Continued]

Units will also havc ilt Icast twO open­
mOunted. crew-sl.'rvl.'d mort<lrs or mass
drivers and ma)' also have a heavy
machine gun. carried by a strong K'kree
<lnd. possibly. a trooper in bauledress with
a PGKP (Plasma Gun. K'kree Portahte).
or VRFGG. See p_ 112 ror details of all
Ihese weufKlns.

Communic:Jlioos noise and large num­
bers mandate the adoption of simple, styl­
ized tactics, The rillg'r is Intended as .m
altaek fonnation. In open terrain. it dr.Jws
up in two staggered lines. IVith Ult: second
rank t"ovcring the gaps ill tlte first. The
h:ader is at front •.Illd center. betweell two
target designillOrs. The nanks have two
more painting lasers and two machine
guns.

The second rank holds lhe final sfKlller
and lhe olher three support weapons. The
heavy m<lchine gun and plasma gun (if
any) are concemraH':d opflOsile the most
slrongty held enemy posilion. or com­
mand unit. if obvious. In more closed ter­
rain. the unit disperscs its spotters and
sends forward small parties 10 probe the
opposition. They do this by spr<lying their
front with fully autumatit" rift:. and w3tch·
ing fur anything that bleeds or shoots
back. Any sign of resistance is targeted
lind smurated by mortar fire_

If defending. the rillg'r will mine and
booby trap a significant obstacle, using
autonomous smart guns if avail3ble. They
will then draw up behind il and C01lnler·
ch3rge 31lyone who survives 10 slagger OUl

of Ihe mound of nibble.



So Why Haven't the
K'kree Won Yet?

"e'l/lliar Ollt. Le.fS of rile barking. If"s
/lor firm bad. 0I1e-IO-0I/e, K'kree soldiers
life de Ill/stating, 1m/ their welles ollly
wor/.: ill specific. difficlllI'lO-orrclllge
c!lses. The K'kree blm//' 1'/(//1 USSIIIIIC.I' (lif

SlIpt,,-;ur;/y. mtl~,,~il"f~ fll"(' .1"III'porl, £'itlll:r
plllll('Uil!t· or from ~PUtT. ;'}(-IIl1y bolh.
/111// (/1/ 0/,(1011£'111 .dlU is fryillg 10 110'"

groul/d.
"Tllt'sf: drCIllIIs/aIl<"CS d.'urib,- IIII'

SlIppress/1lI1 of i//ll'/1/o/ diss/"ll, or /h.. lasl
stages of (II/ fllrt/siOIl of (l IW(ll'lessly mll­
eI(lsud Irarld, hm 1101 nnl' crJ/lce;I'ohie
(/C/;O/1 ogllill.u (/ IIIfljor pOIl'I!r. Drm', ftlr­
g.:1 fhm lilt! K'kree Iwl'/! yel ItJ lI'i/l {III

el/gagi!mf'm I\'ilfl allY olle ofollr 1}fll1d!.
"No /limIer Irait' fasl Ihey miglll IrO/.

they {lfe Jar less mobile tholl tTl'l/ TL7
lIIeduwized troops. (lIlt/lin: l/(/r(lI." lifl­
COfillbll: til "If. They illr;I£' £·ulfIIl£·r-jire.
I\sk yoursd,·£'s. hOIl" diffintll i3' ilro hil a
gr(/\' C(ll"rk,. big 1.'Il0l/gh ro hold 50 dal/s­
Irapltobic Rral.'hbue? 1/1 a main aClio/l
Illey 1L"1I1k.

"By cflncelllrll/ing Iheir asselS, 1111.'.1'
call pili appreciahle crewed fi,l.llllillg 1't!1Ii­

des ill/o 0111.' Iheater. bill Iheir KO{le for u
/lUIS.\" deplo)'mellt 011 all frO/llS is lilllired
by IIII.' rarily of porelltial cre\\" membt'rs.
This ;s e.\"CIcerbuled by Ihe lugislicul
dell/wuls of inlen-It'II"r \l'urfare: Iht'ir
.vpacers are drawn from exaclly Ihe sallie
{lool a,~ IIII.' fank drh'ers.

COll/fll/led 011 /leXI "age ..

The Overlords also control the importing. manufacturing. and trading in items of
strategic illlerest. This essentially means thai serious military equipment and high­
level imelligence gathering arc govemment monopolies. All of The Two Thousand
Worlds' plasma guns are made by a dependent of the Supreme Steppe lord,

Unfree Trade and Anti-Competitive Practices
The K'kree are not good with ships. Their hull volume to cargo ratio is

appalling by the standards of any Other spacefaring race and their traders compete
very poorly outside their own worlds. This comes from their freight practices - the
rest of charted space uses containers. usually 500 cubic foot, convenient to handle
and easy to store in a nice, neat hold. Not the K'kree. On their ships, cargo space is
determined in the main by how many relatives the crew want to take along with
them. There is some dcdieated cllrgo storage - 0.5 percent of a ship's tonnage is typ­
ical - but the rest of the freight is spread across the saucer, intermixed with lillie
children who play at jumping over it. It has to be moved manuaJly through the pas­
~enger hatch, It is nut even piled conveniently /lear the exit - thc crew and passen­
gers complain of feeling "closed in:'

Outside their own worlds, this inherent inefficiency, combined with the higher
berlhing charges their ships altHlet, prices them (Jut of the market. Their merchant
fleet only survives inside their Empire because of their xenuphubia and anti-compet­
itive practices. As non-K'kree shipping is at least an order of magnitude more effi­
cient. special rules apply to foreigners. These cover restricted access to berths and
stevedores. painstaking searches of unluaded cuntainers and brutal demurrage
charges. Foreign shippers are made to wait while the local officials solicit for a
K'kree merchant to bounce them from a contract, and any passengers are intimidat~

ed into considering a Herd night instead.

ACROSS THE BOROER
The Two Thousand Worlds contains exactly the same selection of mineral

resources as any other empire in charted space, so there is nu overwhelming need to
indulge in large-scale trade. Specialized items do get exchanged, usuaJly exotic lux­
ury goods such as perfumes; new, advanced techuologies; and embargoed informa­
tion. A starport somewhere in the mosllie of independent client states between the
empires is the usual venue for this kind of trading, since it needs to be discreet,
deniable. and close to each party, Even if the K'kree would prefer to trample them,
they recognize the value of the little satellites between themselves and their rivals.

Foreign Traders in the Two Thousand Worlds
The Imperium is more technologically advanced than the Herd. who have

learned the value of Imperial credits. leaving scope for trade. Adventurous mer­
chants occ;lsionally make the trip to K'krce space in the hope of a good deal on
comp.:!cl. high~v:llue goods. The costliness of such an undertaking. and its low
chance of success. arouse the suspicion or local patrols. who reason that a scruffy
mcrchlllll ship could easily be spying. As the K'kree are difficult to bribe. only the
lucky. skillful. or genuinely innocem make it to a Slarport. First-lime traders who
tuke no notice of starport gossip are often robbed outright - K'kree merchants will
be. rchlted tn the customs officials and local defense force. and will inlimid,lte visi­
tors into handing over their goods for sarc p;lssage uul. The ul1ly way around this is
10 make an educated guess as to really desirable merchandise and promise to bring
some on subsequent trips.

Often. goods for the K'kree market need special mudifieatiuns to accommodate
their strange hands. This increases the price to the trader and. in the case of restrict­
ed goods. alerts customs officials or naval anti-smugg.ling patrols. Once adept at
dealing with K·kree.lmpcri;ll merchants eanjustili:lbly charge: what they like for the
perfume they bring back. However. traders with :m established business arc well
advised never to take on new partners or accept generous subsidies to defray their
costs. These approaches might 1I0t he from Imperial Intelligence. but the K'kree
would no! give suspected agems the benefit of the doubt.
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Anyonc nlsh cnough 10 visit thc Two TIlOusand Worlds without good cause, but
able to provide the K'kree with reason enough not to kill him. will havc a [lilc to tell
on his return. K'kree law and customs apply with extra force to smelly foreigners.
The Emperor has long since stopped trying to get the Herd to respect His request
that His subjects be tre,l[ed fairly.

K'kree in the Imperium
There are no K'kree enclaves. settlements. or permanent communities in the

Third Imperium. There are trade missions (offering very poor deals on luxury goods),
as well as consulates and roving bands of K'kree, These are usually ambitious mer­
chants or scientists. sometimes diplom'ltS mceting nobles in private. TIle security
forces are well aware of their presence and movements. and will occllsiolllll1y
arrange lor an accident to inconvenience them, just to see what happens.

THE MILITARY
KilullikU'I"I"ll, the K'krce word for military, means "Vermin ExterminalOrs" or

"Pest Control." It combines both its space and ground compom:n[s in II single, seam­
less force. The Herd's strategic posture has always been to attack rather than defend,
so they think in tenns of combined operations in enemy space ralher than patrolling
their possessions. Hence, they do not make the Sllmc distinction between ground
side and space actions. They do recognize the vulnerability of troop ships to fighting
vessels, and keep them in the rear during the space tight, but this combat is seen as
preparation ror a pillnelary invasion, ill which the ships will be providing orbital tire
support.

Ultimale authority rests in the Steppelord of the 'l\vo Thousand Worlds, but is
divided into three strategic cOlllmam!s. Kirur'xki!'xkllkl'xr, or "Home Group," is
based at Kirur. It is the main coreward depot for the KiTlmika'rm, combining train­
ing, supply, and command functionS, Troops in transit are guaranteed to spend time
at Homc Gronp.

Krurr'xki'xkukr'.n; or "Advanced Group." is an autonomous command 011 tile
farther side of the Lesser Rift. Its task is to discourage Vargr activity with aggressive
action rrom its base at Aul Noh K'lIg. The GlI'hk 'I' outpost is separated from
the Two Thousand Worlds by a jump-4 route and is im:onvenient to re-supply
or reinforce, so its troops are very capable and even more numerous Ihan
usual ror K'kree.

Kruxugh'triilr'x/; ··Hero Fleet," operating rrom Krwxt!ligh in Bar'kuki

sector. is the rimward military depot. Despite the long-standing peace with the
Hivcrs, the region is turbulent and High Command suspects malicious neigh­
bors of tinkering.

HIGHER MILITARY ORGANIZATION
Charges Like Thunder direclS Pest Control. Where possible he docs so in

person, but he often must delegate his authority. The two external depots are
all but autonomous. and he trusts the other Lords of the Sleppelords to act
responsibly with his rorecs. Expcrt opinion lllld prore.~sional support are avail­
able from his permanent staff. the Foremos!. These are the best logistics spe­
cialists, strategists, analysts, and xenologists available, The other regional
commanders have similar rol1owers, hut not the same resources as the
Foremost. The present staff does not have a religious advisor.

The Lords organize their forces into the inevitable families, where possi­
ble expanding thcm [0 include necessary support clements, This allows the
military to field platoons without difficulty. Similar arrangemcnls cnable Ihem
to provide the most common (and to the K'kree, most cost-effective) military
ship, the rrigate. When more than a rillg'r is required, the K'kree become
mission oriented and ad hoc. Larger forces are drawn from lhc Stl::ppclmds'
followers, Who they are and how they are armed depend on circumstances.

So Why Haven't the
K'kree Won Yet?

[Continued]
"Tbe dQctrine. n.f.wme.~ nil nffellsil'/!

pastllre, which cnmWT he CTfamll/Ul/ ill

the field, mill K'kru lire ponr aI tiefelld­
ing_ Tire." en/Illot ust enl'er effectil'ely,
prefer /Wt to ellfer buildings, ami fose
tl/eir /ire .flIpport (IS SOOIl (IS tlte enemy
ellfl,afl,es (l,e//1 closely,

"\Vhell in sp(lce, Ihe;r J'/II-,'S, ait/wllgil
impresJ'il'c1y large, suffer from (/ puorer
l'U/WIlI: 10 (/rIJWJII('I!I r"tio Tllnll any of
t/u:iruppum:JIIS, olld hm'e inherell/I)' more
complieo/ed. tlms easier to damage. life·
Sllp/wl1 systems.

"Strategic plwm;lIg is plngl/ed hy Their
herd socieTy's 1IIII1lIppiness wiTh illdil·Mllal
illitintil'e_ They feel til/! IIl!ed 10 cmullil a
higher nmlwrit),. n/i.~ dellies Ihe/lljle.l"ibi/­
iT)" nlld .tiJllllltal/eollsl)" lIIakes tITeir lilles of
COlIIlIl/micn/ioll n hlglJly desimble /(Irgel
for deep strikes. Defellding it cunSllllle!i
their (lssets 'lIId ret!lIt'eJ' efJideney.

"Ollr eur:m;D' ewr strike d('"p 11//0

t/reir Jp"ce, (hre(ltell their ('QmmItJlico·
liollS, (lilt! c!il'en t/reir resollrces from their
o/lock. Ol/r capital ships will mporhe
theirs. Now, one Inst IIrillg. I do lIot

beliere that they will come to the Lengrll~,

bitt if they do, they wi/I beg 1I.~ 10 lu
nlfowed to lem·e. ..

-Gl"lJekh,
Sellinr Strategic Studies Lecturer,

Meat Skl/lls League. Varfl,r Enclm'es

K'KREE SCRIPT

(1f) r \e. .:t.:t
Whispering

l')'?Jffoo
Winds

Whispering Winds [canyon)
- a formal name
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Adventure Seed:
Live Fire

The PCs arc covert military adl·jsors
from lhe Imperium or Solomani
Confeder:uion who are studying the

long-lerm lhrcal posen by the K'kree. To
do this Ihey have been inserTee! ontO a
world which an independent K'krce hand
i.~ r'liding. in preparation for conqucsl.
Their joh is to srudy lhe enemy·s lcch­
niques under differcnt conditions and
experiment with countermeasures. Then
lhey must report buck ulive. If til till possi·
bh: they musl bring back a prisoner.

The unit they are facing is a single
,illS". armed at TL9 and operating from a
frigate (see p 121).lts task is to intimidale
the locals into accepting assistance from a
local. cross-border K'kree family. The
PCs need not worry about finding the
rbIS·'. They need only leave a few burger
wrappers lying around and il wilt come to
them. The OM should an-.mge for the PCs
to tuke on the K'krce in a variety of
lelTIlin.

-.

If they arc replying 10 a thrC:Il, the local CQfmmllldcrs
decide where the blow will fall. 1<lke a guess as 10 when, and
rush all available forces there. hoping that they will be in
lime. Thi~ rcspom;c docs nul work vcry well, so it il;\ often
adopted in conjunction with a counterslrike against the pre­
sumed enemy.

When the K'krcc afC lIHm:king. their composition is
determined by the logistics of bringing them (0 the front
lines. Whenever Ihey gel to choose the terms 01" engagement.
the Foremost Iry to deploy some green troops from through­
out their Empire. pairing them with morc experienced ele­
ments from their own retinues. As these move to the from,
the Foremost order units from appropriate nearby worlds to
join them. Military Inrnl>portl> collc!.:t thcl>c 10c,Il detach­
ments. Only when the entire task force has met at the staging
area do the commanders know what they have.

This system is fraught with difficulty. Communication
lags and varying transit limes prevent full mobilization. The
families involved serve to the best of their abilities and in
good faith, but there lIre frequcnt mismatches. Diffen;nl fam·
ilies tend to specialize in ground forces. space assets, and
especially vehicles. Providing sufficient effective atmospher­
ic craft is beyond current organizaLional ability.

Jump-synchronization problems inevitably delay some
units of any task force. Since commanders have to set depar­
ture dates, orten they do not leave with their entire force. TIle
date is usually early: K'kree do not like hanging about in
spaceships, so there is a pressing need to maintain morale by
minimizing this inconvenience.

K'kree units are. logistically, difficult to l>Upport in the
field. They use val>t quantities of ammunition. eal more than
any Dlher species, and expect to receive bulky food. NOI to
mcntion the fact that they nced mountains of drugs to keep
them sane. The problems of interstellar communication are
even more profound for the Kinmika'ra than for any other
race's miljt'lry.

The Role of the Military
TIle K'kree state has long given up on its religious duty 10 conquer the galaxy,

so its armed forces have adopted a strategically defensive posture. This is at odds
with their necessarily offensive l<lclical doctrine and with the cultural assumplion
anout the ultimate military purpose. to killl'erlllill. It also armoys lheir more devout
herds, and confuses the back ranks of society. They learn to attack. they want to
fighl. so why are they standing around'?

The K'kree use their soldiers and ships to intimidate and di.~cipline subject
races. to guard their interstellar borders and internal communications and to punish
aggression. The Steppe lord of the Two Thousand Worlds also uses his mOre aware
followers to maintain an informal empire of client states along their spinwllrd fron­
tier. Ambiliolls. rcligioul> families follow suit. often wilhoul the actual l>anction of
their master.

K'KREE ARMEO FORCES
All male K'krce spend at least six years (7.25 Imperial) in the military. Those

who like it can either stay. or join a family as its bodyguard componcnt. Thc full
lime military il>. like all K'kree inl>!ilutions. (] big family. R,mk and prospects arc
directly related to caste. Servants are the private soldiers, The middle classes join as
junior field officers. and command units in the ticld. Staff onicers are drawn from
the nobility.
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Mlmy support fum.:lions call be delegated to family members. Females do not
serve on warships, or in actual combat zones. but arc present in olher fonnation~.

They provide part of the logistical tail and given their comforting effect on the
lI1ale.~. also serve in place of a chaplain's contingent.

As their soldiers arc unsuited to bunkers and trenches. the tactical posture is
aggressive. This is exacerbaled by two K'kree phenomena - their inability to go
prone and their ability to carry a 101 of ammunition and proteclive gear.

Adventure Seed:
Anabasis

TACTICS AND EGlU'PMENT
K'kree have always liked long. menacing-looking weapons. They are especially

fond of their poleanTls, ami usc them whenever possible. They also wear a lot of
am10r. Their large size, high load-bearing capacity. and :mipcr-fricndly silhouclle
have all promoted a spiral into ever-heavier equipment.

11lis has followed them into modern warfare. K'kree carry long-barreled. long­
range. light automalic weapons wilh prodigiolls lJulHllitics of ammunition and big
bayonets. Their preferred method of fighting is to suppress an area to their front and
advance into il. When elose enough to charge, the leading warriors do their best to
get among their opponents wilh cold sleel, while their eommdes cover Iheir attack.

The obvious shortcomings of this approach are minimized by calling on gmv
tanks, ground attack fighters. and indirect artillery fire. Where possible. comman­
ders enlist lhe supporl of friendly ships or orbital platform~. The use of rear-echelon
assets requires some warriors to carry lasers. initially as ta['<olel designators, bUI now
popular as light anti-personnel weapons. For extra lethality, these usually mount a
coaxial RAM grcnadc launcher, bell-fed from a backpack. The gunner can use his
laser to paint largets for his grenades.

Because so many K'kree dread fighting in buildings, doctrine is to flatten them.
unless they arc imporianl. The idea of capturing positions is in any case alien to the
K'kree. Not only are they unlikely to fil inside onc, Ihey also sec war as a matter of
purification rather than imperialism, so they prefer not to leave one stone on another.
Actually securing a stmcture intact is rare for the K'kree.

The pes are survivors (Ihey lost) of a
mercenary crew working for a K'kree
boss on n TL5 world near the l.ey

Sector border_ Their emf'lloyers are dead.
Ihl': loc<lls are upset. and their rcp:Uri1llion
bond is invatid (they're outside the
Empire). The survivors huvc their guns.
knives. und wits. They call hav.: u full
muguzinc each. plus III gr<:lludo:s between
thelll.

Merchant ships cull here occasionally
(roJl UUO"!': 10 for one to arrive. one Iry
per week).

Before going in. their Krurfl/l/I/ gave
them a voucher for a lliggagt::-srorage
locker in Dukh highpon. The lod;er con·
tains four 1ilcrs of perfume. worth
Cr192,OOO. The lickc! expires in three
months.

K'KREE GLYPHS

[A carnivore eating a panicking
K'kree.}

G'naak -

g'naak-

K'kree ­
rGreat Herd~]

))

/(
r.

Formal name for exterminated
predator race on Kirrixur.

Line thickness indicates few
(thin lines) or many (thick lines).
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The Normal Contingents
K'kree who aren't crazy tIght as infantry, work artillery. or serve in a support

capacity. Although 1l0minal1y air-mobile or at least mechanized, they prefer to
march into combat. accompanied by slow-moving - often drone - machines. These
devices act as gun platforms. or handy sources of ammunition. They are served by

The Crazy Contingents
These are the cream of the K'kree military, a superbly indoctrinated. disci­

plined. <lIId motivaled force whosc skillallli courage keeps their brethren from being
mowed down. Without the crazies. the Herd could not go to war. Bolh they and the
normals know this and it leads to friction - the flyers, spacers, and tank crews give
themselves airs, and the rcst look upon lhem with squeamish jealousy.

The AFYs are large vehicles, mounting both dorsal and ventral turrets and elab­
orate point-defense systems and coumermeasures. K'kree grav tanks are big and
easy to hi!.

Most aerospace fighters are drones remote-pilotcd from Ihe rear echelon.
However, there are really big gunboats crewed by three crazies, which act as heavy
close-support vehicles.

The K'kree hate Ihe sea and dread serving on ships. InstelUl, Ihey usc enormous
floating platfonns, almost fortresses. All submarines and auack craft are robotic or
remote-controlled, and are piloted from these huge vessels.

The Spacc Navy is the most important arm of Ihe K'krcc mililary. It takes the
soldiers to the fight and supports them with overwhelming fire from orbit. All the
crew of a fighting ship are crazy. They are forced to travel with a reduced family
(only those who can fullil1 a useful shipboard role - so no wive.~). Spacers expect to
be well compensated for their sacrifices, and are regarded as slightly higher in status
than their actual caste. But they are still weird in the eyes of most of K'kree society.



K'KREE WORD
GENERATION

TABLES
The following will enable readers to

gcncmtc K'krcc-likc strings of letters and
punctuation. Their meaning is up to their
crclllor. who should bear in mind lhat
mure curnp!c;( cum:cpls rCljuin:: longcf
words. Thcy work ill t:xactly Ihe sume
way as the Aslaulubles 011 p. 29.

Basic
••d White Die
Die , 2 3 4 5 6, V V V ev ev ev

2 ev L'V ev ev ev ev
3 V ev ev ev ev ev
4 ve ve ve ve ve ve
5 eve eve eve eve eve eve
6 eve eve eve eve eve eve

For ;,,;1;01 syl/llbles

After C
••d Wltlle Die
Die 1 2 3 4 5 6, V V V V V v

2 V V V V V V
3 ve ve ve ve ve ve
4 ve Ve ve vc ve ve
5 ve ve ve ve ve ve
6 ve ve ve ve ve ve

For syllables after Vc

After V
••d White Die
Die , 2 3 4 5 6

1 ev ev ev ev ev ev
2 ev ev ev ev ev ev
3 CV ev ev ev ev ev
4 ev ev ev ev ev ev
5 eve eve eve eve eve eve
6 eve eve eve eve eve eve

Initial Consonant 1
••d White Die
Die , 2 3 4 5 6, B B G G G G

2 G G GH GH GH GH
3 GH GH GH GH GH GH
4 GH GH GN GN GN GN
5 GN GN GN GN GN GN
6 GR GR GR GR GZ GZ

Cmuinlfed OJI Irext page . ..

K'kree of the technician caste. The soldiers are accompanied by their families. who
remain far behind any battle-line. Here they are available (0 prepare food, offer com­
fort, and give the righters an added motivation 10 carryon killing.

The majority of soldiers serve their teml and then return to their clans, but a few
long-timen; make the military their career. These K'kree form the training cadres and
aelwli backbone of the military. TIley practice rnflrtial arts. They tlllve spcnt 11 lot of
time under flre and are reliable in combat. Their actions inspire the new draftees.
The rigid class structure of Ihe Herd guarantees that there will be veterans in all
mnks, !'>n every K'kn.:c unit will have a sprinkling of lroops whu knuw their wurk.
This is especially imponant since High Command believes that all troops need com­
bat experience, so they rOlate every green trooper through a war zone at least once in
his hitch. The presence of bailIe-hardened troops is gua.ranleed by the K'kree custom
Ihal a soldier remains with his unil for his entire career. and is never reassigned.

A persistent problem is the loathing of fortifications. K'kree are hugely vulnera­
ble to artillery barrages and their rear echelon is an allraclive target. A
Trukr'x 'Pekree or "portable sky" was developed to counter this. II is a huge tent of
heavy, environment-sealed ballistic cloth or armored ceramic plates. It is erected far
from the front line. Point-defense weapons are mounted all around it, slaved to high­
qualily radar and ladar detectors. Powerful counlenneasure suites augment these
defenses. The inside is a large screen. The roof shows peaceful scenes of clouds and
sunlight. The sides have nice, safe prairies. Non-combatant family members take
cover inside Ihis very obvious sLruelure. TIle remote pilolS work from here. Lao. A
portable sky has (wo functions - to protect the soldiers' families, and 10 remind
them of what is at stake, so that they fight all the harder.

Non-K'kree Levies and Foreigners
Suitably loyal troops from the Herd's subjects are occasionally pressed into ser­

vice. TIleir morale is illdirrerellt at best, and desertions arc common, but smallcr,
less anxiOliS races are of use. They will swim underwater. for instance, creep
through sewers, or hold fortified positions. Both Humans and Vargr can be found in
K'kree service. The Knm"lll/{/ usually takes hostages to ensure their good behavior.
Foreign mercenaries also work for the KmrnmG, either 10 stiffen the subject lroops.
or work in deniable operations. The pay for this work is exceptionally good, and
usually made in perfume. Rumors are afloat that the Herd uses its mercenaries as
shock lroops or kills them 10 keep wages down.

Force Sizes
A planet has llbolll 0.005% of its population ullder arms, so au average world

will have 2,500 soldiers. The 'T\vo Thousand Worlds has about 8 trillion inhabitants,
and thus could call on (but would not be able to mobilize) 40 million soldiers.

The smallest K'kree expcditionary forcc is a frigate with a ring',. of troops.
These are either space-trained crazies (making the ship an elite element). or, more
likely, a standard unit of ground soldiers. The ship must land 10 deploy them.

A combined-arms unit will have four frigates (which take high guard and pro­
vide orbital fire). a rear echelon contingent operating drone fighters and indirect
artillery, .50 grav tanks, three gunships, six APes, and at least 4,000 fool. If it is
expecting Irouble, then it will add specialist subject levies such as sappers and
trench-fighters. A punitive force should contain at lea!'>t tell fighting ships, a com­
mand vessel, and five scouts.

Bases
Military families maintain base facilities for themselves. Most oflen, these are

expansive rear-area establishments where wives and dependents can be safe from
hann. Most units arc dedicated 10 one planet, amI form huth its pol icc and ncar-orbit
defense forces. Their home base is allocated to them by Foremost Command. sub­
ject to the commands of the planetary KmJ"I"I/IIa. He usually adopts them into his
herd and arranges for specialist families to feed and equip them. Once established,
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the troops ami their follow<:rs will he under local administration, but can still be
detached for tours of duty at the request of the local Lord of Steppelords.

These planelary bases are extensive, with anti-space defense weaponry. remote­
controllcd orbital platforms. hospitals, stores, and training grounds. A defended
planet sports at least six anti-ship balleries. sited as nellr as possible Ln 30"N and
300 S latitudes. and 120 degrees apart. Polar bases are often added. These are fusion
gun or missile emplacements. A planet of suilably high TL will possess deep meson
gnns as well. Fire control is assisted by powerful sensor sial ions, on planeL, ill orhit,
and scattered throughout the system.

Unless the family is a crisis-response outfit or border guards, it will have no inter­
stellar lin eap'lbility. If it needs to move, transport. will be provided by a superior
Steppelord. Space bases are depots, suppol1ing patrols, reconnaissance, or fighting
ships. They also selVice Outposts, bringing them supplies and replacement staffs.

K'KREE WORD
GENERATION

TABLES
{Continued]

Initial Consonant 2
Red Wllile [lie
[lie123456
1HKHKHKHKKK
2KKKKKK
3KKKKKK
4KKKKKK
5KKKKKK
6KKKKKKK

K'KREE GLYPHS

C HalF cartouche,

~ Gikoriginating as a
hoof print. '11I'"'

[Indicates emphasis.] Ring'r
Insignai awarded to a Ring'r
which has distinguished itself.

/ '" (Q~~o> / I '"
Full Cartouche, ~~1t"~"- ~
two hoof prints. " '"' '"'/

[Indicates identity or completion.] Space Mobile Ring'r. 10th Ring'r - Unit designation.

KJKREE LANGUAGE
The K'kree language is. to all intents and purposes, unpronounceable by

Humans. What follows will assist in understanding K'kree thought processes, but
lhe actual words will be of most usc when presenting the species as NPCs. If the
Herd is the only player-character race available in the game. readers lIfe recom­
mended to stick to English.

The tongue is grammatically and philosopbically distinct from Anglic. The
lmperiallanguage conveys meaning through word order. K'kree does nol. Anglie is
concerned with the communication and development of ideas or information, and
sharing of emotions. The Herd largely takes both of these for granted: original
thought flows from the 1clldcrs backward, emotional issues lire aeted out in plain
view of the whole clan. Instead, K'kree is concerned with reassuring the listener that
he is in his proper place in the social order, that what he has been told to think or do
is within his ellpaeity and appropriate for him, and thHI, spirilually, there is still
order in his world.

Basic Concepts
K'kree is agglmin(l1ive. thar is, it conSlnlCIS complex words and ideas by run­

ning simple ones logether. 1\11 words serve interchangeably as nouns. adjectives, and
adverbs. Which is which is dcLcrllliHcd by inflections, rising or lowering tones, and
by emitting simultaneous complementary sounds, especially sneezes. When written,
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Initial Consonant 3
R" White Die

,
Die 1 2 3 4 5 6

1 K K K K K K
2 K K K K K K
3 K K K K K K
4 K KR KR KR KR KR
5 KR KR KR KR KR KR
6 KR KR KR KR Kn KR

Initial Consonant 4
R" Willie Die
Die 1 2 3 4 5 6

1 KR KR KR KR KR KR
2 KR KT KT KT l l
3 l l l l l l
4 l l l l M M
5 M M MB MB MB N
6 N N N N N N

Continued 011 IleXl page . ..



K'KREE SDUND FREGUENCY AND PRDNUNCIATIDN TABLE

The following lists the frequency of K'kree's assorted vowels, initial and final
consonants. They include a poor approximation of the letter's sound. There is also
some punctuation which stands for specifically K'kree vowels.

special markings or even colors are used. The language is poor in phonemes (avail­
able sounds). so its words are often long and forbidding to look at when transcribed
into Ihe Imperial phonetic script. Sentence structure ami word order vary as neither
is required to convey meaning.

The result is that all communication is through long, rhythmic exchanges in
which the same sounds and words arc repeated several limes wilh slighl differences
in pitch and tone. Each participant repeats what he has just heard. He alters his deliv­
ery so that his status and dislance from the origin of the message are also conveyed.

Non-K'kree scholars hypothesize that, since K'kree arc orten unintelligent by
other races' standards, orders and information needed to be reiterated to assist com­
prehension. As listeners of any intellectual capacity could glean sOllie meaning out
of what they heard, if only by picking up on the simple root ideas, attempts to give
them instructions were not wasted.

It is certainly the case that K'kree use emphatic repetition to draw the listener's
attention to key points. TIlis feature is so well entrenched that it explains word for­
malion - the K'kree word for honor is merely the repetition of the root parIs of "for­
eign-odd-foreign-odd."

Because the language always alternates vowels and consonants, spoken K'kree
has II sing-song rhythm. A wheezing snorl (stress) or a low whinny (no stress) fill in
where the words used would otherwise force a break in the flow - to avoid saying
two consonants in succession, for example.

Concepts sueh as doubt. ncgation, lIllll affirmation <Ire covered by diffcrcnces in
delivery. rather than with words. The speaker repeats what he h;ls just heard. but
adds a bed to the spoken words if he wants to do any of these. To agree, the listener
musl meanwhile vent gas fmm his stomachs. producillg a reed-like drone similar 10
bagpipes. To question. the speaker produces a stream of grunts through his nostrils.
To negate, the speaker grinds his back teeth and makes sucking noises. K'kree can
do all of these without breaking their verbal stride.

Initial Consonants 11001
Sound Freq. Prommciatioll
B 1 ball
G 3 gun
GH 6 joke
GN 4 ignite
GR 2 groan
GZ I gags
HK 2 SOl:k
K2 4 kale
KR 10 crowd
KT 1 okhl (German)
L 5 load
M 2 mane
MB 1 wombat
N 4 nun
P 1 pus
R 12 rude
RR 3 Rolled, as in

Hollywood Scots
or French

T 7 rune
TR 2 tramp
X 4 xenophobe
XK 1 cockscomb
XR I mixer
XT I mixed

K'KREE WORD
GENERATION

TABLES
{Continued]

Initial Consonant 5
R,d While Die
Die 1 , 3 4 5 6, N N N P P P, R R R R R R

3 R R R R R R
4 R R R R R R
5 R R R R R R
6 R RR RR RR RR RR

Initial Consonant 6
R.d White Die
Die , , 3 4 5 6

1 RR RR T T T T, T T T T T TL
3 T T T T T TR
4 TR TR TR X X X
5 X X X X X XW
6 XK XK XR XR XT XT

COl1lil1l1l!d nlll/ext pago! . ..

Vowels 1451
SOl/lld Freq.
A 19
AA 2
E 3
EE 4
I 6
U 2
o I
00 2
U 6
UU 2

8

3
" I

!'

Final Consonants 1421
Prommciatioll SOl/lid Freq. Prollllllelaliofl
may B I rub •
may. hut longer G 2 dog
me GH 1 joke

_me, ~ut long~ GR I greal
my K 6 sak
my but longer KR 3 crowd
home L 2 pill
home, but longer M 1 swim
fuse N 2 nw,
fuse, but longer NO 3 sing
glottal stop, as in P 1 zip
British football R 8 fur
club Millwall RR 4 Rolled, as in
(mi[stop]worr) Hollywood Scots
click or French
click-lick. almost T 3 piJ
simultaneously. X 3 fox
Easier to do with XK I cockscomb
an IS-inch tongue.
click!SJppJ
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These sounds evolved on the ancestral steppe. The nflinning drone is simil<lr to
the noise a mother makes when processing food fur her children. the questioning
grunt comes from sniffing unfamiliar foods. the tooth grinding and sucking are pre­
liminaries to leaning backward. then springing on an enemy. Wrinen K'kree uses
different styles of undcrlini ng to convey the sallle differences in sense.

Readers should remember that the Herd can voluntarily produce sounds (often
with attendant smells) which ;lre impossible for other speakers to reproduce. Often.
the smell can be lllken liS a word in itself.

K'KREE GLOSSARY
TIlis is a short selection of K'kree particles. suffixes. and the occasional word.

Readers who wanl to make words from them rather than straight from the tables
should bear in mind Ihat some letters can elide and that others can be added to assiSl
in prollurlciation by K'kree, if not by Hut1l<llls.

a - The mas! common K'kree vowel. It is presenl in many words indicating
basic things. Its origin is a short gasp. the non-verbal expression of interest.

aa - An elongaled 0, lis lise indicates a lIlore ehnllenging version of the humble
pause for thought, so it often conveys a more complete or even mewphysical version
of a bnsic concept.

am - Inverse.
8hi - Front. lead, first; the rool word for "lord," "master," or "control."
gllik'keer!k - Steppclord.
gzal1g - Fire. also the K'kree sun.
g' - Bad, threatening.
g'kmrr - Crazy. Lilenllly. "bad/lhreatening lend."
g 'I" - Hivers, literally, "bad legs." Non-Hiver xenolinguists like this word

because it sounds like an appalled gasp.
g'rmol.'pim'xer' - Asian or Vargr. Literally. "malign, bad smelling two legs."

The K'kree tend not to distinguish between the two.
gzol1g!k - Funeral. Literally, "completing lire."
11k - The prefix which indicates that a numeric quantity is an integer. It is nol

always used and cnn nlso mean "those that. , ."
hkeegll 'ii - Family. Litenilly, "breeding grass-caters."
hkllr'!:he - 2.58 seconds. The time it takes for an unhurried K'kree to move for­

ward one body length, Literally, "whole big lead,"
k - Particle denoting totality,
ko - Ten. but with esoteric associations Ihat are beyond Human comprehension

and ortell including 11 feeling or surtieicllcy.
kahk'rik'krellg - Courier vessel. Liter<llly, "Conveyance for ten poor nobles."
ke - A blade of grass. and both or either of insufficiency and promise.
kee - Steppe, grass ill a physical sense.
ker- Steppe in a mystical sense.
kir - Eal1h. soil. stuff with both living and dead in it and. therefore. the dead.
kinmik(/ '/'1'(1- The military. pest control. or killers of vermin. Literally. "cnough

to do the job or killing the abusers of earth."' Note that here kir stands both for the
action of killing amI for thc earth that is being abused. Nole also Ihat, to the K'krcc,
'"abuses" does not hold any connotation or reverence for the earth. It simply means
that someone olher than them is enjoying possession of it.

kir!ool' - Gravitic technology. Literally. "earth drive."
kilT - Earth. etc .. but with <l suggestion of myslery.
kree - Noble. The word's origin is a cry for attention.
krclIg - A noble in distress or impoverished circumstances.
krir - Long (when referring to time). or repeated,
krif/lr - A day. Li tcrally. "dllwn repealS."
knmfmwk - Junior rank boss. This word is used to distinguish between differ­

ences ill seniority between bosses.
kml'r - Foremost. exposed. leading.

THE K'KREE

K'KREE WORD
GENERATION

TABLES
[Continued]

Vowe' 1
Rod 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 A A A A A
4 A AA AA AA AA AA
5 AA AA AA AA AA E

6 E E E E E E

Vowel 2
Rod Whit! Di!
Die 1 2 3 4 5 6

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

Vowel 3
Rod White 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 " " " " "5 " " " " " 0
6 0 0 0 0 00 00

Vowel 4
Rod White Die
Die 1 2 3 4 5 6

1 00 00 00 00 00 00
2 00 00 U U U U
3 U U U U U U
4 U U U U U U
5 U U U U U U
6 U U U U U U

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

1 U UU UU UU UU UU
2 UU UU UU UU UU
3
4
5
6

COIl/ill/led 011 /lex/ pace . • ,



K'KREE WORD
GENERATION

TABLES
{Continued]

Vowel 6
R,d White Die
Die , 2 3 4 5 6,

2
3 , , ,
4 , , , ,
5 , , , I! !! !!
6 !! !! !'

"

!'
"

Final Consonant 1
R,d While Die
Die , 2 3 4 5 6, 8 8 8 8 8 G

2 G G G G G G
3 G G G GH GH GH
4 GH GH GR GR GR GR
5 GR K K K K K
6 K K K K K K

Final Consonant 2
R,d While Die
Die , 2 3 4 5 6, K K K K K K

2 K K K K K K
3 K K K K K K
4 K K KR KR KR KR
5 KR KR KR KR KR KR
6 KR KR KR KR KR L

Final Consonant 3
R,d While Die
Die 1 2 3 4 5 6, L L L L L L

2 L L L M M M
3 M M N N N N
4 N N N N N N
5 NG NG NG NG NG NG
6 NG NG NG NG NG NG

Final Consonant 4
R,d While Die
Die 1 2 3 4 5 6, NG NG NG P P P

2 P P R R R R
3 R R R R R R
4 R R R R R R
5 R R R R R R
6 R R R R R R

Cnl1limll'd OJll/eXt page . ..

krurl'lll/O - Senior rank boss. The distinction between lhis. family head and junior
boss is a matter of contex\. Knmww also denotes "family head:' in much Ihe same
way as "captain" can. to Humans. be both the commander of a ship and II sredne mnk.

kmxugh' - Litcrul1y. "lead tHld think:' a hero.
kr' - "All individuals:' or "others:'
kr'rri,. - Subjects. in the sense of people ruled.
k' - Panicle denOling progress IOward totality. unity. function. or enlargement.
k'.!:Jhikrc - Literally. "l11ove toward one lord:' a hostel for the destitute.
k"klUlll/ - 37 kri/lll: a tenth of a K'kree year, Literally, "a tenth of the big one:'
k'k - Male.
K'kree - Literally. "all the nobles:' which extends to "all the nobles and all their

retinues:' or "The Herd." Note the overlap with k 'k and rt'el' which gives the pun of
"running males."

k '/cll'"'' - Wholeness, tltness. contentment. See p. GT45 ;lIld 'lheologr (pp.
69·70),

10 - Female,
lakrif - Mother. Literally. "repeating female."
lal'i,.,. - Young or unmarried female.
la/ - Family, possessions. or surroundings. Bear in mind that the K'krcc are

always surrounded by many of their kind. Whatever the view, a relative will usually
be in the foreground.

1001' - Drive or force.
11/1/ - Wind or breath, moving air. Its origin is onollwtopoeic,
/10k - Vermin.
Iwak - Vermin which endanger those who would trample them.
IIi - Particle indicating a person doing something.
lIixil' - 4.3 minutes. TIle average K'kree attention span, Etymologically. three

panicles, IIi, xi and I'! for ";u..:lioll, now, you!"
pil1l - Spiritually bad. but 1I0t actively threatening.
pim!bigr - 368 days. a K' kree year. Literally, "remorseful. rcgrellable badness,"
ree - Run,
rillg - Forest, hedge, or, l"iguralively, lots of weapons.
l'ill8 'I' - Platoon. Literally, "fores\ of legs or legs with polearms,"
rr'xi - Love, desire.
rl"xi,;lIik'ker- Frigate. Literally, "the lord who loves mystical steppes:' Why this

should suggest "small warship" to the K'kree is a mystery.
,.,.il' - Less. lesser.
I"kl~a - 43 minutes. Literally. "my own grass" und thus the uverage time il

t:lkes \0 e;1I a daily mcal.
I',f - Possessive particle indicating ownership by Ol1~ individual. or even individ­

uality itself.
Ira - Bend or straighten.
lraked - 25,8 seconds, Literally. "and the grass bem." the time it takes for a

blade tu t;lke ill its c:lptured dew and return from n willed to an upright position.
Il'iill"Xr- Large. active unit ur ncel.
11/1' - Dawn.
1'1- Verbalization of "order of magnitude:'
/I - Particle indic:ning misuse,
/11'- Big. as ill expansive,
1/1/1'1"' - Guts, intestines.
x 'lee - DUI)', inaelilln. conlentmcnl.
xc - "Alternale:' as in "olle or other of two."
xec - Optioll:ll: two or more choices,
xed 'kir - Merchant vessel. Literally. "chooser between mysterious soils."
xellS - Two.
xI/gil' - Thought.
xi ~ A particle lIsed for emphasis.
'(lJ.: - Possessive pronoun "of' or "s:' It is placed between the own...:f :rnd thc

thing owned. Docs not indicate individual possession, c.f. I'i.

THE K'KREE
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Operators

K'KREE
MATHEMATICAL

NOTATION

Multiplication:

~ e.g. ~ is ~4 x 7"

Division:

Addition:

~ e.g.~ is ~23+4"

Subtraction:

~ e.g. ev is ~4-2"

is U9!3"

10 20:. ..l:l....
••••
or or

~~
or

A

e9 ~

0 1 2 3

t6. • • •• ..
4 5 6
• • •.. .. ..
• • • ...

7 8 9
• • ••• .. ..... ... ...

• • • • ••

K'KREE WORD
GENERATION

TABLES
[Continued]

Final Consonant 5
R,d White Die
Die 1 2 3 4 5 6

1 R R R R R R
2 R R R R R R
3 R RR RR RR RR RR
4 RR RR RR RR RR RR
5 RR RR RR RR RR RR
6 RR RR RR RR T T

Final Consonant 6
R,d While Die
Die 1 2 3 4 5 6

1 T T T T T T
2 T T T T T T
3 T T T X X X
4 X X X X X X
5 X X X X X X
6 XK XK XK XK XK XK

n Leg. support, or tree.
'rik' - To use one's legs, walk, move, or carry.
'rr- Root woru for smcll, scnsc, or fccl. It rcprescnts passivc. 1101 activc usc.
'rraarr - Smell. apprehend. realize. or learn.
'rraallpilll',rer' - Humans. Literally. "bad smelling two legs'"
" - More. In malhematics, it imlicales each ordcr of magnitude aner the second.
I - Particle indicating alarm, Similar to Anglic uh.
I.' - Talk or exchange thoughts, It derives from a pause to consider matter.

allcmbl by popping hcrries llgaillsl the roof of the moulh.
II!lIl1kil" - Gun. Literally. "converse with wind-camed death."
.'biS,. - Remorseful, regrettable.
!ku - Scrihc. recorder. (Jlle who rememhers. Onomatopocic origin: lhc sound of

chipping soapSlone wilh a wooden chisel.
',rki ',rkllkr 'XI" - Major organizntional unit.
I.rellg'ri - Literally, "Ummlll, two legs!" Strangers, those living outside the Two

Thousand Worlds.
.'xcxixc-ri - Honor or reliability; predictable weakness.

Mathematical Notation
K" kree use base 10. Their notation uses four rows of staggered dots, each one

less than its predecessor. for the numbers 1-10 at allY single order of magnitude, The
dots ,1ft: arranged as lhe filling of an equi lateral lriangle. Enclosing the group in con­
centric boundaries indicates orders of magnitude, one per boundary. Zero is denoted
by an empty triangle. Operators are indicated by the relative size of numbers and by
lheir precise arrangement and orienlation.

K'kree Names
K'krcc namcs arc long, Thcy con lain a pcrsonal c1CIJICllt, a hil like a nickname or

first name. and then an extensive description of the person's role, caste, and status,
including the name or his immediate master and clan. The result is Ihat the more
scnior Ihc K'krce, the shorter his name. The lOp K'krec is just Chargcs Likc Thunder,
Sleppelord of the Two Thousand Worlds; a sorry underling could be Fungus-Hoof.
servant and tlax-rener in the lirst degree to the Well-Born Eyes~Like~Coal, Chief
Data-Scribe of the Noble RrlLrc/'ml){//"I" clan. Anglie cannot render all K'kree names
satisfactorily, but they always have extensive meanings for their possessors.

Script
The K'kree use ideograms derived from ancien! hieroglyphs, Originally, they

represented words through visual puns, what linguists call the rebus system. This
can be a difficult idea to grasp, but all Anglic equivalent would be to combine a rail­
ing and a rifle. to arrive at '"bar-gun" and thus "bargain" or "trading opportunity."
The word still retains its original pictorial meaning so, again in Anglic, a picture of
an eye would mean both "eyc" and "first person singular, subject.'·

Quantities presented difficulties for this scheme, They could either be represent­
ed by an ideogram for the item with an adjacent numerical symbol, or by a com­
hined pUll. For instance, IwO cans could be shown as the number 2, " .." to lhe
K'kree, next to a small picture of a food container, or by a picture of a black bird
with a big red-and-yellow beak. The separate notnlion of quantity was obviously
more useful, so is more common in business, The more elaborate pun system is used
where pre-Empire of Man Terrans would use Roman numerals.

With time. the hieroglyphs have become increasingly stylized. so now it is. in
practice, hard to establish what they were meant to depict; their meanings have to be
learneu by role. As the standard script came 10 represent definite, llgrced sounds. it
mutated into its present form which, though phonetic on the syllable level, does not
allow lhe representation of individual letters. The K'kree have encountered better
scripts lhan their own. but won't change. They have adopled a version of eapitaliz'l­
tion, though - they wrile names inside a cartouche.

THE K KREE



K'kree and the
Martial Arts

ThI;; K'krcc huvc their own repertoire
uf grappling anu :>trikillg techniques
thul GURPS lumps uuder the Judo.

Karate. and Olher unarmed-combat skills.
Tllt:se are very different from the Human
versions; bipeds and K'kree cannot train
one another in martial-arts skills_

TIle K'kree can force their opponents
onto their back legs, then use a front leg to
sweep them away. The victim i~ fhen
Trampler! hy all four feel! Thi~ works tol­
erably "gains! a quadruped and excellently
on bipeds. Often a two-legged opponent
will jusl crumple at first impact.

NOle that the Hrcakfull maneuver docs
not dcfaulllO Judo for K'Mec pr.lclilionc~.

Judo Art p. CI132
This is the ccrcmuni<J1 form of the

dose-combat skill. The K"kree version
uOl.:S leach the flldirm:n[s of locks. grap­
ples. and throws. but combines thcm into
a spectacular and graceful dance rather
than into an effective fighting method. See
pp. 851. MA28.

Karate pp. 851, MA28
The main K'kree attacks arc rhl': kick

(USU:llly Jd+ I plus skill hon\l~es - more
Th:ln enough ro T:lke care of an unamlOred
Ilul1l,m. Asl,m. or Varg.r!l and the buffet­
a haekhanded. swinging puneh wiTh the
upper aml. connecting with the thumb (for
a IOlal damage of swin/l.-l plus skill
bonuses). The buffel is identil:al lu till:
Roundhouse Pum:h, excepl lhal it defaults
10 Karate, nOl Boxing, fur K·kree.

Karate Art p. Cf132
Unlike real fighting. which emphasizes

standing on the back legs and STriking
with the front seT. K'kree KaraTe ArT
makes U'iC of the high, forward cenTer of
gravity TO enable faST spins abonl fhe
grounded forefeel and powerful-looking
kieks Wifh lhe hack legs.

Comilllwd QI/llcxt pngc.

CAMPAIGNING WITH THE HERO
The K"kree present unusual challenges to roleplayers. Their psychology is alien

and many of their attitudes are repellent. They do, however, offer some intriguing pos­
sibilities.

GENDER RDLES
Sex segregation among the Herd is !!lore complete than in any Human society.

finding things for female K'kree to do is likely to tax most OMs and players. The eas­
iest solution is to treat them as dependents and force the males to protect, rescue, or
mourn thcm, a!> appropriate, which seem!> a wa!>te of half a !>pecie!>. With some thought
and preparation, interesting games are possible. Th~y reSI heavily on harem poli!i~s

and misunderstandings with aliens and are lighl on combat. A conspiracy by secretly
psionic females to manipulate their relatives for their own benefit has promise.

SETTINGS
Games Featuring the Herd can take place within the Two Thous(lIld Worlds,

inside a relatively well-ordered stale like the Imperium. thc Solomani Confederation.
or the Zhodani Consulate. in hostile territory, or in neutral space.

Home Turf
K'kree space is a daunting prospect both for GMs and players. Any non-K'kree

are followed. harassed, spied upon, perhaps even attacked, Properly roleplayed
K'kree do the oppressing. or if lhere arc no Foreigners aboul. just serve the has!>.
Visiting traders need to baner for cargoes as the K'kree do not use money much. or
will havc to use any hard currency sparingly to encourage cooperation, Rupophobes.
demophobcs. :md aguraphobcs (p. 835) certainly earn thcir character points.

THE K'KREE



The main difficulty in sustaining this kind of game is that the government elm
do exactly what it wants. It also has the full support of the people, If pes get into
trouble, they get punished, Visitors cannot expect much help. There is no under­
world to tum to. and ir the local rebels aelUally had a starship, they would have left
on it long ago.

Human Space
Humaniti is the only major race the K'kree can stomach. and the only one that

tolerates the K'kree. Luckily, there is a lot of run to be had exploring Human-K 'krce
interaetiuns. The two eullllres disagree on virtually everything mul e~pecially 011 thc
matter of destiny. This is particularly entertaining with the Solomani. who also
believe that the universe should belong to them, "K'kree among the Humans" works
he~t if the tone is light. rather than intense. A K'kree ll1is~iOIl observing Human
techniques in AsIan-fighting. or an exchange program slUdying what to do with
Vargr. works well.

The main problem is that the good jokes only really work once each,

Hostile Territory
As no K'kree is allowed to cntcr the Hive Federation, and as no ship whieh mis­

jumped there has ever left again, this really means "on maneuvers against the Vargr."
The advenlUrers have to fight a whole pack ot" dogs, with nothing except their supe­
rior strength and bigger guns to help them. Some gaming groups enjoy firefights,
and this approach guarantees them.

The drawback of this is that il is hard to arrive al a level of danger which makes
the game interesting without making it undesirably deadly.

Neutral Space
A game set elsewhere has much to rccommend it. Thc pes eould hc explorers or

exiles, realistically as independent as a K'kree can get. If the GM likes that kind of
thing, he can make up whole new states and races. The players can feel that their
characters' actions actually count for something.

The difficulty is that there is often too
much work for the GM to do, so the back­
ground becomes sketchy and the story tums
inlu "another session, ,mother robbery. another
fire-fight and dash to 100 planetary diameters."

A Suggested Compromise
GMs might want to consider setting a

game in the Crucis Margin, a sector equidis­
{ant frOIll the Imperium, Ihe Hive Federation,
and the Two Thousand Worlds. and also on
the route between K'kree space and the
SolOlllllni Confedcratiun. It is thcreforc 11 nHt-
ural resource for informal diplomalic work
and a possible tlashpoint for interstellar war,

The sector contains client stales or all
the main powers as well as independent
K'kree worlds, allowing for the Herd but
without an CltOflllOUS empire hehind it. It
also offers the possibility of a K'kree family
descended from pariahs working againsr the
Two Thousand Worlds. Advcnturcs could
run the whole gamut from warfare to diplo­
macy, espionage or trade, without straining
credulity too far or requiring too much work
from the GM.
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Martial Arts

[Continued]

Palearm {K'kreej {P/Hj
This v:lriant slyle of polcarrn cumbat

requires II lot of space, amI includes cui
and thrust techniques. WalTiors practice
\:hallging grips mpidly for dose-in fight­
ing and parrying with lhe shaft. A sucC('ss­
ful skill roll enables a K'krec practitioner
10 change from long to shol1 grip or vice
versa in no time. Parry is 2/3 skill. K'krce
lighting wilh long ritle anri hayonet lIU;

this skilt wirh a -t modifier, or -2 if
changing grip. The damage lor a potearm
i~ derived from upper-ann ~trcngth. Only
K'kree or ~imilarty huil! races may leam
this variant of t'oleaml.

Polearm Art {P/Aj p. C/132
Thi.~ is mOil:: common than the comhat

skill, and rcpresent~ the use of the wcapon
in dcmonstrations, rituals, :1IIr1 par..ldcs. As
the poJcarrn is dccoratcd with streumcrs
and pennuns, it reminds sUllie Solomani uf
Buvuriun nag twirling or Chinese upcr..l,
Althuu,gh Polcarm Art dcfuuhs to Polearm
(K'krec) al -3.lhe artisti\: vt:rsioll docs 1101
include the fast changing of grips or the
improved parry at 2/3 skill.
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Adventures

The Herd can serve in all the usual
roles in a game. but there arc points 10
bear in mind.

Vilfains
To the n:sl of chUJ1ed space. the K"\crec

an: violcnt. inlplacllble bigots. Most inter­
action with them will be hostile if not
actually violent. Intelligence agencies or
corpomlions might hire the party 10 work
for them within the Herd's space.
Alternatively. Ihey could be on rhe defen­
sive. facing K'krce lmop.~ or dipJomal~. A
rillg',- w01l1d [lrc_~r::nl ,I huge challenge for
most .1rlvenluring parlie.~. In a corporate
skullduggery game. lhe Herd has things
mher people want. reason enough for the
business community lu brcuk runks and
aCI againsllong-lcrm politiC'll inlcrcslS.

In either case it is wurth remembering
that. while most K'kn:c <trt:: ralher dim.
tlu:y come ill large enough groups to guar­
ullLee Lhal a few will be quite bright.
SiJllplistic plans won'l work. Add the fael
lhat it is difficult to sneak up on them ­
even if they don't smell danger. rhere is
always one looking in every direction ­
and they present a real challenge.

Aflies
II takes a special kind of person to

make friends with the K'kree! Anyone
who manages it (an adventure in itself)
will find that he has acquired loyal l:om­
pan ions who will happily die for him.
Given the Herd's pSYl:hology, iL is likely
that only pariahs will take up wilh Ull out­
sider, so his llew pilll'On will have to pro·
vide suitable accommodation and food.
He will also nced to eGuip them. As pari­
ahs, they will not have access 10 K'k!ee­
made equipment. Any attempr 10 acquire
some will attrnct the Herd's allenrinn.

Patrons
Both subjeCT aliens :\I1d foreign nalion­

als conld become a Krur,.,I/tCl·s clienTS.
The work would he varied, unpleasant.
and dangerous. usually in hostile environ­
ments or enclosed habitats. Outsiders
should be eaUlious: there is an obvious
security gain in urTllIIgillg for foreign mer­
cenaries not to survive 10llg enough to tell
anyone what lhey did. Prudent travelers
should tuke care 10 withhold one vital
Ihing from Iheir employer, so That he has
10 let them live. They should also leave
word of where they went, so that their
comrades will know what killed them.

..

CREATING KJKREE
K'kree can be created from either the basic rules ur the templates in GURPS

Traveller, K'kree player characters can be used in some unusual campaign styles:

One Player; One Family
Allow each player to generate an entire K'kree family of at least six individuals,

and run thell1 as a colleclive. Handle lhe point cost by Healing the boss as the main
character and the others as his ally gruup. This is enomluusly time-consuming, and
vulnerable lO abuse, A player might be tempted to treat the patriarch as his only
chflnlctcr and regard the other family members as expendable, GMs should apply
the rules on grief and trauma as SlriCTly as possihle in these circumstances. Done
correclly. this option does present an idea of how awesome the K'kree can be. They
all support each other and they force the other races to accommodate their uniquely
large social groups.

One Group, One Family
This approach, admilledly, requires gamers who reatly enjoy immersing them­

selves in the background. In it. the pes are different members of the samc family.
For this to work, the players must be happy wilh hierarchy and be prepared to be
given orders by their Krurnlllll. Similarly lhe boss must be ready to listen to lheir
opinion about whether an aClion within a PC's sphere uf ability is feasible or even
advisable.

Playing members of a status-ridden group can be a lot of fun if done well. This
suggested method of running K'kree will retain a n,lvur of one family per player­
there will still be a few dependents who need protecting or rescuing. Players can
take a wife as a depcmlel1t at -36 points, but must actually put in the ellon 10 create
a plausible characler. Incidentally, if a player declares lhal his wife if; a f;eerct psion­
icif;t, GMs should remember that iI's a secret, hence not known to the husband!
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If the GM is running a fall1ily-mcmbcr~ cllmpaign, he could allow the players to
develop marc than onc character each and have them run the member 1110S1 appro­
priate to the adventure. In this case, some players arc likely to sulk about not being
able to earn enough points to tum their favorite characters into super-powered. low­
slatus K'kree. [I' Ihis is likely. the GM can either decide that this i~n'tthc approach
for his players. or perhaps allow players to spread a couple of points among other
family members, to reneel the race's emphasis on community. It can be rationalized
inside the game by claiming thai the rest of the family leams somclhing through lis­
tening to their relatives talking about their experiences.

Including a Patriarch
Whichever roule the OM chooses. an imponam decision is whether a patriarch

is present in the PC group or no\. Ohviously, this depends 011 the group's composi­
tion and mission. If il is a mercantile or diplomatic group acting autonomously, then
it must include someone with the authority to make big decisions, If the players are
running melTlber~ of the sarnc family, then they can be given their orders offstage,
bUI as mailers of Slatus and hierarchy are so central in K'kree wciety. their ultimate
boss would include one officer,

K'KREE RACIAL. TEMPLATE
10 POINTS MAL.E!·25 POINTS FEMAL.E

Both of the K'kree-specilie campaigns will result in characters of varying poim
lotals. The "one player. one family" option will also result in some characters worth
more than 200 points, As long as the players can live with this, it really doesn'l mat­
ter. If the group wants 10 start with cqual points and status. then, at a pinch, the pes
could be members of a milit:lry or ship unit who have [o~1 their families and arc
being forced to depend on one another. To be properly K'kree, Ihey would have to
sort out their order, whieh would involve status lights and other ullusual roleplaying
opportunities.

Manageable K'krec can be created on 100 points. with the usual 40 poims in
disadvantages and 5 in quirks. Special Forces or high-status K'kree will need to be
developed from at least 200 points.

Some K'krec have marc than the allowable 40 points in disadvantages just by
having fmnilies. GM!i can approach this in two ways - by waiving the 40-poim limit
(as in CURPS Cyberpu/lk), or by a~sllming [hat a morc interesting PC is its own
reward.

Attributas
ST+21+20 [62 points]; IQ -2 [-15 points).

Note: K'kree havc ~plit strcngth, numml1y of 12/30. The lower number is for
their torso area; arm damage and psi fatigue will be based upon it. The higher num­
ber represents main body ST; kicking damage, encumbrance, and travel Fatigue will
be based upon it. Additional ST is purchased normally.

Advantages
Acute Hearing +2 [4 point~]; Acute Ta~te and Smell +6 [12 poiuts]: Enhanced

Move +1 jlO points I: EXira Hit Points +6 [30 points}: Extra Legs [5 points];
Empathy (hased on sense of smell: only works on other K'kree, -30% limitation)
[10 points); and Temperature Tolerance +2 [2 points].

Disadvantages
Fanaticism [-15 points]: Gregarious [-[0 point~]: Vulnerability to Grief [-5 points];

Hidebound [~5 points]: Inconvenient Size [-10 points): Increased Life Support (Eats
four timc.., as much food as Humans) [-20 points]; Intolerance (All non-K'kree) 1-10
points]: Phobia (Severe claustrophobia) [-30 points]: :md Rcdut.ocd Dodgc -3 [.5 points].
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Adventure Seed:
Into the Empire

T
hc advcnturers arc apprual'hed b)' a
dcsccndent uf HUlllall exiles frulll
New Bcginnillg, a SySlem in KfllI

G!'krl! seclUr. The K'hl'e unne.wd this
world in his grandparents' lime. His
grandmother has just died, leaving him the
family busincss, a ballercd old subsidized
freighter. Now. local compelitors havc
challenged lhe will. :1nd he neecls to prove
that his grandmother h:1d cle:1r title to the
ship. He hopes lhat .~lIch cvidence is avail­
able on New Begillllillt;_ lie needs a pany
to £0 thcre allcl retricve cithcr sume of his
relatives or una.~sailabledocumemation.



Fell/lIle K'kree mid: Combat Paralysis f-15 points]; Duty (Learn only child-rear­
ing and social skills) [-10 points]; and Social Stigma (Valuable property) [-10
points], The duty really consiSIS of a cultural taboo. which is in effeci all the time
but is rarely life-threatening.

Status Caste
+8 -Noble
+7 Noble
+6 Noble
+5 Noble
+4 Well born

+3 Well born

+2 Well born

+1 Well born

+1 Servant
0 Servant

-I Servant
-2 Servant

-3 Servant
-4 Subject

Commonlv Available
Tech Levels

The Two Thollsand Worlds claims a
cutting-edge tcchnologil,:;ll level or
12. bUllhis is an c;I;lrcmc l:<ISt.:. true

only where the ccntr..t1 gO\'crnrm:nl is prt:­
part:u to CXPl.:fH.I kml currency on imports.
Average K'krel: tcdlllology is much
lower. about TL8-9. with reliable
gnl\'itics. The Overlords present TLIO as
Iypical for thdr military. bUI this is an
exaggeration. wilh high-end TL9 being
closer to the !nuh.

The K 'krcc h:lvC an uncomfortable
relationship with m:lchillCS. Thcir view is
lhal their simple idyll was imcrruplcd by:l
cominuous offensive from their enemies
.md Ihey developed technology 10 deal
with il. They <Ire a\V;!TC that their science
has thrown up questions which their theol­
ogy cannot answer. and they blumt.: the
sciences. Another problem with material
progress is the way it always seems to
leall to being endosell.

The K'kree (Ire nomin.-lly.-s high-tech
as the Imperium. bUI in re.-lily are far
more Ilrimith'e. They dislike devices and
try nOI to usc them. Also. their own dis­
coveries nowed from polilical necessity,
not scientific curiosit)', so they invemerl
the reaction less thruster, anificial gravity
and conlragrav, and the jump drive, hut
nevcr discoverer! Ihe propeller or airfoil
(<ltthough they have observed them in usc
by mher cultures), Their contempl for the
IWlUrat world limits their grasp of ecolo­
gy: they know their worlds will wear out
through overuse. bUI rather tlum stop the
process. they simply rcsentthe fact.

The Great Herd's poor trading recurll
and conservatism have kept its scicllce
sOlllewhat primitive by major race stan­
uan,b. an ubservatiUll that leads 10 com­
placency aboulthe K'kree. While this bias
is justifiell, it is also true that another
"hoI}' wur"' would focus the K'kree on
overcoming some of their aversion to
tcdlllology. It might be difficult for them
to win such a war - unlike the First War.
this one would involve more than twO
worlds - but with the resources of their
subject worlds, they eQuId m:lke life imer­
esting and llncomlon:lble for the target of
their OIllr.lE'c.

--

K'kree lake a -2 to Free Fall skill, in addition to requiring an Unusual
Background to learn it at all. This is a O-point racial attribute. Note that the -30
points for the K'kree claustrophobia accounts for thc mallY cxtra mcasurcs that thcy
must take to circumvent their fear. The increased space Ihey must design into star­
ships, etc., does not also give them additional levels of Increased Life Support,

The costs of a K'kree's family as an Ally Group, Patron, or the like tends to
cancel out with the costs of the attached Duty, Dependents, or such. Thus. the social
cost of being a normal K'kree in K'kree society is roughly zero, regardless of posi­
tion. The disadvantages do count againstlhc individual's limit of -40 points.

STATUS, STIGMA, ANC RANK
The K'kree have a far more acute concept of class discrimination than GURPS

models. The simple -4 to +8 spread of Status is all very well for major divisions, but
within these every K'krcc also has an occupatiollal rank, h::ased on time in post ::and
ability (see social rank, below). Status and Military Rank are identical. plVl'ided the
individuals involved arc in Ihe military, Ignore (he rules on p, B22. There is no cost
of living cntry on the table. as K'krec socicty automatically provides the necessary
goods and services.

K'kree Status Table
Rating
Steppelord oCihc-TWo ThoLlsand Worlds
Overlords of lords, marshaUs: fleet admirals
Lords of steppelords, generals, squadron commanders
Steppelords. ship captains. starr officers
Company c9~ders, ritiIitiry stllp'sdepartmen(heaas,

_ inl~rstelhir merch~ts _
Platoon commandcrs, military ship's officers, planelwide
merchants or industrialists
Junior officers (any service), regionally significant

manufaeturen;
Specialists (includes flight crew), warrant officers, civilian

starship officers, senior managers
Junior traders. senior sergeants, doctors, chief petty officers
Technicians, creative artists, sergeants, petty officers
Skilled factory workers, entertainers, junior NCOs
Fann workers, semi-skillcd laborers, senior privates or

spacehands
Unskilled laborers, private warriors, spacehands
Aliens

Bachelors must take the -2 stigma of being Wllllar­
ried. This is worth -10 points. Males with only one wife
muSt take the -I stigma of mOl/ogamous. worth-5
points, These count toward the allowable 40 points of
disadvantagcs.

Starrillg lVealrh: Money is alien 10 the K'kree. The
Krurrw/{/ sees to his followers' needs personally.
Players should decide what thcy would like and make an
appeal to their characters' boss, If the patriarch is also a
PC, he must then ask his Kmrl'llllo. played by the GM.
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ACVANTAGES

High Technology
The base K'kree TL is 9. one lower than the Imperial

standard. Important K'kree families and reputable military
units have TUG capabilities. The most senior K'krcc, such
as lhe Steppelord of the Two Thousand Worlds' personal
guard, have TLiI equipment. A K'kree-only campaign could
be established al .1 b,lSC TL9, with
most other races or K'kree from
important families needing 1-3 levels
of High Technology. Or the Tmvltller
standard TLI 0 could be maintained.
with most K'kree taking one level of
the Primitive disadvantage.

Strong Will (Limitation]
K'krcc generally lake allY Strong

Will with the -50% limitation that it
cannot counteract the effects of daus­
trophobill or grief, brillging the cost to
2 points per level. Levels of Strong
Will thar improve rolls against c1aus­
trophohia or grief n1U~t be purcha~ed

as the Crazy advalllage.

Social Rank
1 point per level

This repre~ent~ the fine grading of
K'kree occupational st,llUS. Higher
rank commands respect and obedience
frolll lower, but only between K'kree
of Ihe sallie SI1ltus hand. There is 110

upper limit.

Unusual Background
(Space Training] 10 points

K'krce spacers must have this
background to learn the skills Free
Fall and Vacc Suit.

Unusual Background
(Psionic Training (male]]

15 points
Psi training is offered by some religious and trading fam­

ilies. Posse~sjng these skills does not provide a route out of
the birth caste. The cost indude~ a -I Socilll Sligrml (Tmincd
psionic).

Unusual Background
(Psionic Training (female]] 5 points

TIl is is ehcaper than the cost for males heeause it incor­
porates the Secret (Female psionicisl).

Wealth
Par K·k.ree characters, wealth does nol actually provide

any extra money. Rather, it indicates that a family is prosper­
ous amI prnvided for properly. The preci~e meaning of this is
up to the GM and players. but wC1llthy families will have
imported goods, fabrics with built-in circuitry, better­
equipped guards, and more interesting food. Any status
bonus for wealth accrues only to Ihe patriarch ami his wives.

NEW ACVANTAGE

Crazy
10 for the first point,

5 points thereafter
This advantage improves the

Will roll to avoid claustrophobia or
the cffcet~ of grief. It's essentially
Strong Will with the limitation that
it only works aKainst claustrophobia
or grief, with Unusual Background
costs added to each level.

CISACVANTAGES

Addiction
In a sense, all K'kree are addict­

ed to love, but Ihis i~ dealt with in
the racial template. They can also
become habitually dependent on
cnvironmental-enrichment technolo­
gy. alcohol. barbi1uratcs, opiatcs,
steroids, soporifics. or stimulants.
each -10 points (520-100 a day),
commonly ,tv1Iilablc. As they VCllt
melhane through their mouths when
talking, K'kree do not usually
smoke.

Odious Personal Habit
(Uppity]

-1/-5/-10/-15 points
The chantet!.:r cannot kcep 10 his

place and insists on talking back to
his superiors. The levels reflect the
mltgnillJde uf the problem:

-I Is just being sarcastic and m.ildly annoying.
-5 Shows disrespect to senior members of one's caSle.
-10 Includes 1111 the 1lbovc ami adds disrespect 10 thc

next caste up.
-15 A false belief in egalitarianism.

Poverty
A poor K'kree family hus few members. even fewer fol­

lowers. bad food. shwdy equipmenL, and mily a leaky dome
to cull home.
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The character is known In he unabk to keep his harem in
line.

Secret {Adulterer} -20 or -30 points
The character could be an unfaithful wife. an uppity sub­

ordinate. or an inconsiderate boss. The K'krec expel adulter­
ers from their hcnk so this secret is potentially lethal. Thus
it is worth -20 points if C:lch adulterer is a Pc. and -30 if only
one is.

K'krce arc su claustrophobic thatlhey can unly trowel in an
artificial environment tailored to remind them of Kirur. It often
comes as a shock to them to discover that. on leaving the vehi­
cle, their ncw surroundings du nul resemble the homeworld
very closely. Charncters with this dis:ldvantage are so disoricnt~

ed that they corne out of any environmentally enriched transport
in a stunned stale, and rcmain so until they make 11 \ViI1 roll.

Vulnerability to Grief -5 points
When a K'kree dies, the rest of the family is plunged

into deep sorrow, This is especially evident if a K'kn:c dies
in combat. When Ihis happens, all family members must
make an immediate fright Check. This can be delayed if the
characters arc wearing COli/1m! tIIlfo-injector.l· (see p. 110).

K'krec also bccomc grief-stricken and pine to dealh if
left alone for a prolonged time. This is simulated by making
a Fright Check every day, with ,I cumulative -I to the
K'kree's Will score. If the K'krce is left unattended long
enough 10 become catatonic, but is saved before dying of
dehydration. he will remain too damaged to resume his place
in society. Instead. he will he put on a rescrvation with other.
similar unfortunates.

Reduced Dodge -5 points
The K'kree arc large and awkwardly shaped: they h,we

the same silhouette as a big chair. They find il especially dif­
ficult to go prone. This disadvantage imposes a
-3 modifier on their Dodge score, and cannot be bought off.
h's modeled on the first level of Lamc, wilh the -70% limila­
tion "only applies to Dodge score:'

Patriarchal Responsibility -5 points
The Patriarch feels strongly responsible for his people.

Every time uny die through a mischance brought about hy
obeying his orders, the patri3rch suffers a cumulative -I to all
skill rolls for the remainder of the :ldventurc.

This modifier represents
a long-term failure of self­
confidence. and the penalty
can normally only be
rcmovcd aftcr a period of
counseling. soul-searching.
and religious purilication. If
the GM is running a cam­
paign, this penalty will
rem,lin until proper correc­
live action is mlepl(lyed - a
different kind of adventure!

GMs should be sensible
about this, and set the
penance the patriarch hilS to
perform against the behavior
of the patriarch's contmller.
Should the cumulative mod­
ifier exceed the PC's Will.
then the P,ltriarch has. alas.
become irrcdccm-ably trau­
matized. and must retire (as
per Vllillen/hili,y 10 GrieJ.
abuve).

Military leaders, must.
of course, sacrifice troops ­
they still feci pain at this.

but do not suffer ill effects unless the losses arc dispropor­
tionate. or caused by their own error.

-5 points

-10 pointsReputation (Cuckold)

NEW OISACVANTAGES

Disorientation

Primitive
See High Technology. on p. 103. The Two Thou.\ianu

Worlds are usually :H TL9. so most K'krce will have one
level of this disadvantage in a Traveller campaign. Within
the Herd. some poor families will have TL8 equipment and
training. worth an additional -5 points. For K'kree. Primitive
docs nOt Count against the -40 points allowed for disadvan­
tages. since it's practically pari of their rm:i;IIICmplall:.
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set an appropriate penalty (see Juggling on p. ell31 for
ideas). A critical failure represents an unpleasant internal
injury. GMs should nole that Ihis mclhane jet is nol hoI
enough to act as a breath weapon.

The K'kree use drone craft extensively, This skill
enables an operator to control one effectively in combat. A
+ I bonus is available for each of the following which applies
- IQ of II, IQ of 12, Danger Sense advantage (p. 020),
Intuition advantage (p. 820), Tactics skill at 10 or above,
Tactics skill al 20 or above. Ir Hll Ihese Hpply, Ihen the pilol
has a +6 bonus.

SKIL.L.S

Astrogation
see pp. 859, S34

This skill is not required for routine
slarship operation. The K'kree use navi­
gation computers extensively. especially
on ships which never leave their space.
This makes misjumps parlicularly h<lz­
ardous, so important families prefer to
take along a living astragatar.

Lance see p. 851
Use Ihis skill whenever any shafted

wCllpon is held linnly lind then inserted
into an opponent by a K'kree running
straight for him. This includes bayonets
on rines. Damage is ba.'jcd on lower
body strength.

Languages see p. 854
K'kree is MIVH for all lhe other

races. The various Asian and Vargr lan­
guages arc M/VH for the K'krcc (due to the psychological
difficulties of speaking a carnivore longue), while the Human
languages and Oynprilh (the Droyne longue) are MlH.

Musical Instruments see p. 847
Percussion. woodwinds, and plucked string instruments

are the most common among the K'kree.

Poetry see p. 847
Players must specify written poetry, which is MlH, with

a skill bonus of + I for OX of 11, and +2 for OX 12 or above,
or spoken poetry, which is MIA

Pilot (Remote) P/A

Professional Skills see pp. 858, CI153
Carpenter, Embroiderer, Masseur (PIA), Metalsmith,

Petfumer (MIA), and Weaver all have an esteemed place in
K'krcc culturc,

Spear see p. 852
The K'kree have used these as a cheap substitute for

polearms, but they don't look quite nasty enough to be really
popular.

NEW SKIL.L.S

Fire 8reathing P/E, based on HT
All K'krcc can ignitc the methane in their second stom­

ach. This skill represents the training necessary to be able to
do so anistically, and especially to vary the gas mix with air
from thc lungs. Proficient fire bre<lthers can squirt n<lmes out
of their nostrils, even alternate between them. This skill
works well with Fire Eating (p. CIl29). In a game, the player
should describe the effect he is going for and the GM should

K'KREE PSIONICS
K'kree can learn the skills listed on p. GT84. Possessing

these abilities is a mild stigma for males, and a major Secret
for females. These inherent disadvantages do not count as
pside effect.s and drawbacks (see p. 8174). A suggested
drawback is the development of an emotional rapport with
the subject of telepathic contact on a failed Will roll.
Separalion from this individual is treated as a bOllt of grief.

MARTIAL. ARTS STYL.ES
K'krcc separate their pretty cercmonial art from their

battlefield method, which is downright bnnal.

Hooves of Faith 10 points
This style is part of religious instruction for male K'kree.

It uses long-foml kata in which participants take the roles or
ancestral hcrocs and their doomcd opponcnts. Weapons are
decorated with streaming ribbons and bells. Performances
can last for several r'kea
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Younger slUdems must begin by playing the victim roles.
and stand in for the victors as they rise in seniority. If all
actual statllS fight takes place within a conservative herd. it
will be underthis art's rules.

Primary Skill.v: Judo Art, Karate Art, Polearm Art,
Theology, History.

Secondary Skills: Acrobatics, Dancing, Jumping.
Musical Instrument (percussion, woodwind instrumcnts),
Singing. Tournament Law.

Optional Skills: Fight Choreography (p. C 1129), History
(Theater), Performance. Professional Skill (Set maker,
Costlum.: maker).

Maneuvers: Oack Kick. Jump Kick, Kicking. Spin Kick,
Spinning Puncb.

Supreme Destiny 15 points
This is a typical body of skills passed down among pro­

fessional tlghters. It docs not form part of standard K'kree
military training. but serious bodyguards and career soldiers
slUdy il. K'krce who specialize in fighting other races might
have other abilit!cs. Really scary K'kree can !<Ike up to three
levels of Full Coordination at 50 points each.

Primal'," Skill.\'.' Judo. Karate. Polearm (K'kree) [2
points I.

Secondary Skill.\": Body Language (specific race).
Intimidation. First Aid. Running.

Opliol/af Skills: History. ·1~1ctics. Strategy.
M{l/leIlFers: Arm Lock. Axe Kick. Back Kick. Feint

(Karate or Polearm). Hit Location (Karate or Polearm).
Kicking [2 points]. Lunge (Polearrn). Roundhouse Punch.
Stamp Kick. Sweep Kick.

Typical COlllbinariolls:
Grapple, Sweep Kick. Axe Kick. (6 points)
Grapple. Kick, Kick (both forelegs). (6 points)
Polearm Parry, Kick. (4 points)
Polcarm Lunge. Swccp Kick. Stamp Kick. (6 points)
Stamp Kick. Slamp Kick. Stamp Kick. (6 points)
Mos' ullpleaSQIIl kala:
First turn: Grapple, Sweep Kick, Axe Kick.
Second tum: Stamp Kick. SlUmp Kick. Stamp Kick.

Greater Glory 10 points
This manial an developed from the inadequacy of a long

rifle for close-in fighting. It is much simpler than the others
and is intended to cmphasizc body mass. speed. and strength.

Primal}' Skills: Karate, Jumping, Acrobalics, Running.
SecondOl)' Skills: Judo, Polearm (K'kree), Intimidate.
Oplimwl Skill.\": None.
Mancullcrs: Axe Kick. Back Kick, Jump Kick, Kicking.

Knee Strike, Slamp Kick.
TIle typical tcchnique is to charge an opponcnt, hoping

for a knockdown. Prolonged stamping follows. An opponent
who retains his fOOling is kicked or kneed repeatedly. The
Jump Kick is risky, but if it succeeds, the target and 11l1y
friends of his who happen 10 be looking should make an
immediate Frighl Check. They have just seen half a ton of
hostile alien hurl himself lhrough the air at them. If lhe
K'kn;e makes an Intimidmion skill roll. the margin of suc­
cess acts as a Fright Check moditler,

CAREER TEMPL.ATES

Using Standard Templates
The GURPS Traveller tcmplmes arc nOt always appro­

priate for the K'kree. who tend to be more focused than their
alien eounterpans. Some of the occupations described do not
exist in the Two Thousand Worlds. The Army Aviation.
Altomey. Bounty Hunter. Corsair. Law Enforcer. Navy
Aviation. Rogue. and Undercover Agent are not open to

K·kree. K'kree Beitel'S are extraordinarily rare: a manager of
robot or shIVe labor is far more likely.

Special considerations apply evcn when the templates
are otherwise usable. Like the original game. GURPS
Tral'cllcr assumes that the character has retired from the job
described lUll! taken up 11 life of independent 1nlvc1ing and
adventure. K 'hee simply do 1101 do Ihis. Players should
ignore any references to "ex-members" of services. They arc
still employed. allhuugh they might be working for:l diffcr­
elll ramily. They also do not possess "honor ranks:'

There are other adjustments: AFV pi lois must take the
Crazy advantage (p. 103). and arc advised to huy it at a high
level. K·kree who work in space need both the Crazy and
Unusual Background (Space Training) advantages on p, 103.
Mercllllllts should be understood to be working acrOSs the
border: otherwise they will just be ordered about by their
clan boss - not a very illleresting game.

The Claim on Hospitality in thcir tcmplate represenlS
tolerant aliens who give the K'kree access to their paddocks.

106 THE K'KREE



Basic K'kree Worker 25 points
K'kree do little beyond work faithfully for their

Kntrnmo. then relax with the family. Use this template to
produce the junior family members.

Advantages: Status + 5 (with Wcalthy from Patriarch tem­
plate, effective status is +6) [25], Claim to Hospitality
(Can require passage on any civilian vessel, and anyone
of his own herd's military vessels) [10]. Legal IIIlIllunity
l5J. nnd Legal Powers (Can recommend that audits take
place, can try junior patriarchs and their followers. and
can insist that confidential information be provided) flOl.

Disadvantages: A total of -30 pnirlls frolll Callow.. [~6],

Curious l-51-10/-l5J, Gluttony l-5J. Intolerance
(KI'UI'/'/IllO of lower rank than his own boss) [-10],
jealousy [-101, Lecherousness f-151, Unfit [-51, and
Workaholic 1"-5].

Primary Skills: Accounting (J'vl/H) IQ l4J-13. Administration
(MIA) IQ [2]-13. Tnlelligence Analysis (MIH) IQ+l [6]­
14, Intimidation (MIA) IQ f2]-13, Leadership IQ+1 [4]­
14. and Savoir-raire (MIE) IQ+2 [free from StalUsj-15.

95 points

Attributes: ST 12/3010]. DX 10 [OI,IQ 8 [0]. HT 10 rOj

Advantages: Social Rank 5 [51

Disadvantages: Status -I [-5J.

Primary Skills: Divide 16 poinls between two complementary
marketable skills. AI least one of them must be at level
12 or above. Examples include Physician and Diagnosis
(both M/H); Professional Skill (Perfumer) (MIA) and
Appreciate Beauty (Perfumes) (M/VH): Polearm
(K'kn.:c) (PIH) and Poleann Art (PIA): Leader (MIA) and
Tactics (M/H); Agronomy and either Electronics
Operalioll (Robms) or Intimid,:lIion
(all MIA); Singing (P/F.) lind
Poelry (MIA).

Secondary Skills: I point in each of
Gun (Needler or Rifle), Gun
(Light Automatic), and Rrawling,
all (PIE). If any of these skills have
been taken as Primary, then these
points should be spent on
Intimidate (M/A), Survival (up to
Iwo environmenL':i. MIA). and
Tactics (M/H).

Optional Skills: Spend 6 points. First,
buy any prerequisites for the pri­
Imlry skills, then spend on hobbies
such as Astronomy (M/H), Hiking
(PIA), Poleann Art (PIA), Running
(PIH), and Theulogy (M/E).

Customizalion Notes: Any increase in
amibutes, especially IQ, would
help. If this character is being
developed as a full-blowll PC, thell
hobbies that encourage his friend­
ship wilh members of other fami­
lies would make him more inter­
esting.

Examiner
This is an important servant of an Overlord, perhaps

even 01" the Ghik'k'kreek Tt'kahk Xeng Kirr Tkexirr him­
self. The Examiner's job is 10 visit lhe worlds of his master's
domain. looking into and reporting on any unusual events.
His brief includes the economic, civic, and spiritual health of
thc Herd, and Ihe !,Jfateflll submission of the subjeci races. He
can recommend that audits of patriarchs take place. and has
special legal powers to ease his movement. He call also hold
trials of non-noble families. llle Patriarch tcmphltc and this
one should be bought together. The Great King's Eye from
Achaemenid Persia is a partial Terran analog.

Attributes: ST 12/30 [01. DX 10 [OJ.IQ 13[451, HT 10 [01

Secondary Skills: Divide 8 points between Area Knowledge
(Local SUlr Syslems. Two ThollS,lIld Worlds) (M/E).
Politics (M/A), and Xenology (by nice).

Optional Skills: Divide 4 points between any Combat skills,
any Combat Art skills, History, Poetry. and Theology.

Customization Notes: Up to 14 poims could be spem on Social
Rllllk. Nole lhat he will require al least two wives. The
main interest in this character is in dumping him and his
family in a dangerous environment and seeing if he can
cope, so Alertness, Commun Sellse, )md Vcrsatile would
all help. He will still need to rely on his family, which ­
accordingly - should be designed wilh care.
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Junior; Well-Born Patriarch 12 points
This template (ldds 011 to any of the male character tem­

plates in this book or GURPS TravelLer. This character can
be built il1[o a major Kmrnmll by bumping up his Status, the
frequency of his Patron"s appearance, the size of his Ally
Group, and his Wealth.

Advantages: Ally Group (Male family members: 2 body­
guarus, two technicians, one servant; present all the time)
L30J, Patron (Senior patriarch, a powerful individual who
appears rarely) [8). Wealth (Wc<lllhy) [20].

Disadvantages: Dependents (Wives) [-36], DUly (To patron.
fairly often) [-5], Patriarchal Responsibility [-51.

Lesser Wife 50 points
This is the industrious, diligent, and loyal spouse of a

Lord's follower.
Attribules: ST 12/30 (01 ox II (101, IQ 8 [01, HT 11 [101

Advantages: A total of 20 points in Appearance (Attractive)
[5], Charisma [5/level). Jack-uf-A 11-Trade!'; [1 O/Ievcll,
Pitiable [51-

Disadvantages: A total of -20 points in Compulsive Carousing
[-51-IOJ, Delusion (1 will gel a bener husband) [-5/-10/
-15], Jealousy [-10], Odious Personal Habit (Uppity)
[-1/-5/-10/-15), Pyromania l-5J, and Secret (Adulteress)
[-201·

Primary Skills: A total of 18 points in Cooking (MIE), First
Aid (M/E). Professional Skill (Childcare) (M/A), and
Savoir-Faire (Servant) (MlE).

Secondary Skills: A total of 8 points in Diagnosis (M/H),
Politics (M/A), Professional Skill: Massage (PIA), and
Sex Appe<ll (MIA).

Customization Notes: Add 4 points in D;mcing (PIA), Fa!';t-Talk
(MIA), Hiking (PIA). Running (P/H). and Singing (PIE).

Patriarch's Wife 85 points
TIl is is a patriarch's favorite wife. She is probably more

clever and attractive than the others. but still works hard at
keeping her husband's interest. Like all K 'kree women, she
Clm becomc well informed simply by being present when the
males do things.

Allributes: ST 12/30 [OJ, ox 10 rO].IQ 12 [301. HT II [101

Advantages: Status +1 [5], plus 30 points chosen from
Appearance [5115/251, Charisma [5/Ieve!], Jack-of-AII­
Trades llOllevelJ, Pitiable [5 points], and Sanctity [5
points].

Disadvantages: Choice of Jealous [-10] and Intolerant (Other
womcn's childrcn) [-51, or Lecherousness r-15l Choice
of Compulsive Carousing [-5J or Intolerant (Lower-status
women) [-5].

Primary Skills: Professional Skill: Childcare (MIA) IQ+1 [4]­
13, Scx Appcal (MIA) HT+3 [8]-14.

Secondary Skills: Cooking (M/E) IQ+l [21-13, Fast-Talk
(MIA) IQ+I [4J-I3, Intimidate (MIA) IQ+I [4]-13. and
Savoir-Faire (Servant) (MIE) IQ+ I [2]-13.

Customization Notes: Add 6 points as desired in ArCil
Knowlcdgc (2,000 Worlds, horneworld) (M/E), any
Hobby (varies, see p. B54, p. C1145). Hiking (PIA).
History (M/H), Politics (MIA), Running (P/H), and
Theology (M/H).

Templar 135 points
This is a hard-line veteran soldier from ;1 religious fami­

ly. He is only really suitable for a high powered game. He
could he a politically ambitious frontier patriarch, his body­
guard, or a member of a religiously motivated military hcrd.
As presented. he is one of the first two. 1£ he is a serving sol­
dier, his cost rises by 120 points as he has 49 equally hard
friends with him all the time! His constant training has given
him superb physical condition and paying attention during
sermolls has made him a little less dim. He has studied both
the Greater Glory and Hooves of Failh slylcs, but has done
little else with his life.

Attributes: ST 15133 [30]. OX 13 [301, IQ 9 [101, HT 13 [301

Advantages: A lotal of 20 points in Collected (5], Combat
Reflexes [15]. Composed [5]. Fi1 [5], G-Expcricnce [10],
and Toughness [10]. If Space Trained, substitute Crazy+l
[10] and Unusual Background (Space Training) [10]

Disadvantages: Extra Hazardous Duty (does not count against
usu;11 -40-poillt limit) [-20] plus cither two from
Bloodlust, Bully, Gullible. and Overconfidence lall -10],
or Jealousy (Males with more wives) [-5] and
Lechcrousncss [-151.

Primary Skills: Acrobatics (P/H) DX [4]-13; Gun (Rine or
Needler) (PIE) DX+I [2J~14; Gun (Light Automatic)
(PIE) DX+I [2]-14; Gunner (Grenade Launcher) (PIA)
OX r2J-13; Jumping (PIE) DX+I [2]-14: Karate (P/H)
DX+l L8J-14; Running (P/H) HT-l [2J-12: Savoir-faire
(Military) (MIE) IQ+I [2J-IO. If Splice Traine.d, the fol­
lowing replace the GUll and Gunner skills: Beam Weapon
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(Laser) (PIE) DX+I [2]-14: Free Fall (PIA, with-2
Racial Modifier) DX-2 r21-1 I; Vacc Suit (MIA) IQ r21-9.

Secondary Skills: History (M/H) IQ-I T21-8; Intimidate (MIA)
IQ-I [I ]-8; Judo (P/H) DX-2 IIJ-II; Judo An (P/H) DX­
2 (IJ-I I: Karate Art (PIlI) DX-I [2)-12; Polearm
(K'kree) (P/H) DX-! r21-12; Polearm Art (PIA) DX-l
[1]-12; Survival (up to four environments) (MIA) 14j;
Theology (M/H) IQ. I (2]-8.

Optional Skills: 4 points between Dancing (PIA). Musical
Instrument (Percussion or woodwind) (M/H), Singing
(MIE), and Tournamenl Law (MIE).

Martial Arts Styles: Greater Glory and Hooves of Faith l3j.
NOTe: These styles cost 10 points apiece. but the majority
of the poinls spent are tallied againsl Ihe appropriate
skills and manuevers. for consistency. The 3 points
shown above represent points Wllstcd in learning tWI)
styles; I point each has been lost in Ihe Back Kick, Jump
Kick, and Kicking manuevers.

Martial Arts Maneuuers: Axe Kick-l3, Back Kick-I3, Jump
Kick-13, Kicking-14, Knec Strike-16, Spin Kiek-14,
Spinning Punch-14, Siamp Kick-15 [1 point eachj.

Customization Notes: A level or two more of IQ wouldn't
hurt, Up to IS points of Social Rank could be added. If
the character's story calls for cOJllbalexpcriencc on dif­
ferent worlds, then more points should go into Survival.
A hobby like Flower Arranging and a jealous, grasping
wife would provide a nice counterpoint.

Zealot 95 points
This is an active member of a religious family. He lakes

an interest in current events and agitates for a hard line, In
addition to public speaking, he is 1\ devl)led, if indifferent
practitioner of the Hooves of Failh style.

Attributes: ST 12/30 [OJ. OX 12 [20]. IQ II [30]. HT 12 [20J

Advantages: Charisma +2 [IOJ. Voice llOj

Disadvantages: Intolerance (AU but hard-line militants) [-IOJ.
and a total of -20 points from Bloodlust [-IO}; Bully
[-101; Delusion (The gods meant II'IUliever hll.\" jusl h(/I)­

pCllcd this way) [-5/-101-15]; Gullible [-10): and Odious
Personal Habit (Uppity) [-I. -5. -10. -15].

Primary Skills: Bard (MIA) IQ+S [4]*-16; History (MIH) IQ
f4)-II; Judo Art (P/H) DX-2 fl1-10; Karate Art (PIH)
OX-2 [lJ-IO; Polearm Art (PIA) OX-I [IJ-II; Teaching
(MIA) IQ+2 [6]-13: lind Theology (MIH) IQ [4]~ 11.

'" Includes +4 for Voice and Charisma advantages.

Secondary Skills: A total of 7 points in Area Knowledge
(Current planet, local systems, Two Thousand Worlds)
(M/E); Intimidation (MIA); Politics (MIA); Savoir-Faire
(MlE); and Singing (PIE).

Optional Skills: A total of 2 poims in Acrobatics (PII·t) and
Musical Instruments (Percussion or woodwind) (MIH).

Martial Arts Styles: Hooves of Faith [0]. NO/I!: While the
style COSIS 10 points, its cost has been tallied against its
skills and manuevers, for consistency.

Martial Arts Maneuvers: Back Kick-8. Jump Kick-8,
Kicking-9, Spin Kick-9, Spinnillg Punch-9. [I point
eachJ Notc: All manuevers are based on Karale Art, and
the skill represents graceful execution of a display move.
Usage in combat would be at -3.

Customizalion Noles: He could be given computer, research,
and writing skills, making him a scribe. Alternatively, he
might be made rather beller at manial arts. if he's a bach­
elor or monogamOliS. he CQuid also acquire the Odious
Personal Habit of moaning continually that his Krlfrnlll(j
won't give him enough wives.
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EGUIPMENT, VEHICLES, AND VESSELS

K'kree equipment is not generally inlcrdmllgcllblc with
3nyol1e else's. Their hands are the wrong shape and they are
too big for other race's armor. K'kree allempts (0 use outsider
gear are at -6. Outsiders find the Herd's equipment 10 be less
of a problem and usc it al -4. Skilled technicians could alter
any small piece for another race's use in a day or so. depend­
ing on its complexity (GM ruling). Clothing or armor life

unalterable. but their l.-ornpunclll parts could be used to make
an improvised suit if the artiSan possesses the GOldgclccr

advantage (p. ell5). It takes five Human-sized suilS to sal­
vage enough useable piC(cs to cover one K'krcc.

Prices arc a mailer of casc·by-case negotialion: K'kree
merchants are reluctant to part with hard currency. while
being obliged to rake it in for Charge.<; Like TIlUudcr. A rcw
of the following item de.<;criptions include a sllgg~sf~d sum.
Anything which does not have a listing isn·t for sale at all)'

price. Attempts to buy such goods (weapons. armor. drone
fighters) will attract thc local K11Irnmo's inlerest.

EGUIPMENT ,'. .. . _ . - ': .- " ., ... .:-~.i. ..-~-.' .. - ,'.

Cellular Phones
1\11 K'kree possess these. Their phones are made with a

conference sCliing only. Cost is CriS to Cr7.500, depending
on quality, materials, and need.

Combat Auto-Injectors
These devices are worn by all family members who feel

that they may be going into a perilous situation. They include
a small Illicrnchip ami medic;.11 scanner and two reservoirs.
each holding three doses of a drug. They are usually loaded
wilh "Rest in the Arms of Fate" and "Spiritual Consolation."
More than one auto-injector can be carried.

Drugs
K'krcc also takc (alld onen become addicted to):
Hoi)' Inspiratioll. This produces limited-duration Berserk

and Bloodlust. The effect lasts for a r'keer. Post-Combat
Shakcs is part or coming down. which takes a k/'ix'leeka.

N~\'er ill Vaill. This is a dangerous drug which causes
rapid coagulation at an open wound. It is used topically. Ir a
patient rails a First Aid or Physic.:iiln roll critically when
applying il. the drug enters the bloodstream. The resultant
embolisms will either incapacitate or kill the unfortunute. All
K'kree present will surrcr Vulncranility 10 Grid(p. 104).

Resr ill rlJe Arms oj Des/i"y. This adrenaline-based com­
pound delays a Vulnerability to Grief roll until after the pres­
ent danger has pa<;sed (GM's call).

Righteo/ls Endurance. This is a sustained release anal­
gesic. taken as a suppository. It gives +4 to any rolls to avoid
pain and shock for three r·kur. after which it CliUses terrible
indigestion and cramps (·3 to all skills until the character has
had a good meal and some sleep).

Spiriwal COl/solalion. This synthetic. soporific. cndor­
phin complex so dulls K'kree senses Ihat Ihe user does nOI
notice being enclosed. It counteracts and is counteracted by
Sleppe Sunrise. While under the influence. K°krec Ix:eollle
drowsy and loosc-Iimlx.'d (-4 to perceplion and skill rolls. -Id
from any falling damage). The drug lasts for a lI;x;r per dose.
II is usually pumped through air conditioners.

Steppe Sll"ri.~e. This counter:lcts Spiritual Consolmion. The
hum"n equivalent would be a synthetic amphetamine. call"eine.
and testostcrone mix! It penetrates Ihe mucous membranes, so

is atomizcd in APCs just before the hatches drop. Steppe
Sunrise makes its users feel alen and in charge. It also adds +3
to a PC's will tor the purposes of resisting disorienllliion.

CONSUMER ITEMS

Seats
To Humans, the K'krce chair (see p. 81) looks like a

cross between a short-legged vaulting horse and a psychia­
lrisfs couch. Its "back" is aClually al the fmnt - it is a rest for
Ihe heavy top section and uscrs lean against it, with their anns
hanging over it. They then fold their legs up. It is a robust
piece of furniture, capable of supporting more than 3,000 lhs.
The cheap versions arc covered in synthetic fabrie and foam
rubber. More luxurious designs are upholstered in heavily
embroidered fabrics and stutTed with subordinates' manes.
Factory-fresh K'kree seats enjoy a vogue in the Imperium as
durable day-beds. Good pieces can fetch Cr50.000: most
retail for about Cr1,400.

Tables
K'kree lables are made from 6-inch-thick, three-ply hard­

wood, giving them a DR or 12. They come in yard-s<luare
illt:n;l11ent~, which weigh 140 lbs. each. The most usual size is
6 by 9 feet. The tables have three-foot legs. and are robust
enough lor a K'!uee to dance on. Prices start 1Il Crl.lOO and
rise 10 Cr75.000. dcpending on workmanship and materials.

Clothing and Fabric
The Herd does not need clothing. but K'kree wear deco­

raled fabrics as indicators of status and reputation. The fa<;h­
ion is for bespoke tailoring. either close-lilting or inspired by
armur, or for swirling robes. Most cloth is heavy, but dandies
spon diaphanous gauze and taffeta. Some Kmr,.,lIIa collect
their followers' shorn manes and have clothes or even I'lpcs­
tries WOVCII out of them. Less august bosses ape this fashion
by spinning their underlings' locks into yam and using it as
embroidering thread.

K'krcc clolh rClails ror between Cr5 and CrIO.OOO a
square yard, and is available in any width up to 1M feet. TIle
cheapest fabric is like sacking: the most expcll~ivc has Ihe
volumc or cilshmerc, but will pass through a lIuman's wed­
ding ring.
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The herd's technophiles like to weave circuitry into soft
furnishings. Animated displays, entertainment screens, sound
synthesizers, scent emitters. and cellular phones lIre the most
common devices, They cost four times the list price in GURPS
Ultra-Tech or Ultra-Tech 2, plus the cost of the cloth,

Perfume
K'kree eallx de (oi/cue arc remarkable. Some reek of a

sewer, but others command huge prices among their neigh­
bors, It is not always possible 10 tell which is which, and
traders have been duped into buying gallons of ditch water.
Astute merchants can get the real stuff.

The selling point of good K'kree perfume is the per­
fumer's ability to tailor the scent to its user's biochemistry.
All perfumes change according to length of exposure to the
air, but K'kree manufactures are much more sophisticated.
Given sufficient information, the craftsm:m can engineer a
product which has an initial innocuous but pleasant seem,
then changes according to stimuli such as temperature or
moisture variation, glandular secretions, even pheromone
output. These perfumes are specifically manufactured for
each major race except for the lIiver.;.

It has occurred to some journalists that, if K'kree per­
fumes were habit-forming or toxic, many Imperilll nobles
could be in trouble. The Secret Service has looked into Ihis
and found nothing to worry about. (Privately, they feel Ihal
anyone so superficial as to make a fetish out of horse scent
would nOI be too much of a loss.)

K'kree perfulTlc has as wide <I price range as Frellch
wine, anything from Crl.S to Cr36.000 a pint.

"K'kree sculpt and paint, especially for non­
K'kree art collectors, but the art they create
for themselves is primarily oriented toward
scent. A K'kree statue, for example, will be
impregnated with essential oils which are the
most important part of the work. "

- Or. Karla Shemi

Jewelry
The K'kree usc precious metals and well-worked stoncs to

display status, Jewelry olien encases personal gadgets, like the
ubiquitous cellular phone. It can also double as a pomander.
saving the owner from unpleasant smells. The pieces are often
torcs, gorgels, bracelets. necklaces. tiaraS, and rings. None is
likely tn lit any olher race, but characters with the Fashion
Sense advantage (p. CI24) will see a use for thcm right away.
As this is COlfflilt'. the price is whatever the market will bear.

Sculpture
The K'kree make attractive statues in a variety of media.

Soapstone, marble, and wood arc the most common. These
items will sell for from CrlOO to CrSO,OOO each.

WEAPONS

Polearms
The standard K'kree hafted weapon -the !!rillg'k, or ";1

talk with the tinal fence" - has a 2-foot-long. straight blade
all ached to a 10·fool shafl. A foot beneath the blade is a
spiked cross-guard. originally intended to stop enemies fmm
continuing their charge and biting the wielder.

Close Combat Weapons
The K'kree are poorly adapted for using one-handed

melee weapons. so twve developed differenl. unpleasant amlS
instead. An adjustable ring fits over the thumb. Projcelillg
between the fingers are shon, sharp-edged spikes. A vicious
spur points bllckw;lrd below the wrist. TIlese attachments add
+1 to punching damage and make it cutting. The spur turns a
roundhouse punch into a swinglimpaling attack, which can
get stuck. Serious warriors fit them to their feet as well. giving
their kicks cutting damage, Each weighs 2 lbs.

Small Arms
The K'kree favor rifles as being more accurate, more

powerfuL and longer ranged than pistols. They have no con­
cept of shooting as <l sport, so their weapons arc alwnys mili­
tary - rugged and fully automatic,

They use two technologies - gauss, reverse-engineered
from Empire of Man equiplllent. and binary liquid propel­
lant, which they invented themselves. Each of these technolu­
gies is available in two calibers, 7ml1l and Ymm for their
chemical-propcllanl rounds, 4mm and 6.251111ll for electro­
magnetic.

The famous K'kree long rille is produced in 4, 7, and
9mm. It has a hcavy, strongly reinforced, 5-foot barrel with a
2-foot sword blade underneath the muzzle and olr~ct by 2
inches, A compact laser sight and RAM grenade launcher fill
the gap. The stock hold~ a gyrostabilizer and ~hock ab~orber.

Ammunition and propellatll, whether liquid or a reeharge,lbk
power cell. are carried in a backpack.

The 6.25 caliber is available in a slow-tiring g:lUSS gUll
with an extra-long barrel. Its taclical role is to give an unsup­
ported unit a chance against opposing light vehicles or baule­
dress.

Energy Weapons
These arc Ilot popular. Some troops carry laser rilles (p,

GTII. 115), for use as target designators. Space-trained sol­
diers also light with them, but laser small-ann technology is
not regarded as being deadly enough for serious use. K'kree
laser rilles mount a coaxial belt-fed 50mm RAM grenade
launcher wilh a 50-round magazine. The gunners tend to use
the laser to paint the larget and rely on the grenades to kill it
The launcher adds 3 lbs. to the weapon's weight ,md 1 to S5.
Its ROF is 1/2: range as per p. GT115.

Battlesuited or extremely strong K'kree carry the
PGKP-IO, which does a 101 of d:lllJage. but is frustr:ltingly
slow-firing.
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KJKREE WEAPONS TABLES

POLEARMS
Special Noles

See Polearm (K'kree) on p. 99.12

MinST

121bs.

WeightCo,IReach'.mTwpa

!!ring'k imp thr+3 1-3

cut sw+3 2,3

imp sw+3 2,3
K'kret! also lise spears and weapons with lIIulliple blades,fif/lcliollo/ly idelllic(lilo the spc{/rs (Jlld IUI/berds listed 01/ p. 8206.

WeapDn

PERSONAL WEAPONS
Weapon M•• r". Dllllilgl! 55 A" In. M" Wt A.f Shots 51 ." Co" LC ." TL

701m BLP Rifle Vcr. Q. 11d-' (2) 14 11 1.800 8,000 11/38 16 1500 11 -2 2~00/400 I No 8'
9mm BLPRine Ver. C'. 7dx2J2) 17 II ~•.900 8,600 18.25138 16 700 13 -2 4,100/400 I No 8,
4mm Gauss Rifle Ver. Cc 12d+! (2) 12 11 1,800 8,000 8.75/38 16 18,ooonrD 8 -, 5.500/2,200 • No •
6.250101 Gauss Rifle Vcr. C,. 6dx3 (2) 17 13 3.400 12.000 21138 3- 4.9OOI2rD 11 -I 12.70012,200 I No •
PGKP-IO Ver. Exp. """13 12 13 57' 1,100 9.25/40 I 360l2rE • -I 65014,000 • No JO

NOU.f: Ammo i.f carried ill a backpack 11';/11 Ilrl1bi/ical Iud 10jireanll. Firs/weight gil'tm isfireanll; suolld i.f amI/in pack. Standard /nad il APS;
Damag~, /12 Damag~, lJl/d Maximum Rang~ alnady rejl~ct as IIIl1cli. \Veighl daes JlDl include bayonel/har is at/ached standard an K'kree rif1~s.

SUPPORT WEAPONS
Weapon Mall Tvpe Damage 58 A" In. M" WI A.f C.., IC TL
20mm Autocannon Vcr. C,. 6dx3 2. 14 1.300 5,500 67.5 2. 15,200 • 8
20mm 8-bar 3.4-kW Autocllnnon Vcr. C,. 6dx3 2. 14 1,300 5.500 162 12. 27,150 • 8

eilher 20mm with HE Exp. 2d-2 1
either20mm with HEAT Exp. 4d (10)

either 20mm with APDS C,. 6dx5 (2) 1,900 8.300
100mm Mortar Ver. Exp. 6dx31 2' 12 75. 4,800 18' 1/5 28500 • 8
6.25mm 8-bar VRFGG Ver. C,. 5dx3 2. 16 2.300 8,000 63.25 '2' 38,000 • •

with APS Gdx3 (2) 3,400 12,000

MACHINE GUNS
WI.pon M•• r... D.mage SS ." InD M" WI ••f Shols 81 Ad Cosl LC Hid n
7mmBLPLMG Ver. Q. lid-I (2) 17 12 1,800 8,000 20.75138 2. 1.500 II -1 4,7001400 • No 8
7mm BLP 8-bar HMG Vcr. C,. lid-I (2) 2. 14 1,800 8,000 66.25/38 12' I.5OO1rB 28 -1 15,600/430 • No 8
9mm BLPLMG Ver. C,. 7dx2 (2) 2. 12 2.000 8.600 34.25/38 2. 700 17 -I 7,7001400 • No 8
9mm BLP 8-bar HMG Ver. CL 7dx2 (2) 2. 14 2.000 8.600 110/38 12. 700/rB oJ, -1 24.3001430 • No 8

4mm Gauss LMG Vcr. C,. 12d+1 (2) 12 II 1,800 8,000 16.25/38 2' 18.QOOnrO 12 -1 9,72012.200 • No •
4mm 8-bar Gauss HMG Ver. C,. 12d+1 (2) 20 14 1,800 8,000 52J38 '2' 18,OOOI2rO nla -I 31,70012,200 • No •
6.2Smm 8-bar VRFGG Vel. C,. 6dx3 (2) 2' '6 3,400 12,000 126.5 12. 4.90012rD n/a -1 66.60012.200 • No •

Note5: LMG5 include bipoc15; HMG5 cmd VRFGG iI/dude Iripoc15. MGs 1I~·e bu,·kp'Kk-mollfl/ed UIIIII/O. Ifsllully illlerchcl//Xt!uble lI'i/h rifle I·t!r~'io/ls;

7m", and 9111/1/ HMGs reqllire indlf~'iol/ 0/B celf /() power electri,' Gatling I./C/;Oll.

VEHICULAR WEAPONS
Weapon Mall I". DalllClie 8S ." In. M" WI ••f Cost Shots'll TL

Plasma Gun-AlK 15,600 kJ Ver. Spcl. 6dx53 13 I. 2,500 7,500 1,300 I 75,000 55 10

Plasma Gun-BIK 7,800 kJ Vel. Spcl. """3R 13 22 7,000 2,1,000 1,300 1 75,000 II' 10

Plasma Gun-elK 144.000 kJ Ver. Spcl. 6dx200 15 ,. 2.000 6,000 7.992 1 204,800 6 11
Pla~ma Gun-D/K 96,000 kJ Vcr. Spcl. """160 15 2' 6,700 20,000 8,000 1 205,000 • 11
Plasma Gun-ElK 18,000 kJ Ver. Spcl. 6dx7. IS 21 5,800 17.000 7,875 ,. 201,875 48 Il'

*Ifdrawil/g power/rolll stalldard K'kree arrallgemell/ 0/ 12 TUO rechargeable E cells (Cr24,OOO, 240 Ibs.'. Ifl/sing TLiI cells, /IIu/liply shots by 1.25.

135mm Missiles
Weapon M•• Guidance I". Damage Sp' h. M" Min Skill W'S "5 C.. TL
Stealthy HESH Missile Crit. BPEH Exp. 6dx460 1,200 115 138.000 5' 16 385 7.7 50,000 •
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Support Weapons
K'krcc-portablc light rnachim:gulls arc lIvailablc ill all

the rifle calibers except 6.25mm gauss. Ileavier machine
guns exist and the most common are the eight-barrel 20mm
aulocallllOIl and the 6.25Jl1I1l VRFGG, which the K'krcc
mount in their point-defense socket turrets (p. 112).
Individual units also use pairs of single-barreled 20mm can­
non extensively. They mount them 011 Rrir'rx!xe'lee (p. 114).

The most common monar is the rockel-assisted IOOmm.
The K'kree field it at unit leveL again on a robot platform
and directed by forward observers.

Vehicular Weapons
The K'kree use plasma canllon nod explosives for seri­

OllS military work. Their drone fighters and APCs have sock­
elS that will lake one of twO standard energy weapons or a
four-pack of extremely fust long-range missiles.

These energy weapons are designed for dogfighlS or
long-range precision strikes. They are entirely enclosed for
better streamlining, and have a bank of 12 rechargeable E
cells. The missiles have dlher HESH or HEAT wllrhemls.

Cutting-edge technology has produced three different
plasma cannon: medium- and shan-range tank-killers and a
shorl-nmge, rapid-Iiring unti-material gUll.

Vehicles can also mount a self-contained. half-ton, point­
defense turret. This is controlled by a dedicated gunnery
computer and usually features a 6.25mJll gatling. While its
program treats incoming missiles as the gun's first priority. it
will also tire upon any targeting laser it deteCIS. or any enemy
persOIlIlc1 sellsed by its host vehicle's systems.

Weapon Tables
These tables include price, concealment, and legality

entries. but all K'kree weapons arc 100 large 10 cOllceal alld.
in any case. having one is a sign of caste, so it should be dis­
played at all times, They are never on sale. but are issued to
serving soldiers or bodyguards. No one else may own one. A
K'kree might borrow a weapon for a specific purpose (a sta­
tus fight, for instance) but would have to return it afterward.
The informalion is pmvided for usc with 01 her races.

ARMOR ANO
PROTECTIVE GEAR

K'krec <irmor is made nut of solid plates. strapped to the
owner's limbs and body. A central keel. running up the back.
ensures that the weight 01" torso protection is borne by the
lower body. Ceremonial suits have c1ahorate decoration and
attachment points for plumes, ribbons, and bells: serious
fighting armor is much more functional. Most helmets are
open face, and swept buek from the eyes, to prevent an
enclosed feeling from impaired peripheral vision.

Circumstances such as vacuum, hostile atmospheres. or
chemical or biological agel1t~ mandate morc complete armor.
To allow for environmental sealing without encollraging
claustrophobia, the helmet has either to be very large and
lran~parent, or incorporate an internal virtual panorama. In
either case it will need environmcntal-cnrichmcnl syslems
(little fans, reservoirs of scent, playback of herd sounds).
Even with these aids, the K'kree dislike being so completely
covered. The demands for aUlo-injector soar whenevcr scaled
annor is deployed.
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Some soldiers wear banledress which always incorpo­
rates a grav belt and all integral plasma gUll. Effective power
amlOr and troops crazy enough to use it are rare in the Two
Thousand Worlds. so they are as heavily equipped as the
K'kree can make them. K'kree battledress weighs three times
<IS much HS the t:quivalent Imperial model, but gives the SlJme
prOlcction (see p. GTI 18).

Ceremonial amlOr is madc from cane or wood. It is often
brighlly painlt:d. Cane armor is PO 2. DR 2 and weighs 60
Ibs. Wooden annor is PO 2, DR 3 and weighs 72 lbs. In each
case the weight includes a plume, pectoral chimes, and bells
for lingers. toes. and tail.

Tradilional mera! {/r/llOI' is made out of steel plates, has
PO 4, DR 6 and weighs 200 Ibs. Unsealed annor, including an
open-face helmet. nmue to the sal11e pallcrn as a traditional
suit is also available in TL8 materials (PO 4, DR 14) or TL9
materials (PD 5, DR 30). Either high-tech suit weighs 80 Ibs.

Sealed Ii/filllrl} Armor (TL8): This is a ballistic cloth suit
with hard plates over vilal areas and a big bubble helmet. It
has an NBC filter and can be fined with a l1ixir air tank. It
protects the body with PO 4. DR 40; limbs with P02, DR 12:
and head with P02. OR 10. Add 10 to OR at TL9 and again
at TLlO. A complete suit weighs 120 pounds. See p. UTI3
for more information.

Arlllored Etll'irOllll1elll SlIi, (TL8): This is the K'kree
heavy vacc suit. It has a coolant system. a reflective layer.

and a reassuringly solid helmet. PO 2, DR 20 to body and
limbs; PD 2, DR 10 to head and hands. Weighs 90 Ibs.

Pressurized Arlllor is available at TL9. It comprises a
hard, full-body suit with a rebrcather and sealed joints. It can
fit aile or more krix'leeka air tanks and selve as a vacc suit.
The body ;md limbs have PO 6, DR 50: the hands and feet
PD5. DR 50: and the helmet PD4. DR 35. Add 15 to DR at
TL Iaand again at TLl1. Weighs 180 pounds.

"The K'kree have an uncomfortable
relationship with machines. Their view is that
their simple idyll was interrupted by a
continuous offensive from their enemies and
they developed technology to deal with it.
They are aware that their science has
thrown up questions which their theology
cannot answer, and they blame the
sciences, Another nagging doubt with
material progress is the way it always seems
to lead to being enclosed. "

VEHICLES " ,'. .' ' '. ,- -. -" ".:,~.. '" '":_, ..-- ... ~- '

The K'kree ambivalence toward technology is mosl evi­
dent in their transport systems. Most of the Herd hate. and
will not use, any form of personal lranspon. They move
goods around in robot or remote-controlled carriers. or by
automatcd railways. ACllml pilotcd vchicles are only neces­
sary in exceptional circumstanccs. such as travel on undcvel­
oped worlds or in war.

K'kree vehicles are always l'asl!y larger and more expcn­
sive thall those of allY other race. This. a constant shortage of
pilots, and the resulting lack of real design expertise make

fighting vehicles mrc in the Two Thousand Worlds. K' Kree
AFYs are usually extremely slow and lumbering: Most often
the K'krce right brushfire wars against poorly equipped
opponents clinging desperately to difficult terrain. To date. in
larger conflicts they have always had orbital and air superior­
ity, which Ihey usc 10 herd their opponents into a killing
ground. They then land infantry to wipe them out.

When designing K'Kree
vehicles, JIIultiply weight, vol~

ume. and cost of crew stations
and accommodations by six.
Muhiply weight. volumc. and
cost of environmental systems
and any rations by four.

Rrir'r'xi!xe'lee
Robot Platform [TL6]

This K'kree equivalent or a
light truck is a lx)x on wheels. open
topped. 10 feet long by 5 wide, ,md
4 deep, Equipped with TL8 elec­
tronics, it has a radio-direction
finder set 10 the same nnique fre­
quency as a small beacon carried

by its owner. TIle owner sets a bearing and distance to travel on
the platfurm's simple t:ontrol panel. The Rrir',:\·i.lxe·lee ("little
dutiful lover") takes all" on the set heading for the appropriate
duration. It is otherwise <llmost ignorant: obstacles will often
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confound it. More primitive versions exist. These have simple
controls mounted on the back. The dliver trots along beside his
truck lind makes cuurse changes as neccssary.

Many K'kree own such a platfoml. It is also a common
military vehicle. When exterminating vermin, the control
sys[cm sometimes is flllrdClletl tu hamper cnemy ECM. TIll:
cargo platform usually mounts a single JQOmm monar and a
case of shells. Occasionally it serves as an improvised gun
carriage. Mechanics weld a girder across it at the back, and
add one or two autocannon in open mounts. They often hang
an annor plate across the front, slicking out 3 feet or so at
each side. Two K'kree walk behind and fire the gUlls for­
ward. The natbcd is rated for a 3-[on payload.

• Subassemblies: Four all-terrain wheels (Body, 56 HP each).
• Propulsion: 29 kW all-wheel drivetrain (Budy. 13 HP).
• Instruments and Electronics: TL8 dedicated Complexity 2

small computer (Body, 1 HP) running the Routine Vehicle
Operatiun (Driving) program, medium-range rm.lio (Body.
100 miles. I liP, 0.0 I kW). surface-search no-targeting
radar (Body. I mile. I HP, 0.25 kW).

• Controls: Mechanical.
• Crew: None.
• Power: 30-kW standard gaSOline engine converted 10 burn

alcohol (1.6 gallons per hour); 39-gallon tank (Fire II)
provides fucl for 24 hours.

• Space: Access S'pace: None. Cargo Space: 150 cf. Empty
Space: O.

• Volume: Body 164 ef. Wheels 33 ef. Area: Body 200.
Wheels 75.

• Structure: Cheap, medium.
• Armor: PD 2 DR 7 chcap me[al.
• Hit Points: 200.
• Statistics: EmplY weight 5,098 Ibs. (2.5 tons). Loaded

weight 11,324 Ib:\. (5.7 ton:\). Volume 196 cf. Si ....e
Modifier +3. Price Crl6,322. HT 9.

• Ground Performance: Top Speed 36. gAccel 2 mph/so
gDecel 10 mph/so gMR 0.75. gSR 4. OR Speed 5.

K'keeluuree All-Weather Roamer
Th K'keelulII'ee ("wind steppe runner") is the K'kree

equivalent of an air/raft It looks like an upturned glass bowl
on a saucer. The roof is composed of alternate fixed and slid­
ing sections. to allow access and ventilalion and to minimize
passenger claustrophobia. In hostile environments, the roof
forms a pressure seal. The craft's side:\ arc sloped and rihbed
to assist passengers climbing on or off. The interior has eight
passenger couches which face outward. The pilot's seal has a
fairing and a set of controls.

This is a civililln vehicle. but it is occasiunally pressed
into service as a troop carrier. Taking one into combat would
be foolish.

• BodV Features: The sides of the hull are ribbed to assist
entry.

• Propulsion and Aerostatic Lift: TL9 fClll::liol11css thrustcrs
providing thrust of 666 (Body. 40 I IP. 333 kW). TL12 contra­
gravity unil provides 37.000-lb. {Qtallili. (Body. 2 HP.37kW).

1 •

• Instruments and Electronics: Radio (Body. 1000 miles. 1
HP, 0.04 kW), high-capacity Complexity 2 small comput­
er (Body, I lIP), no-targeting radar (Body. 10 miles. 1 HP.
2.5 kW), global positioning system (Body. I HP. neg.).

• Programs: Navigate, Routine Vehicle Operation (Pilot),
Datalink. and navigational-database software.

• Miscellaneous: Turf floor. incidental pOt plants. and
llerosol drug dispensers.

• Controls: I roomy crew station.
• Occupancy: Shon. Passengers: 8 on normal seats. Crew:

One pilot. ACCOIJIIIIOdaliolls: 4.5 K'kree days of life sup­
purl (4.5 kW).

• Power: 350-kW standard gas turbine bums 23 gallons of
alcohol per hour. Fuel tanks (Fire 7) hold 277 gallons suf­
ficicl1[ for 12 hOll~.

• Space: Access Space: 40.5 cf. Cargo Space: 20 d. Empty
Space: O.

• Volume: 1,861 ef. Area: 1.000 ef.
• Structure: Cheap. medium.
• Hit Points: 1.000.
• Armor: PD 2 DR 10 cheap metal.
• Surface Features: Sealed hull.
• Vision: Good. Derails: Huge transparenl roof.
• Statistics: Empty weight 16,838 lbs. Loaded weigh!

36,844 Ibs. Size Modifier +5. Price Cr112. 145. HT 10.
• Aerial Performance: Can hover. Top speed 70 mph. aAccel

Imph/s, aMR 2. aSR 5, aDecel ~.

• Space Performance: 0.020.
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Loor'rik'k'ring'r!kir
Armored Personnel Carrier

This ellormOIlS TL8 vehicle is just a cheap metal cylinder
100 feet across and 14 feet high. The Loor'rik'k'r;lIg'rfkir
("Carry the rillg'r to make death") looks unsafe to most
experienced observers and rattles alarmingly in use. The
inexperienced might need to make a Fright Check as it rum­
bles and clanks and blots out the sun overhead. It mounts two
socket turrets which can 11lkc four sm:kct guns or 16 Illnk­
vaporizing missiles or a combination thereof. The imeriof
has a hub containing the engines, counlergravity units, pow­
crplant, and cOlltrols, bul is otherwise empty. 111 usc it is
flooded with soporific gasses and domestic sounds.

The bottom is divided into 100 segments. These hold 50
individual ramps and 50 hardpoints, each rated for 2 tOilS.
When embarking. the troops lake a strong dose of a calming
drug and back ontO the ramps. These are then raised into
place. To debark, the soldiers stand on the ramps, and get a
massive stimulant injection when they drop. In combat the
craft lands with the leader facing toward the enemy. His sol­
diers deploy in two lines; the 12 on either side of him trot
forward to form the front line. and the others move backward
and about face to fOffilthe second.

"The local intel unit had informed us that
K'kree units were known to be ;n our sector,
but nobody had any experience with
Centaurs. The platoon had moved into
position earlier and had dug in expecting an
attack at any moment. The map box went on
the fritz just as the report came in with their
coordinates, end I was beginning to get e
little flustered with the thing. I must have
begun swearing aut loud, because the
lieutenant tapped me an the shoulder. 'Never
mind about that, Sky;' he said, Their APe
has been blotting out the moon for the last
five minutes. '"

- Aakmir "Sky" Uspenskaya,
Three Cheers and a Tiger:

A Mere's Memoir

• Subassemblies: 2 limited-rotation 68 cf turrets (T, U),
empty till socket weapons installed.

• Body Features: 50 hardpoints with 2-ton capacity each. Dask
IR. cloaking, emission cloaking. and chameleon surface.

• Propulsion: TL9 reactionlc.':is thruster provides 7.602 Ibs.
of thrust (Uody. 175 HP, 3.801 kW).

• Aerostatic Lift: TLl2 cOnlragravity provides 525,000 Ibs.
oflirt. (Bndy. 30 HP, 525 kW).

• Weaponry: Up to 16 135mm missiles. eight in each turret.
Plasma Gun-NK and/or -B/K can be installed instead;
each gun with its 12rE battery paek replaces four missiles.
Full stabilization and universal mounts.

• Instruments and Electronics: 2 Complexity-4 microframes
(Body, 16 HP each, 0.2 kW) with three termin<ll.':i (Body.
10 I-IP each, neg.), scrambled radio (Body. 1,000 miles, 3
HP, 0.04 kW). laser communicator (Body, 100 miles, 3
HP, 0.1 kW), AESA (Body, 125 miles, 24 Hr. 31.25 kW),
PE$A (Body. 10 miles, 6 HP, neg.), inertial navigation
system (Body, 4 HP, neg.), terrain-following radar (Body,
3 HP, 0.25 kW), deceptive jammer (Body, 4 HP, 100 kW),
military global-positioning system (Body, I HP, neg.),
IJ7r (Body, I HP, neg.), and advanced radar/laser detector
(Body,3 HP, neg.).

• Programs: Gunner. Routine Vehicle Operation (Pilot).
Datalink, and vehicle-recognition and navigational data­
bases.

• Miscellaneous: Turf noor. inlcmal holognlm of rural idyll.
and aerosol drug dispensers. Fifty of the noor panels drop
down to provide access ramps. Full fire suppression.
Modular sockets (both turrets).

• Controls: 3 roomy crew stations.
• Occupancy: Short. Passel/gers: 50 in cramped seats. Crew:

Pilot, Gunner. Commander. Limited life support for 53
K·kree-days.

• Power: 4100-kW optimized gas turbine: bums 221 gallons
of alcohol per hour. Self-sealing fuel tanks (Fire 7) hold
5.314 gallons sufficient for 12 hours.

• Space: Access Space: 187.8 cf. CGlRO Space alld £IIlPl)'
Space: None.

• Volume: Rody 8,654. TUlTels 68 each. Area: Body 3.000.
TurrefS 100 each. Total 3,200.

• Structure: Cheap, heavy.
• Hit Points: 6,000. TUlTcts 300.
• Armor: PD 4, DR 800 (F), PD4. DR 100 elsewhere.

Turrets PD4, DR 90 on all faces. Cheap metal.
• Surface Features: Sealed hull.
• Statistics: Empty Weight 369.846 (185 tons). Loaded

Weight 512,827. (256 tons). Volume 8,790 cr. Size
Modifier +6. HT 7.

• Aerial Performance: Can hover. Top speed 135 mph,
aAccel 1 mph, AMR 1.5, aSR 5, aDecel 6.

G'krurr!k'gzang!k Gunboat
TIle K'kree have always found bombing to be a conve­

nient solution to difficult terrain and fortifications. The
G'kru,.r!k'XZll//g.'k ("Iunafic transl"omls to the divine") usually
serves in this role by loading its hardpoints with city-sma:;h­
ing bombs and piling grenades on the access ramps. The craft
cracks any hardened stnlctures and scatters grenades all over
lhe target zone. These are then radio-detonated.

More determined and sophislicated opponents need
sterner treatment, and dedicated APCs mount a combination
of first-:;trike crui:;e mi:;:;iles and point-defense weapons on
the 11lIrdpoinlS. wilh each lroop bay holding a I-ton bomb.
Forces used to dropping these tin cans like flies have been
surprised by the overkill this conliguration can muster ...
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Gzang1k't'tlg'naak Tank
GUllhoaL" will nVCrdWl: must rebels am] Ul1b'TIilcful savages,

but belter-infonned foreign observers find them laughable. This
fillered through to the Two Thousand Worlds' military plannef5
after a K'kree diplomat asked his Solomani countelprut to explain
what "flying dartboard" meant. Enemy AFYs seized in the
Gateway sector provided a shopping list of desimble qualities.

The Gzullg!k'I"/!g'nllllk ("n lot more fire than the g'lIuak
can handle") is the result of a {rem:ied design process, and
marks a deliberate break from the racial tendency to put some
engines in a big tin and call it a fighting vessel. It's s(ill far from
Imperial (Jlllllity. The K'kn.:c rcillin treads on their gray tanks
out of a conservative design philosophy. The lank is being
deployed against the Vargr in Gil 'lIk'r sector, where it is
causing satisfying dismay.

0.2 kW), J\E.SJ\ (Body. 500 miles. 40 HP. 125 kW),
PESA (Body, 100 miles, 16 HP. neg.), inertial navigation
system (Body. 3 HP. neg.). Icrrain.fol1owing radar
(Body, 2 HP, 0.25 kW), deceptive jammer (Body, 6 I-IP. 4
kW), military global-positioning system (Body, I HP,
neg.), IFF (Body, 1 HP, neg.), MAD (Body, 100 miles,
50 BP, neg.), radscanner (Body, 100 miles, 30 HP, neg.),
blip enhancer (Body, 6 HP, 2.5 kW). low-light TV
(Body, 1 HP, neg.), alld advanced radarllaser detector
(DodY,3 HP, neg.).

• Programs: Gunner, Routine Vehicle Operation (Pilot),
Datalink, Damage Control, and planetary, vehicle-recog­
nition, and navigational databases.

• Miscellaneous: Full ftre suppression.
• Controls: 3 roomy crew stations.

• Subassemblies: I full-rotation I,OOO-cf turret (T) and 2
limited-rotation universal IO-cfturrets (L, R).

• BodV features: 60-degree slope to front, 3D-degree slope
to sides, body and all turrets. Basic m cloaking, emission
cloaking, and chameleon surface.

• Propulsion: Reactionless thmster provides 120,000 Ibs. of
thmst (Body, 1,200 HP, 60,000 kW).

• Aerostatic Lift: TLl3 contragravity provides 525,000 Ibs.
of lift. (Body, 19 HP, 525 kW).

• Weaponrv: TLII P1<lsma Gun-CIK or -DIK plus coaxial
-ElK in main turret with TLIO 12rE energy banks each.
Energy banks provide shots as listed; powerplam can sup­
ply 89,595 excess kW for recharging cells. Eaeh point­
defense turret holds 2 VRFGGs with 10,000 rounds each.
Full stabilization on all.

• Instruments and Electronics: 2 Complexity-5 microframes
(Body. 6 HP each, 0.2 kW) with three terminals (Body. 6

.. HP each, neg.), 2 scrambled radios (Body and main tur­
ret, 10,000 miles, 2 HP each, 0.08 kW), 2 laser commu­
nicators (Body and main turret. 1.000 miles. 2 HP each.

• Occupancv: Short. Crew: Pilot, Gunner, Commander.
I.imited life support for 9 K'krce-days.

• Power: ISO,253-kW fission plant.
• Volume: Body 11,031. Turret] ,000 with 2 point-defense

turreL" at 10 each. Area: Body 3,000. Turrets 600 and 2 at
30 each. Total 3.660.

• Structure: Standard, heavy.
• Hit Points: 6,000. Main turret 1,800. PD turrets 90 each.
• Armor: Body and main turn::t: PD 6, DR 2,000 (F): PD 5.

OR 500 (L, R); PO 4, OR 500 (B); PO 4, OR 400 (T. UJ.
PD turrets: PD 6, DR 200 (F); PD 5, DR 200 (L, R); PD
4, DR 200 (T, B). All expensive laminate.

• Surface Features: Sealed hull.
• Statistics: Empty Weight 511, 196 (256 tons). Loaded

Weight 517,277. (259 lOllS). Volume 12,05] cf. Size
Modifier +7. I-IT 7_

• Aerial Performance: Can hover. Top speed 495 mph,
aAccel 5 lIIph, AMR 1.:5, aSR 6. aDccel 6.

• Space Performance: O.023G.
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Kirloor'rik'rirr'gzang-Class Drone Fighter
The Kirloor'rik'rirr'gZllllg ("earth drive carries lesser

fire") are the main aircraft of the Pesl Control force. Skilled
remote pilots control these versatile, agile machines from the
rear echelon. With luck, they can handle a medium lank.
They can even bring down small raiding starships, a faci thai
cenainly surprised the crew of the Broadsword-class cruiser
MlIdlllim.

• Bod" Features: Good streamlining. Basic IR cloaking,
emission cloaking. and chameleon surface.

• Propulsion: Reactionless thruster provides 960 lbs. of
thrust (Body, 50 HP, 480 kW).

• Aerostatic lift: TL13 contragravity provides 125.000 Ibs.
of lift. (Hody, 8 HP. 12.5 kW).

• Weaponry: Cascmated socket mount (Body, fronl) holds 4
135mm missiles. or Plasma Glln-A/K or
-OIK with its 12r12 battery pack. full stabi­
lization.

• Instruments and Electronics: Complexity-5
mlcroframe (Dody, 6 liP, 0.2 kW) with
three terminals (Body, 20 HP each, neg.),
scrambled n1dio (Body, 100,000 miles, 6
liP. 0.1 kW). laser communicator (Oody.
1,000 miles, 3 HP. 0.1 kW), AESA (Body,
100 llliles. 13 HP, 25 kW), PESA (Body, 20
miles. 6 HP. neg.). inertial navigation sys­
tem (Body. 3 HP. neg.). terrain-following
radar (Body, 2 HP, 0.25 kW), deceptive
jammer (Body. 6 HP. 4 kW). military glob­
al-positioning system (Dody, I HP, neg.),
IFF (Body, I HP, neg.), <:Ind advanced
radar/laser detector (Body. 3 HP. neg.).

• Programs: Gunner. Routine Vehicle Operation (Pilot).
Computer Navigation, Datalink, Damage Control.
Tnlllsmission, and vehicle.rccognitioll and navigational
dalabases.

• Miscellaneous: Full fire suppression. Modular sockets
(casemate mount).

• Controls: None. Remote only.
• Power: 540-kW fission plant.
• Volume: 6.094. Area: 2.500.
• Structure: Slandard, medium.
• Hit Points: 2,500.
• Armor: PD 4, DR 400 on all sides. All expensive laminate.
• Surface Features: Sealed hull.
• Statistics: Empty Weight 122,422 (61 tons). Loaded

Weight 123,962. (62 tOilS). Volume 6,094 cr. Size
Modifier +6. HT 9.

• Aerial Performance: Can hover. Top speed 95 mph. aAccel
I mph, AMR 2, aSR 5, aDeccl R.

• Space Performance: O.OIG.

NON-STAR5HIP5

Lik'rrugukor-Class Monitor [TL 10]
This ship uscs thc saHle hull as the frigale (po 121), bill

substitutes dorsal and ventral particle acceleralOr bays for the
jump drives. fuel storage. some staterooms, and the missile
turrets. The K'kree deploy the monitor in important SySIClllS
or near the borders. Like most of the Herd's fighting vessels.
its armor is weak.

• Crew: One boss (Leadership. Tactics). one pilol (Pilot
(Large spacecraft». 12 engineers and technicians
(Engineering, Mechanic, etc.), two medics (Diagnosis,
Elcctrollic Operations (Medical), PhysicilHl). ane! 32 gun­
ners (Gunner), who double as ship's troops. Stewards will
be required if passengers carried.

• Design: 5,ODG-lon SI. Hull. DR 200, 2 Bays with I Parliclc
Accelerator each, 20 Thrrets with 2 360-MJ lasers each,
10 Turrets with I Sandcaster each. Basic Stealth, Basic
Emission Cloaking, Command Bridgc, Engineering, 750
Maneuver. 125 Staterooms. I Sickbay. 8 Ulility. 75 Cargo.

• Statistics: EMass 7.729, LMass 8,104. Hit Poinls 165,000.
Size Mudificr +II.

• Performance: Aceel 3.7 Gs. Jump 0, Air Speed 3.912.
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Ring!niker!kir-Class Robot Fighter (TL 10j
Main battle Heets launch these linle crafl by the thou­

sands. The K'krcc deploy them in groups of 50. They are
programmed to keep station indefinitely and attack any craft
they detect unless it transmits the right code. Electromagnetic
interference can make this troublesome in gas giants, so one
drone perfomls a visual-pattern m,llch at 100 yards. giving ,m
obviously K"kree ship an extra chance to return a positive
signal. If the target ship fires upon the drone, the other 49
will attack it.

These fighters also fly from planetary or even orbital
bases, either remotely piloted or under their own programming.
Note that the cockpit isn't large enough for a K'krcc, and isn't
designed to accommodate 011." senliem pilot of any size.

• Design: 20-LOll SL Hull. 100 DR, 3 forward-mounted 360­
MJ lasers, hardened Cockpit Bridcre En"ineerinu II"';;' ."

Maneuver, Radical Stealth, Radical Emission Cloaking.
• Statistics: Mass 104. Hit points 4,500. Size Modifier +6.
• Performance: 4.3 Os, Air Speed 3.317.

STARSHIPS
All K'kree starships are disks. and generally massive.

All feature a single deck with an 18-foot ceiling. Equipment,
engines, and generators are always in a sub-deck, accessed
through the noor. Internal compartmentaliz,ttion of any sort
is rare, except al the air lock and in dedicated storage bays.
Control areas such as Ihe bridge or gunners' stations are
sometimes separated by curtains or screens. but the interior is

mostly one large open space. This is oflen lurfcd and uSlml1y
has large plants growing in it.

TIle roof is supported by a thick central column. which
hollis the projectors lllld sOl1lld synthesizers for the environ­
mental-enrichment equipment. as well as Ihe pumps for the
air conditioning and life control. It also reprocesses the crew's
biological wastes. Sometimes it is disguised as a large tree,

The lack of internal compartments makes hull breaches
catastrophic for the whole crew.

This seemingly bi".arre and extremely dangerous style of
ship is a consequence of the Herd's raeilll Claustrophobia.
Even the most mentaJly robust K'kree become depressed by
high walls and narrow horizons. Their ships' interiors mini­
mize this by affording long sight lines lllld a high roof. TI1C

ship's life-control systems project sky scenes overhead and
the PA plays a savanna safari holiday soundtrack constantly.
The (lir conditioncrs add plcasing herd scents.

K'kree vessels seldom carry shuttles or ship's boats, but
are always capable of planetary landings. Most ships are
TL 1O. A point 10 bear in mind is thm civilian erews travel
with their wives and children, so their ship's companies are
remarkably large.

When designing manned K'kree vcssels, multiply the
spaces, mass, and cost of all bridge. low-berth. passenger.
stateroom, sickbay, and lab modules by ,~ix. NOte Ihat K'kree
slarship stuts will cOlllinuc Lo refer to a number of
Siaierooms. This merely indicates how many passengers the
ship can support (1-2 per Stateroom); each nominal
Statcroom contrihutes its volume to the massive central space
as do other personnel and cargo spaces.
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Eegurtgzeer-Class
Fast Pursuit Vessel {TL 10]

This military craft is an uneasy com­
promise between 14 capability, local
technological support. carrying capacity.
and annament. It is a TLI 0 design with a
TLl2 jump drive.

The ship's name is a euphemism for
counter-raider. It jumps to Vargr or neu­
tral space soon after a hostile Icree cross­
es Lin.:: K'krel.: border, shoots up the locals,
then leaves. K'kree intelligence is usually
good enough to send these crart (0 the
right systems, but nOI always. Olher mis·
sions are to maintain communications
between the Empire and the Coreward
outpost, and deep reconnaissance. The
ship's high jump number and large con­
tingent meant that a mass savings had to
be made, hence the thin armor. The radi­
cal slcillth lind cmissions cloaking wcrc
intended to compensate for this.

The Fast Pursuit Vessel is the small­
csl K'krcc ship to mount weapon bays.
They are mounted such that all five can
lire on targets to the ship's front.

• Crew: One boss (Leadership, Tactics). one pilot (Pilot
(Large spacecraft», one navigator (t\strogation), two
sensors operators (Eleclronics Operation (Sensors».
two commo officers (Electronics Operation (Comm­
unicmions», one computer officer (Computer Operation),
55 engineers (Engineering, Mechanic, etc.), two medics
(Diagnosis, Electronic Operations (Medical), Physician),
and up to 60 gunners (Gunner). Stewards will be required
for additional passengers.

==~••••••••••••..,
"'.1'1

, .-41
~••I
•••1
•••1••••~/

........ ;.4•••••••••••••••••
Kahk'rik'kreng-Class Courier {TL 10]

The government makes these craft available to diplomats
and officials. They are quite comfortable by K'kree 5lan­
d;mls, but Ihis seldom actually alleviates the distress of Lite
passengers, few of whom are space-trained.

• Crew: One boss (Leadership. Tactics), one pilot (Pilot
(Large spacecraft», one navigator (Astrogalion). two
sensors operators (Electronics Operation (Sensors»,
two cornrTH) officers (Electronics Operation (Comm­
unications». one computer officer
(Computer Operation), 28 engineers
(Engineering, Mechanic. etc.). three
medics (Diagnosis. Electronic
Operations (Medical), Physician), and
up to 60 gunners (Gunner), who will
double as traveling VTPs' bodygmlrds_
Stewards will be required for addition~

al passengers.
• Design: 10.000-ton SL Hill!. DR 200,

20 Turrets with 2 J60-MJ lasers each,
20 Turrets with 2 Missile Racks each.
20 Turrets with 2 Salldcasters each.
Command Dridge, Engineering. 759
Milneuver. 400 Jump. 3.000 fuel. 150
StaH:rnol1ls. 2 Sickhay. 16 Utility. 40
emply Turrets. 82 Cargo.

• Statistics: EMass 14.513, LMass
14.923. HP 255.000. Hull Size modifi­
er +12.

• Performance: Aceel 2 G. Jump J, Air
Speed 3.018.

120 THE K'KREE



• Design: 1O.000-ton SL Hull. DR 100. 3 Bays with Panicle
Accelerators, 2 Bays with Missile Racks, 20 Turrets with
2 360-MJ Lusers each, 20 Turrets with 2 Missile Racks
each. 10 Turrets with 2 S~lndcasters each. Radical Stealth.
Radical Emission Cloaking. hardened Command Bridge,
Engineering. 747 Maneuver. 500 Jump. 4.000 Fuel. 100
Staterooms. I Sickbay. 16 Utility.

• Statistics: Mass 16.936. Hit Points 255.000. Size Modilicr
+12.

• Performance: Aceel 1.8 Gs. Jump 4. Air Speed 3.040.

Rr'xighik'ker-Class Frigate [TL 10J
This ship is the standard internal security vessel and

troop mover in the Two Thousand Worlds. Its Jump-I
engines limit its mobility. but it com usc drop tanks to cross
hetween Mains. All appropriate dep'lrtun: points and destina­
tions tll:lintain a stock of tanks for this purpose.

• Crew: One buss (Leadership. Tactics). one pilot (Pilot
(Large spacecraft». one navigator (Astrogation.
Electronics Operations (Sensors». 16 engineers
(Engineering. Mechanic. etc.). two nH:dics (Diagnosis.
Electronic Operations (Medical). Physician). and 50 gun­
ners who double as ship's trOOps. Stewards will have 10 be
carried when troops or other passcngers arc aboard.

• Design: 5.000-tol1 SL Hull. DR 200. 20 Turrets with 2
360-MJ lasers each. 20 turrets with 2 missile racks each.
10 Turrets with I s.mdcastcr each. Basic Stealth. Basic
Emission Cloaking. Command Bridge, Engineering. 750
Maneuver. 100 Jump. 500 Fuel. 106 St'l1erOOl11S. I
Siekbay. 8 Utility. 29 Cargo.

• Statistics: EM ass 8.067.45. LMass 8.212.45. Hit Points
165.000. Size Modifier + II

• Performance: Accel3.7 Gs. Jump I. Air Speed 3.873.

Xeekr'kir'-Class Merchant [TL 10)
This is the K·kn..-c equivalent of a Far Trader. Civili.Ul ships:u-c

0rx:m1cd by prosperous. mentally n.Jbust families. 111e crew engage
in some speculative trade. but their bosses usually have pas~ngel'$

and cargoes in mind. Ships which never get within 8 p:u-sccs of a
hordcr do not mOunl weapons. Vessels entering loreign space
always do. The military uses ,U111cd versions extensively.

• Crew: One boss (Leadership. Tactics). one pilot (Pilol
(Large spacecraft). one navigator (Astrogation.
Electronics Oper:ltions (Sensors)). 25 engineers
(Engineering. Mechanic. CIC.). and lWO mcdics
(Diagnosis. Electronic Operations (Medical). Physician).
Siewards will havc [0 be carried when pussengcrs arc
aboard. Gunners will he required on armed versions.

• Design: 10.000-ton SL Hull. DR 100. Basic Bridge.
Engineering. 800 Maneuver. 300 Jump. 2.000 Fuel. 42
Staterooms. 40crnpty TUIl"Cl<;. I Sickbay. 16 Utility. 3$14 Cargo.

• Statistics: Em:lSs 8.582. LMass 27.652. Hit Points 255.000.
Hull size modifier +12.

• Performance: EAccel 3.7 G. LAccel 1.2 G. Jump 2. Air
speed 3.447.

Kiitunor-Glass Armed Trader
• Design: Add 2 360-MJ Lasers each to 4 Turrets. 2 Missiles

Racks each to 4 Turrets, and 2 Sandcasters each to 4
Turrets. Add 12 gunners (Gunner). probably from family
members of the boss.

• Statistics: Emilss 9.222. LMass 28.292. Hit Points 255.000,
Hull size modifier +12.

• Performance: EAeccl 3_5 G. LAceci I.l G. Jump 2. Air
speed 3.447.
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Devi i~ a wunll, wet planct, slightly slllallcr lhan Earth, with u relatively slow
rotational period and a dense atmosphere, The world's heavy cloud cover and long
nights favored the development on land of fungi-equivalents over chlorophyll-using
plant ~peeies, Over the eon~, pseudo-fungi evolved that were similar to animals,
including mobile ealcrs of sedentary fungi and predators who fed on them,
Meanwhile, life followed a more conventional path in Devi's oceans, Relatively
recently (in evolutionary terms), some sea creatures evolved into amphibian~, and
crawled onto the land,

The resulting slruggle belween primilive animals and highly evolved plant life
tossed up a mutant fungus - a predator gifted with psionic powers. With telepathic
and telekinetic abilities. these creatures had the equal of Human eyes and hand~.

Evolution favored lhose members of the species who learned to use them coopera­
tively. merging their minds to increase the power and intellect at their disposal. Over
millions of years. the ancestors of the Devi Intelligence became a single sentient
being, a collective intelligcnce with considerable psionic powers,

The Devi Intelligence (or KirrkruxlIl:hrillg, as the K'kree call them) exists in
two forms: the Intellects, stationary sentient fungi who resemble colonies of giant
toad~tools, aud their mobile carnivorOllS spores. the Sltil'e,.(Jats. Both forms of the
Devi Intelligence are plant life, analogous to highly sophisticated fungi.

Olfworld, the Devi Intelligence can exist in any environment that Humans can
inhabit, though moderale to high humidity amI tempcra1Ure ,lre preferred. The
immobile Intellects require a few feet of good soil or compost.

First Contact

Oevi (Iocaled in Ihe Crucis Margin)
was first ~urvcycd by the Imperium
circa 500 (lmpcrial). although no

manned landing is reeurded. The system
fell into the K'kree sphere of inlluenee
durin~ a minor territorial rellli~lIl11ent, bllt
tIlt: plant:t's c1ill1<Jte dcl<Jyed any serious
t:Xplonllion until 1070, wht:n iUl ambitious
boss decided to moulH a comprehensive
planetary survey_

The explorers originally took lillie
notice of the [ntellects - just one more
'·strange fungus" among many, Pirst con­
tact \\'a_~ made hy the Intelligence, after il
received reports of large !lying objects
(grav vchicles). and il directed Shiverbal~

to invcstigate, lt~ long racial memory
assumcd the K·kree were sea creatures,
some new fonn uf amphibious lire arisen
from the alien depths, K'kree exploren;
had food aml wCaptHIS tdekilletiei.llly
snatched by curious ShiverbalS: the
K'krce were both appalled <lnd impressed
by their curiosity and nbilities. Before vio­
lence could break out. the Devi
Intelligence used telepathy to contact the
expedition leader_~_

The discovery thai hoth Ihc native
Devi lmelligence and Shiverbats were
sapicnt initially aroused consternation:
the K'krcc fe<lred thcy had cncountered a
planct of psiunic g'llaak, Further contact
rel'ealed that while thc Shiverb,Hs
beluJI't:d likt: prt:ualor~, their ·'prey'· W<lS
merely mobile ,'egt:tatiou. In other worus.
the)' were ,'egetnrialls, Arter some philo.
sophic<ll deb<lte. a decision W<lS re<lched
that the Devi Intelligence was not S ·lI(l(d..

after all.
The Intellects had similar difficulty

coming to terms with the K'kree. After
they comprehcndcd the ide:l of other pl;,n­
el.~ (Ihe be_~t analog was "di~lanl isbntls in
the sky"'), the Intelligence hecame imer­
cstcd in cxpanding to cncompa.~s them,

Thc Intellects wcre given the name
Kirrkmxughrillg (looscly, "mystcrious
thiukers of the forest"), and pennittcd to
joiu the Two Thousund Worlds us one of
the K'kree's subject races.
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K'kree-Devi Relations

The: K'kn.>e ha\'c only a mild interest in
[k,.j itselr. The planet's warm. wei
jun£lc is not a pleasant environment

In facl. il reminds them uncomfot13bly of
their own moon. The m.,in urililY of the
De"i Inldlj~cncc 10 the K'krce i~ the mel"
Ihcmsd\'c~ - in particu1:Jr. the juvenile
Shh'crb:ll form. A Shi\'i~rba"~ small size
and psionic aptitude lII:lkcs it useful for
scycr.d t:lsks lh:n K'krcc find unpleasant.
Local Krurrllltli have found ShivcrbalS
helpful for l1luinlcnalll':c ill CUll fined
Sp:JCCS (sul,;h us rJUl:IS). ;Jl;ling liS sl;oulS for
vcrmill C.\lcrJlliIlOJlurs. ;llIU serving as
mobile tch:llathic lranslatul's when dealing
with ror\'i~l1crs.

SHIVERBATS
The spores. or Shiverbats. are the juvenile form of the Dcvi Intelligence.

Shivcrbals resemble gianl cycles... slugs with (wo bat·like wings. They are a mouled
gray-green. and their only facial feature is a large mouth with Ihorn-like tt.:cth.

The :werage Shiverbal is 2 feel long wim a 4-foot wingspan. and weighs about
501bs.

Shiverbats are psionic carnivores. They move by psionic levitatiOIl. propelling
themselves through the air telekinetically at an average speed of 30 mph. Their
wings prO\'ide no lift. but allow fine control. They are consummate aerialists. and
can accelerate instantly to full speed. stop on a dime. or perform complex aeroootics.

Senses
Shiverbats 1:ICk :IIlY :In.llog to the Human senses of hearing or sight. TI1CY havc

secondary senses of smcll and touch. bO!h several times more aCLIte than a Human's,
TIlcir Imllle comes from their primary sense, the ability 10 use their telekinesis in a

sonar-like fashion to scall the arca around them, TIlC nccling caress of thcir mcntal
lingers is the only w:lrning thm a Shiverbal is hunting.

"To K'kree, all life is divided into two groups: plants and animals. The concept of a "moving
plant" strains their view of the universe slightly. but they can accommodate it. After all, plants
often move too slowly for the changes to be perceived by most of us . . . The concept of an
intelligent plant, however, is totally alien to them - and anathema. To acknowledge that
something can be, at the same time, plant (and a potential food source) and intelligent (and
therefore in some measure animal) would undermine their world view. Thus, they cannot and
do not acknowledge such a thing is even possible . .. The oevi, as the first 'plant' the K'kree
encountered that showed clear signs of intelligence, placed a strain on this philosophy. ..

- Or. Karla Shemi, Gould Professor of Sophontology. University of Terra

In c,~ch:lngc I'nr providing Iribut,Lry
labor, the K 'krce ha\'e pennitlcd [he Dcvi
11IIciligence to e~t:lblish offwurJd culunics
on LWO OIher pJuncts. both ur thcm hoI.
\\'CL \\'orld~ unappcuJing to thc K'krt'e, In
each casc, thc world ~olllujllt:<l large nurn
bers uf nun,~ujlicnt mt'ut-etlting vcrmin.
which till: Shi\'t'rbuts were expected 10

USSi1>1 in dbposing of (but not b)' emillSl.
At Iln:~l;1l1. tht' combincd offworld colo­
lIiul popultltion is about 3,000 InTcllecls
uod len tinlC!ii that mom)' Shiverb.1Is.

Shi\'eroots :!lso ser....c :t.~ !e\'ies or mer·
ccnaries wilh the K'k~'s KiWJlilw'rm
(-Vermin E:uenninalOr") military. Thanks
10 lheir sm:J1J size. psionic scnses, and
tack of c13ustrophobia. Shivcrbat pad:.
make v;'llucd scouts. paniculariy for jun­
sle, forest, :Jnd built-up (non-K'krt'c)
urban arcas, As usual with K'ktec, the pay
is deccnt but the risk is great. as K'kree
commanders ha\'e lillie concern for sub·
jcctlruups' survival.

Excluding those on the two colonies,
there tire probably aboUT 2.000 Shiverb:lts
offworid at any given time,

Diet
Shiverbats arc omnivore/hunters. Normally, they eat various mobile fUlIgoid

lifeforms. the most COIlll1l0n of which are small hopping creaturcs rescmbling blind
two-leggcd rabbi Is, us well as cerlain types of imlllobile I"ungoids,

If necessary, they can live entirely on roUing vcgelabll.: I11:JUer, although thcy
would need to cal a lot of it. They would have no trouble living off typical ship's
rations, Since 1110S1 K'kree lind it emotionally upseuing to see Shiverbats hunting
down and eating "mobile vegetables:' they reslrict Ihemselves to "dead" diets when
in the presence of Centaurs.

Lifespan and Reproduction
Shivcrbals grow throughout their lives, gradually becoming slower but more

psionically powerful. About one in four Shiverbats survives local predators, acci­
dents, and microorganisms to reach their full growlh. Aflcr 15 yeiUs. a Shivcrbat will
he 5 feet across and weigh 70 Ibs. - ready to begin the metamorphosis into adulthood.
11 will begin making a lIcst from a pile of compost or camon. h will then burrow into
the ground and roll itself into a ball. entering a hibcm:.lIion Ir.l1lCC in which all its
storcd encrgy is used to power its metamorphosis. During this timc. other Shiverlhlls
will keep intermiUellt wateh over it. to protect it from burrowing scavcngers and
predators, Aftcr about two monlhs in hibcmatiUlI, the Shiverlmt will emerge from the
ground:ls an adult Intellect the mature fonn of the Dcvi Intelligcnce,

For Shivl:rbat "l1lating," see Social SrrlfClJm,! on p, 130,
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INTELLECTS
The Intellects are mouled gray-green toadstools. stand­

ing 3 to 10 feci lall. They arc covered with transparent
bumps - growing Shiverbats - and 5011111 cin.:ular orifices.
These openings are feeding maws: every so often. all

unwary pseudo-fungoid creature (usually no larger than a
mouse) is grabbed by the Intellect's telekinesis and pro­
pelled inside.

The most [lotah]c ability of the Intellects is their psion­
ic power. Their telepathic and telekinetic abilities evolved
to protect them against other predators. and enable them to
communicate with the wide-ranging Shiverhals.

Senses
As with the Shiverhuis. the Intellect's primal)' means of

receiving sensory impressions arc telekinetic in nature (with
a range of 200 meters). Like the Shiverbals, they also have
secondary olfactory. tactile, and electromagnetic senses.

Diet
The Intellects consume roning vegetable matter and

the occasional pseudu-fungoid snagged by their TK.

Lifespan and Reproduction
As a communal mimi, Ihe Devi Intelligence itself is

effectively immortal. The physical form of an Intellect
lives for about 90 standard years, Several times during its
life, an adull Intellect will hegin growing spores - the
Shiverbats.

Four or live Shiverbats will develop in "pockets" near
the surfacc or Ihe Inlelleet, like bulging tumors. After three years of growth, the thin
membrane covering the pocket will break (wilhout hannillg the Intellect), and out
will burst a new-born Shiverbat.

LANGUAGE
Illteliccts and Shivcrhats communicate strictly by telepathy, Shiverbats are usu­

ally not good telepaths. but can convey bllsie concepts to each other and to
Intellects, and with effort can send messages to other species. Intellects are masler
telepaths, easily as skilled as, say, the Zhodani.

Names
Shiverbats have no names - they know who they are. In telepathic contact, they

refer to themselves as "this seed" amI the Devi IlItclligcncc as "we." If tra\'eling
among aliens. they may allow their companions to choose names for them. Intellects
havc lillie in the way of identity, They refer to themselves as "we" or, more formal­
ly. as "this inlclligcncc."

PSYCHOLOGY
When sleeping, the Shiverbats share their mind wilh Lhe Intellecl that spawned

them, experiencing - in a second-hand, dream-like fashion - the vastness of the col­
lective Intclligcnce itself. During the day, they are independent entities under their
own volition. Their intellectual capacity is uncertain, but seems Lo be abuut lhat of a
Human teenager.
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Interstellar Relations

As a weird ma-ss-mind with strall~e

psionic power:>, the Intellects are not
IrwitcU by the Herd. De\'j itself has

been interdicted by the K'krce. and the
De..i Intelligence declared a subjcct race.

Commerce
Devi has no technology to Imde. amI

Ihe Intelligence does not wish 10 risk
ecological danwge by :lllowing the home­
world's resources 10 he exploited.
Nevertheless. Ihe Intelligence wants
something orfworlders elm providc ­
lranspon 10 other planets and territory to
coloni7.e, or money to buy that territory.
So what can the Devi Intelligence trade
for what it wants?

The obvious answer is labor. If suit­
ably planted (perhaps in a hydroponics
deck) and provided with food and
fertilizer, an adult Intellect can actually
serve as a useful crewman on a starship.
\Vith a complement of Shiverbats to act as
its hands and feet, it can even provide
security or scollting tilOClion.s on a trad­
ing, mililary, or explnr:nion Ship.



Much of a Shivcrbat's time is spell! siltisfying it~ appetite. Whell nOI hunting.
they are inquisitive and playful. often engaging in aerobatic chascs (or dances) ami
gmm:s o( tdckinClie tag. Shivcrb,llS arc fascinated by olher creatures (when they
aren't eating them) and will often catch a fish or mobile fungus to ··play with" rmher
than em. They are intensely curious. and will often expcrimcJlt Wilh stnmge ami
intcrcsting things regardless of the potcnlial dllllgcr.

Shiverbats appear to have little ··affection'· for other $hiverbats or Intellects in
the Human sense. They do possess a strong cooperative survival instinct which leads
them to (orm larger social bonds and which Cllll kad onc Shiverbat to risk itself to
help another or to aid an Intellect.

All Shiverbats carry the pOlential race memory of their entire ~pecies encoded in
their body chemistlY. Once a Shiverbat reaches adulthood mllitums inlo 1m Intellect.
it merges into the group mind of all Intellects, the Devi Intelligence. Until this hap­
pens, the $hiverbat only recalls these race-memories in a pallial, dreamlike fashion.

No one - excepl possibly another group lIliml- lIJ1(lcrsl~tnd.s the inner thoughts
of the Devi Intelligence. Telepaths who have contacled it have come away with an
impression of a vast. coldly logical sentience awash in a deep well of endless memo­
ry, the whole throbbing with a driving need to l\urvivc mltl to reproduce. The best
analogy for the Devi Intelligence is a giant organic computer with each Intellect
functioning as a combination sensor and manipulator. All of the Intellects exist as
the same entity, thinking the same thoughts. Everything experienced by lhe raee-

down to lhe dim morass of its presentient period eons in the past
- is retained in the Intelligence's collective memory.
Nevertheless. a certain amount of editing happens over tillle, sn
lhal some memories arc recalled only vaguely.

The Devi Intelligence is totally ruthless. Since any single
Intellect shares memory and consciousness with all other
Intellects within range (on the same ship or planet), threats
against a single fungus have liule effect. Only a threat to a sizable
number of Intellects, or the planet itself. will bother it.

The Devi Intelligence fears the tecllllology in Ill{': hands of
other races. Nuclear weapons, or worse, biological or chemical
herbicides, could totally annihilate it. As long as it remains limit­
ed to one planel. il faces possible cxtinclion (from the K'krec lIS

well as other r.l.ces). Safety requires that it expand throughout the
cosmos. '10 do this. it needs offworlders with starships to carry its
spores, the Shiverbats, to other planets. 111e Intelligence realizes
that its current two colonies (see sidebar. p. 128) are barely a stall
on this problem.

Most xeno-scientists who are aware of the Devi Intelligence believe its primary
goal is to survive ami cxpand. However, Ihi.s may be simple-minded. Who knows
what the Intelligence is thinking?

The basic social organization of the Shiverbats is a "pack" consisting of three 10

eight Shiverblils spawned by the same Intellect. Shiverbats appear 10 have 110 fonn
of social status; since they lack gender and are born fully able to care for them­
selves, every Shiverbat is equal.

Within lhe pack, Shiverbats are highly cooperative, They communicate among
themselves via telepathy, play together, work together when hunting or to defend
themselves, and acl to rescue each Olher from dallger.

Shiverbats of different packs do not hunt or play together. but neither do they
compete, restricting their hunts to defined territories. Every so often, members of
different packs (reco£nizable to a Shiverbat by subtle chemical cues similar to
pheromones) will mate to exchange genetic material. a process they find pleasur­
able. However. all ··exchaflge" is flOt lIecessary for rcpnMJuetioTl. ami docs nnt result
1I1 progeny.

SOCIAL STRUCTURE

Technology
and Trade

Shiverbat Psionics

"In exchange for providing tributary labor,
the K'kree have permitted the Oevi
Intelligence to establish offworld colonies
on two other planets, both of them hot,
wet worlds unappealing to the K'kree.
In each case, the world contained large
numbers of non-sapient meat-eating
vermin, which the Shiverbats were
expected to assist in disposing of
[although not by eating}."

The Devi Intelligence is lJon-ll~dmo­

logical, hUl underst:lncls (;mel fears)
alien technology. However, [,llher

than learn to use complex devices. the
Devi Jnlclli!!cncc prefer to refine their
uwn psychic abilities. either by finding
new uses fur c:-;isting poWCrli. or by devis­
ing entirely II<:W abilities.

ShiverbulS have mort: inlcreS[ ill tech­
nology. A Shiverbal tral'cling wilh uliens
could be taught (or rlisco\'cr on its own)
how to use its telekinetic abilities [0 press
buttons. open doors. and perform other
simple tasks.

On their own, the Shiverh.'Is do not
make 1001s. hur they sometimes usc their

TK 10 creme :lbSlraCI pallems in .~amL

pehbles. hones. or driftwood. Much of
their "an" can only be perceived by some­

une with TK or son:lr: iI is designed 10
rcel good whcn sign:lls :lrc bounccd orr it.

Shiverbat Tefepathy
Nole that Shivcrbals will generally

know each olher intimately, giving a +2 to
skill (sec p, 8167). Shivcrbuls will gener­
ally nul hav!: Iln~ir Mind Shield up, since
at lheir skill levels it usually interferes
with their own telepathy.

Shiverbat Levitation
See p. B173 for Levitation rules. A

Shiverba! does oot nonnally require die
rolls or use fatigue 10 levit:lte (see Power
nuff Skill. and Fnriglle Cost on p. nI65).
An average 50-lh. Shiverhal with ilK
Power 1 t (treated as 21 for use of the
Levitation skill) gets Move t5 (30 mph).

Shiverhals do nm requin: ins[ilUfe.~ for
psionic. training, thanks to their racial
memones.

THE DEVI INTELLIGENCE



POLITICAL STRUCTURE
As a collective mind, the Intellects have no political or social hierarchy alllong

themselves. Illlcllccls that spread to other planets are outside the reach of their
brethren's telepathy and no longer part or the group consciousness. Although they
still retain all racial memories. they no longer share real-time experiences.
Eventually, the cxtnllcrrcslrial branches of the Intelligence would gradually drift
(culturally and menially) apart from the prime colouy on Devi, becoming separate
beings.

To counter this. offworld colonies use Shiverbats as messengers to maintain
cohesion between separate colonies or the Intelligences. This call work because
each newly budded Shiverbat contains the complete genetically encoded memory of
the Intellect (and hence the Intelligence) that spawned it. By periodicaJly exchang­
ing Shiverhats. who will Ihen grow into Intellects and merge their memories with
the locallmelligence, a form of interstellar rapport can he maintained.

A Shiverhat (or a pack) experienced in dealing with aliens is more likely to be
chosen as a messenger. This is onc reason Ihat a particular Shiverbat may
travel a lot.

COMBAT ANO MILITARY
In battle, Shiverbats and Intellects wlll use their psionics bOth to directly anack

enemies and 10 eoon]inale their OWII opcrations. They make considerable use of
psionic gestalts (see sidebar), After detecting their prey, the pack will dose ill and
intensify their telekinesis. TIle victim will be suspended in the air, dangling help­
les.';ily while Ihe Shivcrb'llS I,lkc turns making attack runs and tearing with their
teeth. Shiverbats can also attack by Oying at largels at high speed. battering their
foes much as do dolphins, although this is most effective against small targets.
Shiverbats arc vulncrable 10 advanccd weapons, though their high speed enables
them to evade many auacks.

Shiverbats experienced with high technology are much more dangerous. A
ShivcrhHl Cllll telekinetically pick up and fire a gun or toss a hand grenade; it can
also pull the same tricks that Zhodani "scramblers" perfoml. removing pins from
enemy grenades, clicking on safeties, or hitting magazine-release levers, activating
or dcactivating devices at innpponullc moments. and so Oil.

THE DEVI INTELLIGENCE

Telepathic Gestalts

Shivcrbms and/or Intellects eun COIll­

bine their minds to fl)(;uS their power.
This is known as a gestalt.

One member of tht: gestalt is the coor­
dinalor. Each individual must enter full
cOllllllunion (see p. B I 69. Two-IVa)'
CUlIllllflllit'(I/iQII) with the coordin:llor.

A gestalt can only initiate a single
psionic feat at once. as dirccted hy the
coordinatOr. Computc range from the
coordinator. Thc skill i.~ that of ils most
skilled member, hll! any fatiguc loss and

effects of critical fail­
ures an:: jointly suffcred
by all pl1nicipants. The
strength of a gestall's
Power in lhe ability it is
using is equal to that of
the most powerful
member in the group.
plus a bonus based on a
fraction of the total
power (in that ability)
of all other members.
The bonus is eqnal 10

the square roOt or the
total added Power.
rounded down. For
example:

Power Total
Bonus

\-3 .\
4-8 .2
9-15 .3
16-24 +4
etc. elc.

Adventure Seed:
Sporequest

The T07.jabr (Zhodani Intelligence)
have heard vague rumors uf thl,: Devi
Intelligence. They believe Ihat an

intelligent psionic mass mind is worthy of
study. Zhodani agenlS in the Spinwarcl
Marches (perhups pusing us u scientific
instillltion. or working through allies in an
Imperial psi institute) hire a free lrader for
a lengthy journey from the Marches to
K'kree space. The mission: to acquire
either an Intellect or one or mure
Shiverbats and return Ihem to the
Consulate. Gelling lhem through buth
K'kree (llId Imperial space will be an epic
adventure, but lhe Zhutlani art: willing to
pay well. After all. once fhey h:we
Shiverbats in their hands, the)' can breed
their own ..



CHARACTERS

"Examining the tendency of the Oevi Intelligence to conceal its
presence by psionic powers yields some interesting questions.
On many worlds, there are remarkably consistent tales of
kidnappings by strange creatures and 'missing time J ' in some
cases dating back thousands of years. 00 these stories have a
common link? Are there undiscovered colonies of Oevi within the
Imperium? Did the Ancients discover the Oevi Intelligence and
carry out transplantations?"

Racial Skills: Uncertain. An Intellect on Devi or one of the two mature colonies is
likely tll possess all TeleJlillhy and Psychokinetic powers at IQ+5 or more, along
with numerous other abilities. by virtue of sharing the skills of Ihe Devi
Intelligence. A single Intellect that has .iusl founded a new branch on another
world will have Ihe skills it possessed as a Shiverhat.

With the GM's permission, a player may have a Shiverhat as a Pc. In a K'kree­
centered campaign, the Shiverbat will probably be pal1 of the crew, providing secu­
rity. telepathic translating. and mechanic duties. On a Human or other alien ship. the
Shiverbat may have been accidentally picked up by an exploration team or freighter
(perhaps having jumped ship from a K'kree vessel) or if> "working passage" in
rc1lJm for r()Ot1 or transport; it may also be on <l mission from an Intellect. or hoping
that when it grows up, it will be able to plant itself to start a new Devi Intelligence
colony on a suitable world.

73+ points

Shiverbats can be created
using the Template system or the
standard GlJRPS rules. Intellects
on Devi are not suitable as pes.
An "uprooted Intellec!"' that is liv­
iug aboard a K'krcc slarsllip could
be playable in a ship-centered
campaign: jf so. the OM may
allow one person to play both an
Intellect and a Shiverbat ally. to
give some additional mobility. A
K'kree ship, which has a large
open area with turf and dirt on
the floor. would be ideal. but a
"potted" Intellect living in a
hydroponics deck or the like
would be perfectly possible.

- O~ Karla Shemi

Intellect
Attributes: IQ +3 [30]. HT+l [10].

Adllantages: Extra Hit Points +2 rI01; Milldshare: Global consciousness with intelli-
gent drones over a planet-wide distance encompassing 2.4 million drones using
normal telepathic means [148]; No Neck [5]; Racial Memory [40]; No Vitals
rSl; Psychokinesis Level 4 f20]; Telepathy Level 7 [35].

Disadvantages: Blindness [-50J: Deafness [-20j; Laziness l-IOJ: No Manipulators
[-50]: Prilllitive [TLO. -50]: Sessile [-SOl

Adventure Seed:
Fungus Among Us

If:! nwturing Shivcrbat visits 11 suitable
planct (probabl)' u colony wurld. lurgdy
rural und lightly inhabited). it might jump
~hip aud lilld u pla!:e ill the wilderness to
"Iuke root." If it seuh:s far fmlll civili£i.l­
lioll. ufter several yeurs a smull. unnutho·
I'i:.:ed cQlony or the Devi Intelligence IllU)'

spring up.
The Intellect colony may use psionics

or Shin'rbal patrols 10 cOllce:l1 its presence.
Rumors of str:\nge disturbances. "missinG
time" (from Iclcp;nhic mindwipe). or other
oddilies will lead the I-Ium:m colonists to
hire olfworlc1 hunters. explorers. or investi­
gators to get to the bottom or it. Will they
scttlc things peacefully with the Intellects.
or will hiring meres lu "c1ean out" the
infestation be the next step"?

Intellects and Shivcrbals know better
thun tu sl:lt1c un K'krcc wurkls withuut
permissiun, bUI that ducs 110t mean

they cannot expand outward. Wilh
Shil'eruuls sen'ing as crew (or stowaw(l)'s)
on K"krec and olher subject race ships.
some are bound [0 work their way into
alien space.

35 pointsDevi: The Homeworld

Oevi is the second planet of iI KO V
slar in the Crucis Margin sector. The
system also COlll:1ins 111'0 g:1S gi:lnts. a

hot rockball, :1nd three iceb:lll!'>. Oe\'i has a
medium-sized moon. Swami. which is
2,200 mile!'> across anrl quile airless. The
.~tarport (a small K'kree outpost) is located
on the moon. Some K'kree merchant traf­
fic pa!ises through the Devi system, usually
pausing only to rcfuel at a gus giartl ralher
than visiting the inner system.

Cnnrilllll!d 011 I1i!Xt pagi! ..

Shiverbat
Attributes: ST -2 [-15]. DX +2 [20]. IQ - I [-10].

Advantages: Acute Taste and Smell +2 [4]: Cast Iron Stomach [15]; Combat
Reflexes [15]: DR+I [3]: Early Maturation Level 2 [lOJ: No Neck [5]; No Vilals
[5J: Racial Memory [15]: Sharp Teeth [5]: Psychokinesis Level II [55]:
Telepathy Level 6 [30].

Disadvantages: Blindness [-50J; Deafness [-20J: Chummy [-5J: Curious [·10]:
Inlpulsivellcss l-IO]: Primitive [TLO. -501: Reduced Hit Points -2 [-10]:
Xenophilia [~S].

Racial Skills: Flight (l/llwinged) (PIA) DX [0]-12: Levitation (M/H) IQ+3 [10]-12:
Telereceivc (Mn·!) IQ+I [6]-10: Telesend (MfH) IQ+I [6]-10: Telekinesis (MIH)
IQ+1 [6]-10: TK Sense (M/H) lQ+3 [IOJ-12.

THE DEVI INTELLIGENCE



NOTES ON AOVANTAGES AND

CISADVANTAGES
Most social advantages and disadvantages are meaningless for Shiverbats unless

lhey life parL of il1Lcr~lcllarsociety. Traveling Dev! generally have low Wealth levels
(often working passage) and the Barbarian or Outsider social stigma (p. B27).

SKILLS
Many skills would be llsed in different ways by a Shivcrhat than by a K'kree or

Human. A Shiverbat using Tracking would not look at the ground for footprints.
since it cun'lsce. Instead it might scall undergrowth with its TK sense to find broken
branches. Remember thaI Shivcrbats cannul speak and have no arms or hands - they
can only manipulate things through telekinesis and only communicate through
telepathy (although they could learn to write by moving a pen telekinetically. for
instance).

TK Sense *3
This MfH psionic .skill is lhe ability to usc telekinesis as a ranged active sensor.

reaching out with a feather-light touch. The range is found using the Tc1cpalhy
range table (p, B167), Thus. with Power II, a Shiverbat has a sensory range of 200
yards.

Usually TK Sense provides only a general impression of loeillion and size,
much like a very quick glance, and is essentially unnoticeable. However. if a
Shivcrbat focuses on someone (which they will do when they are anacking. commu­
nicating. using psi powers, etc.). they can get It dclllilcd laelile image roughly equiv­
alent 10 a sonar picture, but with a better sense of body texture. This lakes no special
time - it's equivalent to a Human staring at someone - but because Shjverbat TK is
"active:' they may fccl 11 fealhery touch aeross allY exposed .~kill or light clothing,
(People in armor. heavy clothing. etc., will not nolice this.) GMs can require an IQ
roll to identify this "shiver" sensation, with bonuses for Sensilive Touch.

TK Sense function.s routinely wilhuul a skill mil (sec p. 8165), but the GM
should roll against TK Sense rather than IQ to determine if the Shiverbltl has
detected someone or something,

THE DEVI INTELLIGENCE

Devi: The Homeworld
[Continued]

World Data
SlfII"{J(JI"l: Class II. Dill/newr: 7.700

mites (12.40{) km). Dellsiry: 5.4. eml'iry:
O.\}4 li. Camposifi(JlI: Medium lrun. A.rial
Til,: Slight. Lellglfl of Oily: 20 hours.
AIlI/tJsplJerc: Slandard oxyg~n-nitrogen

SlIIflice IVmcr: 78%. ClillIC/le.- Warlll and
weL. Pupultlt;tJlI. 2.4 million tntellects_
GUl·fmllllf:lIl. Mass mind (Communism).
COlltrol ROIillg: 5_ TL: O.

Devi's climate (except for its polar Im­
itudes) is a humid. trople;!1 hothouse. It i.~

;1 macabre, pastel world witholll the hright
greens of c,1rthlike hiospheres, covered
with V:lST lnw-tying fOreSTS of giam fungi.
R:lint:11t is lighT 10 moderate during mueh
of the year, but rains are often accompu·
nied hy thunderstorms. Hurrieune$ arc
common neur the eoasb. aUlI there art: ter­
rible seusonul lig!ltllillg storms. Del'i's
weather is viulent enough to damage air­
n<lft or shuttles, and should nOI be laken
lightly.

Allhough the land ecology is dominal­
ed by fungi. there arc some other cre:l­
tures. espe-cially primitive types like inSt~c·

loids and burrowing illvertcbr:l1es. The SC,l
is titled WiTh many differem creamres. the
mOST <Idvanced l'teing a foml of amphihi.
OtiS crustaCC3n vaguety resembting un
insane hybrid of crayfish ami electric ray,

Since lhe Shi\"crbats arc nut technulug·
ical. Del"i exists in un undeveluped state;
therc arc no '·cilies'· ur ··houses,'· But the
el;ology is ·'lIlllIlageu·' ill olle sense ­
Shi\"eru;Jts ,u;ti\'e!y herd or hunt pred<lIOTS
tltat llIightlllenace the immobile IntelleCls.
while c3refully avoiding ow:rhunting their
own prey. Similarly, the Intellect popula­
tion is delibcr:lTcly sprt::ad Oll! to enSllrt::
optimum hU1Hillg tcrrilOrit::!; for the
Shivcrhats they spawn. Since each
Intetlect can communicate with every
other on the planct without erfon. lhcy sce
no rcason to c1uslcr c10sc mgcthcr.

At prescnt. lhe population of 2.4 mil­
lion IfIlcllcclS and abuut five limes lhal
numbcr uf Shivcfbuts has bccn deemed
oplimum. Only elluugh Shivt:rb3ts are
buuded tu replal;e losses due to allritioil
and old age. Offworld colonies could easi­
ly double lheir population every decade.

CUIl/illlled 011 /lex/ l)(Ige ..



Devi; The Homeworld
[Continued}

Swami
Swami has a population of 70 K'krt:c

and :l type II starport (.:ontuininM II small
semi-automated redoubt. A pair of rri!lal~

ami II squadron of robot righters (pp. 121
and 118 I1::>po:t;livdy) are stationed there.
The base h3S sufficicm nuclear and fungi­
cide warheads 10 dc\'aslate much of the
planet. No Shh'crbals or InlellttfS are per­
mitted lhere.

The local Knlrr/lll(l sends ships down
10 Devi ever)' IWO K'kree )'ea~. picking
up a levy of a few hundred Shh'crhaLs for
fOUf nr mort )'e;}r5 service in the mililaf)'
or whau::\'cr else the KnlrrllllO requires.
The)' also return any Shh'crout:> who han,:
mustered out. or who arc approaching
adolescent slagc.

Traders arc permitted 10 visit Deyi
itst:lf if the)' have pl:lmission frolll Ihe
Krllrrlfll(l. They arc free 10 "hire"
Shi'-crbal:s for whatever terms Ihey can
negOliate, bUI Intellecls a~ nOI ~rmi1tt:d

olTwOfld. The frig~lles will se3rch \·t:s.sels
to ensurt: this.

Simi13r inst311:lfioM exisl on the other
Df:vi colonil'k~'

CHARACTER TEMPLATE

"Shiverbat Barbarian" 35 points
This is a typical Shiverbat serving offworld. often on a K'kree merchanl or war­

ship. Some have made lheir way imo Hiver, Imperial. and Solomani space, where
their rarity and small size allow Ihl;1Il 10 llI11Sl:lucradc liS pelS. Ship crews lolerallt of
psionics have found their lalents very useful in both lega.! and illegal activities. An
experienced Shiverbal lraveler lllay use extra points to buy off the Primilive racial
diS3dvantagc. 11llowing it 10 acquire useful skills like Mechanic. learn to operale
equipment with TK, etc.

AUribules: ST 8 [OJ. DX 14120), IQ 9 [0). HT II [10).

Advantages: A total of 10 poinls chosen from Alertness [Sflevel]: Fit [S]: Immunily
to Disease [10]: Pili able [S]: Rapid Healing [SI: increased Psychokinesis
[S/level]; Resistanl to Poison 15j: increased 'Ielepalhy 15Ilevel).

Disadvantages: St.alus -4 [-20)alld a tOUlI of -IS points in Confused 1-IOJ; Gullibility
L-IO]: Impulsive [-10): Innumerate [-5]: Kleptomania [-IS]: Semi-Lilemcy [-5]
or JIIiter-lcy [-10]: Stmggling 1-10] or Poor [·ISI: Trickster 1-IS1.

Primary Skills: Bnlwling (PIE) [2HS and Survival (Forest) (MIA) IQ+216]-I1. plus
a IOlal of8 points in any Telepathy or Psychokinesis skills.

Secondary Skills: Camouflage (M/E) IQ+I [21-10: Stealth (PIA) DX+I 14)-15:
Tracking (MIA) IQ+I [4J-10.

Background Skills: A total of 4 poims in any of these skills picked up while trdveling:
Beam Weapons or Guns (PIE); Free Fall (PIA): Mechanic (MIA): Filch (PIA): or
Pickpocket (P/H).

Note thal TL-bascd skills require buying off Primitive,

THE DEVI INTELLIGENCE
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The Inyx arc II nIce Ill' aquatic. parasitic crgovorcs. Their ancestral hosts were
whale-sized sea creatures who could generate electrical currents in the same lTlanller
as electric eels. The Inyx allached themselves (0 their hOStS' bodies. feeding off this
bio-electricity. To prevent their gimlt hosts taking offense. the prolo-Inyx always
trickled back a bil of the electric current they stoic. in carefully modulated voll:lgCS
designed to stimulate the pleasure centers of their hosts' brains. addicting them to
the Inyx's presence.

Ecological tunnoil resulting from a comet impact on their homeworld led to the
rise of predators that found the hosts of the prOio-lnyx especially tasty. To protect
their hosts. the IIlYx had to become more intelligent .1Ild cooperative. TIley devel­
oped the rudiments of sentient behavior. took Iheir !irst steps out on lantl. developed
fire and industry, and created a civilization that eventually reached into space.

The lnyx did not discover jump drive, but their slower-thun-light ships reached
ne'lrby stars. aided by the species' mllural longevity alld low life-support require­
ments. Sometime during the Long Night. they contacted both Asian and Solornani
exploration missions: by carefully playing both sides against one another. they
secured 11 place in tlie middle. est:lblishing alliallces
with several Human client slates and Asian clans
rimwurd of the Hicratc. Today. the Inyx represent a
potent ecunomie force 011 the Rilllward edge of
known space. Their cultural adaptability, market
savvy. and lack of territorial ambition help them
secure corporate footholds on hundreds of Human,
Asian. and other worlds.

PHYSIOLOGY
Visualize a collection of six soap bubbles,

joined 10 fonn a roughly spherical shape, with one
bubble in the center and the others spaced around it.
Each bubble is 3 feet across, and the whole about 8
feet wide. Give every surrounding bubhle a single
opalescent tentacle. 6 feet long. 4 inches wide at the
base. and tapering to a finger's breadth at the tip.
The entire object gives off a soft phosphorescent
glow. Underwater or in zero gravity, it swims like
an octopus, moving with a boneless undulating
grace. That's an Inyx.

Although they are carbon-based life fonns uti­
lizing traditional hydrogen-oxygen-carbon bio­
chemistry, the Inyx push the edge of "life as
Humans know it." R:llher than bcing carnivores or
herbivores, they are el:~Ol'ores. liying storage batter­
ies who use their tentacles to conyert electricity
directly into the energy needcd by their bodies.
Even their brains and nervous systems have more in
common (by analogy) with a fiber-optic computer
lhan with what Humans cxpccl of "life:'

THE INYX

Religion

ReJigion is uncummon umong the
Iny.~. They ure utheists who only
worship cfficiellq, and I:onsider

mystical e.,.pt:rieJlecs to be. <It bes\. lmlluci­
natiOlls or misunderstood psychic powers.

That is nOt to su)' the In)'x un,' indiffer­
ent 10 religion: 1I1e)' recognize its value as
i.J 1001 and commodity. tn facl. Affinity
quietly owns interests in several So[om:tni
,1Ild AsIan client-state religiolls organi7.:t­
lions. On some worlll.~. it cvcn nms m:ll1)'
cvangelical hroadc,lsting swtiuns.

lnyx do. however. enjoy heing wor­
shipped as gods by primitive societies.
This is a prime '"first contact" strategy rec­
ommended by Gcnc.~i.~ Corporation's
explorJtion arm.



Recreation and Art

Phy~ical sports arc nol enjuyed by
lnyx: they prefer intellectual gumt:s.
from chess [0 intricate puuh:s. They

find Human popular culton: (und those of
must major r<lces) t:lIlllessly fascinating,
especially enjoying Lrnllslulions of written
literalul'!:. They claim to enjoy the feel of
Humtlll sculpture. <lnd 10 appreciate some
forms of music. They lack n visual scn_~c

or the neurological "wiring" 10 imerpret
such information, so p:lintings. mOl ion
piCTUres. and holographic art do nothing
for them.

[nys believe thal the greatest cultural
invcmion or lhe Solomani was the bubble
hmh - they love the feci of wuml wull,;r
and exotic salts. oils. or soaps un their
skin. An Inyx idea uf u good rest is to reb."
in a bubble balh. scunning t[ll: IUleS! Jinan­
cial reports while bcillg stroked by the
gClltle fingers or a well-trained domestic.

Inyx: cannot generate powerful electric shocks. bUI they can deliver very precise
low-voltagl: deetric current... With practice (involving complicated biofeedback
techniques). an Inyx can learn to tune these pulses 10 interact with the nervous sys­
tem of olher beings, producing electronic ecstasy. If an Inyx touches most other
species at the appropriate neural junctures (on most humanoid races, at the base of
the spine) it can induce sensory pleasure. Doing this to ,lliclls requires the Inyx to
have made a careful slUdy of the anatomy of the race in question.

SENSES
lnyx skin contains many tactile reccptors. and is highly sensitive. Mueh like

eats. Inyx: enjoy being slroked gently. Along with touch. their other major form of
perception is vibrational- thcir l:ntin.: skill surface ncts as a receptor. They are sensi­
tive enough 10 notice minute changes in air or water pressure. allowing an Inyx to
detect moving objects within 100 yards underwater and 20 yards in a standard
atmosphere. They also have good hl:~lring in the sallll: audio ranges as a Human.

lnyx do not have any direct analog to sight, smell. or taste. They do have onc
scnse Humans lack: Their tentacles can measure \'ollage and amperage of an electri­
cal current at a range of a few inl:ht;s_ TIley also can orient thcmselves on magnetic
north.

COMMUNICATION
Inyx communicate by touching lentaclcs, sellding

complex electrical signals into each Q{her"s bodies. They
can exchange information, including what amounts to
digital graphics, at about 10 tirm.:s lin.: speed a Human can
talk.

Pre-industriallnyx lacked a precise way to communi­
cate over a distance in rcal tinll':; being parasites, rather
than predalOTS or herbivores. this was not a serious handi­
cap. (Imprecise methods - an<tfogous to drum signals ­
wcre possible.) Modern Inyx wear radio communicators;
they pulse directly into the communicator, whil:h l:on­
verts the signal into radio waves and sends it to another
communicator.

Inyx writing began wilh engravings in rock and (on
land) in sand. Modem Inyx writing is similar (0 Braille.

1

MATING ANO
REPROOUCTION

lnyx reach maturity after 17 years, and live for about
200 years. They are asexual. They exchange genetic
material through skin pores, a process which is triggcred
via electrical stimulation. Inyx generally mate three or

four times during their lives. If two Inyx are embracing each other in their tenlacles
and covered in flickering blue sparks, they're probably mating. and !J(Jlh will
become pregnant.

About ,I month after mating. the lower half of an lnyx's central bubble begins to
bulge, as a felal form develops there. After 10 lIIonlhs. it splits open, and a new lnyx
is born from within.

lnyx are ergovores, feeding on energy. Primitive lnyx dnlined bioelectricity
from mltivc st;a creatures, but today most Inyx utilize electrical outlets or portable
power cells. An Inyx can drain a "rB" cell in about 20 minutes, or spend roughly the
same amount of time touching Ihe power conduits of an electriclli QlIllel. After doing
so, il will have enough energy to function for an entire day. An Inyx who goes with­
oUl electricity will surfer lhl': SlIml: cffl:cts as a Human who has gone withom both
food and water over a similar period of time.

DIET
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Clothing and Fashion

The Inyx do not wcar clothing, jewelry,
or the like, primarily beC<lllSl': or a
lack or visual sensory apparatus.

Personal equipmenT i!\ u!\ually carried in 11

spare tentacle. An lnyx. may have a poueh
ror small personal items stropped to a ten­
tacle, hut one or any status is more likely
to have a flunky carry its gear.

Inyx: display rank ami status through
personal attendants; a high-runking lJl)'X

will be surruunded by servants and
guards. Inyx slaves geuerally adopl the
sumc do thing and fashion as their
masters.



ENVIRONMENTAL ISSUES
The Inyx evolved in the occnll depths of a planet with a 0.79 G gmvity field and

standard oxygcn-nilrogen ntmor.phere. Inyx can survive in a wide range of tempera­
tures (comfort zone is -20· F (0 100' F). in any gravity Humunfi can luke. and in any
non-corrosive mmosphere with a pressure between 0.25 and 10 almosphcrc~.

Although (11t:y do not need water to breathe. they move most comforlably by
swimming or by noating in micro- or "lem-gel..:. Their tentacles are strong enough to
lift them in normal gravity, but at a fairly slow pace. Inyx take mllllrally to l'.cro
gravity. wffcrillg none of the hardships Humans do. When Inyx wish to move abOllt
out of water and in normal gravity. Ihey wl.:ar gray bells. Other accessories usually
curried are a translator. an electrical socket to draw energy from. and ~l link to the
lucal cOlllmunications and computer net.

LANGUAGE
lnyx communicate by direct neural linkage. They can speak to Humans by plug­

ging a tentacle into a portable translator, which convcrls lheir nerve impulses into
sound. Even when translated. Inyx speech is rarely direct - instead. it is full of dou­
ble meanings. sublle shmlings of the truth, allusions, and metaphors.

Names
Inyx nlllllCS arc untranslatable. When dealing with aliens. titles such as Project

Initiator. Markeling $ub-DireclOr. or Assisting Scicntist are used alongside whatever
local nickname they feel is appropriate to their culture.

Inyx always choose their own nicknames; they will not put up with anything
abusive or insulting. Executives dealing with Solomani or Imperials currently favor
the names of obscure Terran divinities.

PSYCHOLOGY
Inyx tend to be lateral thinkers. An Inyx is always doing two or three things at

once. They try to avoid relying on 11 single solution to a problem; they always have a
contingency plan. or several such plans. As a result. il oncn seems lhat lnyx enjoy
intricate schemes and complexity for their own sake. To a point, this is true. They
like selling up and solving punles, and so make good scientists and administrators.

Inyx corporations often seem to creale webs of obfusealing bureaucracy to
ensnare the unwary. Some Inyx senior executives are masters of the convolulcd plol
ami the double deal. Others arc skilled psychologists (and xeno-psychologists).
practiced in understanding what customers (of many species) rndly wanl.

The Iny" domesticmed several undersea animals before they achieved language.
As a starfaring race. they find it reasonable to do the same with intelligent beings.
Despite this, most Inyx are neither physically cruel nOl" violellt. They prefer more
subtle means of coercion.

lnyx do not make friends easily, but an Inyx can have close acquaintances
whom it respects: its "friends" arc USUlll1y professional col1eagues.

Mating is purely a thing that one does to produce offspring. a biologie;ll impera­
tive performed at a cel1ain point in life. Affection has no impact on choice of a mate
- only desire for a good genetic malch to produce a healthy child - and mates do not
live together. The concept of "Iove" between unrelated adults docs nOI exist. lhough
Inyx nurture and care for their children as much as Humans do. Still, an Inyx can
feel some degree of affeclion for a col1eague, a pet, or a domestic servant.

Inyx are not cowards - they do no! panic ellsily or fIIn llway from problems ­
but they are poor warriors: Their ancestors were never hunters, and it is a rare lnyx
who has lhc ll:rnpermlll:nt to make a good soldier. They delight in power struggles
and challenges. but prefer contesls more subtle than force of amlS.

If a person makes an enemy of a powerful Inyx, it will rarely respond with
direcl violence. II would much rather destroy its opponent's tinances, blacken the
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Interstellar Relations

Inyx consider their own T<lCe surerior to
mosl Olhers, hUi they arc not xc no­
phohe.~ - in f<lCI, they delight in

encoumering new species to leam from
<lnd exploit. Inyx arc equal-opportullily
employcrs. using trusted nun-Inyx in all
bUI the very highesl Ic\"cl~ of their corpo­
rations.

Inyx self-cuntrol. IJUliten<:ss. and fami­
ly values play wdl in the Hierate. Because
every Illyx can become pregnant. and
because they have little taste for viokl1ce
or interest in land (preferring aquaric rerri­
tories and wealth), lhe Asl,}O consider
them a "race of fem:lles" and lei lheir own
femalc-domin:lled corporations handle
interaclions Wilh lnyx-. This provides :t
fOllndalion fOT husincss.

Inyx sl:!veholding has lcd to some bad
pUhlicity. Howc\'cr.lny,ll; arc usu:tlly care­
ful not to uffcnd alien sensibilities. Slaves
are referred lu as "domestics" or "culilrucl
employees" ill the hearing of foreigners.
and care is tiJken to avoid giving local
offense. (Thus. an Inyx. planet in Asian
space would use Human or dolphin sl:tves.)

After some bad publicity a few hlln­
dred years ago. Inyx arc now rarher quiel
on the details of how many Ilon-lnyx
slaves exist on tny,ll; planets: they are like­
ly to number many billion.

''Although they are
carbon-based life forms
utilizing traditional
hydrogen-oxygen-carbon
biochemistry, the Inyx
push the edge of 'life as
we know it. ' Rather than
being carnivores or
herbivores, they are
ergollores, living storage
batteries who use their
tentacles to convert
electricity directly into the
energy needed by their
bodies. Even their brains
and nervous systems have
mare in cammon {by
analogy] with a fiber-optic
computer than with what
humans expect of 'life. '"



Slaves

AII Inyx slaves will have Addiction
(Inyx Ileuro-stimulus. IOI:llly ilddic­
rive. inC~lp:lcilaling. legal) -20

poill1<t. Those conditioned from hinh usu­
ally ha\'c a Sense of DUlY 10 their owne~.

Dolphin Slave 10 points
ST +3 (No Manipulators. -40%) [18J.

DX+3 [30j. HT+I [10].
Racial Advallla~l:s: Abwlul<:

Direction (5J. Al,;ulc Heuring +4 [8).
Enhancl,:u Move (Swil11l1lillg) 2 [10].
Extra Hit Points +5 [25). Sonar Vision
f25J, Ultrasonic Speech [25].

Racial Disadvantages: Addiction
POl. Aquatic [-40], B3d Sight HOI.
Chummy [-5). Distractible [-1], No
Manipul:uors [-50]. SI;}IUS -4 1-201.

Gene-Altered
Human Slave -30 points

These Humans 3re bio-engineered to
possess both gills and lungs (requiring
TL9-10 genetic engineering).

Advantages: Gills flO].
Disadvantages: Addiction 1-201.

Sl:lIU~ -4 1-201.

offClH!cr's rcputation, scll his fril.:nds illto slavery. alld addit.;t all his t.;hildrt.;l1 to
mind-destroying drugs. When there is a risk of physical conflict Inyx rely on
agents, mercenaries. and bodyguards, which may range from specially engineered
fighting beasts to Human or alien soldiers (often slaves t.;onditioneu for absolute
loyalty).

It would be a mistake 10 consider Inyx to be lacking in what Asian or Humans
consider virtues. however. From a Human per!\pective, the virtues of the Inyx
include a willingness to subordinale the individual for the needs of the group. affec­
tion for its own children, a great deal of patience, a strong loyalty to its own species.
and a vast appreciation for the culture (and art) of olher races.

SOCIETY
Inyx "families" consist of only a single adult and (if it has mated) its child.

though co-workers or friends may share quarters. Children are greatly prized and
carefully nurtured, with much affection lavished on them. They are educated by
their parents, usually with assistance from whatever corporate organization tht.; par­
ent belongs to.

For the last millennium and a half. Inyx society has been dominated by two
large, competing power-blot.;s similar to Human rTlegacorporations (sec p. 139).
Most Inyx belong to the same corporation from birth until death.

The average level of education is very high, wilh most Inyx having equivalents
of Human uoctonltes and rmlllY beillg experts in multiple fields. The Inyx arc a
wealthy race: no Inyx arc common laborers or service people (this is left 10 slaves
and contract workers).

Each lnyx corporation is a complete hierarchical society in itselL with the cor­
porate director at the pinnacle of power. various regional or division directors next
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"I read something a few days ago by
one of the Solomani party's more
conservative wings - okay, no
comments from the peanut gallery ­
Anyway, this guy demands that the
Confederation take (and I quote] 'all
measures necessary to enforce the
laws against enslavement of
Humans by the Inyx worlds located
in the Hierate. ' I find this a
fascinating concept - enforcing
Solomani laws outside the
Confederation .. next thing you
know. they'll be trying to collect taxes
from the Andromeda galaxy'"

in line. lmd so on down the pyramid. The corporation provides everything fmlll
housing and n::ereational facilities to day care and education for children. Its
employees are well cared for. bolh psychologically and physically: Inyx executives
believe a happy worker is :10 efficient one. But supervision is cullsl:1I11 if unobtru­
sive. and proof of corporate loyalty is just as imponant as efficiency in secllfmg
advancement.

Slavery
Inyx enjoy owning olher beings. For low- to moderate-status Inyx. these are

generally pets. usually with cybernelic or biological modifications to improve their
intelligence. For high-status lnyx (Status 2+), these arc generally sapiellts from
other species.

Inyx tfllde SI:IV!.:S among lhemselves. They do not. however. deal
with non-Inyx criminal slavers: that tends to upset local and interstellar
governments. Insleud. they purchase genetic material or embryos and
grow lheir OWll. conditioning lhem from birth to be loyal pets and ser­
vants.

GOVERNMENT
Corning from a water-world. lnyx do not think of power in terms of

land or borders. The power blocs in Inyx society arc closer to Human
megacorporations than nations. Inyx corporations control people and
wealth. but have no specific sovereignty over territory except in the sense
of buying. owning. and leasing buildings ami real estate.

The Inyx Economic Sphere
The 111Yx directly control Matrix (their homeworld) and somc 17

systems in Ahriman sector (one sector Rimward of lyiyllkllfoi·/Ballllers).
ncar the interface between the Solomani Confederation and the AsIan
Heil1lle. Their total population is estimated at :20 billion.

However. this IInderst:lles the innuellce of the Iny". Their two mcga­
corporations have commercial relationships with AS];ll1 clans ami HUl1lHIl
clienl states across a number of sectors on the Rimward borders of the
AsIan Heirale (Akill'l~(/hi, Banners, T{/h!o{/rijll. FIClhlllClklUsfraf
Quadrantl_ as well as some business contacts with lhe Solormll1i. The
Iny,'< have established corporate facilities (trading POSts. offices. laborato-
ries. warehouses. factories) 011 nearly 200 worlds in this region.

Inyx corporate colonies - often set "I" to develop underwlller mineral resources
- havc been on many non-Inyx worlds. The main reason for this widespread pene­
lmtion is lhe Inyx willingness to build underwater or eswblish quarters in zero-grav­
ity space habitats. In either case. they have very lillIe interest in what Asian consider
"land" and as such are seen as largely non-threatening.

~egacorpora~ons

There are two major Inyx megacorporations (in Galanglie. their names are
Genesis and Aflinity - see sidebars. pp. 139. 140). Many smaller corporations also
exist, most bound by a web of obligations to the two leviathans. Each corporation
has strong holdings in finance. underwater and asleroid mining. :JIll! manufacturing.
but each also has i\s own specialties.

Rivalry hetwecn lhe "hig twO" is intense. and can lead to trade wars and other
mercenary aetions (although rnilit<lry action is kept on' the lnyx homcworld by tacit
agreement). In Asian. Imperial. and Solom:lIli space. they cloak any such connicls
in the forms of Ihe various limitcd-w:lf protocols used there.

Inyx megacorporations have actively enlered inlO cnnllm::rcial rclulionships with
Solomani and Asian firms.
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Affinity Corporation

This Iny" megacorporation specializes
ill computcrs. cybernetics. and com·
munications systcms. optimizcd for

their customer's needs. The}' specialize in
innO\'ative cros_~-species ad:lpl<nion or
software, control systems. and illlcrfaccs.
based on a careful study ofraci;i1 psychol­
ogy ,md sensory imrressions - for cxam­
ple. modil~'ing Impcrial or Solomani sufl­
ware for AsIan. or "il.:c vcrs'l.

- Anton Wilson Peale

Thc}' hav\: il [ucralil'e sidelille in lhe
clltCriailllllenl and mcdia inuuslry. (:01111'01­

lill~ many hoi ovid st<ttions. interslell:lr
news progr:mls. and production sl1ldios.
Again. they specialize in cross·spcdes
entertainments; they work lhrough Ilon­
Inyx employce.~ ,lI1d slaves where <llien
senses - like vision - arc involved. For
insr:lllcc. :111 Aftlnity trade rerrcsemativl.:
had a rCl.:enl .~ucccss 'll.:quiring ancil.:llt
recordings of Terran .rail/lim; movies.
refurhishing them to 3-D. digitally alll.:ring
the protagonists frolll Human to Asian.
changing ccnain story clemcnls. <lnd 111<11'­

kl.:ting thcm tu Asian felllaies.
III fal.:l. Affinity's exlcllsi\·c purdmses

of Human and Asian enlertilinment and
cultural industries have alarmed some
obsen'crs, who fe,lr that the Iny:'< will be
in a position to innl1ence other species'
cultural values. Affinity "Iso has interests
in many advenising and image-consultant
finns.



Genesis Corporation

This mcg3corporation is heavily
involved Wilh genetic engineering.
ph:mnxculical manufacture. controlCl

labor procurcmcnl. and the ofJ!unizcd
exploitation of alien biospheres (both for
new drugs and ncw soun;cs of genetic
material). Gem.osis contruls a large fl<et of
JIlt.:rdlUnl crui:oers Ih31 continually seck
uut lIew worlds to add to ils vast markel.
along with primitive planets which may be
valuable sources for genetic maleri<l) or (if
no one else is looking) live slaves.

Genesis is also heavily involved in the
creMinn of generic Con~lr[](;rs. Ilnre­
strained by Imperial noTions of ethics or
experimentafion on live suhjecl.\. their
lahs 3fC constantly "improving" basic
designs. GMs may refer lO GURPS Riao
1"~cll for possible Genesis curporatiOll
de\'elopments.

MATRIX
Matrix. the Inyx homeworld. is the third pl;mct of II G7 V slar. It is loc:Jled on

the edge of Hiernte and Solomani space. twO sectors Rimward of Dark Nebula.
Tnlvc!to Matrix require.. passing through various Human and Asian client states.

Srarpon: Class V.
Diameter: 6,216 miles. Atmosphere: Standard oxygen-nitrogen. Gral/ity: 0.79

G. SlIrface \Va/er: 92%. Climll/e: Warm. Type: Low iron. Population: 7 billion.
Got'emmem: Corpordte. Colltrol Rarillg: 5. TL' II.

Matrix is an Earth-sized world with a somewhat thin but still breathable oxy­
gen-nitrogen atmosphere. The planet is covered with water. with only a few island
chains. It is quite warm. but wcather conditions are very turbulent since storms and
hurricanes never break on I:md.

Most of Matrix's islands are covered with factory-cities.
Matrix has a sm:lll mela11ic moon ill dose orbit. tidally locked to the planet. The

moon, Trove, is home to a large Inyx city (populmion 4.5 million). With its rich
mineral resources, Trove houses most of the planet's heavy industry.

Malrix's popul<l\iol1 brcllks dowll into 2 billion lnyx and an estimated 5 billion
sapient genetic construCtS and slaves. Most of these non-Inyx have been designed or
altered to live underwater, with their lungs replaced with bionic gills or genetic
modificalions. For geopolitical reasons, nearly all alien slaves on Matrix are non­
Asian - most are Iluman or Dolphin.

Although it may appear monolithic
from ootside. all Inyx me!acorpor.l1ion
has its own internal disputes and politics.

. For nearly three centuries. the Genesis
board of directors has had t~"(I m:yOf" fac­
tions: the evolutionists, who wish 10 lise
eugenics 3nd gcnelic engineering 10 huild
the uhimate "translnyx,- and Ihe xeno·
poriS!s, who restrict genelie engineering 10
alien srock.

Housing and Cities
On their homeworld and their underwaler t:olonies. Inyx live in cities construct­

ed from genetically engineered coral.
Inyx cOII.flrlw/imll:uml comes in many varieties. including luminescent species

that produce or carry electrical ClIl'TCnts (ami which can he used as power conduits).
Other species exist that secrete metals. forming carefully m:maged intenlal ill1puri·
lies Ihal Gill function as elecuical circuit boards for a variety of purposes.

Inyx buildings are usually one·Slury structures that follow a radial or spiral pat­
tern, with imponant control cenlers or offices in the center. and ouler chamhers.
Dours. airlocks. and windows are living membranes. like macroscopic cell walls.
and literally regrow aftcr they have been penetrated.
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CHARACTERS
Inyx can be created using the racial template below and either the Basic Set or

individual character templates.
Technology

I
nyx have access to the full range of
TlIl technology. Whal they did not
build lhemseh·~. !hey h:l.,·e traded wilh

OIhen: :md rc\"ersc-enginet:red.
In)':'( de"ic~ h.a\"e:l. ch.lr3Cleri~ic "hot

plaSlic" look. as if lhe)' h;l\'e heen half­
melled and lnen joined hack logelher. or
grown r:nhcr than buill - which ;n many
~'ascs rna)' be lrue. Similarl)" in lhe course
of lheir normal operation. olher In)':'(
dcvic<.:s havc a dislurbing lcndcncy to
dmugc ~hapc. pulsc. or lurn inside out.

AnOlher ob"ious di(fen:llI.:e belwecn
Human and Inyx devices is lhat Inyx
equipmeHllacks lhc visual displays. mark­
ings. readouts. or indicator lights lhllt a
HUm:lll device would have, The reason is
simple - since Inyx cannOI see. infonlla·
lion is conveyed by changes in lem~ra­

turc. sequenlial decuical ~hock~. sonic
pul~s. and \'ibr.llion~. A IlurTl.ln or A~lan

~'an read an lnyx eomrol panel. bul itt3ke~

a lot ofpr.lCtke and an iron nerve!
Unlike Humans. In)'x mcl:lbolism~ :I!'C

well suil...-d for direct imerfa...-.: with com·
puten;. bt..~ausc their brains arc basicall)'
livillg compulcrs in the first pl:x:c. When
all In)'x in~crts its lenlaek inlo such a
de,'iC"<:'. it can JirC(;tl)' link ill' llen'UUl> S)'S,
tem to the computer. enabling much 1I1OrC
precise conlrol. and dil't"t.·t data.dump from
Ihe com pUler 10 ils brJin. The effect is
identical 10 a neural·interface jack (p.
el2h) excepl lhal 110 j;.d: is ncce~s:lf)·.

There is no eXlrJ COSI for such ;I~:l s)'slem
ifi! is designed slriClI)' Wilh In)'s in mimI.
If designed for ordin:lI')' inrerf:lee :l~ \\'ell.
:ldd 75';f- to the cost.

Inyx an: advam:ed in biotechnology
HmJ n'::lson;lbly good physi ...·lIl scielllisis.
They arc ,!!.vud \:umpuh.:r arid dcclruni\:s
manufa\:turcrs. bUI :.Irc :.IClllally no more
innO\·;,li\·c Ihan HUnl:.llls - p<.:rhaps
bcc:luSI.'. wilh Iheir innHle inlerfacing abil­
ily, they have less need for ullrJ·:Kh·anc...'<i
h:1fi:lw:lre or soflw:m~.

Ue;l\"Y indll~lr~' i~ not the Inyx's field:
th':'y prefer to buy such Ihing~ as space­
ship hulls or mining equipment from
Irnpcri:ll corpor.l.lions. 1l1e)' h:l\'e martel·
cd their unique eonsuuetion coral (~ee

HUIU/II/: alld Ciri~s. p. 140) thmugholll
neighboring space. even developing
l>pl.-cics thaI could live 00 land. Ahhough
lllost races prefer their tr..ditional building
materi:lIs. 011 planets wherc thcsc arc in
short supply. entire HUlllan dlics ha"e
been constructed of Inyx cornl,

38 POINTSINVX

Attributes: ST -2(-151. IQ +1 [101.

Advantages: Acute Paz +4 18J: Amphibious lIOJ; Bioelectric Shock (Can be used
for neural conditioning. +50%; docs no damage. -50%: 10]; Cultural
At.laptability (No Charisma bonus.•40%; 15J: Extended Lifespan +1 [5]: Extra
Hit Points +1 [5]: Four Extra Arms 140): EXira Flexibility Lall arms. 10J:
Doesn"t Breathe [201: Faz Sense [101: Field Sense [101: Interface Jack [10):
No Neck /5]: Pressure Support (5): Radio Speech [Tollch only. ~20%: 20):
Sensitive Touch [10]: Temperature Tolerance 151.

Disadvantages: Blindness (-50]: Deafness 1-20]: Inconvenient Size [-10]:
Invertcbratc [-201: Low Pain Threshold (-10]: Mutc 1-251: No Sense of
Smellrrllste I-51; Reduced Move -3 (Running) r-15J.

ACVANTAGES, DISACVANTAGES, ANO
SKILLS

The following notes apply 10 IllYX chamctc~:

Interface Jack see p. CI26
This advantage does not rcprCSCIII a "cyberpunk" style neural interface jack. but

rntht.:r tilt.: Inyx's n:JtUr:l1 advantages when dealing with computer and other electron­
ic systems that have been built to lake advantage of their hiology. and their abilily tu
rapidly Iransmit information when in physical conlacl.
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Weaponry

A[though not p:JcifisIS. loy" favor
less-thun-lethal weaponry: why kill
someone when you can caplure

them, interrogate them, and perhaps make
other use of them? However. 10yll body­
guards arc lIS11:llly cl']uipperl Wilh the beSt
weaponry ul'uilublt;. Guards ill Iny ....
underwater inslallations use both blue·
green frequency lasers and sonic weapons
(wuler is (In ideal mediulll for transference
of soumt). For sonics. use Ihe st:llistlcS of
the sturmer frulll p. B208; 111)')( S[UIIIICIS
are TL9. Unlike Olher Trnl,,.lfer sllIn
weapons. they only work in water.

Duty, Sense of Duty
If the Inyx has offspring, it will normally feel a Sense of Duty toward them. An

adventuring Inyx (engaged in difficult/dangerous jobs) lIsually has a DUly 10 its cor­
poration.

Social Status and Wealth
StatuS represents corporate position, and may range from -I to 5. Status -1 would

be SOllleOlle wlto did not helong to a corporation; Status I illdicates management;
Status 2 and 3 progressively senior cxeculives: Slat us 4 the director of a small iJl{lqx::n­
dent corporation or a large subsidiary; Status 5 a director of Affinity or Genesis itself.

Inyx of Slatus I should be Comfortable; Status 2-3 Wealthy or Very Wealthy;
Status 4+ Filthy Rich. maybe Mullimilliomtire.

Spaceships

I
nyx nn lnnger make lheir own spucc­
crafl. prefcrring IU buy Aslull und
Solomani dcsigns modified for Iheir

panieular needs. This TCquires larger corri­
dOTS and :lliding inlerf.n;e suckt:ts to Ihe
controls. Iny.x n::tilin c.xisling lifesystem",.
since they gClII:rally hal'e several hUIII<lnoid
servanlS. TIltir own qUl'l11erS arc domin:lled
by large bath", and eleclric outlets for
recharging.

The Ioyx are aquatic. bur do not hre:uhe
waler. However. lhey like Ihe freedom of
mo\'emeOI il offel1l. [Jut since waler lakcs
up :'I 101 of m<lSS which cannOI he spared in
a sl:IT'Ship. Iny.~ ships and space slal.ions arc
UW<llly kept in zero-gcc conditions,
en<lbling the Inyx to move around as fn.:dy
as if they wcre swimming undcrwalt:r.

Humanoid crcw abourd Iny.t vessels
work in "lcro-gtx, bUL sleep <.Iml exercise in
quarteTS with normal gmvity.

Animal Handling [lnyx}
Among Inyx. this is lhe skill of using neural slilllulalinll In rellder a non-Inyx

docile and compliant. For use on life forms not native to Matrix. lhe skill mllsl be
learned as 11 specialization for a particular biology, e.g.. Terran. Droyne. etc. For
non-sapienls, use lhe ordinary animlll-handliTl£ rules (p. H4fl). The Inyx must attend
the subject for at least an hour each day.

Use Conlest of Skill belween the Inyx's Animal Handling skill and the subject's
Will check eaeh day. Failure by the subject produces addiction. Once an Inyx has
addicted a subject and he remains in the Inyx's power (i.c.. he is a prisoner, or is
cooperating to get his next fix). the Inyx may use Animal Handling skill to train the
individual. as if he was a non·seTltienl being.

CHARACTER TEMPL.ATES
These lemplalcs arc 1II0si suiw.hlc for IIlYx characters: Attorney. Bureaucrat.

Computer Technician. Diplomat. Manager. Merchant. Professor. Seicrllist, Scout
(albeil for a corporation. not for the llSS). Undercover Agent (for induSlrial espI­
onage).

Military templates are generlllly llnSllit:lble.
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• Consumer items, 110. 110. [13; proleclive, Grant, 40.

Addiction disadvantage, 80011,40. Control Rating, 24. J 13, 114. Greater Glory slyle, 106.

103. Borders. 16, 20. Corporation. 30, 87,138: Evolution, Asian, 5; Devi Grief, 69, 104.

Adoption, I I. Bubble bath, 136. Affinity, 139: Genesis, Ill/elligl'llct.'. 127; IIl)'x. Gunboat, I 16.

Adultery, 7, 78. 104. Buffer Zone, 20. 140; see also 135,137; K'kree, 64. Guru, see Fleirko.

Advantages. AsIan, 38-40, Business, see Commerce, Commerce. Examiner. 107. GWlIgfk','/fg'l/(/(/k lank.

42; Inyx. 141-[42; Currency. Courier vessel, 120. Executive officer, 49. 117.

K'kree, 1OJ. 103; Crazy. 73, 78. 91;

Siliverbal. 133; Camouflage, 8.
advomage. 103. Faith, 69-72; see afso Herd, 73, 80: see also

taboo. 42. Campaigns. K'kree. 98.
Crime. 14, 15,75.76. ReligioJI. Family.

Adventure seeds. 1I, 21, Campaign seed. As/al/,
Currency, 10,31. 87. Family, 10,67,70,72,97; Hierate, 12, 16,20,22,

26,38.39,41,47,67, Customs, 1I, 25. joining. 68; K'/o·ee. 74:23, Dark Nebula, 20.
25; cliellt, 137; map.

69.71,75-76,81,82,
Capital, K'kree, 85; map, see a/50 Clan. 60.

84,85,86,90,91,101,
125. • Fashion, 136. High Technology

131, 132; see also
Career, 92, 106. Demophilia.69. Fast pursuit vessel, 120. advantage, 39. 103.

Campaign Seed.
Cargo pod, 57. Devi Inlelligence, 127- Favors advantage, 39. History, 19,77.

Adventures. K·kree. 100.
Cartouche, 78. 134; homeworld. 127, Feudal, 12, 13,23. Hive Federation, 80. 82.

Age disadvantage, 39. Custe, 74; see also Rank. 132-133; plm/ers. 128. Feuds, 10. Hkiyrerao.elass research
Aikoho earlelltruis, 17. Statlls. Dewclaw,S, 9, 44; effect Fire Brcuthing skill, 105. ship, 56.
Aikoho siylakf1t, 35, 48. Celibacy,7. on skills, 43. Fleet director, 35, 48. Homeworld, De~i. 127,
All-wcatherroamer. liS. Cellular phone, 110. Diet, As/ml, 5; K'krce, 66, Flcet dispatcher, 17. 132-133; Mmrix. 135,

Animal Handling Character, As/all, 36-37, 67; Shiverbars. 128; Forces, armed, 90; 140; see a/so KimI',

advantage, 142. 46-47,48-49; Ill/ellec/s. 129; lllYx. grOIil/d. 24, 33; grOlllld KirriXllr, KuzlI.

Animals, 26, 83, 84-86. cOllvertillg, 44; 136; see also Mea/s. table, 41; Sl}(/Cc, 25, 34; Honor chest, 12.

Aositaoh-class cruiser, 55. creating,36,100; Disadvantages, Aslall, 38, space /able, 41; see Honor, 12; code of, 7;

Appearance, Aslall, 5,37; Illtellect, 132; Inyx, 39,42;/llyX, 141; a/so Mi/itmy. debra! 10, II.

K'kree. 65,67; Devi 140·142; K'kree, 101, K'kree, 101, 103-104; Foreign policy. 14,82, Hooves of Faith style,

IJl/elligeJlce, 127; Inyx, 107-109; Shiverbat, Shiverbat. 133; taboo, Frigate, 121. 105.

135. 132,134. 42. Fteir, 7, 8,15,46.1 Hospitality, 17,22.

Arbitration, IS. Chatelaine, 49. Discourtesy, 9, 41; see Fteirko, 8, 48. Hraye II-class

Arbitrator, see Cisrift, 20. also lllsults, Duelillg. Fteirle, 5; see also As/all, multimission scout, 54.

Ear/ea/rais. Cities, 74, 140. Disorientation Fuel pod, 57. Hmye.class scout, 54, 63.

Armed trader vessel, 121. Claim to Hospitality
disadvantage, 104, Funeral rites, 69. Hydrosphere, 84, 86,137.

Annor, AS/WI, 33, SO; advantage, 39. Domestic policy, 14,81.

K'kree, 113. Clan, 10, 13, 15,30,70. Dronc fighter, 118.
G'krurr!k 'gzang!k Ihatei. 17,21.

Annored personnel Class, 72. Drugs, 21, 38, I 10.
gunboat, 116. Ihmei-class transport, 56.

Claustrophobia, 69, Dueling, 9, 44;
carrier, 116. limitatiOlls, 10; G'naak, 70, 78, 79. Individuality, 70.

Art, 18,84, I I 1,136. Clerical Investment
societies, 10, G-Carrier, 52. Inheritance, II, 12.

Asian, 5-63; careers, 47; advantage, 39,
Duelist, professional, II. Gauss Gun, IOmm, 52. Insults, 9, I 1,41.

code ofhonor, 7, 8; Client races, see Race
Dust-spice, 21, 38, Gear, see Equipmell/. Intellects, 127, 129;

Re/ations.cultural, 22, 37, 43;
Clothing, 19, 110, 136. Duty disadvantage, 142. Gender, Asian, 6, 37, 46, template, 132.

duelist, I I; 47; K'kree, 78, 79, 98; Interdiction, 23,
en/errainmeJl/, 139; Code of honor, 7. effect OIl skills, 43; Interface jack advantage,
manor, 58; racial, 22, Combat aUio-injectors, EakIJau-c1ass trader, 54. see also Mating, 141.
23,37; treasure world, 110, Ear/earrais, 8, 15,48. ReproducriOIl. Inyx, 135-142;
23; see a/so Dllelling, Commerce, 30, 86, 87, Eegur!gzeer fast pursuit Geography, 26, 84. advantages, 141;
Kuzu. 129,130; ami- vessel, 120. Geology, 84. c/wracters, 140-141;

Asian Border Wars, IR, competitive, 88; with Ekawsiykua-class escort. Gestah,131. disadvantages, 141;
20,22. foreigners, 88; see a/so 55,61. Glossary, Aslal/, 34-37; hallieworld, 135, 140;

Asian Threat, 21, Currency, Electric shock, 136. K'kree.95-97. skills, 141.

Assassins, 15.36. Communication. see Enclosed airlraft, 5 I. Government, II, 12, 14,
Astrogation skill. 105.

Language; Table (word Environment, Inyx, 137. 23, 75; Del'i
Astrography, 16,76.

generatiOIl), Table Equipment, Aslclll. 13, SO: Intelligence, 131; IJlyx,
Jewclry, 69, Ill.

(sO/lIId frequellcy), IllyX, 137; K'k'·ee. 91, 139.
Job table, 48.

Atmosphere, 86. Writing. Judo Art skill, 98.
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Jump drive, 19.79.
Junior, well-born

patriarch. [08.

K'k~~/lIlIr~~all-wealher
roamer. 115.

K·kree.64-126;
adl'~lIllfrel. 100; aflj~s.

100; basic II·orker. 107:
camil'OroIIS. SO. 82;
cI/lII/~lIg~, 72; cm=J'.
73: cl?atillg cltomct~n.

100:jamily.74:
happineu. 69: martial
arts lkills. 98-99:
ptJtrollS. 100: Poleann
lkill, 99; 11liollicl. 105:
wcialli/~, 73; lllbj«t
roc~s. 82.92.127.128:
template, 101: su also
Kimr. Kirrixllr.

K'lat'rr, 69.71. 74.
Kohl. 'rik 'kr~lIg<lass

courier. 120.
Karate skill. 98.
Karate Art skill. 98.

Khmkltoo-class clan
transport. 53. 62.

Kiitllllor<lass armed
trader. 121. 126.

Kirloor'riA: 'rirr!glJlIIg
drone fighter. 118.

Kinixur. 85; map. 123.
Kirur. 83; mO/1. 124.
KO,15.
K/~in)(l-class seeker. 56.
Ktiylllli-class courier. 53.

63.
Kusyu. lee KuzlI.
Kuzu. 5. 25. 27.

LllA:ht, 49.
Lance skill. 105.
Landhold. II. 58: III(lp,

59.
Landholdcr.49.
Language. AslolI, 10. 25.

27,28: K'kree. 65. 70.
93: De"; hl/~/Iig~nc~,

129: hJ)'x, 136.137: see
also Moth, Tobit (word
gelluotioll). Tllble
(SOl/lid fr~qllellC)').

Writing.
Languages skill. 105.
Law. 14. 15.25.72.75.

76.
Letlers of marquc and

reprisal. 34.
Levitation skill. 130.
Lifespan. 6. 66. 128. 129.

136.
Uk'mlgt/Kor monitor.

118.
Long Night. 16. 81.

1..oor'/'ik 'k 'ring 'r!kir
armored personnel
carrier, 116.

Low pod. 57.

Manial arts. 44. 45. 98.
105-106.

Math. 26. 29. 30. 42. 94.
• 7.

Mating. 7. II. 78. 130.
136.137: suolso
G~lId~r. R~prodIlClioll.

Matrix. 140.
Meals. 12.
Measures. AsloII, 32; see

abo Tim~Keepillg.

Megacorporation. le~
Corporatioll.

Mercenaries. 36. 128.
Merchant vessel. 121.
Military.Aslon. 15.24.
25.32-34.41;bos~.

92; carur. 92: Del';
1/JI~lIig~lIce. 131:
~qlliplIJ~IlI, 91; K'krt~.
89-93: organizoti01I.
33. 86. 89: lacHcs. 33,
86.91.

Modu[e. 54. 55.
Monitor. 118.
Moon. 26. 83. 85.
Musieallnstroments skill.

105.

Names. Asla/l. 27, 28. 42.
43: As/a/l ships, 39;
K'kru. 97; Deyi
hl/elfig~I1Cl!. 129; /u)'x,
137; Shil'~rhats. 129.

Non-starships. I [8.

•
Odious Personal Habit

(Uppity) disadvantage.
103.

Offense. 9. 14; see also
Discourtesy. Dueling.

Organization. fleet. 35;
mi/itary. 33, 86. 89.

Overlord, 13. 75, 88. 102.

Pariah. 71,78. 83. 99.
100.

Passenger pod. 57.
Patriarchal Responsibility

disadvantage. 104.
Peace of FtaflOfr. 20, 21.
Perfume:. III.
Pcts.12.
Philosophy. 7.15.
Physiology. 5-6. 64-66.

127-129.135-137.
Pilot (RemOle) skill. 105.
Piracy_ 25.
Plants. 26. 84. 86.
Poeuy skill. lOS.
Polearm (K'krec) skill.

99.

Poleann Art skil1. 99.
Poleanns. III, 112.
Pollution. 26. 75, 78.
Polygamy.7.
Population. 23.
Poverty disad-

vantage. 103.
Predators. 26.
Pride. 10.
Primitive disadvantage.

39.104.
Primogeniture. 12.
Prisons. 75.
Privacy, 68.
Privateers. 25.
Professiona[ skills. 105.
Psionics. Aslall. 45:

IlItd/~cts, 129; K'k,~~,

105: Shil~rbat. 130;
ul~ptJlh)' gtslOlt. 131:
TK S~IIU skill. 133.

Psychology. 6. 67.129.
137.

Race relations. 8. 21. 22,
70.82.92.127.128.
137. 138.

Rank. 41. 102; see also
Caste. SlotllS.

Rapier Wit advantage. 40.
Reactions. 41.
Reduced Dodge

disadvantage. 104.
Religion. 46. 69-72. 135.
Reproduction. 6. 66. 128.

129. 136: su also
Gender. Mmilrg.

Reputation. 14;
llisad\'all1og~, 40.

Reputation (Cuckold)
disadvantage, 104.

Ring!l1iker!ki/' robot
fighter. 119.

Rile of passage, 6.
Robot fighter. 119.
Robot platfonn, 114.
Rr'xighik 'ker-class

frigate. 121.
Rrir'r'xi!xe'lee robot

platfonn. 114.

Sculpture. III.
Seats. 110.
Secret (Adulterer)

disadvantage. 104.
Sectors. 20.
Sense of Duty

disadvantage. 142.
Sewers. 74.
Sex. su G~lId~r. Mathlg.

R~prodllclio/l.

Ship Patron advantage.
40.

Ships.As/all. 34-35. 39.
53-57.61-63: Cf'l!lI'S,

36. 47; modll/~. 54.55;
/la/ll~s. 39: pod, 57.

Shiverbats. 127. 128;
adl'lllltuges. 133;
barbariall, 134:
disadl'al1tages. 133:
merceIJan·es. 128;
/1sio/lics. 130: skiffs.
133; l~mpIOl~. 132.

Si)'lakht, 49.
Skills, 43. 44. 105. 133.

141.
Slaves. 138. 139.
Social Rank advantage.

103.
Social Status advantage.

142.
Social Stigma

disadvantage. 40.
Society_ 130. 138.
Space fleet organization.

35.
Space forces. 25. 34.
Space Navy. 91.
Spear skill. 105.
Special Cps module. 55.
Sports. 13, 136.
Starport. 23. 83.
Starships, As/all, 53.142:

/l1)'X. 142: K·Kru. 119­
121; lIlodlll~. 54. 55.

Status. 40. 68. 72. 102.
Stealth. 8.
Stellar data. 25. 83. 132.

140.
Stigma. 102.
Stories. 12.
Strong Will advantage.

103.
Styles. 45, 105-106.
Subject races, see Race

R~hltiolll.

Sllfeimall module, 54.
Supreme Destiny style.

106.
Survival module. 55.

Table, hal/alion
eqllil'll/~ll/s, 24: grofllld
forc~s, 41 :job. 48:
prommciatioll. 94;
sOlllldfrequency.29­
33. 94; SIKlC~forces.
4 [; stams. 40. 102;
S)'Slem def~lls~ boats,
25; w~apolls. 112. 113;
word generatiolJ. 29­
33.92-97.

Tables, 110.
Taboo. 42. 73.
Tafohti. 5, 26.
Tank. 117.
Taor/-c1ass riftlinc:r. 56.
Tech Levels. 45. 102; se~

a/so Technolog)'.
Te<:hnology. 130. 141:su

also T~cll ul'ds.
Telepathy,g~stolt. 131:

Shil'ubat. 130; see also
PsiO/Jics.

Templar. 108.
Templatc.As/WI. 37. 46­

49; IllTellect, 132; II1)'x,
142; K·kr~~. 101. 106­
109: Shil·erbat. 132,
134; see also
Charncl~r.

Territoriality. 6.
1be 29. su nal/khu.
Theology. 46. 69-72. 135.
Timekeeping, 27, 64.
Timeline. 19.77.
TK Sense skill. 133.
71aukhu. 14. 19.
Torture. 8.
Trade. s~e Comm~rc~,

Curl?/lC)"
Transrift. 21.
Treasure world. 23.
Two 1boosand Worlds.

76; map. 122.

Unificalion. 77.
Unusual Background

(Psionic Training)
advantage. 103.

Unusual Background
(Space Tmining)
advantage. 103.

Vassal. 13.32.
Vehicles. 51,114-[ 18.
Violence. 68.
Vu!nembility to Grief

disadvantage. 104.

War, IS. 19.78.80.
Weakhto-c1ass cruiser. 56.
Wealth advantage, 103,

142.
Weapons. As/(m, 13, 50:

dose combal, III;
ellerg)'. III; IIl)'x. 142:
K'kree.III-113;
lII(lchille gUliS, 112;
missiles. 112: personal,
11 I. 112: l1olearms.
Ill; s1l11POrt. 112.113;
table, 112.113;
I'~hiclilar. 112,113.

Weights. 32; su also
Ap/U'urnnce.

Wife./~ssu, 108:
palr;arch·s. lOS.

Writing. 27. 28, 29, 30.
89.91. 93. 97,136;
s~e also Umguage.
MOIh, Tab/~ (word
gelluation).

x·y·z
X~~kr'kir!<lassmerchant.

121.
Xenophobia. 69.
Yams. 12.
Youth disadv3mage. 40.
Zealot. 109.
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'" .--The Best
in Gaming
Is Just
aClick
Away ...
~~)~:~;'i~~~~~h~~~r~~ITn~o:~;r':eh~;:~::nle ~;::~~~
reviews, source material and background ~
information for all your favorite games.
Magic, AD&D, Rifts, BflltletechJ CURPS,
111 Nomille,INWO, Shadowrllll, Cllslle
Falkel/stein, Earlhdawl/ and many more. We~
cover card glllnes. computer games. miniatufC~
systems and wargames. Industry news is updated
regularly, whenever it happens.

What kind of articles does Pyramid carry? Check out the samples at our web site
- yOll don't have to subscribe 10 lake a peek! But here lire some of the things
thai only subscribers get:

~. "Library privileges" in the online archive of back issues.

.9s:. Access to Steve Jackson Games playtest material.

A Previews of online projects from 5J Games and other companies.

& A message area so you can lalk to your fellow readers.

A Weekly "live chat" sessions with our staff and guest speakers.

The Best Deal in Gaming. Subscribe Today!

~

• News! Find out what's new, what's
coming soon and what's on the
horizon.

• A complete listing of our lj:ll11CS, with
current prices, and the latest support
materials and erram!

• Access to \'Varehouse 23 (if you h<1VC

to ask, you :lren't cleared to know).

• A chance to bid on unique items at
the Auction Page.

• Tnforrmtion on how to join <l mailing
list that supports yuur g:lllle.

• A c.ltalog of aU our products,
including T-shirts, pins, kc}'-chains
and pendants.

• And:1 whole lot more - all fully
se:lrchahle!

go to . ..
•www.sJgames.com

SJ Games has what
you're looking for.

,
'-
n

\,Vhen you bought this book you also
bought extensive online suppOrt for your
galTle. ;\t" the 5J Gallles web sire
(www.sjgames.com). you'll find toilS of
suppOrt material for GURPS (and any
other Steve .hlckson game) al1JO extra
cbm-gc. Here arc just a few of the things
you get:

www.sjgames.com/ilyramid
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