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Kalashain

Kalashain System Details:
Star: Kalas G5 Type llI

UPP: B872734-B
Trade Classification: Rich

Planets: 8

Gas Giants: 2 Asteroid Belts: 1

Astrography: The Kalashain system contains a
single G5 Il star Kalas, around which there are 8
planets and a single dense asteroid belt. As the
inhabitated world is a desert world, most of the
bodies are named after Terran deserts are names
relating to deserts.

Kalas itself is a main sequence G class giant
star, falling comfortably into the zone that makes
a system thrive with life. The star has 8 planets,
which is low for a G class. Kalashain is the third
planet planet from Kalas, just outside the asteroid
belt and near to the systems twin Gas Giants,
Mojave and Ordos. This ‘core’ zone is a hive

of activity with mining ships flitting between the
main worlds high port and the asteroid belt, and
tankers and merchants throwing themselves the
relatively short distance (in fact several million
Km) between Kalashain and the two giants. Most
of the other worlds are only contain small outposts
or mining stations.

Geography: As Kalashain is on the hot edge of
the systems life zone it’s a dry, barren world which
would normally be barely capable of supporting
life. However, while its surface is dusty and warm,
with fierce dust storms raging across the plains,
its subterranean tunnels are teeming with life.
Tiny polar ice caps feed a mass of labyrinthine
tunnels below the planet’s surface, extending
down into huge sub-surface lakes. The labyrinth is
something of a geographical mystery. While they
appear to be natural, the result of some geological
force acting across the entire planet, they are also
relatively regular and several follow a straight path
across thousands of miles.

Ecology: Kalashain’s natural life can only be
found below the planet’s surface, where the
atmosphere is denser and water is much less rare
than it is above ground. Everything from fungus,
non-photosynthesising plant life and colonies

of insectoids grow and live on the walls of the
tunnels. The most advanced life is a form of small
amphibian which lives on the border between
flooded tunnels and drier ones. It is around the
size of a terran house cat, and colonies of them
will often flee instead of confronting explorers.
Despite being mildly poisonous to humans, it is no
threat unless ingested, as with much of the other
local flora and fauna.
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Kalashain Tunnel Frog

STR: 6, DEX: 5, END: 2 Quirk: Poisonous skin, six limbed
INT: 0, INS: 6, PAK: 8 Terrain: Swamp/subte
Movement: Amphibian Type: Herbivore, Intermittent
Size: 3 (6kg)

Weapons: None
Armour: 2
Number encountered: 2d6 (avg: 7)

Population: The planets population lives in a series of huge sinkhole cities, hive like constructions which
sit in the holes where a subterranean tunnel breaches the surface. Each city is a separate domain,
controlled by its own ruling Family. While they mostly agree on planet wide policy and trade deals, there is
the occasional scuffle between city-states which brings their small militaries to the planet’s surface. These
families also control all trade going into the city states. Sales at the planets port go to the families personal
merchants, who then sell them on to the population or to others who may want to make further deals. It is
not the best way of doing business, but it is the way they insist upon, and to deal with others is punishable
by imprisonment.

The only other oddity of Kalashain’s population is in their recreational activities. The planets geogrpahy
encourages a very high percentage of survivalists. Groups often go on expeditions into the dusty plains,
through the dry tunnels below cities, or even occasionally by submarine into the wider submerged tunnels.
There are few accidents given such dangerous sports, but it is not uncommon for an expedition to simply
vanish without trace.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards of the Coast, Inc (‘Wizards’). All
Rights Reserved.

1. Definitions: (a)’ Contributors’ means the copyright and/or
trademark owners who have contributed Open Game Content;
(b) Derivative Material’ means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modifi cation, correction, addition,
extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed
or adapted; (c) ‘Distribute’ means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)’Open Game Content’ means the game mechanic
and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product

Identity and is an enhancement over the prior art and any
additional content clearly identifi ed as Open Game Content by
the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law,
but specifi cally excludes Product Identity. (e) ‘Product Identity’
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identifi ed as Product identity by the
owner of the Product Identity, and which specifi cally excludes the
Open Game Content; (f) ‘Trademark’ means the logos, names,
mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed
to the Open Game License by the Contributor (g) ‘Use’, ‘Used’

or ‘Using’ means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game
Content. (h) ‘You’ or “Your’ means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content
may only be Used under and in terms of this License. You must
affi x such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions
may be applied to any Open Game Content distributed using this
License.

3. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your

Contributions are Your original creation and/or You have suffi cient

rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add the title,

the copyright date, and the copyright holder’s name to the
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COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not

to indicate compatibility or co-adaptability with any Trademark

or Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership
of that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest in and
to that Product Identity.

8. Identifi cation: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any
authorised version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version
of this License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor
unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply

with any of the terms of this License with respect to some or

all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the
Coast, Inc.
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