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After her re-fit, the old Brannamaar Victrix was loaded with electronics and still had great legs,
which made her a perfect deep penetration ship. She was crowded as hell, though, and our SAG
team had to hot bunk it, even though there weren’t many more than a dozen of us.

Dum-Dum Stajner was our team leader. Dum-Dum got his name from his preference for certain
types of small arms ammunition, not from any deficiency of his intellect. In the brains department,
Dum-Dum was anything but, which is why the third day out from Aubaine he got pulled away to a
skull session with the ship’s captain over dinner. He’d messed with us every night until then, so
' when everyone had pretty much finished eating, we all looked around for a
second. Big Meg Enders was the one who said, “Bongo, | think you're

Senior.”

So | was. Between it being a small team and Dum-Dum away with
the Navy, | was Senior at Table for the first time ever, which is no
big deal except you have to offer the toast. In some services I've

heard that the junior rank present offers the toast, but for us it’s
always been Senior. It's always the same toast; how many
hundred times have | heard it? How many hundred
dinners? So | stood up, cleared my throat,
and started the toast.

“Brothers and sisters--to...” And then |

KING
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////// 11— f 7 R ‘ stopped, because all of a sudden |
/ ’ couldn’t say anything around the knot in
////’ ’ ) 'ﬁ £ : e . : - my throat. | couldn't see very well either.
b s = ] v - ¥ 1'd seen others choke

up giving the
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WA NN hell did I get here? How was | Senior at

¥\ W
‘ iR MU this table? Where were all the others? All the people who'd
P taught me, watched over me, helped me live this long? Some were still alive, still
whole, but not enough of them. Not nearly enough. On over a dozen worlds I'd left behind friends
and pieces of friends until it was my turn to stand up and give the toast, because there wasn't
anybody else here who'd lasted this long. If you live long enough, | remembered someone saying,

. ; you lose everything.
* s I started again. “Brothers and sisters--to absent friends."”
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The Path of Tears

This sourcebook covers the early activities of the Refor-
mation Coalition. Called Star Vikings by their enemies
(and eventually adopting that name for themselves),
the Reformation Coalition set out in the year
1200, with a handful of ships and a total
population on 20 worlds of less than 2 billion
sentients, to reconquer and rebuild a vast,
shattered empire.

With such a small population and small
resource base, the only hope the Coali-
tion ever had of carrying through its
ambitious plans was by means of audac-
ity and sheer determination—a commit-
ment to forge ahead whatever the cost.

The cost was high.

Structure of the Sourcebook

This book is set shortly after the forma-
tion of the Reformation Coalition from
the old Dawn League, and as such, play-
ers have the opportunity to participate in
most of the early formative campaigns and
adventures. The exact course of these cam-
paigns have not been determined—they are up
to the referee and the players, to the extent that
they wish to becomeinvolved. Itbeginsin late 1201,
after enough raids and rescue missions have been run to
set up an experienced cadre of personnel and work out
some basic tactics and doctrine. These are still evolving,
however, and the players themselves will find themselves
developing better tactics as the game progresses.

The book starts with the history of the Coalition and a
description of its people, their attitudes, and how those may
affect the course of later events. There is then an extensive
player briefing section (entitled “The AO”) on the primary
area of operations of the Coalition, including maps of 19
worlds identified as class | and Il objectives. Finally, there is
a referee’s section, with systems intended to help run
adventures as well as extensive notes on the worlds sur-
rounding the Coalition.

Inorder to preserve suspense, itis important for players not
to read the referee’s section.

Path of Tears is designed to be more than simply a
background sourcebook; it is also intended to be an inex-
haustible source of adventures for Traveller referees and
players, and in that respect is truly unique. How can a book
of finite length prove to be an inexhaustible source of
material? By redefining the scope of the game.

Too often science-fiction roleplaying campaigns fall into

e aa]
a
pat-
tern
where every
worldistreated
like a single neighborhood,
or even a single room. It is almost as if each world had one
and only one interesting adventure or object or culture. Go
there, find out the one interesting thing about the place,
and then leave.

Path of Tears, on the other hand, takes a comparatively
small corner of human-settled space and illustrates the
diversity possible among worlds, and the tremendous
variety of adventure possibilities available on each world. In
the referee’s section you will find, on the average, over a
half-dozen adventure plots for each of the 19 objective
worlds discussed in the book, over 100 adventure plots
total. As you run these adventures, you will find that the actual
nature of the worlds changes, and as it does so, new adventures
in the altered environment will suggest themselves to you. Note
that the detailed information presented in this book may be
modified by referees who wish to further fine-tune their own
unique campaigns—or at least thwart players who disregard
simple wamings and read the secret stuff anyway.

The section on running adventures then gives you advice,
and some additional referee tools, to enable you to provide
the same sort of diversity throughout the rest of known
space. The result will be a new level of richness and diversity
in your campaign.
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History of the Coalition

The Reformation Coalition’s history is that of the Dawn
League, a loose trading organization formed from worlds in
the Old Expanses revitalized by Hiver technical assistance and
their own drive to rebuild a starfaring culture. Although a
tremendous change has taken place in the region, the actual
first contact with the Hivers was only a decade prior to the time
of this sourcebook. The background to that contact, of course,
was the Collapse.

1030-1190: Although Virus spread like wildfire through-
out Imperial Space, the nonintegrated worlds along the
fringe of the Third Imperium had some insulation from the
data plague. As it turned out, that insulation was insufficient
to stop Virus altogether, and in fairly short order both the
nonintegrated human worlds and the alien cultures which
conducted regular intercourse with the Imperium became
infected. Unlike most worlds in the Imperium, however, the
worlds on the fringe had some warning in advance of the
onset of Virus, a warning which enabled them to make
some material and, moreimportantly, psychological prepa-
ration.

Material preparations, such as cutting off data links to
transmitter-receiver stations, were usually too little too late.
They did not succeed in keeping Virus out of systems (systems
which in many cases had already been infected, unknown to
their users), but it did further slow the onset of infection and,
more importantly, the precautions in place helped minimize
physical damage. Air traffic, for example, had already been re-
routed away from heavily inhabited areas, and emergency
system crash procedures had at least been thought through
and rehearsed.

Psychological preparation was far more important. Unlike
the citizens of the worlds of the Imperial core, the people on
thefringe worlds knewwhatwas happening to themand what
was causing it, amajor advantage in coping with a crisis. When
the worst happened, when everything crashed, the people on
the Imperial fringe at least knew where they had to start to pick
up the pieces.

Despite that, the crash was deep and hard, and the recovery
from it, although steady, was extremely slow. In the Old
Expanses Sector, however, there was an additional force which
considerably accelerated the recovery.

The Hive Confederation had long been a quiet neighbor of
the Imperium, occupying the area trailing the original area
explored and settled by humans from Terra. Nonaggressive
and nonterritorial (beyond a concern for the worlds they
already inhabited), the Hivers’ external interests had always
centered on commerce and scientific inquiry. Among the
dominant races of known space, the Hivers had always ex-
celled at data processing technology.

Although Virus eventually managed to adapt itself to the
data processing net of the Hivers, and caused considerable
damage, the Hivers were able to develop countermeasures
quickly enough on a few worlds that a complete collapse was
averted. Rebuilding of the Confederation began almost at

once, but the destruction was still great enough that now, 70
years later, it is still going on.

The Hivers have always been afarsighted race, however, and
have been willing to invest heavily in the future. Recovery by
the worlds of the Imperial core was, of course, inevitable, even
though it would take centuries if left to itself. But what would
the nature of those recovered civilizations be? It took very little
deliberation for the Hive Confederation to decide that emerg-
ing cultures based on authoritarian tyrannies and driven by
xenophobic hatred would make potentially catastrophic fu-
ture neighbors. But what was the alternative?

The answer was to select emerging societies which did not
have those characteristics and put what limited resources the
Hivers had behind them, hoping that they would culturally
come to dominate the old area of human space. The Hivers
found such a culture in the struggling fringe worlds of the Old
Expanses.

1192: Hiver contact/technical teams begin contacting iso-
lated human worlds in Old Expanses. While many of these
worlds have regressed to the point where they have lost
memory of the Hivers and had no desire to be contacted, some
have retained enough memory of interstellar culture that they
accept contact, technical assistance, and technical training
from the Hivers.

1193: The first Hiver technical academy is established on the
water world of Vras. To celebrate their good fortune, the
inhabitants vote to change the world’s name to Aubaine,
which means “Windfall” in an ancient Terran language.
Training of human starship crews from those with technical
aptitude begins. Also heavily utilized are whatever “remnant”
humans can be found and revived from low berths.

1195: Tentative trade is begun among six worlds of the Old
Expanses (Aubaine, Trybec, Galos, Fija, Zloff, and Hite). As
more starship crews are trained by other Hiver technical teams,
trade continues to expand to more worlds. Contact with the
handful of surviving merchant starships plying the Wilds (the
so-called Free Trader Network) is made.

1197: The small trading organization of 20 worlds centered
in the spinward half of Old Expanses is formalized as the
League of the New Dawn, shortened several months later to
the Dawn League. It becomes fashionable for the members to
rename their worlds to commemorate this new beginning in
human history—usually after mythical supernatural entities
associated with dawn or light.

1198: The Dawn League formally agrees to subsidize the
dispatch of 12 vessels on trade and diplomatic missions into
the Wilds. Twelve vessels of varying classes are found whose
owners are willing to loan or sell the ships to the League.
Competition for crew positions on the ships among technical
academy graduates is fierce. Work begins to recover and
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renovate the abandoned Imperial scout base on Trybec (0336/0Id
Expanses) as a training and maintenance facility for missions into
the Wilds.

1199: The 12 vessels set out into the Wilds, the majority
of them from the new-christened Dawn Base on Trybec.
There have been so many qualified volunteers, and expec-
tations run so high that in the end, the final crew selections
are made by lot.

1200: All 12 ships of the first trading expedition were
declared overdue and presumed lost. As word filters back
through the Free Trader Network as to the fate of the crews,
awave of grief and rage sweeps through the Dawn League. Six
larger ships are hastily outfitted as warships and sent to
investigate the fate of the original 12 merchants. Their man-
date is to discover the fate of the crews and bring them back
if at all possible.

As the League had limited resources, careful economy of
force hadto be practiced. First, extensive intelligence work was
done to lay the groundwork for the mission. Dawn League
covert operatives were infiltrated into the Wilds with a variety
of coveridentities, although the most successful passed them-
selves off as free trader crews. Then surgical assault and rescue

S
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missions were conducted by troops trained especially for the
operation.

Five of the six warships return, many of them empty-
handed. A few have managed to locate surviving crews,
however, and affect rescues. One rescue mission is so success-
ful that it manages to topple the ruling TED, and the planet
Vezina (0437/0ld Expanses) becomes the first world added to
the Dawn League by force. The liberated peasants are offered
technical assistance, resulting in a permanent Dawn League
station and local government.

The Dawn League assessed the results of the armed expedi-
tion. All but one of the armed exploration vessels has success-
fully returned, and brought news of the fates of the traders.
Some were destroyed in interstellar combat, causes unknown,
while the remainder were executed or imprisoned either by a
xenophobic populace or by insular planetary governments
who did not want their privileged positions threatened by off-
world contact.

It was also found that these worlds contained relic technol-
ogy that would allow the more rapid rebuilding of society
within the League. However, this technology was either
deteriorating from natural causes or being actively destroyed
or misused by theinhabitants, and had to be recoveredif it was
to be of any value. This technology included many spare parts
for Imperial technology being used in the League.

Late in the year, the League restructured itself along more
aggressive lines as the Reformation Coalition, with the goal of
re-establishinginterstellarsociety out to the limits of the former
Imperial boundary. At the same time, the new government
established an armed exploratory/trading arm, called the
Exploratory Service (RCES, Reformation Coalition Exploratory
Service).

RCES serves as an umbrella group to coordinate planning
and execution of operations aimed at opening planets to trade
and development orrecovering relictechnology. This technol-
ogy is turned over to the RCES which then tradesit to Coalition
companies or governments in exchange for support for its
own operations. Much of these items are traded in large
auctions on Aubaine, the RC capital.

The pattern set by the early raids of covert intelligence-
gathering and preparation followed by a lightning-fast sur-
prise strike became the basis for all future operations by the
Coalition, and asword of the rescuers’ activities spread through-
out the Wilds by the Free Trader Network, hostile dictators give
them a different name—Star Vikings.

1201: The New Era begins. The Coalition hammers out the
tough political details of a strategy for expansion. Many issues
of internal governmental organization are tabled for the time
being, but promise to resurface later and are a threat to the
internal unity of the organization. Nevertheless, although
sometimes disagreeing as to strategy, the people of the
Coalition are overwhelmingly united in their vision of a new
starfaring culture and the need for decisive action to achieve
that vision.



THE TWELVE ORIGINAL SHIPS

The following section covers the 12 original scout survey
vessels sent out approximately three years before the begin-
ning of events in this sourcebook, their fates (to the extent
known by members of the Coalition), and the key events
surrounding investigations and attempted rescues. This mate-
rial is presented here both because these are key events in
Coalition history and because they continue to shape events
on many worlds covered by the sourcebook.

Ship Name: Apollo

Ship Type: Survey ship

Mission Launched From: Dawn Base (Trybec)
Flight Plan:

Jump

Destination Purpose

2 Agiruur (3036/Diaspora) TELUE!

Mbﬁte%uma (2836/b|a ora)<\

era, but
negotlatlons over trade produced no results. Initial contact
with Montezuma apparently morefruitful, but after aweek the
ship was seized and the crew imprisoned. First declared
overdue on 27-X-1199. Crew located by covert intelligence
operatives and rescue launched by Ashtabula. Seven (of 15)
crew recovered. Six members of the rescue party were killed in
the mission.

Ship Name: Aube
Ship Type: Scout Courier
Mission Launched From: Rohit
Flight Plan:

Jum, Destination

contact

2 Lebherz*\(3236/Diaspora)

terminate

4 Rohit (0337/0Id Expanses)
Fate: Landed on southern continent of Nicosia and estab-
lished contact with TED there. Crew taken prisoner and ship
seized. Officially declared overdue on 15-1X-1199. Follow-on
mission by Ashtabula succeeded in rescuing three surviving
crewmembers and toppled the local TED. (His territory has
since been absorbed by his neighbors.)

Ship Name: Aurora

Ship Type: Scout Courier
Mission Launched From: Schall
Flight Plan:

Jump Destmatlon Purpose

2 Vezma (0437/0Id Expanses) contact

Fate: Successfully established contact with governments on
Lancer and negotiated agreement to open world to trade and
renovate the world’s starport under Dawn League supervision.
Arrived Vezina where crew was massacred and ship destroyed
by local TED. Officially declared overdue on 17-VIII-1199.
Follow-on mission by Lirgishkhunan, launched and confirmed
agreements with Lancer. First landing parties on Vezina at-
tacked and overwhelmed. Return mission by Lirgishkhunan
and Ashtabula, rescued survivors of the first rescue attemptand
inadvertently overthrew the government. None of the Aurord’s
original crew survived.

Ship Name: Balder

Ship Type: Far Trader
Mission Launched From: Ra
Flight Plan:

Jump Destmatlon Purpose

2 Shenk (1128/0Id Expanses)

contact

s)

Santac

Fate: Jumped to Reagan and refueled withoutincident. Ship
seized on Shenk by local TED and crew imprisoned. Declared
overdue on 12-X-1199. Follow-on mission by Angkor Wat
succeeded in rescuing the crew and destroying the vessel.

Ship Name: Brilliant
Ship Type: Far Trader
Mission Launched From Ra
Flight Plan:

Jum

Destmatlon

Meadsk (0628/OId Expanses)

_ © pan

4 Welch (0930/0ld Expanses) contact

5 Ra (0931/0ld Expanses) terminate

Fate: Attempted to establish relations with Xezor, but was

met with hostile public reaction. Local authorities barely able
to keep mobs fromkilling the crew. Crew lifted off and jumped
to Meadsk, where it succeeded in negotiating a trade treaty.
No report of its arrival at Welch, however. Listed past-due on
28-1X-1199, and now carried as missing and unaccounted for.
Follow-on mission by Angkor Wat found no trace of ship or
crew.
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Ship Name: Ddmmerlicht
Ship Type: Far Trader
Mission Launched From: Dawn Base (Trybec)

Ship Name: Eos .
Ship Type: Converted Liner
Mission Launched From: Dawn Base (Trybec)

Flight Plan: Flight Plan:

Jump  Destination Purpose Jump  Destination Purpose
1 Svarla (0137/0Id Expanses) refuel 1 Savjanni (0135/01d Expanses)  refuel
2 Gresham (3138/Diaspora) survey 2 Keipes (0132/0Id Expanses) contact
3 Uppsala (3139/Diaspora) contact 3 Kide (3131/Diaspora) contact
4 Futok (3140/Diaspora) contact 4 Lefiguura (3132/Diaspora) contact
5 Gresham (3138/Diaspora) refuel 5 Atrase (0134/0ld Expanses) refuel
6 Svarla (0137/0ld Expanses) refuel 6 Trybec (0336/0Ild Expanses) terminate
7 Trybec (0336/0Ild Expanses) terminate Fate: Jumped to Savjanniin company with Brilliant and then

Fate: Declared past due on 27-X-1199. Follow-on mission
by Lirgishkhunan discovered no evidence of arrival at either
Uppsala or Futok. Currently listed as missing and unaccounted
for.

Ship Name: Dawn
Ship Type: Far Trader
Mission Launched From: Ra

Flight Plan:

Jump  Destination Purpose
1 Reagan (0929/0Id Expanses) refuel
2 Shenk (1128/0Id Expanses) refuel
3 Tequila (1328/0Id Expanses) contact
4 Clallum (1427/0Ild Expanses) contact
5 Yontez (1527/0Id Expanses) contact
6 Tequila (1328/0Id Expanses) refuel
7 Fisher's World (1229/0I1d Expanses) refuel
8 Bestor (1131/0Ild Expanses) refuel
9 Ra (0931/0Id Expanses) terminate

Fate: Declared overdue on 25-XI-1.199. Missing and unac-
counted for. Follow-on mission by Mary Ellen Carter confirmed
its arrival at Tequila but not at Clallum.
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jumped to Keipes. Challenged and seized by system defense
craft of Keipes. Declared overdue on 27-X-1199. Rescue
mission launched by Trigger but aborted when Trigger sus-
tained heavy damage from meson gun fire, believed to be
from a planetary defense weapon.

Ship Name: Helios
Ship Type: Far Trader
Mission Launched From: Dawn Base (Trybec)

Flight Plan:

Jump  Destination Purpose
1 Savjanni (0135/0Id Expanses)  refuel
2 Atrase (0134/0Ild Expanses) contact
3 Kipper (3134/Diaspora) refuel
4 Quarry (2933/Diaspora) contact
5 Mitchell (3034/Diaspora) survey
6 Kipper (3134/Diaspora) refuel
7 Savjanni (0135/0ld Expanses)  refuel
8 Trybec (0336/0Id Expanses) terminate

Fate: Refueled at Savjanni without incident. Made contact
with scattered survivors on Atrase and established trading
relationship. Apparently refueled at Kipper without incident
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and then established trade agreement with Quarry, again
finding very few survivors on the world. Left system and never
seen again. Declared past due on 19-XI-1199. Free Trader
network has since reported that the Mitchell system still
contains anumber on nonjump-capable vampires and that an
attempt to survey the old starport there almost certainly
accounts for its disappearance. Now presumed lost in action.

Ship Name: Horus
Ship Type: Converted Liner
Mission Launched From: Eos

Flight Plan:

Jump  Destination Purpose
1 Adrian (0432/0Id Expanses) refuel
2 Nova Ryll (0330/0Old Expanses)  contact
3 Lote (0229/0Id Expanses) contact
4 Sittahr (3129/Diaspora) contact
5 Lote (0229/0Id Expanses) refuel
6 Nova Ryll (0330/0OId Expanses)  refuel
7 Adrian (0432/0Id Expanses) refuel
8 Eos (0632/0Id Expanses) terminate

Fate: Known to have received a hostile reception at Nova
Ryll, but locals claim the ship was allowed to leave. No word
of the ship’s arrival could be found at either Lote or Sittahr,
however. Declared overdue on 3-XII-1199. Follow-on mission
by Mary Ellen Carter unable to locate ship or crew. Currently
missing and unaccounted for.

Ship Name: Ra

Ship Type: Far Trader

Mission Launched From: Dawn Base (Trybec)
Flight Plan:

Jump  Destination Purpose
1 Savjanni (0135/0Id Expanses) refuel
2 Kipper (3134/Diaspora) refuel
3 Quarry (2933/Diaspora) refuel
4 Ryvo (2734/Diaspora) contact
5 Bikar (2633/Diaspora) contact
6 Khirekhera (2834/Diaspora) refuel
7 Taumotu (3033/Diaspora) refuel
8 Kipper (3134/Diaspora) refuel
9 Savjanni (0135/0ld Expanses) refuel
10 Trybec (0336/0Ild Expanses) terminate

Fate: Apparently made all of its initial refueling stops without
incident and then successfully made trade contacts with scattered
survivors on Ryvo and Bikar. Declared past due on 3-XII-1199.
Follow-on mission by Ashtabula found the ship disabled and
drifting in the planetoid belt, with obvious battle damage, but
no sign of the crew or cargo. Currently listed as lost in action,
with crew MIA.

Ship Name: Reine Soleil
Ship Type: Survey ship
Mission Launched From: Dawn Base (Trybec)

Flight Plan:

Jump  Destination Purpose
1 Atrase (0134/0Id Expanses) refuel
2 Arvid (0131/0ld Expanses) refuel
3 Nysorb (3030/Diaspora) refuel
4 Khesanadu (2731/Diaspora) contact
5 Execute (2930/Diaspora) contact
6 Desel (3231/Diaspora) survey
7 Atrase (0134/0Id Expanses) refuel
8 Trybec (0336/0Ild Expanses) terminate

Fate: Declared past due on 19-XI-1199. Follow-on mission
by Lady Elise also disappeared without a trace. Mary Ellen Carter
was shifted spinward to investigate and established contact
with scattered population on Khesanadu and, upon receiving
a violent reception on Execute, launched a rescue raid. Al-
though the raid was successful, it uncovered no evidence of
Reine Soleil or Lady Elise, both of which are currently listed as
missing and unaccounted for.
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WORLDS OF THE COAUTION

The Reformation Coalition has a total population of slightly
more than 1.8 billion sentients living on 21 worlds and the Kruyter
asteroid belts. Of this total population, nearly 1.2 billion are human
and the balance are Schalli, an intelligent aquatic race native to the
planet Aubaine (formerly Vras).

The UWPs presented with the subsector maps provide most
of the necessary information concerning the member worlds.
The following additional notes present some additional insights.
(As all of the worlds below are in the Old Expanses, their
subsectors will be used when identifying their locations rather
than their sectors.)

Apollo (0436/Aubaine): Originally called Macis, the world was
renamed after the Greek sun god who replaced Helios in the sky.
Apolloisa “boneyard” world. Its entire native population perished
in the Collapse, and the 4000 people currently on the world
include a small starport crew and free-lance prospectors recover-
ing machinery and other artifacts from the ruins. The naval base
and starport were totally destroyed in the Collapse, as were most
large power-generating facilities. The starport is a converted
commercial airport.

Aubaine (0738/Aubaine): Originally called Vras, the world was
renamed Aubaine (“Windfall”) in celebration of the establishment
of the first Hiver technical academy there. Aubaine was a charter
member of the Dawn League and is the seat of Coalition govern-
ment. It is also the leading world in the Federalist bloc (see “The
Politics of Coalition,” page 18).

Aubaine is a water world, with most human habitation (and all
of the administrative centers of the Coalition) located on a series
of archipelagos. Of the planet’s total sentient population of 800
million, only about 150 million are human, the balance being the
aquatic Schalli who are native to the world. (The Schalli do not
show up in pre-Collapse census figures because official Imperial
policy was that they were not a sentient race. See the section on
the Schalli, beginning on page 24, for a more complete discus-
sion.) There is extremely close cooperation between the human

and Schalli inhabitants, and most star-travelling Schalli are from
Aubaine. The human population was considerably augmented by
refugees during the early stages of the Collapse, which gives the
world’s culture a diverse and cosmopolitan quality.

Aurora (0535/Aubaine): Originally called Galos, the world was
renamed after a mythical goddess of the dawn. Aurora was a very early
and successful recovery story and was a charter member of the Dawn
League. It is a staunch supporter of the Federalist bloc.

Baldur (1032/Oriflamme): Formerly called Heppling, this wa-
ter world was settled in pre-Collapse times by several nations from
the balkanized world L’steich. The combination of near-total
coverage by water and an exotic atmosphere resulted in most
habitation being on floating enclosed habitats or underwater
cities. Baldur and L'steich received enough advanced warning of
Virus to decouple all of their operating systems from their central
data net, but on L'steich the life support system had already been
invaded by Virus and a short time later shutdown. On Baldur, large
parts of the system began failing, but engineers were able to jury-
rig manual control systems and use some uninfected backup
equipment to keep the air breathable, although just barely.

Between high G and a poisonous atmosphere, life on Baldur is
difficult, and has bred a tough, stubborn people who understand
that often the only thing that stands between survival and extinc-
tion is simple determination. The Balduri tend to be Centrist in their
politics, valuing cooperation and clearly directed action.

Enkidu (0932/Oriflamme): Formerly called Dono, the world
was renamed when it was taken over by the Dawn League, by
descendants of refugees from the world. The name Enkidu comes
from an ancient epic, and was the name of the best friend of the
hero Gilgamesh. When Enkidu was killed by the gods, Gilgamesh's
grief drove him to embark on a search for the secret of eternal life.

Enkidu is a “boneyard” planet with no surviving native popula-
tion and is an administered territory of the Coalition. Several
corporations share salvage rights on the planet and all inhabitants
are corporate employees.

Eos (0632/Aubaine): Another charter Dawn League member,
originally called Zloff and renamed
after a mythical goddess of the
dawn. The world’s tech level has
climbed considerably since estab-
lishment of the Dawn League. Eos
supports the Centrist bloc in the
Coalition Assembly.

Fija (0434/Aubaine): An ex-
tremely stable government and so-
ciety which managed to weather
the Collapse largely without civil
disorder or violence. Fijawas a char-
ter member of the Dawn League
and is a member of the Centrist
bloc.

Helios (1234/Oriflamme): For-
merly called Willow, this world took
the name of the original Greek sun
god upon joining the Dawn League.
Helios has by far the smallest popu-
lation of any member world, and it




was over strong protest from Oriflamme that Helios was allowed
to join as a member world at all. (Oriflamme had previously
registered a claim to Helios as a territory, a claim disallowed when
the small enclave of humans was found still living on the planet.)
Its single Assembly representative is a staunch Federalist.

Kruyter (0735/Aubaine): The asteroid belt of Kruyter is not a
member of the Coalition but is instead an administered territory.
All inhabitants are contract workers hired by the Kruyter Corpora-
tion (“Kruytercorp”), a privately funded development corporation
attempting to recover minerals and pre-Collapse equipment. So
far results have been disappointing and rumors of Kruytercorp’s
insolvency are rife.

Lucifer (1038/Oriflamme): Originally named Luhtala, thisworld
was renamed in the renaissance fashion of the Dawn League.
Lucifer was a name for the Morning Star, and was also the name
attributed to the most beautiful of the angels, who was eventually
driven from Heaven for his pride.

Notoriously free-thinking in theirattitudes (pre-Collapse Luhtala
was a low law level anarchy), the influx of refugees in the wake of
the Collapse have forced the Luhtalans (as they are still called) to
adopt a more formal system of laws and social behavior. They are
still among the most vocal supporters of the Federalist bloc.

Nike Nimbus (0732/Aubaine): Formerly called Hite and re-
named upon formation of the Dawn League (of whichitis a charter
member), this world was very heavily damaged during the Final
War ( its naval base being completely destroyed), Nike Nimbus is
still trying to recover.

Mostly Federalist in sentiment, the Nimbans are generally also
in favor of the coreward strategy.

Oriflamme (1235/Oriflamme): Formerly called Nemyer, this
world renamed itself upon joining the Dawn League. It experi-
enced a major population die-off as a result of the Collapse due to
the failure of its high-tech agricultural and transportation systems,
and that trauma left its mark on the people. Despite the die-off,
Oriflamme’s population still represents 44 percent of the entire
Coalition citizenry and 69 percent of its human citizens.

Oriflamme is a feudal technocracy with fairly strict laws and
centralized authority. Although the government (and its represen-
tatives to the Assembly) are the leaders of the Centrist bloc in the
Coalition, opinions among the common citizenry are much more
divided. Nevertheless, most Oriflammen, based on their recent
history, have a strong need for security and a recognition that it's
necessary to fight and make sacrifices to achieve it.

Phoebus (0737/Aubaine): Formerly called Fuetz, this world
was renamed when it was taken over as an administered territory.
(Phoebus, “Bright,” was an honorific of the god Apollo, in his role
as the sun god.) Technical missions are currently working to raise
the planet’s tech level as quickly as possible, and there is growing
pressure from the population to admit the planet as a member
world. Sentiment on Phoebus tends toward the Centrist bloc.

Ra (0931/Oriflamme): Formerly known as Herring, the people of Ra
changed the world’s name to that of the Egyptian sun god upon
formation of the Dawn League. With the third smallest population of
amemberworld, Ra’s population is still considerably larger than before
the Collapse. Like Aubaine, Ra accepted large numbers of refugees
during the final days before the onset of Virus. Also like Aubaine, the
people are generally Federalist in their sympathies.

Rohit (0337/Aubaine): Another “boneyard” world, Rohit is an
administered territory of the Coalition. As the world now has a self-
sustaining life support system and a permanent population, it was
recently granted self-rule and sends a non-voting representative to
the Assembly. .

Schall (0638/Aubaine): An interdicted world prior to the
Collapse to preserve the secret of Schalli intelligence, thisis not the
true homeworld of the Schalli species. (See the discussion of the
Schalli later.) Although Schall is organized as a feudal technocracy
(or something very close toit), the Schalliassembly representatives
tend to be Federalist in sentiment.

Shenandoah (1139/Oriflamme): Originally called Hoff, this
world assumed its new name (which means “Daughter of the
Stars”) uponentering the Dawn League. Itis the lowest population
member world, with only 80,000 people. Its single Assembly
representative is a Federalist, reflecting the views of the clear
majority of the citizens.

Spencer (1338/Oriflamme): This world was recently pacified
by Oriflamme Marines, and is currently an administered territory
under Oriflamme supervision. Alow-level insurgency is apparently
being supported by one or more states on Teldora as a means of
keeping the Coalition tied down and distracted.

Spires (0936/Oriflamme): During the Third Imperium this was
a primitive world placed under Imperial Interdict as an anthropo-
logical laboratory for observation of, and controlled experiments
on, social development. Lacking fossil fuels or significant surface
deposits of useful metals, technological development stalled fairly
early, but philosophy and the arts flourished. Since contact by the
Dawn League, a bootstrap campaign has been under way to raise
the world’s tech level using solar power and imported metal or
synthetic materials. Spires’ citizens interested in starfaring are
encouraged to attend off-world academies, and have done so in
large numbers, but Spires itself still remains a simple and largely
pastoral world. Political sentiment on Spires is overwhelmingly
Federalist.

Trybec (0336/Aubaine): One of the charter, and most enthusiastic,
members of the Dawn League, Trybec pushed for the dispatch of the
12 original ships and rebuilt Dawn Base (the former Imperial scout base
and current forward HQ of the RCES) largely at its own expense. The
Trybeci are strongly Federalist in their sentiments.

Vezina (0437/Aubaine): Recently and forcibly added to the
Coalition, Vezina is an administered territory. Taken in NE -1
(1200), the former nations are now administrative districts, of
which the largest is Hastaan. A major rescue operation was
launched against the strongest of the TEDs, which inadvertently
toppled the entire government structure. After this, the other TEDs
onthe planet surrendered. Bootstrap operations are ongoing, and
considerable relic technology is being recovered. Some outlying
districts are very primitive neo-tribal societies. They are not fully
integrated yet, and some do not recognize the authority of the
Coalition. They successfully resisted Hastaan, and now are resisting
RC authority, but are willing to accept aid in some cases.

Zloga (1035/Oriflamme): Formerly Saloga (and apparently re-
named due to a misunderstanding by early prospectors on the world),
thisisa “boneyard” and administered territory. Thereis very little formal
governmental structure on the world. The tech prospectors jointly run
the world’s habitat and decide most issues by majority vote.
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In all of the Old Expanses, it would be difficult to find a more unlikely cluster of worlds upon which
to stake one’s hopes for the future than the twenty worlds of the Dawn League. Astrographically
speaking, the community was not commercially viable. The various sub-clusters were not linked to each
other by direct jump-2 routes (let alone jump-1), and in many cases the most logical trade routes
meandered outside the original controlled space of the organization.

More importantly, the political and social values of the member states were so dramatically
incompatible as to guarantee nearly constant friction; the centrifugal forces of this society were so
powerful that from the very beginning it seemed always on the verge of flying apart. If we humans had
set out to select worlds guaranteed to fail, we would have chosen these worlds, or some very much like
them. But humans did not choose these worlds—Hivers did.

The Coalition, of course, did not fail, and what an interesting place it became!

Dr. Eneri Kuniholm

What's The Matter With You People?
A Historian Looks at History

Mora, Deneb, 1235

COALITION GOVERNMENT

The Coalition is itself a very loose alliance of worlds, with
a central planning authority based on Aubaine. However,
although there is considerable cooperation on technical
matters between the worlds, each world launches its own
expeditions into the Wilds, using a combination of RCES and
free-lance personnel and ships, and there is considerable
rivalry in this area between worlds. Although tempers may
flare on the rare occasion when expeditions meet in the
Wilds, there is never any question of violence between
them. However, intelligence information concerning future
prospective raids is jealously guarded, as it represents a
considerable economic investment.

Recovered technological equipment is either brought
back into service and used in the field or, more often,
brought back to the Coalition to fuel the economic recovery.
Machinery of all types is sold at auction on all of the worlds,
but the largest of the auctions is held on Aubaine, and the
auctions there are massive social events as well, providing a
rare opportunity for ship crews usually away on raids to meet
and mingle.

The formal structure of government within the Coalition
is centered on the Assembly of Worlds (sometimes called the
Coalition Assembly, usually just called the Assembly). Each
member world sends representatives to the Assembly, se-
lected as determined by their own prevailing customs and
government, and the representatives vote on matters of
policy and finance. The Assembly elects a Secretary General,
but that official’s only formal duties are to preside over
sessions of the Assembly and decide tie votes. In reality, the
Secretary General has considerable-informal authority and is
also in charge of an increasingly professional administrative
and planning staff.
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There are currently 192 representatives in the Assembly,
and they are elected on the basis of one representative per
10 million population on a world, but never less than one
representative per world. The provision that each world
have at least one representative is the source of somefriction
between the the high-population worlds and the lower
ones, and the admission of Helios as a full member was the
subject of a particularly stormy debate.

The Assembly has no authority over affairs on the member
worlds, and instead only controls the central resources of the
Coalition and sets overall policy to coordinate the off-world
operations of the member states. Action is taken through
four agencies.
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Reformation Coalition Exploratory Service: Often called
simply “the Service,” the RCES is the largest and most
diverse agency of the Coalition. It undertakes deep explora-
tion and covert intelligence-gathering missions, plans and
executes raids and military operations (using navy and
Marine assets), coordinates free-lance operations toward
the same end, and provides an information clearinghouse
for missions undertaken by member worlds.

Reformation Coalition Marine Corps: Asmall, elite body

of experienced combat troops who form the core of many
key Coalition raiding forces. The RCMC also serves as a
clearinghouse for information on hostile equipment and
tactics and runs frequent training courses for the raiding
forces of the member worlds. Should the need arise to
rapidly expand the conventional combatant forces, the
RCMC would form the training and leadership cadre. As a
result, its personnel are considered too valuable to risk on
anything other than the most important missions.

Oriflamme
*Nike Nimbus

40,000,000

s

Reformation Coalition Navy: While the RCES controls a
variety of starships, many of them converted to military use,
the RCN controls a small but growing number of purpose-
built naval combatant starships, principal among them
being the Aurora-class clippers currently in Coalition service.
(While the Auroras are currently limited to Coalition owner-
ship, there is a growing sentiment that these highly capable
vessels should be made available for ownership by individual
member worlds.) Although these ships invariably come
under RCES operational control when used in raiding mis-
sions, RCN retains responsibility for deep-space combat.

Reformation Coalition Service Administration: Also called
“the Bureaucracy,” the RCSA provides planning and adminis-
trative staff support on Aubaine for all Coalition activities. It also
provides personnel to man the various support installations
and bases throughout the Coalition and on various bootstrap
operations. As more worlds come under Coalition control, this
agency will grow in size and importance.

Centrist
Federalis
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None of this makes any sense. We keep going back out there, fighting, dying, losing friends, all so we can topple these tin-pot
dictators that have guns where their brains should be. Okay. | knew what | was doing when | signed on. | can handle that.

But afterwards, what do we come back to? Open your eyes, Bongo. Look around. Almost half the delegates to the Assembly
are from F-tech constituencies. Some of the real right-wingers are talking constitutional convention, giving the Coalition a strong

central government, and guess what the structure would be?

Wealth and power based on limited technological assets concentrated in private hands. Personal loyalty pledges to the wise
and generous rulers. Goodies doled out to the faithful workers. Feudal technocracy? Come on, who's kidding who? Out in the Wilds
we call ‘em TEDs, and | tell you, Bongo, they don’t look much different to me back here.

You can talk all you want to about local self-determination. | tell you this: If they start pushing hard for a new constitution, |
say all bets are off. | say garbage stinks no matter where you find it, out in the Wilds or back here in CS.

I say we’re due for a little house cleaning.

The Politics of Coalition

The Reformation Coalition is held together as much by acommon
purpose as by its Charter of Confederation. Lacking strong police
powers, itwould be difficultto enforce its will on the memberworlds.
Only a strong commitment to a common goal, and a dedication to
peaceful political institutions, prevents the Coalition from fragment-
ing. Nevertheless, there is considerable internal friction.

Centrists and Federalists: The main political division in the
Coalition is between the Centrists and the Federalists. Centrists
believe in a much stronger central government than the Coalition
currently has. As a side issue, most Centrists also advocate feudal
technocracy as a superior means of social organization. Federalists
advocate allowing worlds to find their own form of social organiza-
tion, with a minimum of interference from the Coalition. Each of
these major blocs is further divided into a number of smaller parties
and interest groups, although by their very nature the Federalists
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tend to be more fragmented.

The current Assembly is split almost evenly between Centrists and
Federalists. There are slightly more Federalist delegates, but the
greater unity of the Centrist bloc gives them equivalent, and
sometimes superior, political leverage. However, they do not have
the votes to muster the two-thirds majority necessary for a constitu-
tional revision.

Oriflamme is the principal center of Centrist sentiment, while
Aubaine leads the Federalist bloc. Naturally, it is easy to find many
individuals on both worlds who hold the opposite view, or any of a
variety of other views. Nevertheless, what usually places a world in
onecamp or anotheris its form of government. Oriflamme and most
of the worlds aligned with it are feudal technocracies, while most
Federalist worlds enjoy some other form of government.

The Centrists, led by Oriflamme, advocate astrong central govern-
ment and reorganization of much of the Coalition along the lines of
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a feudal technocracy. Technology is scarce, they argue, and the
Coalition is very weak in terms of numbers of people and industrial
production. Only aruthlessly efficient organization and utilization of
scarce resources can enable the Coalition to keep expanding.

TheFederalists argue instead for a deliberately dispersed approach
to expansion. The situation is too complex and uncertain, they
argue, for rigid central control and massing of assets behind a few
select approaches. Better to try dozens of different paths and see
which ones generate the most success. Theloosely controlled market
mechanism of the auction system, they argue, will automatically
channel resources into the hands that are most efficient at using
them. Central control, in other words, does not necessarily mean
greater efficiency, particularly in the long run.

There is an emotional component to the argument, as well. For
many Federalists, the feudal technocrats are too reminiscent of the
old Imperial nobility, in both their aims and their attitudes. Centrists,
in turn, find that characterization insulting, and view Federalists as
starry-eyed idealists in contrast to their own self-image as pragmatic
realists. The Centrist-Federalist struggle has a variety of manifesta-
tions, not all of which are what would be expected.

The Ship Bill: The orbital shipyard above Aubaine is among the
most valuable assets the Coalition possesses. Given the overall
shortage of starships, and the near-total lack of modern warships, it
would be unthinkable to let the shipyard ever stand idle. It is a
constant beehive of activity, and the largest slips are filled with the
new clippers in various states of completion.

Construction cannot continue without funds, however. Capital to
finance the ships has to be raised. Given the other demands on
Coalition revenue, particularly with respect to the various ongoing
bootstrap operations, RCES cannot afford to purchase all of these
ships. Several senior technocrats representing Oriflamme have lo-
callyraised the funds to complete the construction, however, and are
prepared to purchase the vessels upon completion.

Many Federalists are concerned that concentrating this many new
ships in Oriflamme control will lead to a spiral of increasing wealth
and technological strength in the hands of a limited number of
technocrats. As a result, Aubani delegates have introduced the Ship
Bill in the Assembly, which proposes a surcharge on proceeds of
Auction to fund the ships and place them under RCES control. The
surcharge would be a loan, not a tax, and would be paid back over
time with interest out of revenue generated by the vessels.

Thebillis stalled in committee, and the line-up of votes is confused
and complicated. Most Centrists support the bill in principle, as it
represents a strengthening of the central authority, but Oriflamme
opposes it, for reasons already covered. Federalists, likewise, are
concerned with the short-run problem of Oriflamme power, but also
fear that this bill may resultin a continuous and irreversible escalation
of central authority. As a result, the traditional political blocs are
confused and divided among themselves over the issue.

The Schalli: Although the Schalli form of government is clearly a
feudal technocracy, they are solidly aligned with the Federalist bloc,
for several reasons.

Schalli government is based on a an elaboration of the earlier tribal
organization around strong leaders, adapted to the environment of
Schall and the scarcity of technological devices. It works for the
Schalli, but they have no illusion that their experiences or needs are
universalizable.

Beyond that, the Schalli have a very strong bond to Aubaine. A
substantial majority of the Schalli racial population now lives on Aubaine,
and they have a growing tradition of mutual aid with the Aubani.

But the Schalli suffer from a serious internal political division of
their own. The split between Modernists and Traditionalists (see the
background section on the Schalli), while unlikely to becomeviolent,
is deeply distressing to most members of the race, and weakens the
Schalli voice in Coalition-wide affairs.

The Humanist Right: A handful of extreme right-wing “Human-
ist” parties, usually aligned with the antisubinfeudationists (see
below), favor reducing or eliminating altogether the Schalli franchise
(right to vote), on the grounds that they are not well adapted to
starfaring. Some elements of old-style Solomani supremacistdogma
can be found in their platforms as well.

This would, of course, immediately eliminate over 60 assembly
seats, all of them Federalist, and guarantee a Centrist-dominated
Coalition. Although most senior Centrist politicians are unwilling to
embrace this position, the political capital to be gained from it is so
appealing thatfewhave repudiatedit, either. Instead, most advocate
“further study” of the issue, in the interests of a free and open
exchange of ideas.

Reapportionment: Oriflamme has steadily pushed for reappor-
tionment of the Assembly based solely on population. Low popu-
lation worlds would, under the Oriflamme scheme, be included in
an Assembly district on a neighboring world. (Helios, for example,
would become part of Oriflamme’s 73rd Assembly District.) Fed-
eralists oppose the Oriflamme plan on pragmatic as well as
theoretical grounds. A world has unique needs and perspectives
and so deserves a separate voice, regardless of how small the
population. Also, most smaller worlds tend to be Federalist in
sympathy and a reapportionment would dramatically erode Fed-
eralist strength in the Assembly.

Nevertheless, Oriflamme has a powerful argument when it points
out that each citizen of Helios has a voice in Assembly roughly
equivalent to that of the combined voice of 14,300 citizens of
Oriflamme.

Antisubinfeudationists: The Antisubinfeudationists are a radical
party generally aligned with the Centrist bloc. They are not only in
favor of adoption of a feudal technocracy form of government, but
are also proponents’ of strict “antisubinfeudation” laws, which
would prevent feudal holdings from being divided among employ-
ees and retainers. The effect of such laws is to freeze concentration
of assets in the hands of a few “technarchs.”

The New Worlds: The sorts of government types allowed to enter
the Coalition as member worlds will have a dramatic effect on its
long-term political makeup. Oriflamme has been pushing hard to
allow technologically elevated dictatorships to apply for entry as
members after making sufficient reforms to qualify as feudal tech-
nocracies. Aubaine and the other Federalist worlds have consistently
held out for more representative forms of government among new
member states. This issue is unresolved at present, and has the
potential for being the most explosive and divisive of all of them in
the long run.

The Resistance: Oriflamme’s internal politics are complicated by
averysmall, butsteadily growing, resistance movement. Apparently
built around a handful of Marines who have returned from raiding
duty and whose sentiments have become strongly antifeudal, the
Resistance has so far confined itself to acts of sabotage against
government installations and no lives have been lost to date.
Nevertheless, thereis considerable interest throughout the Coalition
in how Oriflamme will cope with this new challenge to its form of
government, aswell aswidespread (but largely unspoken) sympathy
with at least the principles, if not the means, of the rebels.
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PERSONALITIES

This section provides a brief personality sketch and summary of
attitudes of “typical” people from the seven Coalition worlds with
the largest human populations. This includes all worlds with 1%
or more of the total human population of the Coalition, and
together they include 98% of all humans living in Coalition
Space.

Each section begins with a quotation by a member of one of
these worlds that highlights that world’s unique outlook. After
this are sections detailing how inhabitants of that world typically
view the Coalition itself, other major member worlds, and finally,
the aliens in the Coalition: Schalli, Hivers, and Ithklur. These
sections are written from the point of view of the inhabitants of
these worlds, and reveal as much by the tone of their underlying
assumptions and prejudices as they do by what they actually
explain.

These profiles serve both to give players some hints as to world-
views of their characters (if they come from one of these worlds),
and help referees roleplay various Coalition NPCs encountered
during adventures. Players may wish to pick a personality sketch
they are comfortable with and use it as a homeworld, after
embellishing the personality, of course. Always remember, though,
that archetypes such as these are only rough stereotypes, and
there is tremendous diversity of views in any culture.

Attribute modifiers listed below are not unique to these worlds, but
are simply the standard homeworld modifiers from TNE, page 19.

The Aubani

When | was growing up,
there were dozens of places
on theislandwhere you could
stand and see nothing but
water in almost every direc-
tion, all the way from hori-
zon to horizon. At night,
where the water stopped, the
sky and stars took over,
stretching as far as you could
see, from horizon to horizon,
back again to the limitless
sea. Star-filled sky and end-
less sea. Both of them beautiful. Both of them in turn tranquil and
deadly hostile.

Most of the opponents of the Aubani (and many of our friends)
think of us as arrogant. Nothing could be further from the truth.
Nothing is as humbling as looking in every direction and seeing
nothing but sea and sky and stars. Only the Aubani understand,
on a basic elemental level, how truly tiny the Coalition is and how
truly alone we all are. Anyone can read a map, but this sort of
solitude and isolation, this estrangement from an environment
that you are simultaneously drawn to, is uniquely part of the
spiritual makeup of every Aubani human.

The Coalition: There is a natural rhythm to things, a cycle as
certainandasirresistible as the tides. The Coalitionisriding aflood
tide right now, and has to extract every millimeter of advantage
from it today, while it is running. Tomorrow may be too late;
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tomorrow the tide may begin to ebb. Most of the Coalition looks
to usforleadership, and that makes it our responsibility to provide
it, as wisely as we know how. It isn’t easy holding a coalition
together that seems ready to open fire on itself half the time, but
it's our job to do it, and not Oriflamme’s way—in that direction
lies nothing but violence and ruin in the long run.

Other Members: The Oriflammen political leadership, the
“technarchs,” are extremely dangerous. With a whole spiral arm
of the galaxy shattered by the stupidity and greed of emperors
and dukes and princes, the Oriflammen technarchs are still
scrambling to see who can be first to tack a title onto his or her
name. As to the rest of Oriflammen society, there’s a hard streak
in it that’s tough to reconcile with the sort of future we want to
build. Fijans and Balduri generally line up behind the Oriflammen.

Nimbans are our closest allies in the Coalition, although they
are inclined to knuckle under to Orifammen pressure. The
Luhtalans are also generally on our side, but don’t have any sense
of finesse, and so often provoke fights over side issues that aren’t
that important anyway. We all thought the Spiri would be allies
as well, and in some respects they are. But it's impossible to tell
which side they’ll end up on with any issue until it comes up and
they explain their position. Their explanations make sense—sort
of—but usually not in any way you’d have come up with on your
own.

Aliens: The Schalli are at least as intelligent as any human, and
deserve their membership in the Coalition. Helping them find
their way to the stars they’ve looked at and loved for centuries is
one of the most exciting and rewarding parts of Coalition work.

The Hivers are extraordinary, and there’s much to learn from
them beyond simply science and technology. They are secure in
their own culture, farsighted, and tolerant, qualities we could all
stand a bit more of.

The Ithklur are good soldiers, and a lot more disciplined than
Oriflammen Marines.

Attributes: Aubani characters add 1 to Education due to their
homeworld effects (Average Stellar).

The Balduri

Always remember: Life
hangs by a thread. No indi-
vidual, no culture, no species
is guaranteed anything. Lifeis
a continual struggle for sur-
vival, and the odds are always
stacked against you. In the
end, the only thing that sepa-
rates the living from the dead
is strength of will.

We Balduri survived when
78 thousands of worlds just
winked out of existence be-
cause our ancestors never gave up. A hundred feet below the surface
of the ocean, with no power, with tonnes of water pouring in the
crippled oxygenators, in total darkness with the water level rising up
past their waists, they kept rewiring circuits, cranking generators,
shoring bulkheads, working the manual pumps. They never gave up.

And because they never gave up, you and | are here today.




Hard work, dedication, and—above all else—self-discipline, are
the keys to survival. Always expect things to get worse, because then
you will never be surprised. Always have a plan ready for any
eventuality. No matter what the situation, no matter how hopeless
it appears, there are always options, always alternatives.

Never give up.

The Coalition: This isn’t the Dawn League anymore, and it’s
time the starry-eyed idealists put away the last of their illusions.
The sickness that’s infected most of charted space can’t just be
wished away. It will take decades of unflagging, disciplined,
methodical struggle and sacrifice. It's time toface up to what that
means for the Coalition and to put our house in order.

Other Members: The Oriflammen see the need for concerted,
directed struggle, and they are our closest allies, but there is an
edge to some of them that strays past strength toward cruelty.
Fijans understand the needfor discipline, but they believe that the
universe is orderly. The truth is that the universe is nothing but
screaming chaos, and the only order is what we impose. The
Aubani are too slick for the work that’s ahead of us; they’re great
at politics and manipulating people, but there are a couple
thousand worlds out there that aren’t going to be impressed with
Aubani speeches. Nimbans are too soft, too inclined to think
when they should act, and most Luhtalans are just a waste of
space. As to the Spiri, who can even understand them?

Aliens: The Hivers help us, but only for their own reasons. They
send us afew teachersand a couple boxes of spare partsand want
us to go out and fight the war they don’t have the guts for. Their
Ithklur Marines are different—tough fighters who deserve better
leaders. The Schalli are so differentfrom humans that you can’tjudge
them with the same standards, but they are honestand serious about
their work, two qualities that mean you can depend on them.

Attributes: Balduri characters subtract 1 from Constitution
and add 1 each to Strength and Education due to their home-
world effects (1.5 G, Early Stellar).

The Fijans

Anorderly, disciplined mind
applied to the solution of a
problem becomes an irresist-
ible force.

At a time when most of
human-settled space was
plunged into screaming hor-
ror and chaos, Fija alone re-
mained calmand approached
the disaster carefully and de-
liberately. There was virtually
no panic on the planet, no
riots, and no need for “emer-
gency police action” (a euphemism for mass detentions and sum-
mary executions, parts of their histories most member worlds would
like to forget). Fija avoided all of that by careful planning and
organization, and meticulous attention to detail. The best plan in the
world will come unraveled if the details aren’t tended to.

This is a lesson that most of the other member worlds could profit
from studying.

The Coalition: We were a charter member of the Dawn
League, and one of the first to advocate formation of the
Reformation Coalition. The Coalition is a step in the right
direction, but it still hasn’t gone far enough. Too much is left to
chance, too much isimprovised along the way. So far we've been
lucky, but we can’t just count on muddling through forever. The
Coalition has to get organized, has to discipline itself.

Other Members: Most Luhtalans are hopeless scatterbrains.
Neither the Aubani nor the Oriflammen have enough of the
orderly and meticulous attention to detail needed for real leader-
ship, although the Oriflammen are much better in that area.
Nimbans are better than either of these, and think a problem
through before dashing in. The Balduri are also careful planners,
but of all the member races, the Spiri are the most thoughtful and
deliberate, and we share common ground with them on many
issues.The Spiri appear to have a completely different approach
to life than we do, but do not be fooled: that is largely a matter
of style, not substance.

Aliens: The Schalli are an extremely interesting race, with
admirably ordered minds. The Hivers are good at laying long-
range plans, but when actually involved in the execution of an
operation they are too easily distracted. They seem to have
vision, but lack concentration. The Ithklur act as if they just
passively carry out Hiver orders, but something doesn’t ring
true there. Few Hivers have a head for small unit tactics, but
Ithklur operations, despite theirintense violence, have a crystal-
line perfection of structure and execution, and are often nearly
bloodless (at least for the Ithklur participants). Behind the
bovine pretense, there are some very cold, analytical minds that
can carefully think through a problem and plan accordingly.
This race merits further study.

Attributes: Fijan characters subtract 1 each from Strength and
Constitution and add 1 to Education due to their homeworld
effects (0.45G, Early Stellar).

The Luhtalans

Therewas a time when our
Luhtalan ancestors were con-
cerned solely with frivolous
pursuits, but this is a New
Era, and we’ve become new
people to deal with it. Too
many other people have only
reacted, insteadofadapted,
to the changing times. In-
stead of the nice, homoge-
neous culture that once filled
charted space, there are now
thousands of bizarre, mystic,

crackpot societies.

Who better to understand them than the descendants of a
bunch of bizarre, mystic crackpots?

So although we‘ve adapted to the needs of a new era, we always
try to keep in touch with our anarchic roots. Most of us affect wild
fashions of clothing and personal decoration (large body tattoos
have becomes especially popular lately), partially because it pro-
vides an outlet for the wilder side of our natures, but also as a
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reminder that the universe is a study in diversity, and has to be
approached with a constantly open mind.

Of course, many members of the Coalition are clueless in that
respect and cannot see anything past the way a person dresses.

The Coalition: The diversity of the Coalition is all the proof any
thinking person needs to understand thata loose federationis the
only way to go. The Centrists are so insecure in their convictions
that the only way they can find peace of mind is to try to make
everyone look and behave exactly like they do, at gunpoint if
necessary.

Other Members: The Nimbans are thoughtful and can appre-
ciate different ways of solving a problem. They are our closest
allies in the Coalition. The Aubani are real leaders, have genuine
vision, but sometimes they get so wrapped up with Coalition
politics and cutting deals that they lose sight of the big picture.
Most Centrists are close-minded, unimaginative blockheads, but
the Oriflammen have a wild streak that makes them interesting;
it shows that there’s some hope for them yet. The Spiri are our
spiritual brothers. The true solutions to the problems mankind
faces may rest with the ancient customs and practices of this race
of thinkers and philosophers.

Aliens: The Hivers are a fascinating race, and prove that you
don’t need to be an upright biped to have the quality we call
“humanity.” Their Ithklur bodyguards, on the other hand, might
as well be robots. Luhtalans hold the Schalli in great admiration
for their beauty and grace. Recordings of Schalli group songs are
very popular on Lucifer, and many of us have begun taking
vacations (“pilgrimages,” some say) to Schall to swim with them.
(Aubaine is too cluttered with people and the Coalition govern-
ment apparatus to allow visiting with the Schalli in their natural
state on that world.)

Attributes: Luhtalan characters subtract 1 from Constitution
(Tainted atmosphere).

The Nimbans
Proportionally, Hite (now
called Nike Nimbus) suffered
as many casualties as any
member of the Coadlition. No-
body has a right to lecture us

sacrifice; our people have been
there.

Andwhydidallthose people
die? Why was there such uni-
versal suffering? Because soci-
ety stopped working, and it
stopped working when every-
one started paying more attention to what made them different from
their neighborthan what they had in commonwith them. That's why
it’s so important for the Coadlition to work, and that’s why it’s so
maddening to see the member worlds squabbling with each other
over petty procedural issues.

Certainly there are real differences between the member worlds.
But how important are those when you compare them to the
differences between the Coalition and the worlds out in the Wilds?
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about loss, or suffering, or -

The member worlds have to refocus on what they have in common
and get down to the job facing us all. The Oriflammen aren’t the
enemy. The Aubani aren’t the enemy. The enemy is out there, on
a thousand worlds, and it’s time people remembered that.

The Coalition: Although there are deep differences between
some of the factions, it is terribly important that the Coalition
stay together. The loose federation seems a better way to
integrate worlds into the Coalition in the long run, and so
Nimbus generally supports that side. But there’s hardly any
issue worth splitting the Coalition over, and Nimbans are more
concerned with securing working compromises between the
two camps than in seeing one side or the other win a victory
that may drive half the worlds out.

Other Members: All of the members have experienced their
own forms of trauma from the Collapse, and all of them have
been shaped by it. Underneath their differences, all of them are
good, simple people trying to find their way out of the darkness.

Aliens: Most of the Schalli that you run into are with Aubani,
and there seems to be a special bond there. The Hivers are
difficult to know well, but their actions are unambiguously
beneficial. This world was shattered by the Final War, and it has
only been with Hiver assistance that the rebuilding has really
gained momentum.

Attributes: Nimban characters subtract 1 from Constitution
and add 1 to Education due to their homeworld effects (T ainted
atmosphere, Early Stellar).

The Oriflammen

When | was growing up, |
used to follow the plow my
father and uncle pulled
through the field and my job
was to pick up the bones that
" its blade turned up. Every

| spring with the thaw, new
bones would come up in the
fields and meadows andyards,
w pushed up by the frost heave.
" It’s one thing to read in a

P book that over 6 billion people
diedon theplanet in the space
of a few years, without enough survivors left to even bury most of
them. It’s something entirely different for your first clear memory of
childhood to be of a game played with skulls.

What did all those billions of people do to bring on their deaths?
Nothing. One day they were dumb and happy, the next day someone
was throwing dirt in their faces. Life is tough.

Deal with it.

The Coalition: Most other member worlds insist on being
treated as “equals,” when Oriflamme provides most of the bone
and muscle of the Coalition. Oriflamme practically is the Coali-
tion. Over two-thirds of the Coalition’s human population lives
here on Oriflamme, and most of the others are afraid of us.
Paranoid might be a better word. No one in their right mind
would have given 700 people on Helios afull vote in the Assembly



if it wasn’t for the fact that they knew the vote would always be
cast against Oriflamme.

The Aubani are constantly lobbying for more restrictions on
engagement rules by raiding forces, while at the same time
arguing for a broader AO. They make all these great speeches
about the tough struggle ahead of us, and then send our soldiers
out there and say, “But remember, boys and girls, be nice!”

The Coalition needs more realistic leadership, and it needs it
fast.

Other Members: The Aubani are our main adversaries, and
they have managed to turn much of the Coalition against us.
They are skilled manipulators, just like their Hiver mentors, and
their policies are dangerous. The Nimbans generally tag along
with them, but they don’t have the stomach for a confrontation
andtend to cave in when things getheated. Luhtalans also usually
side against us, but they have so much entertainment value it's
hard to get really angry at them. The Spiri aren’t a space-faring
culture and don’t seem to want to be. They shouldn’t even be
members and wouldn’t have been if the Aubani hadn’t thought
they could count on their votes. As it’s turned out, nobody can
count on their votes. Not many people can even figure out what
they’re talking about. The Fijans and Balduri are good, solid
people, even if the Fijans tend to be a bit dull and the Balduri have
their bolts screwed in a little tight.

Aliens: The Schalli are intelligent, but they aren’t human, and
they aren’t even happy trying to ape humans. Over 80% of
Aubaine’s population is Schalli but only about a quarter of its
Assembly representatives are. What does that tell you? The Hivers
always have a master plan of some sort, but they won't say what
it does or where it's going. Instead, we keep getting little
installments of it and little peeks at what it will do, and somehow
the best facilities always end up on Aubaine and somehow
Oriflamme always gets screwed. We’ve gotten about everything
useful from the Hiverswe're likely to get. Maybe its time they took
a hike, and took their ugly lizard bodyguards with them.

Attributes: Oriflammen characters subtract 1 from Constitu-
tion and add 1 to Education due to their homeworld effects
(Tainted atmosphere, Early Stellar).

The Spiri

While most of humankind
devoted its energies to per-
fecting its tools, we devoted
our energies to perfecting our
minds andspirits. Humankind
raised the state of its tools to
such a level of perfection that
they turned on them and
nearly destroyed them, while
\ the Spiriremaineduntouched.
Now the Coalition worlds have
-~ asked us to join them in re-
- " building the shattered domain
of man. This is good work, noble work, worthy of whatever help we
can lend.

Those of us who help will have to leam the use of their tools and
their technology, because the contributions they expect are of a

material nature. But our true value to the Codlition is in our
understanding of the difference between tool and craftsman. Even
this soon after the Collapse, the people of the Coalition again risk
becoming slaves to their tools. Our role is to remind them that they
are the masters of their tools, and to show them the way past their
spiritual confusion.

The Coalition and its Members: Very few of the member
worlds have the spiritual clarity to remain focused on the impor-
tant issues. As a result, they are easily distracted and begin
fighting among themselves.

This is particularly true of the Oriflammen, who carry so much
inner pain that they hide it behind a false front of insensitivity,
combativeness, even cruelty. They will never be able to face their
future with a clear mind until they stare down their own personal
nightmares.

The Aubani see fartherahead and with more clarity than most
of the others, but apparently, like their Hiver mentors, they do
not completely trust the judgment of their fellows, and so
sometimes rely on political maneuvers and manipulation in
place of honest counsel. There is a very great danger here, as
deception is a drug that dulls the user’s judgment, and so
eventually leads to ruin.

The Luhtalans and the Fijans are opposites, and neither has the
balance necessary for clear thinking. The Luhtalans talk about
spiritual qualities, but do not understand that these qualities
cannot be obtained by simple talk. They lack the persistence and
gravity of spirit necessary for true growth. The Fijans, on the other
hand, deny their own humanity, and so sacrifice their greatest
strength.

The Nimbans and Balduri are the most mature of the member
societies, although neither recognizes how very close they are
spiritually to each other. Both people are thoughtful, and en-
dowed with more than a little wisdom, but both are limited by
their fears. Only by breaking free of their fears will they be able to
realize their potential.

Aliens: The Schalli are lost, and in great spiritual danger. All of
them sense this, but none of them know where to even begin to
seek an answer, so for now they drift with the currents of the
Coalition. Wherever they will find their answer, it will have to be
on their own.

Most of the Coalition worlds believe they understand the
Hivers. They are completely mistaken. They have come to this
supposed understanding only by imposing some analogy of
human behavior or motivation on the Hivers. These attempts at
rationalizing Hiver behavior demonstrate only how little humans
really understand about them, and are fruitless exercises. The
Hivers must simply be accepted at face value as a force in the
universe; they cannot be understood in even the simplest terms
by any human being.

The Ithklur are a completely different story. They are the
deepest and most spiritually mature of all the races in Coalition
space, including humans. Only the Ithklur understand their place
in the cosmos, and do so with an assurance and a simplicity that
is stunning in its clarity of vision.

Attributes: Subtract 2 from Education (Tainted atmosphere,

Pre-Industrial).



We had tremendous difficulty in decoding the Schalli language at first, and in fact there were many who disputed whether or
not it constituted a formal language at all. The Schalli were anxious to communicate, however. Driven might be a better word. They
had the physical capability to duplicate most sounds used in Anglic, and so soon we had aworking basis for verbal communication.

Our first two subjects were SEEeekee Deepdiver and oooEEka Fisher. (Since most family names are descriptive of a trade or
behavior, I've adopted the convention of translating those names into Anglic, while I've left given names in as close to the original
Schalli as possible.) Both were bright and curious, but SEEeekee was an older male, with a tendency to become impatient or grumpy,
while oooEEka, a young female, was both more patient and open-minded.

Fairly early on in our exchanges, SEEeekee asked me the first of many tough questions: “Where from?”

Where indeed? How to explain space travel to a pre-technological ocean-dweller? We had to develop some new vocabulary along
the way (“star” for “night sky light,” etc.), but he followed the explanation fairly well. When | finished he said, “Show star.” | said,
“You can't see it from here.” SEEeekee made a rude noise through his blow-hole, tumed, and swam very slowly away, behavior
I had come to recognize as a very
great insult.

The next morning, oooEEka came
but SEEeekee was nowhere in sight.
When | asked oooEEka where he
was, she colored slightly and drifted
slowly back and forth in the water,
both signs ofembarrassment. What
I finally drew out of her was that
SEEeekee wasn’t coming back to
talk anymore, because itwas awaste
oftime to chatterwith “liars,” which
of course meant me. Clearly, he ' \
didn’t believe my story, but | sensed / o ASET S %
that SEEeekee was very influential i '
and would be a vital ally in estab-
lishing broader contact with the
Schalli. How to convince him?

1 began by asking if oooEEka be-
lieved me. More skin coloration and
aimless sideways movement. “Very
difficult, ” was her diplomatic reply.
| said that | knew that it must be
difficult for them to believe that
someone had come from another
world, but asked her to consider
where on this world | could have
come from.

“Can believe from other world,”
shereplied. “Impossible believe from
star.”

“Why?” | asked.

“Too hot,” she answered.

I sat down, hard, by the tidal pool. SEEeekee hadn't balked at interstellar travel; he had simple refused to believe that | lived on
the surface of a star! Over the course of the next two hours, | received a real education in the danger of underestimating “primitive”
cultures. Although the Schalli had no machinery, they had excellent eyes and brains. Their knowledge of astronomy was as good
as you could get with the naked eye, and they had a solid grasp of cosmology. They could see the stars, and used them to navigate
at night, just as our own ancient ancestors did. Given the lack of landmarks on the ocean surface, they had a much greater need
for knowledge of them than we ever had. They also had a curiosity as to how things worked and an unbelievable facility at
mathematics, all done in their heads of course.

| think that that moming was when | started thinking of them as a race of navigators.

—Dr. Sarah Covington

The Schalli Navigators: A Personal Memoir
Reformation Coalition Printing Office, NE 1
Original edition: Oxford University Press, 1103
(suppressed 1104)
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The Schalli

The only sentient race in the Coalition besides humans are
the Schalli. There are about 6 million Schalli on Schall and
about 650 million on Aubaine, which is the true Schalli
homeworld. During the Third Imperium, large numbers of
Schalliwere captured from the oceans on Vras (as Aubaine was
then called) and transported to Schall for isolated study. The
results of the study concluded (as had been suspected), that the
Schalli were highly intelligent, but these findings were suppressed
out of concern for complication of property and mineral rights on
Vras. (There were large and very lucrative private mining opera-
tions on Vras owned by several powerful noble families.)

Dr. Sarah Covington, who had been instrumentalin proving
Schalli sentience, managed to have her findings published
anyway by adopting the fiction that the Schalli were native to
the planet Schall (hence the name she used), thus sneaking the
book past Imperial censors. Once that fiction was pierced (in
amatter of months), the book was suppressed and Covington
was imprisoned for violating Imperial security statutes.

After the Collapse, issues of ownership by probably dead
nobles receded in importance while the question of survival
loomed larger. The Schalli of Vras were instrumental in helping
the struggling human population, swollen by refugees from
nearby worlds, to survive. Covington’s conclusions had been
informally shared by many people on Vras (Aubaine) anyway,
and by the time the Hivers contacted the world, the humans
and Schalli were its corporate joint-custodians.

PHYSIQUE
The Schalli are marine animals with a unique lung/gill system
that allows them to breath both air and water. They are

historic polar ice caps of Vras (Aubaine) melted and inundated
most of the land surfaces. Schalli typically mass about one and
a half to two times what an average human does. Their torso
and tail muscles are extremely strong and they are capable of
extraordinary feats of physical endurance.

While theirfour grasping and manipulating appendages are
extremely dexterous, they are not nearly as strong as the
human hand and arm. Since most feats of strength on dryland
require grasping and lifting or pulling, the Schalli’s great
strength is not very useful out of its native environment, and
they are in fact nearly helpless out of water without some
means of mechanical conveyance.

While some small grav-lifted work platforms (called
“gravplats”) have been built, and are highly prized by the
Schalli, their expense precludes widespread use. Instead the
most common personal conveyance is the “roller,” a battery-
powered wheeled cart similar to a human wheelchair.

As Schalli are air-breathers, they do not require any special
life support system out of the water, but their skin is extremely
sensitive to drying. Rollers always have water in the lower tank
and a small hand-operated “mister” (usually a spray attach-
ment on a hose connected to the roller’s water reservoir) that
the occupant can use to moisten his or her skin.

A variety of other suits are used when operating in hostile
environments (which for Schalli include deserts), but due to their
expense they are only rarely encountered. For combat specialists,
or technicians who have to accompany combat missions, the
Aubani have developed and recently have begun to manufacture
abattledressvariantfor Schalli users. At this point, these are virtually
assembled by hand and so are extremely rare. There is no price
listed for them (they are not for sale to private individuals), and are
issued on an as-needed (and as-available) basis.
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SOCIETY

Traditional Schalli society was tribal in
nature, centered on groups of extended
families that led a nomadic existence in the
World-Ocean of Vras (Aubaine). Central to
Schalli culture was (and still is) choral sing-
ing. Serving originally as danger warnings,
hunt coordination, and claims of territorial-
ity, Schalli group singing has evolved into a
sophisticated means of artistic expression.
Schalli group songs carry for hundreds of
kilometers underwater and are in large part
responsible for the remarkable cultural ho-
mogeneity of arace lacking any other means
of mass communication.

Perhaps because of the importance of
group singing to their culture, Schalli are .
very gregarious. While individuals have no
difficulty interacting with human society,
prolonged absence from family and friends
tends to bring on depression, and there isin
any eventamelancholy streak in most Schalli

personalities.

The average Schalli has only limited interaction with hu-
mans, due to the difficulty associated with moving out of the
water. Since the prosthetics needed for dry land operation are
expensive and rare, only the brightest Schalli students are
chosen for “dry study” at the Hiver technical academy on
Aubaine. Competition for these positions is intense. Schalli
tend to be very good at mathematics and as a result they excel
at navigation and astrogation, and seem to also have an
instinctive grasp of computer operations. Some of the best
astrogators and all of the best “Virus Busters” in RCES service
are Schalli.

Most Schalli on Aubaine are engaged in aquatic pursuits,
primarily agricultural in nature. Most of the sea farming on
Aubaine is done by the Schalli, including algae farming (the
product of which is exclusively consumed by humans—Schalli
are carnivores). This makes it harder to integrate the Schalli
completely into Coalition society.

One nonagricultural area in which Schalli excel in is sub-
aquatic construction. They are not only much more physi-
cally capable underwater than a human, their native grasp
of mathematics makes them excellent engineers. Not only
has this aided Aubaine in developing underwater habitats
for part of its human population, it has also provided
employment for several thousand Schalli engineers and
construction workers on Baldur, where initial friction with
the locals has given way to cooperation and mutual respect.
(Ironically, it has also meant that the Baldur Assembly
representatives, opposed to the Schalli Federalists on most
issues, have become the most outspoken critics of the
Humanist Right in the Assembly, and have publicly criticized
the Oriflamme delegation for its unwillingness to repudiate
the movement.)
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THE TRADITIONAUSTS

The melancholy verses of EEkamon Swift's Reflected Light Cyde
explore a major theme in Schalli society—the longing for simpler,
more primitive times, the “Old Times.” As Aubaine becomesbusier
as the hub of Coalition activities, the planet faces familiar environ-
mental problems. Also, many new arrivals on Aubaine from off-
world are not as attuned to Schalli psychology as are native Aubani,
and although elected officials tend to be fairly responsible, young
administrative assistantsto Assembly Representatives are notorious
for their insensitivity and attitude of self-importance.

Recreational power boating, once all but unknown on the
planet, has become a major issue among the Schalli, due
largely to the noise pollution is causes. Other activities cause
noise pollution as well, but the Schalli view power boating as
a particularly frivolous source. Noise pollution is so important
to the Schalli due to its interference with long-distance group
singing. In the short run, drowning out the songs of distant
Schalli makes those living near human settlements feel iso-
lated, even estranged, from their own folk. In the long run, a
permanent reduction in the ability of the Schalli to project
group songs over long distances could seriously degrade the
cohesiveness of their society.

While leaders of both species attempt to solve these prob-
lems, a growing number of Schalli have become Traditional-
ists, members of an ascetic movement which eschews contact
with humans and technology altogether, and has returned to
a nomadic life-style in the deep ocean basins. Among a few
radicals, it has developed into a strong anti-technological and
anti-human movement, but there have been no instances of
violence against humans by Traditionalists as of yet.

Since the Traditionalist movement strikes at the very heart of
Schalli membership in the Coalition, and calls into question



even the suitability of the race for membership in a space-
faring culture, it is a source of considerable anguish by the
“modernists” who are the vast majority in Schalli society.

SCHALLI TEMPLATE NPCS
These templates show examples of three of the most
common Schalli occupations found off of Aubaine or Schall.

Astrogator

The Schalli pride themselves on being arace of “navigators,”
and with their natural love of astronomy and the stars, and
their affinity for mathematics, there is no higher calling for a
Schallithan to be a starship astrogator, responsible for piloting
aship between the stars. The Schalli astrogator has become an
archetype in Coalition society, both as an example of excel-
lence and as a model for Schalli youths of their suitability for
integration into a technological starfaring culture.

Level: Experienced

CombatAssets: SlugWeapon (Slug Pistol) or EnergyWeapon
(Energy Pistol).

Other Assets: Any two Space Vesselskills at 12, Astrogation
at 18, any additional three from Acrobat, Explore, Physical
Sciences, Space Tech, Space Vessel, Technician at 9 (10 for
leader), Environment Suit 10, Zero-G Environment 10. (Leader
adds Leadership 8, Tactics 8.)

Computer Tech (Virus Buster)

For biological reasons, Schalli thought processes are much
more orderly than those of humans, and as a result they have
a tremendous natural ability to carry out complicated math-
ematical computations “in their heads.” This gives them an
almost instinctive grasp of computer operations, and a sense
of the rhythm and tempo of their function. Many times a
Schallicomputer tech can “sense” that Virus has disrupted the
normal operations of a computer even before a diagnostic
program has had time to detect it. As “Virus Busters” often are
called ontoaccompany Smash and Grab missions, most computer
technicians are cross-trained as ground combat specialists.

Level: Experienced

Combat Assets: Slug Weapon (Slug Rifle), Energy Weapon
(Energy Rifle), and either Autogun or Grenade Launcher

Other Assets: Computer 16 and Environment Suit 16.
Any five from Acrobat, Engineer, Explore, Medical, Physi-
cal Science, or Technician, two at 12 (14 for leaders), and
three at 9 (10 for leaders). (Leader adds Leadership 9,
Ground Tactics 8.)

Aquatic Engineer

Schalli aquatic engineers are the best in Coalition Space.
Specializing in underwater construction, they have an excel-
lent grasp of tidal erosion effects and a good ability to calculate
stressand load issues in their heads. They are also often pressed
into service as covert agents, especially on water worlds.

Level: Novice (usually Experienced if encountered in mili-
tary service)

Combat Assets: Armed Martial Arts, Archery (speargun)

Other Assets: Any two from Engineer at 12 (14 for leaders),
andanyfourfromAcrobat, Economics, Explore, or Spacehand
at 10 (12 for leaders). (Leader adds Leadership 9, Ground
Tactics 8.)

SCHALLI AS PLAYER CHARACTERS
Schalli player characters are
generated using the regular |
character generation proce-
dure, but with the exceptions

noted below.

Background: All Schalli
come either from Schall or
Aubaine, and most Schalli
travellers are from the latter
world.

Attributes: Add 2 to the die
rollsfor Strength, Constitution,
and Intelligence. However, the
Strength attribute is halved
when undertaking activities
out of water.

Naming: Schallinames tend
to be a native first name and
an Anglic last name. First
names are vowel-heavy, with
one heavily accented and pro-
longed syllable (usually tran-
scribedin all caps). Firstnames
of female Schalli always end
with the “a” sound.

Background Skills: Most of
the normal background skills
are available to Schalli, but
because of their unique envi-
ronment, the skills may be
slightly different thanfor other
characters. The Schalli prac-
tice archery, for example, al- |
though humans would call B
their “bows” spearguns. All
Schalli sing, and so the back-
ground skill “Song” would in-
dicate a true virtuoso by hu- E
man standards, while “Music” ==
indicates an ability to actually
compose group songs.

Default Skills: All Schalli automatically receive Swimming
4 and Zero-G Environment 0 as default skills.

Career Term Skills: Schalli characters double all Astroga-
tion and Computer skill awards.

Psionics: All psionically talented Schalli automatically
have Computer Empathy, in addition to any other psionic

talents they may roll.
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Computer Tech
(Virus Buster)

Aquatic Engineer



GLOSSARY

Arses: (noun) Slang term for the RCES, Reformation Coalition Explor-
atory Service, most commonly used by RCES personnel themselves.

Back Face, Back Side: (noun) The trailing frontier of the Reformation
Coalition, the frontier on which the Oriflamme subsector faces. Called
the backface because it is considered to be a closed frontier, as it is facing
the Hiver expansion. See also Forward Face.

The variation “back side” is often used in conjunction with “Arses,”
(which see).

Boneyard: (noun, adj.) A cemetery world, a planet heavily populated
before the Collapse, but which lost most or all of its population. Often
a treasure trove of technological artifacts, but a psychologically taxing
work environment. Also known as a cemetery world.

Canary: (noun) Popular term for one of many electronic devices used
to test whether recovered technology is infected by Virus. The basis of
the canary is a very high-speed computing systeminto which a virus egg
can quickly expand and develop to the point where its activity can be
detected. The presence of certain types of activity can easily be detected
as the virus attempts to “reach out” of the canary to manipulate other
objects. Some actually have a mechanical arm that waves a flag to show
that the developing virus is testing its parameters, “stretching its legs”
as it were. It is not unknown for salvage crews to create pools to bet on
“when it waves to us.”

The canary is so named because many of the early versions actually
“died” if they were exposed to the virus, showing that the tested
equipment was indeed infected.

Cemetery World: (noun) See boneyard.

Closed Frontier: (noun) The Reformation Coalition frontier along the
Oriflamme subsectorwhich faces totrailing. It is considered tobe a “closed,”
rather than “open,” frontier because it faces toward the Hiver expansion.

This frontier is not actually closed, as there are hundreds of unclaimed
worlds in this direction, but it is accepted that growth in this direction is
limited by eventual contact with the expanding Hivers. See Open Frontier.

Collapse, the: (noun) Refers to the effects on the Imperium and much
of surrounding space caused by the release of the Al Virus. It can refer
generally to the period of time in which the entire former Imperium
succumbed to the virus, or locally to refer to the much shorter period
when an individual planet fell. Also referred to as the Crash.

Crash, the: (noun) See Collapse, the.

CS: (noun) Abbreviation for Coalition Space, the area claimed and
controlled by the Reformation Coalition.

Daisy: A virus-controlled system that is failing, either by internal self-
destructive mutation of the virus itself, or by external intervention
(cutting off its power, etc.). Derivation is from the same Solomani film
referred to in the Dave entry.

Dave: Any hapless victim of a vampire ship, used humorously. The
reference is to an old Solomani 2-D motion picture that features a ship
controlled by a mad computer that attempts to systematically kill its
crew. The last surviving crewmember, named Dave, is forced to kill the
computer. This old film was widely distributed in audio-visual libraries
throughout the rimward areas of the former Imperium. It was discov-
ered by members of the Dawn League in the late 1190s, and became
quite popular due to its thematic similarity to issues of the Al Virus and
the Collapse. Every Star Viking ship has a copy of the film, and it is often
shown during crew parties, in which the audience usually shouts out
various lines.

The line “Dave, I've still got the greatest enthusiasm and confidence
inthemission,” is used ironically by Star Vikings to mean that things have
just gotten really bad and couldn’t possibly get any worse.

Dirtside: (noun, adj.) Slang for planetary surface.

Dust: (noun) Slang for planet touch-down.
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DZ: (noun)Abbreviation for “Dust Zone,” i.e., alanding area. See also
“Dust.”

Eye-Light: (noun) Derogatory term for members of the Federalist bloc,
usually by Centrists. Origin of the term lies in claim that, when really excited
about the ideology of separatism, “you can see the light behind their eyes.”

Fed: (noun, adj.) Slang for a member of the Federalist Party. See also
Eye-Light.

Final War: (noun) The war, 1117-1130 that ended with the release
of Virus and spelled the end of the Third Imperium, caused the Collapse,
and laid the foundations for the New Era.

Flammer: (noun) Slang for an individual from Oriflamme. When used
derogatorily, is usually pronounced “flamer.”

Flathead: (noun) Derogatory term for an Ithklur in general, or
specifically an Ithklur Marine. The term is particularly popular with
Oriflamme Marines.

Forward Face: (noun) Thefrontier of the Reformation Coalition along
the Aubaine subsector and facing spinward/coreward into the former
Imperium. This direction is also called the “Open Frontier.”

Called forward because this is the primary direction of expansion of
the Coalition, as opposed to the “back side” which faces toward Hiver-
controlled areas.

Free Trader: Interstellar merchants who own their own ships and are
beholden to no planetary government and are not members of the Guild
(which see). These ships trade with various pocket empires and wind their
way across the blasted areas in search of intact, uninfected technology.

Free traders are scarce in the year 1200, as they are prone to fall prey
to the innumerable hazards of interstellar travel, which include, but are
not limited to, xenophobic TEDs, hostile free trader/pirates, pocket
empires looking to add ships to their meager fleets, vampire ships, and
the increased danger of mechanical breakdown in areas that no longer
have repair facilities.

Free Traders pride themselves on theirindependence and sense of fair
play. “A good dealis good for both parties,” is a frequent saying of theirs.

F-Tech: (noun, adj.) Slang, usually derogatory, for an advocate of
feudal technocracy. As many Coalition member states with feudal
technocracy governments support the Centrist movement, the term is
also sometimes used to identify members of that party.

G-Shooter: (noun) An armed grav vehicle, usually a grav tank.

Guild, the: (noun) The Mercantile Guild, an alliance of traders
throughout the Diaspora Sector dedicated to maintaining a monopoly
on interstellar trade. Its policies will increasingly be at odds with the
Coalition’s.

Guntrack: (noun) An armed tracked vehicle, usually a tank.

Imperial: (adj) Of, relating to, or befitting an empire or emperor in
general, or the Third Imperium in particular. In Coalition usage, it has
also come to mean demonstrating arrogant or shortsighted views,
particularly when combined with conspicuous and undeserved wealth.

Last Imperium: (noun) Name used by citizens of the Reformation
Coalition to refer to the Third Imperium.

Network, the: (noun) The somewhat informal information system used
by the Free Traders . As the ships of the traders wander through the Wilds,
they uncover information, and exchange this information with each trader
shipthey encounter. Inthis way, information gradually works its way through
the Wilds via free trader contact. Unlike the structured Xboat network of the
LastImperium, the Free Trader Network does not follow a particular schedule
or pattern of information delivery. However, the Network does offer services
that the old Imperial data network did not.

A person may request information-gathering services of the Network,
and the trader crews will make inquiries during the course of their
routine travels. Answers to these inquiries will find their way back in the
same gradual sort of way, on whatever ship happens to be going that



way. Such inquiries must be paid for in part up front, and again upon
delivery of the answers.

Information is never given away for free (except as enticements) to
nontraders members, but is readily available, usually for payment in
currency, trade goods, or services of some kind.

New Era: (noun) Used colloquially by citizens of the Reformation Coalition
to refer to the period following the founding of that coalition in 1200.

No Man's Land: See Wilds.

Open Frontier: (noun) The spinward-coreward frontier of the Coa-
lition. So named because it is unclaimed, unlike the “closed frontier” on
the rimward-trailing frontier which appears to be the eminent domain
of the Hivers.

PSBB: Abbreviation for the phrase “Pie in the Sky, By and By,” a
remark often heard among personnel of the RCES. It refers to the
tendency of their Hiver liaison officers to frequently talk about or think
of events with a long view of generations or millennia.

RCES: (noun) Reformation Coalition Exploratory Service, the explor-
atory/recontact arm of the Hiver-backed human Reformation Coalition,
also known to some in the Wilds as the “Star Vikings.” The Coalition has
asits goal the re-integration into an interstellar culture of all of the worlds
ofthe Last Imperium. RCES is usually referred to simply as “The Service,”
although the abbreviationis also used, pronounced “arcess,” or disdain-
fully, “arses.”

RCMC: (noun) Reformation Coalition Marine Corps, the small cadre
of seasoned veteran commandos used as a training cadre for the raiding
forces of the RCES and member worlds. Occasionally used as the
spearhead of high-priority missions.

RCN: (noun) Reformation Coalition Navy, the small (but growing)
deep space combat arm of the Coalition.

RCSA: (noun) Reformation Coalition Service Administration, the
bureaucratic organization responsible for planning and oversight of all
Coalition operations. ;

Reformation Coalition: (noun) A human interstellar state centered
in the Old Expanses Sector. The Reformation Coalition (RC) is an
outgrowth of the Dawn League, an interstellar trading consortium
which was created with Hiver technical assistance.

Relic: (noun, adj.) Used as a noun or adjective to refer to equipment
or technology left over from the pre-Collapse era. Relic technology is
typically of a higher tech level than that which is currently available in
quantity. See also Remnant. While this equipment is usually of great
value and is actively sought out by people in the New Era, some worlds
particularly hard-hit by the Final War or Collapse have become xenopho-
bic and technophobic. People of these worlds often destroy all relic
technology that they find, sometimes out of irrational anger at the
events that the equipment represents, or by reasoning that only by
renouncing such things can they avoid the calamity that befell them.

Remnant: (noun, adj.) Used as a noun or adjective to refer to people
who have survived from the pre-Collapse era. Such persons often have
first-hand knowledge of great value in the New Era, and are therefore in
great demand. On the other hand, there is sometimes great prejudice
against former Imperials, particularly on worlds that were hard hit by the
Final War and Collapse. See also Relic.

SAG: (noun) Acronym for Smash And Grab, the slang description for
a hot recovery mission.

Sig-Delt: (noun) Contraction of “Sigma Delta,” Coalition standard
terminology for a system defense boat. This is a rare carry-over from
Imperial usage, as the Coalition’s officially adopted phonetic alphabet
does not use Greek letters.

Squid: (noun) Derogatory term for a Hiver, particularly popular with
Oriflamme Marines.

TED: Technologically Elevated Dictator. The term used for the many

planetary warlords scattered throughout the former Imperiumin 1200.
They derive their power from the possession of a small number of relic
(which see) weapons with which they terrorize their populations. These
weapons can no longer be maintained or replaced, and many of these
warlords are retaining power by bluffing with weapons that no longer
function. TEDs with working weapons periodically feel the need to
demonstrate these weapons on unfortunate peasants to maintain the
terror that ensures their position.

These warlords are typically xenophobic, knowing that interstellar
contact will destroy the small advantage that maintains their power.
These warlords will make every attempt to imprison or kill any interstellar
visitors, and have proven to be the demise of many free traders.

Also spoken as “Teddy,” or “Theodore,” as in, “Well, someone’s just
gonna have to let o’ Theodore know that he’s not going to be running
this planet for much longer.”

Toast: (verb) Slang for “kill.” Derived from the toast given at the end
of each evening meal to “absent friends,” generally taken to mean fallen
comrades. However, the slang form is almost never used to refer to
friendly casualties, only to hostiles.

Vampire Fleet: A group of several vampire ships (which see) which
have networked their individual brains together to create a more
powerful group mind. This fleet functions rather like an amoeba,
reaching out with an arm of ships controlled by the central mind to
perform certain missions while other ships of the fleet can perform “life
support” functions, such as skimming fuel to transfer to other ships.

Vampire Ship: The name for a starship which has been fully taken
over by the virus, and which is now a independent thinking organism
under the control of its virus-infected computer. Many of these ships
have outlived their crews (having had to kill them when they attempted
to unhook it), and are therefore unable to repair certain systems that
have malfunctioned or worn out. Thus, many vampire ships can be
stranded in a single star system if their jump drive breaks down.

Some vampire ships maintain human crews by coercion or some form
of enforced loyalty. These crews serve as the vampire’s “hands,” and can
maintain and repair the ship, as well as raid planets to capture and
impress additional crewmembers, or to find needed repair parts.

Vampire ships that have lasted this long have clearly mutated to the
point where self-preservation has outweighed the suicidal tendencies
presentinthe original virus strain. However, this aggressiveness is usually
displaced outward so that these ships are typically engaged in acts of
destruction against other ships or planetary communities.

Virus: The artificially intelligent computervirus that was developed by
Lucan’s superweapons program, released by a strike from Dulinor’s
llelish Federation in 1130, and which then caused the Collapse. Because
the virus attains full self-aware intelligence upon infecting a large
enough computer, its means of access to infect other technology are
virtually unlimited. Many pieces of electronic equipment which contain
microprocessor control circuits have had viral “eggs” left in them which
can then hatch when they are started up or connected to other systems.
For this reason, caches of discovered technology must be carefully
inspected to ensure that they are not infected (see Canary).

Wilds: Refers to the vast interstellar areas of the former Imperium
where there is no regular interstellar communication. Also referred to as
the “blasted areas” or “no man’s land,” this is the area which the
Reformation Coalition (which see) has committed itself to rebuild.

Zipper: (also Zip’, noun). Derogatory term for inhabitants of the
Wilds, particularly popular with the Oriflamme Marines, but borrowed
from Free Trader (or Slaver, according to some sources) usage. Reput-
edly the term, as applied to primitive and superstitious people, refers to
what they know (“zip”), what they own of value (“zip”), and their

prospects for the future (“zip”).



S Operations

But the Coalition economy is based, ironically, on imports from an
external market that doesn’t exist. The Coalition’s core worlds are
slowly advancing the technology of their manufacturing base,
making more and more sophisticated goods to send outto the newly
liberated worlds via the RC merchants. These worlds can provide
plentiful raw materials, but only a small amount of the relic technol-
ogy needed to fuel the modernization of the core worlds.

The technology provided by the Hivers is extremely limited, as
they are having to rebuild their own worlds at the same time, so the
Coalition must scour ever outward in search of high-tech equipment
to fuel its own rebuilding. But as the RCES scouts push outward,
opening up new worlds, each of these eventually clamors for more
of the limited supply of fruits of the growing civilization, forcing the
exploratory ships to move farther outward still, searching for more
relic goods, and the mostimportantfind of all: information. Informa-
tion of other caches of technology, ordata on how to synthesize new
chemicals, or manufacture new crystals and drugs and alloys. All of
these things can be discovered on their own by the Coalition in time, but
since the advances can be miade so much more quickly with the proper
data, these finds bear rewards far out of proportion to their size.

The demand to balance short-term needs for information and
equipment with the long-term goals of an expanding and open
interstellar community have led Coalition planners to lay down an
operational template that encompasses all activities outside of
Coalition Space. This template recognizes four categories, or stages
of operational development, and two distinct types of operation in
each category. The four categories, or stages of development, are
Discovery, Recovery, Integration, and Regeneration.

Discovery

Discovery covers basic exploration and information gathering,
which is recognized as a prerequisite to any further successful action.
The Discovery Mission Statement identifies the principal thrust of
operations to be to “Identify and locate key resources necessary to
establish interstellar commerce.” A subsidiary mission is to accumu-
late the operational intelligence which other agents of the Coalition
may require to successfully recover these resources.

Discovery activity includes accumulation of data from a variety of
“incidental” sources. These encompass interrogation of visiting Free
Traders and returning Coalition merchants, along with collation of
their reports on activities in the Wilds; routine communications from
friendly worlds and governments outside of Coalition Space;
debriefings of returning operational teams whose primary mission
was not intelligence gathering. Aside from these incidental sources,
however, RCES sponsors two principal types of missions with intel-
ligence gathering as their primary objective. These missions are
coded Stardust and Moonshadow.

Stardust: RCES survey missions sent to gather purely scientific
information are called Stardust. The most common form of Stardust
is the initial survey of a star system or an uninhabited world. Missions
to star systems which include inhabited planets may also be Stardust
if the mission parameters do not include contact with sentient life.
This may mean an astrographic survey of the star and outer planets,

The Reformation Coalition is still in its infancy, and although there
are differences between its members, they all still have a clear view
of their universe and their place in it. The xenophobia and techno-
phobia that grip the minds of the people of the Wilds, and the petty
dictators and tyrants who grip their throats, are blights to be
eliminated ruthlessly. Unlimited time and unlimited resources would
enable a careful and nonviolent approach to the problem; the
Coalition has neither. Instead, each Coalition operation is conducted
on a shoestring, and is expected to both pay for itself and generate
additional recovered technology to fuel the industrial growth on the
homeworlds of the Coalition.
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particularly gas giants, to update and confirm pre-Collapse astrographic
data bases, a mineralogical survey of a planetoid belt, or even a physical
survey of uninhabited parts of an otherwise inhabited world.

Moonshadow: RCES missions involving covert contact with
intelligent inhabitants of a world are called Moonshadow, and this
mission type embraces virtually all classic espionage missions. In its
simplest form, Moonshadow includes gathering of techno-politico-
military intelligence on a nation or an entire world. Usually
Moonshadow operations progress beyond simple data gathering
fairly quickly, however, and eventually involve contact with indig-
enous groups on a world (such as underground or resistance cells)
and active collaboration with them on covert operations.

Recovery

The Recovery Mission Statement mandates the RCES to “Secure
and preserve those assets currently in the Wilds necessary to the
establishment of interstellar commerce.” Any attempt to preserve or
take possession of key materiel or personnel from the Wilds by the
Coalition is classed as arecovery operation. These missionsinvariably
follow some sort of discovery operation which first identifies the
resource and, in some cases, provides an analysis of the obstacles the
recovery team will have to overcome as well as some suggestion as
to how that can be accomplished. In some cases the original
discovery team will also undertake the recovery, but only in cases
where successful recovery is assured.

Recovery operations are termed either Cold Recovery or Hot
Recovery, depending on whether active resistance is expected.

Cold Recovery: This term encompasses all recovery operations
where sentient resistance is not expected. All mining operations, for
example, are technically cold recoveries, as are rescues of flight crews
in distress and all salvage operations on cemetery worlds. Some
recovery of equipment and data bases from inhabited worlds also comes
underthisheading, provided itis carried outin uninhabited regionsof the
planet(such asinadesertor deep beneath the ocean), but thereis always
adanger that such a mission will turn “hot” unexpectedly.

Hot Recovery: More commonly known as “Smash and Grab”
missions, or just SAG, these missions constitute a minority of all RCES
operations, but are clearly the part for which the Service is most
famous, and are the basis for the growing use of the term Star Viking.
Hot recovery operations include any mission where the object is to
secure and/or remove an asset of some sort and where some sort of
active, sentient resistance is anticipated. Careful planning combined
with luck may make such resistance futile, or may circumvent it
altogether (and if so, then all the better), but the mission is
considered “hot” anyway.

The crew rescue missions undertaken by the first Dawn League
warships were the first hot recovery operations and have formed the
tactical blueprint used by all subsequent SAG teams. Most SAGs now
are of high-tech equipment, but when Coalition personnel are in
distress, their recovery is automatically the highest priority, overrid-
ing all other considerations.

Integration

Thethird phase of Coalition operations involves the actual integra-
tion of inhabited worlds into the Coalition, either as full members or
administered territories (with a view toward eventual full member-
ship). Integration may come as the result of either of two activities:
Diplomacy or Pacification.

Diplomacy: Diplomacy is the preferred means of integrating a
world into the Coalition. When the planetary government is popular
with the natives and responsive to their needs, RCES will usually code
theworld “TDO," which means Trade and Diplomacy Only. As long

as this classification is in effect, neither hot recovery nor pacification
missions may be undertaken, which leaves diplomacy as the only
means open for integration. At its simplest level, diplomacy involves
contact and establishing friendly relations and regular trade. The
objective of these contacts, however, is always to integrate the world
into the emerging interstellar community.

Pacification: On many worlds, diplomacy is not possible or
appropriate. In this case, pacification missions are mounted, sooner
or later. Pacification (also known as “Planetfall”) includes all overt
applications of military force intended to preserve governments and
societies friendly to the Coalition or suppress the activities of
governments or groups hostile to it.

On its most basic level this consists of sending ground troops or other
military forces to a balkanized world to protect a friendly nation from the
aggression of a hostile neighbor. This also ranges from selective
surgical raids on aworld to neutralize an identified military capability
(such as a weapon site or defense production installation), through
decapitation strikes against the government, and (in theory, at least)
all the way up to a full military invasion and conquest of a planet.

In practice, the RCES lacks the resources to mount a true invasion
on a global scale, but is working to develop those resources in
anticipation of their eventual requirement. The only integrations by
pacification to date have been Vezina and Spencer. Vezina was a
combined rescue/decapitation raid which succeeded so completely
that the local government collapsed, leaving RCES ground forces
completely in control. Spencer was a balkanized world on which
Oriflamme established afoothold through a friendly client state, and
then built up its strength over time until able to engage in conven-
tional military operations.

Regeneration

Regeneration, the final step in Coalition operations, is the over-
arching goal of all activities of the Coalition both inside and outside
Coalition Space, and as such is conducted simultaneously with all
other activities. Regeneration is ongoing on all Coalition worlds and
all non-Coalition worlds with which RCES has opened friendly
relations. Broadly speaking, regenerations consist of commerce and
“bootstrap” operations.

Commercial: Trade is the foundation of any society, and interstel-
lar trade is the foundation of the Coalition. RCES works actively with
RC traders and Free Traders to promote interstellar commerce,
primarily through diplomacy aimed at opening worlds to off-world
trade and by the maintenance and improvement of starportfacilities.

Eootstrap: The final, and perhaps most important, of RCES
operations is Bootstrap, where planets that have regressed to
primitive levels are assisted in rebuilding their technological and
industrial infrastructure. However, the Coalition does not have the
ability to garrison whole worlds and force them at gunpoint to
change. Because resources are limited, the favored technique is
known as “seeding.” Small bootstrap teams, capable of looking after
their own security, are placed on a world in key locations and
undertake to build small but economically powerful commercial
communities by disseminating advanced technology, education,
medicine, and agricultural and/or manufacturing techniques. As
these communities prosper, their influence spreads throughout the
surrounding countryside and their schools serve as magnets for
opinion leaders and change agents from an increasingly wide area.
These operations are also known as “hearts and minds” operations.

Change comes gradually, but also more naturally, with less residue
of resentment. The difficult part, of course, is getting started, and
ensuring the security of the civic action personnel while operating in

what is essentially hostile country.



I have often been asked what quality above all others we should look for in the leaders we train. My

answer is “frugality.”

The lives of our most dedicated, our bravest, our brightest, our most conscientious, our very best
people, are the currency with which we are purchasing a new future for this region of space. Numbers
do not adequately measure the price that we as a people are paying out there in the Wilds.

| doubt that there are many alive today in the Coalition who have been on as many raids as |. I've
led a large number of those raids, and too many times there were people who didn’t come back
afterwards. | personally knew every one of those men and women, and | tell you today that each one
of them was irreplaceable, literally irreplaceable. Not only to their families and their friends, but to us,

to our society.

What sort of people do | want out there leading raids? | want the stingiest bastards | can find.

Commodore Sean “Hammer” Lathrop
Reformation Coalition Exploratory Service
NE 2

DOCTRINE AND TACTICS

The population of Diaspora Sector is not known with any
certainty, nor will it be known for years, but it is estimated as
being somewhere between 10and 100 billion organicsentients,
mostly human. This means that Diaspora’s population is at
least one order of magnitude greater then the Coalition’s, and
could easily be two orders of magnitude greater. That being
the case, it is easy to see why every operation undertaken by
the Coalition is considered to be, first and foremost, an
“economy of force” operation.

Coalition military doctrine calls for operations to proceed
according to the following principles.

Intelligence: Extensive intelligence concerning the ob-
jective and the defenses covering it are the essential prereq-
uisite to successful operations. A major goal of intelligence
activities is to identify weak points in the enemy defenses,
especially enemy “centers of gravity” which are particularly
vulnerable to the types of combat assets available to com-
manders. Centers of gravity are elements in the enemy’s
force structure (political, military, social, technological, etc.,
depending upon circumstances) which are essential to
enemy success, and whose loss will cripple the enemy’s
ability to oppose friendly operations. When these are par-
ticularly vulnerable to friendly action, they represent con-
centrated targets which can unhinge enemy resistance at a
single blow. These are often command & control assets, but
may be power stations (supplying power for defensive
sensors or weapons), a single sensor station, an important
military unit which the enemy cannot afford to lose, etc.
(Note that a center of gravity is not necessarily a weak point
in and of itself; in fact, it is usually a source of strength.
However, if the enemy can be deprived of this component,
itisrendered ineffective. Thus the source of strength, ifitcan
be concentrated on and eliminated, is transformed into a
source of weakness.)
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Shock: The operation, when it comes, must be aimed to
cause shock to the system being attacked, just as a heavy
blow to an organism can cause shock. Shock is almost
invariably the result of surprise, and so particular attention
is paid to security in covering the forces and plans of
Coalition forces. If the attack is expected, surprise can still be
achieved by hitting an unexpected place, or by the unex-
pected intensity or nature of an attack. In all cases, however,
shock is necessary to temporarily paralyze the enemy’s
ability to respond, thus giving the mission team time to
complete its assignment according to plan and with a
minimum of interference.

Concentration: Resources are always limited and are usually
vastly inferior to the total resources of the opponent. The only
way to overcome the opposition in this case is by concentra-
tion of effort at the critical point of the mission. Concentration
is seen not merely as the physical concentration of troops at
one geographic objective; it also encompasses concentration
in time (i.e., guerrilla raids, barrage jamming, orbital bom-
bardment, diversions, and the main mission raid all executed
simultaneously), and psychological concentration (the relief of
extraneous and distracting responsibilities from mission plan-
ners and executers prior to and during the operation). Another
word, used increasing by planners in the Service in preference
to concentration, is “Focus.”

Neutralization: Another effect of limited resources is that
they cannot be spent accomplishing tasks not necessary to
successful completion of the mission. Complete destruction
of defensive forces is difficult and expensive and, in most
cases, unnecessary to the mission. Instead, all that is re-
quired is that they be neutralized for the duration of the
mission. A platoon which breaks and runs is neutralized;
there is no point in hunting it down and killing or capturing
the troops if your objective is the installation they were
guarding.
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The two most economical means of neutralization are
command paralysis and technological neutralization. Com-
mand paralysis may include disruption of the chain of com-
mand, cutting communications, decapitation raids, or orches-
tration of simultaneous operations to confuse the enemy
decision-makers. Technological neutralization can range from
barrage jamming of all sensor networks to simply outfitting
raiders with armor sufficient to withstand any weapon avail-
able to the defenders. Both may be combined and sometimes
overlap. (Jamming of communications, for example, uses
technological neutralization of communications to achieve
command paralysis.)

Economy: Finally, all Coalition operations are planned and
executed with force preservation as an overriding priority.
Coalition personnel are never expendable. Casualties are
always recovered. There are no exceptions.

Methods

Once the decision has been made to apply force to the
achievement of a mission goal, there are a number of methods
available for its application. The following are the most com-
monly favored methods used by the Coalition.

Bridgehead: A bridgehead is a friendly government or
group controlling a significant part of a world’s surface. A
bridgehead allows the secure deployment and buildup of
combat assets overtime. The Spencer campaign carried out by
the Oriflamme Marines and Army is a classic example of a
bridgehead.

Local Assets: If the time and the political landscape allow it,
itis often possible to use local assets to achieve mission goals.
This involves contacting and supporting local resistance cells,
or training and equipping local auxiliary troops. While more
economical in terms of Coalition lives, these local forces are no
mare expendable as our own, particularly as they are likely to
form the cadre around which any laterintegration effort will be
built. However, they are in already place, eliminating the time-
consuming and expensive requirement to find, transport, and
deploy our own troops.

Covert Infiltration: It is often possible to secretly and
securely deploy small units onto a world surface and then
infiltrate them to the target area. This is not always an option,
but can be accomplished if the terrain is right and defensive
sensor technology is primitive enough, or if there is a consid-
erable length of time before the mission to accomplish a
gradual build up and infiltration.

Direct Landing: If the aerial defenses at the target site are
weak enough or if they can be neutralized, either by electronic
means or by suppressive fires, then troops can be inserted
directly by assault landers. This allows units to begin operating
as a team immediately upon setting foot on the planet, often
allows early deployment of vehicles and other heavy equip-
ment, and guarantees that the teams have easy and immedi-
ate access to their extraction vehicles.

Meteoric Assault: If there is no time for a lengthy approach
or build up and aerial defenses at the target site are too heavy
to risk a direct landing, meteoric assault is used instead.
Individual heavy infantry troopers in battle dress (called jump
Troops) are released in drop capsules (see theequipmentin the
back of this book), along with a large number of decoys, and
land directly on the target. A meteoric assault can be used to
secure key aerospace defense installations to pave the way for
adirect landing of heavy equipment and follow-on infantry. If
the aerospace defenses cannot be overcome in this manner,
the jump troops conduct their mission and then fight theirway
out of the defended area to a secure DZ where they are picked
up by assault landers.

Meteoric assaults are the most dangerous form of insertion,
are used least often of any method, and of course have more
written about them than any other type.

Orbital Bombardment: When precision information is
available on a target, itis possible to use orbital bombardment
to neutralize it, either using directed energy weapons or
deadfall ordnance. Unless precise coordinates are available
from intelligence sources, however, a ground fire direction
team is usually necessary for this type of bombardment to
realize its full potential.
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