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CONTINUUM (the periodical) is produced by CP periodical) is distributed throughout mapped
(CONTINUUM Puplications), a division of theyCNS space. It is printed in 27 langua gs, and tﬁgre
(CONTINUUM News Service), itself a subsidiary of are a total of 194 versions. The version at
CGU (CONTINUUM Galactic Unlimited), to be{ter your local news-stand is the correct version for
inform and educate sophonts. Qver 17,400 CGU your area.
offices (encompassing over 16,530 CNS offices, _ . .
13,391 of which are CNS exclusive) are located This version is published by Herb Petro, a
throughout mapped space. District Director of CGU. Ketters concernin
, CGU, CNS, CP, or CONTINUUM should include a SAS
CP makes available a variety of services and and_ shouid Dbe sent to: Herb Petro; P.0. Box
booklets for Intergalactic Explorers including 1515; Beimont, NC 28012-1515.
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1 HMP Table of Contents

1 DJM Cartoon: Vargr I
2-3 MRM+HMP Report on Origins ’87

3 HMP  News, Updates, and General Info
4-5 HMP+EE Reviews
6-11 JPS Genetic Manipulation, part II

11 JC Cartoon: Perfect Landing

12 HMP  Foreven Commo Routes, first half

THAMKS C0:
DJM - Daren J. Murdock - Support, cartoons
EE - Ed Edwards - Support, a review )
JC - Jerry Campbell - BeastMaster copy, articles,
cartoons

MRM - Michael R. Mikesh - Article collaboration

MWM - Marc W. Miller - Support, cooperation, form
use permission ‘

JPS - Jefferson P. Swycaffer - Support, articles

Most game and product names are trademarks of the
companies publishin thocge games and products.
Shouid the name of any product appear in this
fanzine/newsletter without mention of trademark
status, then this should not be construed as a
challenge to such status.
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The following haa 1ts pase written py Michaei R,
Mikesn with eaiting, changes, _and additional
comments added by Herp M. Petro. Everything beiow
was gieaneg from seminars and aiscussions from
Origins ‘87 and is correct to the best of the
editors knowledge. Even though essentially
written Dy two persons, the pronoun ‘I’ is used
below. When it makes a real difference (as in
authorsnip of an article, or a differing of
opinionsy, the actual person is listea in
brackets.

TRAVELLER --

The first of the Traveller seminars was the
Traveller 10*" anniversary party. he
heavies from GDW, Digest Group, the Keith
brothers, and Seexker (the newest licensee of
Traveller; with Dbig plans) were up there. After
introductiions, they dragged out a big cake, gquick
ceremony/speecn, and we mixed. The time was
primarily used to discuss design ideas with
piayers and refs. It was immensely productive.

Task System -- _ _

One thing pointed out in the speeches was
that Traveller was the first to introduce the
skill based system. Now, at its tenth year mark
it’s the first to introduce the task system. Alf
the designers enthusiastically heralded the task
system as the most significant advancement in RP
gaming In recent years. I‘ve used it in my games,
but 1t wasn’t unti! Origins that I realized the
system's significance. )

Mounas of game rules suddenly disappear.
Everything is described as a task whether you‘re
trying to persuage a guara, pick a lock, Jump a
gap., fix a poat, or engage in compat. The game is
it into the task system and the complication goes
away. Beautiful. No flipping through the ruies
for high-wire walklng. The tfask system makes
things so easy and obvious that the ref can come
up with very credibie rules on the fly.

Other recent games are borrow1ng_ from the
task system, even Star Wars RPG. Their task
systems, however, are rather underdeve]oped.

MegaTravelier -- o ‘

MegaTraveiier revision of Classic
Traveller. It remains Traveller, however.
Traveller: 2300 (suggested that it just be
referred to as ‘2300°) is wholly apart. But
MegaTravelier and Ciassic Traveller are the same.
Old campai?ns can go right on under the new rules,
with virtually no transiation.

What GDW and Digest
reviewing everything, the old rules,
module rules, articles, feedback
condensing !t inte a 3 book set (P!
Ref‘s Book, and Encyclopedia; out Sept, Oct, &
Nov, respectively). In the process, they‘re
cieaning everything up so that it really runs
fine. Here’s what we’ve learned about it so far:

1) As mentioned above, everything is going to
be definea as tasks.

2> The new combat system borrows a lot from
both Striker and Azhanti High Lightning.

3) Many weaponry skills are reduced to
classes such as Handgun, encompassing pistols,
revolvers, etc. (as in the current adv. books)

is a

Group are doing is
supglements.

etc., and
ayer’s Book,

4) Characters now have hit points more akin
to Traveller animais. Hits to unconsciousness and
hits to kill. These are still derived from

strength, dexterity, and endurance.
5) Characters do not take “dice of damage®.

The¥ take ‘*hits*. Under the old system, a gauss
rifie might do 4D6 damage. HNow it does 4 hits. I
am somewnat uncliear about the detalls of this
port:on.

CONCINUSN 1ssue ®S

6> Each attack is two part. When the
attacker fires, he roils fo success by rolling
with his bonuses oniy. (Evasion, cover, armor,
ang range penaities are not agealt with). THEN,the
defenager rolls to avoid being hit, using evasion,
cover, armor, and range ponuses to his aavantage.
Playtesting has shown this method to be
outstanaing in that things become less confusing.

7) There is an interrupt rule in the compat
system. As pest as can understand, its like
opportunity fire or maybe even a snap shot. The
point :s that even if you‘ve done your action for
the round, you have a chance of aoing something
more 1f need be, perhaps at a cost to the next
round.

8) The character generation system includes
both basic = and advanced (like Mercenary)
components. It will incluge eighteen term-by-term
protessions (s1x basic plus twelve from
Citizens) and the ‘¥ear—by-year charts from
books 4-7. There will be many more cascade skills
in the character generaton system. For instance,
1f you roiled ‘“black skill," the list you might
choose from could inciude gambling, bribery, .
forgery, streetwise, or brawling. Characters
generated term-by-term will now be
1ndistinquishabie from those generated
year-py-year, as the ‘term’ characters will be
recelving more skills. ,

The basic starship combat system goes

away, repiaced with the High Guard system.
10> No more ‘starship construction’
_construction’; instead ‘Transportation
Construction.” You create any type of vehicie
from fly cycles to areaanoughts with one system.
éts a derivative of the Striker system and High
uard. ,

11> The experience system is improved. I
don‘t know specifics. but as adventuring years go
by, given character accumuiates skills in much
the same quantity as if he remained in a service,

12>  Book 0 Introduction to Traveller,
Traveiler Starter Set. etc. goes away. GDW wiil
no longer make an effort to introauce people to RP
gaming. It seems universally true that people are
Introquced to the game by being indoctrinated by a
gaming group. They do not pick up a set and start
refereeing it for their friends without having
played an RPG somewhere else first. [Specific
Herdb Petro commment: "I seem to be an exception to
that universal truth.*]

, and
‘venicle

a
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Seeker --
Seeker is the newest Traveller licensee, much
as was FASA and Gamelords a while back. They’re

going at Traveller in a big way. They’‘ve taken
over all the old unprintead FASA material and will
reprint it_in the MegaTraveller format a little at
a time. They also bought up the unpublished
Gamelords stuff and will be doing likewise,
including a product Gamelords fell just short of
printing, “Letter of Mark." This focuses on

(The jntrusion skill --

lracy and privateering. ,
safe cracking -- will be introduced

lock picking,
in this.»

_ Seexer has an official GDW sector for its
adventure settings. Called the Gateway sector,
this was once called the Maranantha-Alkahest
sector (Judges Guild) and then the Tagret Sector
(in Pegasus). This sector will be generated anew.
(Strangeiy, when I complained, a fanzine article

suggesting space be maae three dimensional by
putting the new sectors on a different plane was
mentioned. I [Mike Mikesh] wrote the article, so
1 guess people are reading my stuff.)

o

page numpber 2



STAR WARS ROLE-PLAYING --

I was very excited about hearing this, so I
Sat through the seminar to see what was COming up
[both_Mike and Herp didl.

Lucas Films is pouring a GREAT deal of
backing into the Star Wars RPG (release: late
1987).,  West End Games is visibly flabbergasted by

all this, and I think they‘re wonderin

? if they
can stack up to the expectations of that film

giant. From what I heard, I think they can and
ave.

Its impressive. The ame is based on
EVERYTHING that is Star Wars (including even the
Star  Wars Marvel Comics) except that which

conflicts with the movies. West End has access to
things that never ?ot into print or onto the
silver screen. It‘I1 sell big, but its a game
meant for Star Wars fans, and not so much the
gamer hobbyists. )

Star Wars RPG is pure space'ogera. Pure.
They didn“t worry that much if the rules were
rational. For .instance, ace combat_is just
fast, not for the serious tactician. EVERYTHING
was directed at capturing the Star Wars movie
atmosphere even at the cost of it being a good
game. ) _

I have some particular problems with it.

Foremost is that West End was forbidden to create
new material. Lucas Film wanted the game to have
absolute fidelity (their seriousness about it is

that great) so as to not conflict with the new

Gregg Giles has compined the Security Leak Fanzine

and the OSecurity Leak Newsletter. The combinea

publication should be referred to simply as

Security Leak. Gregc Giles has also moved. His

ggyosacoress is: 4200 Park Place 217; Tyler, TX
5703.

I“ve spoken to Magnus Abel of Between Worlds since
Continuum #2. He informed me of all his printing
troubles and delays. He asked me to mention to
everyone that he is still alive, and will be
getiing the next Between Worlds out when he can.
Hagnust is a good fellow, so I ask everyone to be
patient.

If anyone ‘took note in Continuum #!, I never said
that ~Continuum was devoted exclusively to

Traveller. “You never know what you’ll find in
Continuum!" (as the motto says), and that is how
it is. As my focuses change, Continuum will go

along with me.
like where Continuum
refund.

If at anytime someone does not
is headed, I will give a

The subtitle of Continuum has been changed to “A
field guige for Intergalactic Explorers.* The
gefinition of the word ‘“continuum* is gquite
general, reflecting the nature of material that
may apppear here.

I am working on getting a discussion on time and
dimension  travel going in Continuum. I am
currently following up on several sources and
persons that may be useful in this. These sources
include a former round robin hosted by Al McIntyre
concerning time travel and some
distributed at Origins by Greg Porter.

YOU MAILING LABEL

More than likely you are receiving this in
the mail and there is a mailing label on the
outside. Above your name there should be two
numpers. ~The first number represents the number
of the last issue you will receive. The second
number is the amount of CCR you have accumulated.

When your supscription runs out, if there is any

CONC I

information

upcoming trilogy. This is a big disappointment in
light of Middle Earth RPG’s success in aading so
much detail to Tolkein’s universe.

Second is that PCs are part of the Rebellion.
They take orders from the Repellion commanders.
[f the PCs don’t want _to follow their
instructions, that’s okay. Events force them to
go along anyway. The campaign is defined by the
referee with little player Input. I don‘t like
this because the players do not have influence
over the broader course of events (as they do in
my Traveller campaign). This failin? probably is
actua11¥ a spin-off of the first problem because a
free-willed player ?roup is otherwise too likely
to wander into undeveloped space.

Third, there aren’t many referees whose
st¥les can support Star Wars space opera for an
extended period of time. Star Wars requires a
particular referee style. Those that have it can
dissolve the funneling problem just mentioned.
Star destroyers showing up at a critical time
would then feel like a natural event instead of a
GM intrusion. But for those that can’t master the
Star Wars space opera style, the game goes flat.

In any case, I'm very glad to see Star Wars
RPG coming onto the market. It’s going to
introduce a lot of ?eople to SF role-playing,
which  then, hopeful Y will generate more
enthusiasm  for the OR GINAL and BEST SF-RPG --

raveller.

TE0leas, A ColET. IO

CCR, then the CCR will be converted to issues at 1
issue for every 3 CCR.

SUBMISSIONS ‘ . ‘
Continuum will take a variety of articles
a multituae of subjects for any number of
Payment 1s 1 CCR per half page written and
4 CCR for artwork {Qepenas on size and

about
games.
from 1 to
quality).

CCR (Continuum Credit) o
< 18 paid for submissions. CCR can be
converted to Continuum issues or can puy other
booklets, etc. that Continuum Publications may
roduce. Below 1is a list of current Continuum
ublications products.

ITEN $$ format  pages  author(s) date of
ublication

1 4 2b 16 several March 1987
CONTINUUM #2 4 2b 12 several June 1987
CONTINUUM 33 4 i) 12 several August 1987

HPCGS (a point system for Traveller character generation that
is temporarily out of print genaxng a revision to
conform to the new MegaTraveller rules)

$$ is equal to CCR, ! CCR = 25¢ cash; 4 CCR = $1.00

Format types: .
la-b = 5.5" x 8.5" pages created by folding 11"

by 8.5° sheets in half: a-spine stapled
%d%?estd format, like old JTAS); b-stapled down

eft side
2a-d = 11" x 8.5" sheets: a-not stapled; b-top

left stapled: c-stapled across top; d-stapled
down left side _ i

3a-b = 11" by 17" sheets folded in half: a-spine
stapled; b-stapled down left side. )

4a-b = 11" x .5" sheets gummed binding (like
World Almanac): b-bound at
left side

5 = Computer printout

If an asterisk preceeds the format type then that
item is plasticized (not exactly laminated,
but something Iike that).

a-bound at top;
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REVIEWS

TIMELORDS

Timeioras (Blackspurg Tacticai Research Center.
4415 Sorenkie Lane, Ricnmona. VA  23228: one
hunarea twenty two 8.5" py 11* pages with BW + two
color carastock cover: $10.00. 1987)

I founa this game at Origins. While arifting ana
prowsing ! ran across the BTRC stana. The author
of Timeioras (Greg Porter) gave a great saies
pitch, ana since !t wasn‘t expensive, I went ahead
ana bought the game. I was pleasantiy surprisea
to fina how mucn I likea the game. Later, while
going through my scheaule, I was again pieasantly
surpriseg wnen I founa that the seminar on time
travel 1 had aireaay glanned to attend was being
hostea py the same Greg Porter.

Timeloras s a time trave! role-playing game.
Player's can either piay themseives as free
aaventurers draggea INto other times and realities
or can play the roie of an agent in the Time
Patrol. There are too many aspects of this game
to iist them all, put it Is a compiete game having
sections on vehicles. drugs, creatures, psionics,
environments. worid generation, etcetera.

Though mest die modifiers and the like are rolled
and aqetermined linearly, thev are appiied in a

curve ~using & chart reaucing each numper to
actually a percentage cnange of the original.
There are two separate compat gamage Systems, a

Simpie gqamage sSysiem angd 3 more compiey_damage
system (anc nenceforth more reaiistic’). I founa
the skill [lst to nave items that have peen. for
the mest part. overiookea in other games.

Une attripute in the game is quite interesting --

Bravago. The exampie in the game speaks of & punk
trying tc rop a gymnast. The gymnast does a back
fiip (iznding ©n hls feel) anc assumes a4

pseuqo-xarate pose. The wouia-oe criminal (being
on!y armeq with a knife) is :mpressed enough to
turn tarl ana fiee. The gymnast knows nothing of
karate. put IS apie to act impressive. Bravaco.
therefore, s & measure of how tougn the character
appears put nOt necessary how tough he really is.

Timeloras is my third favorite roie-piaying game.
1 beiieve everyone knows that Traveller is my
favorite (since Traveller is indeea the best RPG
around). secona favorite being Delta Force (mainiy
due to the parts of it [‘ve agapted to Traveller),
third favorite be:ng Timeioras (due to it being a
realiy good game), fourth be:ng Freedom Fighters
(also a good game). I“ve vyet to choose a fifth
favorite, ang all the others are not rankea.

I highly recommend Timeloras. I have yet to see
it (or any other BTRC proaucts) in game stores or
mail orger estapiishments, and am stiil

uncertain 1f BTIRC has direct mail order, but I aim
to find out and relay my findings through the
gages of Continuum. Meanwhile, if you see
Timeloras. buy it.

ESCAPE

0. Box 337, Finley, ND 58230.

Escape (Seeker, P ‘
| pages wlith stiff red cover:

tweive 8.5% Dby i
$3.00. 1987

A folio aagventure for Traveller. The excellent
writing of J. Anarew Keith was unfortunately
offset by the overlarge print. the wanting maps.
and the sligntly hign price for what you get. The
scenarioc takes place in the Reaver‘s Deep, as dc
all the Keith folios. I can‘t say anything more
than what is implied Dy the title because there
isn“t much more to say. There are some Company
News Service releases_ (the company that you work
for) and a map of the Ea subsector. Fine writing,
So-so production.

o+ BTRC TL-01

i
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REVIEWS

GAZELLE CLASS CLOSE ESCORT |

Gazelle Class_ Close Escort (Seeker, P.0. Box 337.
Finiey, ND 58230; ten 8.5 by 11" pages with
stiff Dblue cover, three 11" py 17" deck plans, one
8.5" Dby 11" geck plan, fifty-six one-haif inch die
cut counters; $6.00 for 15mm (contents as |istead)
or $8.00 for 25mm (probably additional deck plan
sheets), 1987)

Deck plan for Traveiler. A nice touch was the
shrink wrap with enclosed zip-lock bag for
permanent storage. The 300-ton, Jumg-s sgace ship
previously appeared in JTAS #4 ana Supp #7. This
version contains a side cross-section which shows
that over 50% of the ship is fuel tankage --
something not obvious in the original source.
Each room on the deck plan has furniture drawn in
ana the drives and bridge areas have more detail
than the original sources (or an other Traveller
deck plans for that matter). The playing pieces
illustrate eighteen Zhodani and twenty-eight other
humans, as well as ten space craft.” None of the
craft seem to be the Gazeile. The cark biue lines
on light blue paper might be useful to avoid
unauthorized photocopying. The booklet contains
overlarge print.

If you would like a set of scaled deck plans for
the well-known Gazeile Class, if you just like to
study aeck plans, or if you are a_ Traveller
material collector, this package is weil worth the
price. Desirable to some.

BEASTMASTER

BeastMaster, RFYL-1 (Jerry Camppell  Pres.,
Roii-For-Your-Life Pubiications, 8717  N.E.
138", Kirkland, WA 98034: 8 single-sided

8.5" | 11" pages with a heavy plastic cover;

. Y
$4.50, 1983)

Variant for Traveller. The coverprice is high for
wnhat you get. BM (BeastMaster) was being offered
for a Iimited time for $3 pius 50c postage. but
you wouid have to inquire to see whether or not
this still hoids. This is_the first amateur
Traveller " pubiication that I know of that is
ACTUALLY COPYRIGHTED!! Even though many other
amateur publications claim to be copyrighted, most
never are.

As to the contents, as Jerry says "BM isn‘t for
the novice Traveller player." This BM booklet is
simiiar to the Anare Norton book and the movie of
the same name. A player role-plays a group of
characters, not al human, and some with
biologicai alterations. Kee?zng_ personaiities
straignt and not freely etting all vyour
characters share the same information does require
some practice, but referees do that sort of thin

ail the time <(keeping track of all sorts o

characters, that is). Recommended. but I hope
that 2 retypeset revision with more ‘biological
alterations’ 1s put out.

THIRD IMPERIUM #6

Third Imperium #6 (Mike Jackson, No. 512, 4676 Yew

St., Vancouver, BC V6L 2J6, Canada; eighteen 8.5"

by 11" pages (cover on yeilow paper) pius eight

5.5" by 8.5% page pull-out bookiet; $2,50 single

1ssue (82 in currency) or $9.00 for a

fggg;zssue subscription ($7.50 in US currency),
087

fanzine for Traveller. The special

Quarterly ) ‘ he
Information on the Biotch race

Blotch 1ssue.

CONTINUUn ) ssyue #3

( ‘ : haraware  for
Blotches, deck pian description ana stats for a
Blotch ship, ana an aaventure with 3lotches. Part
3 (last part) of a serieg concerning Cyporgs.
reatured In this !ssue’s ‘Insiqe Equipment’ were
three arawings of a Tech Levei {3+ stateroom that
Is aimost totally coliapsipie. And, of course,
the ever-present really great illustrations.

with  Blotch homeworia map),

The eight-page pull-out booklet was a Traveller
Chronology. All the events from the Alien Moaules
ana other books finally put together. Each :s
listea with the Imperial, Asian, X’Kree, Vilani,
Terran, and Zhodan: dates, Events start when the
Droyne (Ancient) cities first arose and end with
the assasination of Emperor Strepnon. There is a
bar chart respresenting te spans of time covered
Dy the various major races and a time-line of the
Emperors of the Imperium. Overal]. the best issue
of Third Imperium thus far. Very Useful.

JUMPSPACE #2

Jumpspace #2 (James B. King, 50 Basin Dr., Mesa,

WA ~ 99343; sixteen 5.5" py 8.5" pages: $1.00

?égg;e issue or $4.00 for four-issue supscription,
réoN

Quarterly fanzine for Traveller. ‘Every Character
Is Unique’ 1s the header for a table that can be
empioved to give characters 1naividuality ana
uniqueness. The 100-ton ’SHF-53 Shriker Heavy
Jump Fighter’ by Dustin Hamilton. Jump Fuel
Allocation” py Michael R. Mikesh. ‘Secret Carge
Hoids’ prices, sizes, and chances of peing found.

‘Jump Fuel Allocation’ discusses what portions of
a Jump require what amount of fuel; this articie
takes ajl_ official gata weil 1nto account [unlike
my own FTJ (Faster-than-Jump) Comme Stations which
lgnore  official datal. The tabie for giving
character unique features 1is not original, but
useful; the [list definately needs to be ionger,
put that is aamitted in the paragraph preceeding
the tapie. The illustrations "are exceilent,
especially those of the space ships. If nothing,
buy this issue for the jump fuei article. Quife
Helpful.

SECURITY LEAK #2

Security Leak #2 _(Gregg Giles, 4200 Park Place
217, Tyler, TX 75703: twenty 8.5" py 11" pages;
$3.25 single lssue or 812 for four-issue
supbscription, 1987)

Quarterly  fanzine for Traveliler. Interesting
brief history and outline of five corporations
(NOT megacorps). Four new 1items in the way of
starship _ sensors. “Islanas in Jumpspace’ by
Michael R. Mikesh (very interesting 1item).
snort fiction story by the novelist Jefferson
Swycaffer. Finally, a mercenary ticket: “Unlucky
Numper- .

It should be pointed out that in the fictional
story, the Imperial views maK seem a bit strange,
but not after vyou realize that Jeff really wrote
the story with the Concordat of Archive as the
setting (which 1s also the background for his
current novels) and just refers to It as the
"Imperium". The mercenry ticket is actually a
scenario, not requiring a military mercenary unit.
Larger. more interesting, and improved since the
first 1ssue. Interesting.
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EPIES AN LA 4B

CAIEYY MY GEECiC TOTALIUARIANINN

Further "meadling" 1n the natural processes
would ©pe more controversial. It 1s ajread
feasiple tc influence (but not compietely coftrol
the sgex of an infant, prior to conception,- Lest
this raise Orwellian nightmares about the

artificial creation of a Master Race, I feel it is
important to remind everyone that people have a
healthy share of common sense. The problem really

is self-correcting. Should a predominance of male
babies pe born one year, then female babies will
be "stylish" the next year. Fads for biue-eyed,
blond-haired babies will be counterinfluenced by
next year's fad for black-haired, brown-eyed
babies. UltlmateJY, most people will continue to
reiy on nature’s ® otterg,"‘so that baby Jimmy can
satisfy his parents by having 'his Father’s chin,
and  his Mother‘s nose," somet 1n? more emotionally
satisfyin than having the [astest model in
fashionable babies.

(I will also point out that fads and styles
such as tatooing, cosmetic disfigurement, and of
course hair, clothing, and makeup styles, will
have much more influence on who’s hot and who’s
not than any normal genetic differences.)

That more and more babies will be born

healthy and whole, with their vision and their
hearing normai and acute, is a benefit that few
wiil choose to set themselves against. The

elimination of various inherited diseases is

cieariy a boon.
CHe iNEeS38L Ded gl OF LIVIDE CHInG:

Or would the elimination of
diseases really Dpe a pboon? Genet:c traits do not
exist 'in a vacuum." When one feature of anything
as complex as an anima! or human is altered. other
features may no longer be in harmony.

inherited

The fast breeding of dogs to enhance certain
traits is an example here. When dogs were bred
for shorter ana shorter muzzles, produc1n? the
attractive and energetic Pekingese or some of the
Toy Terriors, naturai selection was bypassed.
These new traits do not have any survival value,
but were selected for purely on the basis of human
preference. The result has been some serious
problems with the eye-muscles of these breeds,
leading to serious eye injuries.

Overbreeding  has
hereditary hip
Collies, often
hind legs.
greater or

. produced ~a serious

and peivic condition in many
leading to the loss of use of the
Other dogs have heditary problems of
! lesser severity, from the Dachshunds’s
stomach that drags on the ?round during pregnancy,
to the extremely smal cranial capacity of
Dobermans and German Shepards, which sometimes
leaas to violent behavior.

‘When aiscussing the creation of a wholly new
species, perhaps using alreaay-existing animal
stocks ana genes, this probiem of balance is
ultimately crucial. When dealing with so-called
minor variations in the human genetic makeup, it
is equally unclear what changes can be tolerated.

A cure for hemophilia, for instance, could
wel! have wunwanted side effects, such as a change

in how the bloca forms coagulents. Clotting,
leading to arter:oscierosis, might be 2 result,
striking perhaps only 1n late age. A cure for

alabetes coul!ca

: involve dangerous alterations to
the bliooa-sugar

levels ot the blood, leading to

emotional instabilities such as depressions or
hyperactivity. Medicine is a science, but not an
exact sgcience; genetic medicine (s a good deal
more inexact. t this time, we simply don’t know

enough to safely practice it.

Ne0CeNY aD ACAVIMA:  ADAPTSCIONS SR AWANCAGE

Among the man¥ fallacies and misconceptions
about genetics is the notion that there is a gene
that codes "for" everz specific bodily function
and part. This is not true; there is no gene that
gives me the exact shape of mY.blcuspxd teeth,
Just as there is no gene for intelligence.

Genes can code for broad ranges of
characteristics. All of the widely varied breeds
of dogs on Earth are still closely related in
their genetic makeup. Any single human has within
himself more than eighty per cent of the genes for
all the human race. Indeed, all vertebrates have
a huge genetic heritage in common. The gene that
causes glraffes to have brown eyes is virtually
the same sequence of DNA that causes some humans
to be brown-eyed.

Two traits that are “Polygenetic,* or covered
by many more than just one gene, are “neoteny" and
"atavism." These notions will be useful in the

example (below) or a genetically engineered race,
and also come 1n handy here.

"Neoteny" is a tendency in a species to hold
on to vyouthful traits, even in adutlhood, in
certain advantageous aspects. Human neoteny is

seen when we are compared with the young of other
primates.

Humans are
rotated (or

upright,

(comparatively) hairless, have a
nonopposable) large toe, stand :
have short, flat faces, and have their
large, round skuils, balanced on top of their
spines. Further, we are quite weak i1n comparison
to the other primates. Even a small chimpanzee is
more than a muscular match for even a stron
human; our muscles simpl¥ never achieve a ful
development in power, partially because of weaker
attachments via ligaments to our bones.

These same particular traits can be found in
the you%g of the other primates. (See figure
e

one.) neoteny here is that we retain the
youthful traits into our adulthood, specificall
tor the advantages we gain therebz. ‘The mos
important advantage, of course, is the increased
cranjal capacity, and thus our vaunted

intelligence.

(Two “accidental®

advantages gained are our
long lifespans when

compared to other species of

our size -- deer, dogs, and primates seldom live
more than thirty years, but humans have a good
chance of living to eighty -- and our undeniable
tendancy to enjoy childlike play all our lives.

Grown cats, dogs, and primates lose their joy of
play with maturity, but humans keep a little of
thg )puppy or kitten within them right down to the
end.

increased

Neoteny 1is an adaptation, giving i
is, oddl

chances of survival to our species. I
enough, a rather “"desperate' adaptation, in tha
it Is a simple one. Every human starts out as a
child, and retaining childlike attributes is not a
greatly compiicated thing to code for. Other
adaptations -- converting arms to wings, or
altering herbivore teeth Into carnivore teeth --
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take more time. The implication is that
race couldn't afford the time. Perhaps
to survive forced this, but it seems
like holding a teetering
baling wire and chewing

enerally
he human
the pressure
a bi l1ke patchwork

structure together with

gum.

Much of what makes us human is due to
neoteny. There is no aoubt that, til]l now, humans
have been the best adapted species the Earth has
ever seen. That we can seriously contemplate
altering ourselves to increase this adaption is a
certain proof of how far we have progressed.

Atavism is almost as 1nte;estin% as neoteny.
It is, however, different in both cause and
effect. While neoteny is a trait in all beings of

a species to retain features from the young forms,
atavism 1is a tendency in a few individuals to
retain features from a distant ancestor.

Dachshund dogs are a
retaining their short noses,
large eyes into adulthood, where most dogs lose
these puppy-like features with maturity. A very
few Dachshunds, however, show atavistic features,
such as longer hair, or a smailer skull, that come
from their distant ancestors (eventually a
wolf-1ike ancestor common to all dogs).

neotenous breed,
long bodies, and

works in degrees. An
or a human with an
toe, could be said to

Atavism, however,
exceptionally hairy human,
unusually dextrous large

exhibit atavistic traits, but in general the
atavistic human is a creature of myth. What is
certain is that the tendency is controiied by an

entire complex of genes, and never by a single

gene "for' atavism.

Hiche FiCCill D Ceateln 340

~ Science Fiction has come. more and more, to
deai with the notion of a created race of sentlent
beings. Two authors who stand out in this regard

are Corawainer Smith and David Brin.

Smith, in his fantastic and

postulates the "Instrumentality
of Mankind," whose imperial might extends across
Earth and to the stars.

His book N$rstrxlig
deals with a race of servants and slaves derived
from animals. These ‘Underpeople" are described
as beings boosted from dogs, cattle, and, in the
case of the remarkable C’Mell, a persian cat. The
animal embryos undergo alteration, so that the
creature, conceived a normal animal, grows into
human shape, able to use human language and tools.

Cordwainer
surrea] stories.

His stories are sensitive and lovely: he
deals creatively with the feelings of these peogle
who are not people. His unforgettable story, “The

Dead Lady of Clown Town" shows slaves rising
against the masters in a brief revolt...only to
inform the startled humans that the animals love
them. “We love vyou, we really love you," cries

the doomed parade of uprisen slaves, €hey are
executed, but the sight of this nonviolent
resistance sparks a recognition among the humans.
When they auplicated the human shape, they also
re-created the human soul.

Alas for genetic science, Smith never really
accepted his mod:fied animals as being a true

species. In “The Ballad of Lost C’Mell," he
points  out that cat-derived Underpeople give
multiple birth, yust as ordinary cats do, even
though the bables are human-shaped, and will
achieve human 1ntelligence. Other stories point

CONC I
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out that this atavism will continue to degenerate.
Every successive generation of Underpeople will be
a Dbit more debased (unless ministered %o by human

geneticists), unti! the original animal form is

approached once more. The lesson that Smith

expresses 1S that human interference with the

naturally-ordained system of things is a mortal

?énﬁ a?d tthat nature must eventually reclaim what
as lost.

. David Brin., in §gggivg% ana gtarti

Rising, deals with the "uplift" of do phins and
chimpanzees to full sentience. Here, the human
race laboriously alters these species, over many
generations of trial and error, until the end
result is a fully sapient and technologically
capable pair of companion races, who go with
mankind to the stars.

~_Brin’s science is clearly the superior of
Smith’s.  (He has the advantage of thirty years of
scientific progress.) While Smith implies that
the Underpeople require .continued alteration and
upkeep, lest they backslide to mere animals, Brin
correctly points out that the uplifted dolphins
and chimpanzees are fully viable species. After a
time, theg will have proven themseives as eaquals,
and will be considered as fellows, not as scions.
The important point is that the modifications will
gepr?agce accurately; a truly new species has been
reated.

VeaNee:  MAVE: OF giviss

_ With some of this in mind, I‘d like to tie it
3 Dit together by stipulating a science-fictional
origin for a created species, which I wil]
immodestly name the Verna Swycafferensis.

. I 'begin with an interstellar empire: The
Empire of Archive. Their genetic researches have -

led them to deep understanding of how Iife
operates at the chemicai levei. Virtually no
species on the:r world has escaped some sYight
tampering: meat animals produce more and betfer
food; stinging insects are unabie to near humans:
trees produce straight, hard-curing lumber;
seaweedas extract chosen minerals “from the
seawater.

One of the emperor’s sultans is given a new
task: to create a slave race, humanoid, but not
human, for various labors and tasks, including use
In the Empire’s arenas as a gladitorial beast.
(As  always, Dblooa sports are popular, and
entertainment 1is a segment of the economy with a

nearly unlimited budget.)

The project starts with a trial-and-error (or
scattershot) melange of many animal genes, grafted
together in a more of less hotch-potch fashion.
The mest promising of these strange h{brids is to
be  singled out, and put hrough a
multi-generational process of development.

In  this, then, the strategy is halfway
between the processes described by Cordwainer
Smith and David Brin.

The most

viable creature created b¥ ]this
e

random method 1S a compination of human ine,
and canine pilasm. It 1s not arficu]ariy
Inspiring, resembling nothing more than a very
bald gorilla, with “odd-shaped ears. It stands

partially erect, anc s of

the right size; the
team decides to make use of it.

(See tigure two.)

The creature (actualiy a breeding population

-
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ot thirty-four) IS supjected to 3 harsh ser:es of
mutagens. ana wigeiy variaple mutat:ons are founa.
of these. the ones that aisplay the aesired
traits, ana wnich also breea true, are kept and
bred further.

Genetic manipulation by dqesign begins now;
the man 1n charge, the Gley of Thendail, insists
that the creature pe given hair, as he is offended
Dy itsS Dpaiagness. Hirsuteness IS a moaerately
atavistic trait. and thus the genes that combine
to proauce atavism are activated. The result is a
creature with luxurious brown fur, massive
musculature, opposaple great toes, and a
forward-sloping forehead. which aqeprived it of
near!y seventy per cent of its cranial capacity.

Thendail is not pleased. (See figure three.)
Neoteny, hopefully,  will reverse the
unpleasant aspects of this setback. Indeed,

triggering of the neoteny-causing complex of genes

ives the next few generation of creatures very
eyes, a highly-domed skull, and a pleasantly
(All neotenous features.)

arage
flat face.

Although visitors to the labs are offended by

the creature’s silly expression (see figure four),

and by its small tail (about the size of a deer’s
or a bear's)., Thendall is wise enough to know a
success when he s presented with one. The
creature is genetically stabilized. Mass

proauction Dbeings, through the use of drugs that

induce multiple birth.

The
ears,
erna.

servant

project 1s sixty years old; within five
everybody who 1S anypody will own their own

(The word actually means a slave or
born in the household of the master.) The
warm. furry creatures are not terribly pbright, and
althougn they are hard-working and hara-flghting,
they are fawningly obedient to their masters.

A final campaign to remedy the many remaining

flaws In them 1s postponea indefiniteiy, due to
the collapse of the Empire of Archive into civil
war ana anarchy. Neariy seven hundred vyears
later, when the human race re-estabiishes contact
with the Vernae, the species is exactly as it was
at the time the Empire fell. The specles is true
breeding, and has proven itself viable as a

spacefaring race.

VEENES SCACISCICH:
Gravitation Norm: 1.023
Toierance: 0 - Zg ‘ _
Max: 7g (for a short period of time)

Atmosphere Tolerance: .4 - 2.5 Atmospheres
Oxygen Norm:

.2 Atmosphere partial pressure
Range:

.04 - .6 Atmosphere partial pressure

Water Vapor Norm: .003 Atmosphere partial pressure
Range: .0004 - .04 Atmos. part. pressure
Other gasses either inert or in trace quantities

Temperature Normal: -10° - 40°C

Range: -25° - 45°C (short time)

Visual range and acuity: 420 - 670 nm
wavelength, with color perception. (The same as
for human normal.) The Vernae have several
unusual! visual apbilities (see below). Normal
vision for a VYerna 1s 20/10 <(they can, on the

CoNiCinsem 1 ssue #3

average, see at a aqistance of 20 feet visuaj
detaiis that a normai human can oniy make out at
10 feet).

Hearing range and acuity: 20 - 20,000 Hz.
This 1s similar to normai human hearing.

Other senses: Stroposcopic vision. (This
was never discoverea by the sclentists who created
the species, ana 18 probably a side-effect of the
deliberate design that mace the eves so large and

acute.) Verna can use its eyes in a fashion
similar to an oscilloscope, to stroboscopically
examine the world. It can "freeze" motion, for

its own perception, In a manner similar to the
familiar ~ “wagon _ spokes‘ effect.  Range of
frequencies is .5 - 120 Hz. At times when this
sense 1S not being consciously used to "focus‘ on
a frequency, it 1s automatlically set at the
maximum rate of 120 Hz. This means that a Verna’s
vision is always minimally stroped.

Visual Point: a Verna can consciously pick a

in its field of vision (only ver¥ near the

fovea, or center of the field) and use that as an

aiming point. (The human equivalent of this
ability 1is imprecise to about 2 aegrees of arc.

It is very difficult for a human to count bricks

in a waill, for instance, without hoiding up a

point

finger to aim his or her vision, if the wall is at
any distance. The bricks may be perceived, put
not counted. The Verna have a finer conscious

controi over exactly where they are looking.)

toe-1ike pads to
each  foot; two arms; three fingers and an
opposable thump on each hand; two eyes: two
external ears; two nostrils in a small, wet nose;
short, non-prehensiie tall: twenty teeth (dental~
formula /2 :_ 1/l ¢+ 0/0 ¢ 2/2); short, two-coat
fur overall (.5 cm mattea undercoat, 3-4 cm thick
pelt of guard hairs), wusually i1n "Earth tones."
l.e., browns. tans, grays, Dblack, white,
occasional rusts and reds., nearly always white on
chest and beily; classic ectomorpn: thin, nervous,
quick; fast-twitch masculature; good for short
gasnes and rapid exertion, but not good for
long-distance running or sustained exertion.

Body Shape: Bipea; ‘three

Some of these adaptations are actually
maladaptationg. The dental formula is unfitting
to a vegetarian species: alone in the wild, the
Vernae wouid starve to death for their inapility
to chew their food with only eight molars. (If
the knowiedge of fire was retained, then perhaps a
aiet of soup would keep them alive.) Furtner,
most of the advantages of being an intelligent
species have been negated by the race’s poer
dexterity and diminished numpber of fingers.
Tool-making, tool-use, and fine-manipulative
skills are the mainstay of an intelligent species’
fitness for survival. Without these, the Vernae‘s
intelligence is only a vague asset. Finally,
certain vitamin deficiencies and aminc-acid-
synthesizing flaws in their biochem1strK makes
survival in the wild a nearly impossible thing for
this race to accomplish.

The explanation for all of this is simple:
the race never evolvea, but was created. The
callousness of the scientists and chemists who

formea them is expressed in these shortcomings.

Just as the Toy Terrier has problems with its
eyes, and the Collie with its pelvis and
hip-joints, Dpecause of forced fast-breeding, so

the Vernae suffer from careless design.

-- page numpber 8
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For role playing gaming purposes, assume that
each ~ of the following characteristics |is
getermined for humans by rolling 3D6. For Vernae,
most values are rolled on different numbers of
dice. Most values are also rolled on Average
Dice, which are six sided with faces reading
2,3,3,4,4,5. 2A6 would mean rolling two Average
Dice, and summing the values.

Characteristic: ‘ Vernae: Human:
tren 456 + 4

Intel?igence: 2A6 3D6
Ego: 2D6 - 2 3D6
Endurance: 2D6 306
Manua] Dexterity: 2h6 306
Coordination: 286 + 8 3D6
Agility: 2A6 + 10 306
Charm: 346 + 3 3D6

. Explanation of Characteristics: Strength is
sheer muscular power, for lifting or combat.
Intelligence is the extraordinary vaguely defined
capacity for solving problems, for memory, and for
seeing the obvious. Ego is the equally vague
force of will, and of assertiveness. Enaurance is
a measure of how long one can continue ph§51cal
effort  befere becoming exhausted. anual
Dexterity 1is for fine manipulaton, such as typing
or  knitting.  Coordination 1s for gross
manxguiatxon, such as swinging a baseball bat, or
shooting a basketball. Agility 1s the overall
maneuverability of the body, as in running the
hurdles, dodging an onrushing truck, or climbing a
ladder. Charm is measure of how peopie react to
the character when meeting him, and how much they
w1HI tend to like him, all other things being
equal.

Lifespan and Longevity: due to the reduction
in the levels of neoteny of their race, a Verna
may expect to live to age thrity-one, on the
average. A gaming referee could roll 2A6 and add
24, keeping tne resuilt of the roll secret from the
piayer. This number is the age at which the Verna
will die. Within one year of_be?inning of the
character = age rolled, physical signs of
deterioration will begin to be noticed; finally,
sometime within that 'year, the Verna will die,
quickly, with nearly every bodily system failing
at once, over a period of about two seeks.

On the other hand, Vernae mature somewhat
more quickly than humans, reaching sexual maturity
at age eignt, and fuli physical growth at age
nine. Age nine or ten is a good starting age for
a Verna character.

Size: Average quite tall, but not very massive.
Height: 60 inches + (1.5 x (3D6)) inches
Weight: ((height (inches) to the 3.5 power%llggd/

A five-foot Verna would weigh 80 pounds.
A six-foot Verna would weigh 15! pounds.
A seven-foot Verna would weigh 25% pounds.

Reaction Speed: 1.5 x normal human.
Muscular Output: 3 x normal human.

_ Fati?ue: half  human susceptibilit¥ to
fatigue for short periods of time (one to two
hours), then double human susceptibility to
fatique beyond that.

Outlook and Intellect: the Vernae are,
simply put, not terrifically intelligent. They
are generaf]y cheerful, and seem immune to the
usual human gamut of moods and mental illnesses.

V. modestia, the principal subspecies,
are gentle and nonviolent; indeed, they cannot be
forced to become either violent or aggressive.
V. _impudicas, the much rarer subspecies,
gesigned tor gladitorial combat, are gentle also,
but, like humans, are quite capable of using
violence when necessary, perhaps with slightly
fewer alms and less queasiness than a human
would feel. (The difference is in the activation
of complex recessive genes. The violence-capable
subspecies, raised for death in the arena, has
probably become extinct by this time, but would
possibly be seen now and again due to the workings
of atavism.)

Vernae are obedient. This, perhaps, is their
greatest noticable trait. ¥When a human gives an
order to a Verna, the order will be obeyed. In

eneral, each Verna will choose a favored human

rom those about him, and give preference to
orders from that human, but human orders are to be
obeyed, without question, without delay. Unfair
orders, ("Kill yourself, now,") and impossible
orders ("Go into space and bring me back a pair of
galaxies,") need not be obeyed, but they will
place the Verna into a hesitant and indecisive
mental state, from which it cannot volitionally
escape without great anguish and long thought.

The mecst common phrase that a Verna will
utter is: *I don’t understand."
Jefferson r. dpcaffar
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You WERE C(CLEARED To
LAND ..o AND THEN WHAT?
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