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CHAPTER 1.0

Battlelords of the 23rd Century is a futuristic roleplaying game designed
to simulate the life of explorers and combatants in the not too distant
future. Your playground is the Milky Way Galaxy, and more. The system
was designed to provide a gaming environment that is a mixture of
roleplaying and combat action. This book provides the player with a
complete history of events leading up to the current year, a thorough
understanding of viewpoints of the various member species of the
Galactic Alliance, and the subtle nuances of futuristic life.

WHAT DOES ROLEPLAYING MEAN?

Roleplaying is interactive story telling! Someone tells a story. You play the
part of a character in that story. So do your friends. The narrator takes you
on an adventure, and you try to solve it. Sometimes solving it means your
charactersurvives. It'slike playing a partin a movie, except you don't know
what the ending is or what will happen next. We give the narrator the fancy
name of Game Master because they do more than just narrate. The Game
Master's job is to unveil the plot bit by bit, and to describe the environment
the characters find themselves in, leading you on a journey of discovery.

The main difference between a pure storytelling experience and a
roleplaying game is that roleplaying games have rules. The rules of the
game provide a framework, establishing exactly what the characters
are capable of based on their raw talent (Statistics) and skills. Most of
the time when the outcome of a character’s actions are uncertain, a
player will roll some dice to determine what happens.

USING THIS BOOK

This rulebook and some dice are all you need to play Battlelords.
This book contains pre-generated characters for you to play.
This will allow new players to jump into the game quickly with a
minimum of reading. The Game Master’s chapter also contains
information about reoccurring themes in the game, and many
ideas to serve as the basis for your own adventures.

GAME DICE

The rules often call for a player to roll percentiles (d100), to generate
aresult between 1 and 100. To do this roll two ten-sided dice (d10s).
One die represents the tens digit and the other die represents the
ones digit. Make sure you decide which die will represent the tens
and which die will represent the ones before you roll. For example,
a roll of 5 (tens die) and 6 (ones die) would be read as 56. A roll of
00is read as 100, and is an automatic failure. Other dice used are a
4-sided die (d4), a 6-sided die (d6), an 8-sided die (d8), a 12-sided
die (d12), and on rare occasion a 20-sided die (d20).

The Company told you it was going to be a mop up operation.
Quick and easy. Communications go down on remote frontier
worlds all the time, and it should only take a few hours to fix it.
Then back on the drop-ship for a boring ride home.

The Zen just got vaporized. The shot ticker on your pulse
weapon reads ‘7" You've got one plasma grenade left, and your
helmet HUD shows telltales for 50 unidentified signals closing
in on your position. The Ram just charged out of the trench. As
he exits the ditch behind the Ram, you can see that the Orion
has spray painted his armor day-glow orange. The Eridani
Swordsaint is meditating. The Phentari is compulsively revving
a chainsaw in one set of tentacles and clutching a flamethrower
in the other set. The Chatilian empath is whining about how he
hasn’t made anyone’s head explode in the last two days, and
you have no idea where the Keen scout is because he’s damn
near invisible when he changes color. Just another day at the
office. Lock-n-Load.

Battlelords takes place in the year 2282, and characters are
citizens of Galactic Alliance, which spans large portions of the
Milky Way. The Alliance is made up of over a dozen species,
including Humans, who pool their resources to expand the Alliance
and protect their citizens from the threats of the Arachnid hordes
and the Atlantean nanite swarms.

® The cat-like Cizerack with their grace, speed, and hunting
instincts. The ultimate scouts.

The empathic Chatilians, whose mental abilities allow them
to manipulate the minds of others.

The militaristic Eridani, and their samurai-like Swordsaints,
who provide their military might to the Alliance.

The genetically-engineered Fotts. Rabbit-human hybrids
created as the galaxies biggest practical joke by the
nihilistic mad genius, Uncle Ernie Freilberg.

The bat-like Keen. Unseen, the Keen can glide though the
darkness, blending into the background with chameleon-like skin.

The prolific and industrious Humans and their genetically
engineered brethren, the Gen-Humans. Backbone of the
Alliance’s production capabilities.
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® The shape shifting blobs known as the Mazians who are
able to replicate the appearance of nearly anything. The
ultimate infiltrator.

® The founders of the Alliance, the Mutzachans, who possess
technology beyond comprehension and the ability to
manipulate energy with a thought and drain batteries with
a touch.

® The culture-copying Orions, who are renowned tricksters
and party animals. The Orions flirt with danger and
attractive aliens with equal zeal.

® The cunning and ruthless Phentari. Providing the Alliance
with no shortage of assassins, spies, and bounty hunters.

® The amphibious Python Lizards who serve as police
throughout the Alliance and make up a significant portion
of the Galactic Marine Corps.

® The massive Ram Pythons, who are the larger, dumber,
terrestrial cousins to the Python Lizards. When you need
someone who can carry a bigger gun, the Ram Pythons are
your go-to alien.

® The winged, insect-like, Raazet who can repair a broken
starcruiser with gaffer’s tape and a Yummy bar.

® The benevolent Zen Rigeln with their ability to manipulate
organic matter to heal wounds and their equally amazing
medical technology. Included among the Zen are the
ostracized Tza Zen, many of whom aren’t nearly as
benevolent.

“Never wrestle with a Mazian. Never bet with an Orion, and
whatever the hell you do, don’t let the Ram swat that bug-
equivalent off the back of your helmet.”

The species of the Alliance are allied for many reasons, but that
doesn’t mean they particularly like each other. Many of them have
been at war with each other at some time in the past, and most
of them view the other species as inferior to themselves in one
way or another. To survive and thrive in the Battlelords universe,
characters will have to overcome the speciesism and stereotypes
that other Alliance species direct at their characters. Similarly,
they will have to look past the biases their character may have
against other species in order to work cooperatively and achieve
their goals, whatever they may be.

The Alliance is a bureaucracy of monumental proportions. There’s
a bureau or agency for everything. To complicate matters, the
Eridani military aesthetic pervades much of the government and
corporate structure within the Alliance. As a result, everyone has
arank, and there’s an acronym for everything. You'll get used to it.

THE MEGA-CORPS

If you ask any informed person, “Who really runs the universe?”
They will inevitably reply, “What are you? A moron? The mega-

corps run everything.” Governments may topple, but the
mega-corporations survive. Mega-corp is the nickname for any
interspecies corporation that does business in, and sometimes
beyond, the borders of the Alliance. Mega-corps own nearly
everything, build nearly everything, sell nearly everything, and
employ most of the Alliance population. If you're not working for
the government or self-employed, then the odds are that you're
working for the mega-corps.

WHAT CAN 1 DO IN THE BATTLELORDS
UNIVERSE?

The Battlelords universe is vast and the possibilities for adventures
in it are nearly limitless. Players can take on the role of Galactic
Alliance soldiers, corporate mercenaries, spies, pirates, privateers,
bounty hunters, explorers, search & rescue personnel, treasure
hunters, or just about any occupation they think would be fun.

Become a hired gun working as a corporate mercenary. Explore
the universe, discovering new species and potential allies in the
war against the ‘Nids. Protect the bottom line of your company as
you engage in corporate espionage. Research the hidden threat
that the Atlanteans pose to the Alliance by working as a Galactic X
agent. Maybe plunder is more your style. There’s always room for
another pirate out on the frontier. The possibilities are as limitless
as the universe.

A TIME OF TECHNOLOGICAL MIRACLES...
AND WAR.

It is the year 2282, and nearly 150 years since the Mutzachans
and their alliance of alien species gave Humanity the secrets of
faster-than-light travel and the keys to new worlds. Humanity has
spread out among the stars to the edges of the Milky Way galaxy
and beyond. Humans live in an age of miracles and wonders though
most of them don’t realize it. Those immersed in the amazing
technologies provided to them rarely want for anything and take
everything for granted. Those on the frontier are too concerned
with scratching out a living on backwater planets and surviving to
have time to ponder how all this technology has improved their
lives.

The galaxy, which is so big that humans can’t fully comprehend
its size, can be traversed in timespans measured in months or
days. Humans live on hundreds of planets, some of which are
on opposite sides of the galaxy. They routinely interact with
alien species without the worry of language barriers or cultural
misunderstandings. They have been provided with technology
that required our brightest minds to be reschooled before they
could hope to understand it. Yet, most humans don’t even give
it a second thought. It's mundane to them. It is no more fantastic
than air travel or a mobile phone in the late 20th century on Earth.
They don't think about the technology at their disposal. So, what
do they think about?




Every night during the Tri-V news reports, we see atrocities
committed by the Arachnids. We're told that Atlanteans, the
new boogieman, might be behind every corner. One might be
our boss, our coworker, or even our spouse. We see soldiers
fighting and dying. Mercenaries and Battlelords are glorified,
and their exploits are recorded to assure us that we are capable
of winning the wars against our enemies.

What do humans think about when we're not distracted by
the Cyball game on the Tri-V? Survival. Survival as species and
finding our place in this Alliance of bizarre aliens is a concern.
Many aliens resent us. Many dislike us. A few even want to eat
us. At the end of the day, it's painfully obvious that no matter
how they placate us on the Tri-V, there is only way any of us
— Human or otherwise — are getting through this alive. That is
by putting aside our differences, making use of the amazing
technology at our fingertips, and working together. It is just
something to think about. Oh, hey! The Rigel Death Knights are
playing tonight.

Gotta go.

WHAT IS A BATTLELORD?

Everyone wants to be a Battlelord. They're the subject of Tri-V
documentaries. They're celebrities. They’re damn near kings. So,
what are they? A Battlelord is an honorary rank in the Galactic
Armed Forces, and it is outside of the normal chain of command.

The rank of Battlelord is only accorded to the most loyal and
capable of Alliance military personnel. A Battlelord is someone
who has exceptional battlefield prowess and a proven ability to
win battle after battle despite overwhelming odds. These are
elite military veterans who can tactically access a situation,
quickly devise a response, and act decisively without hesitation.
Preference is given to personnel who have repeatedly dealt with
and defeated numerically superior foes, since Battlelords are
almost always outnumbered.

Each Battlelord is charged with defending their assigned region
of Alliance space against all military threats. With the vastness
of space, it is far more efficient to assign a Battlelord with
their personal warcruiser, ultra armor, and small contingent of
soldiers to guard a specific territory. The Galactic Navy can'’t be
everywhere at once.

Battlelords are easily identifiable by the demon skull logo that
adorns their armor and uniform.

THE DE-AUTOMATION OF THE
ALLIANCE MILITARY

After the destruction of the planet Tarsis by an ever-expanding
swarm of Atlantean nanites in 2153, two things happened. The
first was that the military began requiring the quarantine of ships
that had traveled to planetary systems outside of the Alliance or to
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sites with evidence of past civilizations. The second and perhaps
more notable was that the military began reducing their reliance
on automated systems.

The Mutzachans have always pushed for a minimal reliance
on computerized weapon systems within the Alliance military.
Since the traditionalist Eridani still controlled the majority of the
command positions within the military, the Mutzachans didn’t
have to push too hard. After the Atlantean Incident in 2153,
the Mutzachans had more than enough support in the Alliance
government to push through even more strict resolutions. These
new military policies were spearheaded by Ibar-Idan of the 5th
house of Eridine, and they bear his name to this day.

“Our forces are the pointy end of the spear, and we just got
stuckin.”

MYSTERIES AND NOTABLE
PERSONALITIES:

Archaeological Ruins: Why are special permits required to inspect
the ruins of ancient alien civilizations? Why do mega-corps insist on
mercenary escorts for their scientists at these sites?

Arachnids: An alien species of spider-like creatures and their
hordes of bio-engineered, cybernetically enhanced, minions
who are presently at war with the Galactic Alliance. They are also
known as the Aknar-Ryn. Why are they invading? What do they
want?

Atlanteans: Intelligent swarms of shapeshifting microscopic
robots that are capable of devouring material objects on contact.
Evidence of Atlantean civilization dates back thousands of years.
Why are they making their presence known now? Why are they
hostile?

Bluerazor: This young Mutzachan is as famous for his talent in
developing new Matrices as he is for his proficiency in combat.

Conceitra-ldan: Battlelord and glory hound whose honor was
tarnished by rival, Siti Kurniasari. He has vowed revenge.

Gates: These massive structures allow near instantaneous
travel across galactic distances as long as there is another gate
at the destination. How did the Mutzachans get the gates into
neighboring galaxies?

Jaquassarious Phentari: A Phentari of legendary reputation and near-
mythical abilities. Why is he exterminating entire worlds?

Malachi Armageddon: Orion investigative reporter. Malachi has a
knack for getting the truth when he’s not busy being a party animal
and general troublemaker. What is he trying to tell us and why is
the story sandwiched between two parts of a cocktail recipe?

Motaran Rift: A massive tear in time-space. What created it?
What prompted the Alliance to prohibit travelers from entering it?

The Rebels: Labeled as a terrorist group by the authorities, the
Rebels are bent on destroying the Alliance. Why do they want to
destroy the Alliance so badly, and why are so many people joining
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their cause?

Siti Kurniasari: Famed Battlelord and rival to Battlelord Conceitra-
Idan, and savior of planet Volla 7.

Uncle Ernie Freilberg: Super-genius scientist and founder of the

on unsuspecting planets? Does he have an end game or is he just
a nihilist?

Warmonger: Cybernetic Ram Python withaugmented intelligence.
Head of Warmonger, Inc. the famed mercenary company. Why is

he so interested in the Motaran rift and how can be he be in two
places at one time?

Anarchist Rebellion Movement (ARM). Why does he randomly
create biological monstrosities and plagues and then release them

400,000 BCE
150,000 BCE The approximate year at which the Vision of Eight is formed to govern the Mutzachan people.

Mutzachan begin recording their history.

100,000 BCE Mutzachans develop space travel.
47503 BCE Astrophysicists believe this is the date (+/- 200 years) the Motaran Rift exploded into being.

45501 BCE Veayan Plague greatly reduces the Mutzachan population to the extent that it never recovers.

40,088 BCE Counsel of Timar is formed to spearhead the formation of the Alliance.

18,760 BCE This is the date the Mutzachans claim to have developed faster-than-light space travel.

12,907 BCE The beginning of the Totalitarian Inquisition. The use of special powers is condemned on the planet Chatil. The “llluminaries” are hunted down and executed.

12,722 BCE The Mutzachans actively begin to engineer the creation of the Alliance.

12,200 BCE A mutation arises that gives Chatilians empathic abilities.

12,130 BCE Lord Makov uses his empathic abilities to spread peace on Chatil and teach others to use their empathic powers.

12,052 BCE Lord Makov is assassinated leading to the longest civil war in Chatilian history.

12,000 BCE Archaeological expeditions prove that the Atlanteans had a colony on Maejor Il in the Urae Majoris system.

12,000 BCE There is some evidence that the Atlanteans may have made first contact with the Chatilians on planet Chatil.

11,049 BCE After a millennia of war on Chatil, the empaths force a resolution, and the planet is finally at peace.

11,048 BCE Cashan of Limar is appointed as the emperor of Chatil in exchange for his promise to end persecution of those with empathic abilities.
11,048 BCE Matrix schools are established across Chatil.
10,671 BCE Atlantis rises.
10,031 BCE Chatilians develop faster-than-light space travel.
9,110 BCE The Mutzachans admit to having made their first visit to Earth of the Sol system on this date.

8,235 BCE The Chatilians encounter the Mutzachans and establish a peaceful co-existence.

6,824 BCE Mutzachans identify an Atlantean colony on Tl-4 of the Leland system on this date.

6,300 BCE The vision of eight, then known as the Council of Timar convene an emergency meeting regarding the newfound Atlantean colony. The records of the meeting
have supposedly been suppressed, but the Vision of Eight denies this. Ironically, no one ever notices that they don’t deny the meeting took place.

5836 BCE Eridani develop faster-than-light space travel and set out to subjugate all intelligent life within their reach during the "Rapture Wars."

5,477 BCE The Eridani colonize the planet of Dia of the Kied-A star system and are subsequently attacked by an unknown species.

4,358 BCE Phelinssarious the First unifies the Phentari under a single government.

4,000 BCE The Mutzachans send an expeditionary force to the Greater Magellanic Cloud.

2,683 BCE The Phentari develop faster-than-light travel and begin to expand through space hunting many other lifeforms to extinction.

2,500 BCE The Mutzachans encounter the Xarians and begin to meddle in their affairs.
2,456 BCE The Phentari discover and befriend the Orions.

2,403 BCE The Orions develop space travel with assistance from the Phentari.

2,344  BCE The Orions begin to build faster-than-light spacecraft and spread throughout their quadrant of space.

2,301 BCE The Mutzachan ship, Guasgh, disappears over Beta-Hydri.




BATTLELORDS TIMELINE

2,091

BCE

Mutzachans make first contact with the Zen Rigeln on Katrel.

2,001

BCE

The Mutzachan suggest forming an alliance with the Chatilians and Zen Rigelns, who agree.
The three matrix generating species become the founders of the Alliance.

1,956

BCE

The Great Schism occurs on Katrel, and the Tza begin to reassert themselves or flee into Alliance space.

1,900

BCE

Around this date the Cizerack unify under a single clan.

1,800

BCE

Xarians develop faster-than-light drive technology.

1,790

BCE

The Eridani first encounter the Phentari.

1,772

BCE

Hostile Eridani forces invade Phentari controlled space.

1,770

BCE

The Phentari and Orions sign the Kwashime Pact, making them allies against the Eridani.

1,762

BCE

Eridani attack a Phentari vessel beginning the Eridani/Phentari war. The Orions side with the Phentari.

1,758

BCE

The tide of war turns against the Eridani as the Phentari-Orion fleet razes every Eridani colony they encounter.

1,757

BCE

The Phentari-Orion fleet attacks the Eridani homeworld after luring the Eridani fleet away.

1,757

BCE

A fleet of Mutzachan and Chatilian vessels intercedes, stopping the decimation of the Eridani homeworld.

1,732

BCE

The Eridani, Phentari, and Orions are offered admission into the Alliance. The Orions accept before the Mutzachan ambassador can finish his sentence.

1,716

BCE

The Eridani join the Alliance after considerable concessions are made for Eridani military and business rules and traditions.

1,715

BCE

The Cizerack develop space travel.

1,682

BCE

The Phentari reluctantly join the Alliance at the urging of the Orions and to keep the Eridani from obtaining a technological advantage.

1,600

BCE

The Cizerack have fully colonized their solar system.

1,011

BCE

The Mazians are discovered by the Cizerack. The two species develop a lasting and peaceful relationship.

800

BCE

The Xarians attempt to colonize an area of space claimed by the Mutzachans. The colony is obliterated.

42

BCE

The Mutzachans declare a neutral zone within 20 light years of the Earth system.

25

BCE

The Mutzachan expedition to the Carina Galaxy is destroyed by the Arachnids.

97

CE

Cizerack develop faster-than-light space travel.

CE

The Eridani Emperor class battleship, Harm, is finally completed. It has a crew of 4000 and is 2 km long.

CE

The Great Assizza takes the throne, and the Zen Rigeln enter the Second Age of Prosperity.

CE

The Great Assizza dies.

CE

Cizerack make first contact with the Ram Pythons. It does not end well.

CE

Raazet develop space travel and rapidly begin colonizing their solar system.

CE

Mutzachans colonize Muspelheim, unaware that it is populated by the Keen.

CE

A visiting Chatilian dignitary on Muspelheim discovers the secretive Keen.

CE

The Cizerack/Python war begins

CE

The Pythonians manage to push the Cizerack forces off their planet. The Cizerack begin to bomb Pythos into the stone age from orbit.

CE

Raazet begin testing their Faster-than-Light drive technology, when Clizet is attacked by an alien fleet.

CE

When it becomes clear that victory is not possible, the unknown aliens invading Raazet space bombard their homeworld, Clizet, with nuclear weapons.

CE

Evidence surfaces that the Pythons have been using advanced technology from an unknown source in their war with the Cizerack.

CE

Athree year global drought on Earth results in planet-wide crop shortages and starvation.

CE

World War Il begins on the planet Earth.

CE

After a nuclear holocaust is averted by an extra-terrestrial force, Earth receives "The Communication." The transmission demands Earth unify its
governments and indicates the aliens will return in 100 years.

CE

The Cizerack/Python war ends when an Alliance military fleet intercedes in the dispute and offers both species membership in the Alliance.

CE

The Alliance Integrity Statutes are amended to prevent female Cizerack from continuing to keep males as slaves.

CE

The Keen are offered admission into the Alliance. They accept.

CE

Cizerack join the Alliance.

CE

The Cizerack petition for admission of the Mazians into the Alliance.

CE

The Mazians are offered admission into the Alliance. They accept.
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The Mutzachans open a gate to the Fornax Galaxy.

Alliance forces battle the Aeodronians and gain control of the Planet Dnar.

Trade is established with the Xarians from the Magellanic Clouds. They are later determined to have strong ties to the Arachnids.

The third planet in the Fornax galaxy is colonized.

Cloning becomes commonplace on the planet Earth.

The First Arachnid Invasion begins.

Alliance Confirmed Social Sanctions Act passed. It granted inalienable rights to all sentient species on Alliance worlds.

The UN gives Gen-Humans the same rights as other Humans.

The UN passes the Genetics Laws which limit Gen-Human creation and procreation.

The Orions arrive on Earth as ambassadors of the Mutzachan-led Alliance and invite humanity to join. Humanity discovers the Arachnid threat.

Earth joins the Alliance of worlds.

With the help of the Alliance, humanity begins to spread across the galaxy colonizing new worlds at an astounding rate.

Construction of the wormhole gate outside the Sol system begins.

Exploration of the Kathanarse Abyss begins. Dozens of ships have disappeared in the Abyss.

A Phentari patrol cruiser sights an unidentifiable alien vessel. Hailing signals are broadcast. The ship simply vanishes.

The first reported appearance of Atlantean nanites in Alliance Space. Nanite conversion of planet Tarsis, results in its orbital bombardment and quarantine by
Alliance forces.

Gen Humans make contact with the Pythons.

Pythonians join the Alliance, not knowing the Cizerack were already members. Chatilian ambassadors keep the Cizerack/Python war from reigniting.

The first ghost planet is discovered at Clesis Idall in Fornax.

The first Rebel uprising is crushed by the Alliance.

Galactic Marines destroy the Rebel base on Kitchara of the Gamma Liporis star system.

The Alliance makes first contact with the Raazet who respond with threats of violence.
Rebels sabotage the Alpha Dallas Habitation Platform. It crashes to the surface of Uottre and kills 300,000.

The Motaran Rift Exploration Doctrine established formal investigative guidelines for surveying the tear in time and space.

AMC discovers the largest vein of Ti-Tritium known on the planet Nwaga.

An exploration fleet sent to explore the Carina Galaxy disappears without a trace.

The Ering Crasb planetoid explodes, killing its two million inhabitants. No explanation for this, one of the worst disasters in Alliance history, is ever obtained.

After extended negotiations and exchange programs, the Raazet obtain provisional membership status within the Alliance.

The first reliable flux cannon is fielded by Balshrom.

The second Aeodronian Incursion is launched all over the sector.

Delphix-9 is discovered.

The second Rebel uprising begins.

“Uncle Ernie” Freilberg quits his job at the Universal Field Center for Science Research and after a public tirade, is arrested for treason.

The second Rebel uprising is put down at the battle of Terasleague.

Delphix-9 is seeded with Fott by Uncle Ernie's agents.

The second Arachnid invasion begins. Crossroads is taken. Battle rages along the Northern Ring in Fornax. Battle Station Sing is destroyed. It will later be
rebuilt. Arachnid forces get by the Alliance defensive lines and attack Transit in an effort to cut off the Northern Limits from the rest of the sector. The carrier,
Wasp, is lost over Scupface. For five years, battle ranges all over the sector.

Alliance forces do battle with an alien race called the Krakeds in the Andromeda Galaxy. After fierce fighting, a truce is signed.

Pirate activities on the frontier increase, and the Alliance government begins to issue privateer licenses to captains of armed civilian ships to combat piracy.

The second Arachnid invasion ends as the Arachnids cease attacking despite holding a massive advantage over Alliance forces.

SSDC builds a wormhole gate named Horizon. Itis in the Ursa Major super cluster, some 200,000,000 light years from the Core Worlds.

“Uncle Ernie” Freilberg escapes from prison on New Leavenworth and founds the Anarchist Rebellion Movement (ARM).

ARM releases the Blood Warlock on planet New Washington, killing 2.5 million people. Later that year an ARM biological attack would kill another 350,000
people on Malnax 7.
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2,269

CE

The exploration ship, Flight into Fantasy, radioed that they had managed to make orbit around a rift world somewhere near the Whirlpool. The captain
attempted to investigate further when contact was suddenly lost.

2,270

CE

Human colony ship, Purveyor, arrives at Delphix-9 and discovers that the planet is inhabited by Fott.

2,270

CE

The Fott declare war on the Alliance. It is the shortest war in Alliance history. The Zen intervene and stop the slaughter of millions of Fott.

2,270

CE

Arachnid ships attack the Karamana battle station on the Northern Ring. The Ninth Fleet responds by attacking the Xarian planet of Kull. Xarians threaten
full-scale war, claiming that they had nothing to do with the attack. Diplomats meet on the New Washington to diffuse the situation.

2,271

CE

The Anarchist Rebellion Movement kills a million Humans and Eridani on the planet, Nrell, by dispersing a deadly viruses into the upper atmosphere.

2,271

CE

The Cizerack warcruiser, Savannah Wind, discovers the remains of the Rottweiler class personal battlecruiser, The Vitalis. The ship, owned by multi-
billionaire Thomas Paine, was destroyed in the rift while looking for the entrance to shadow worlds. The incident prompted the restriction that only military or
exploration craft be allowed to travel in the rift.

2,271

The Incident at Lhoren kills tens of thousands of people. The Xarians are implicated in the attack.

2,272

The battlecruiser, New Washington, and her contingent of warships ambush and destroy an Arachnid mothership.

2,272

Jaquassarious Phentari destroys the planet Sharron and becomes the number one wanted criminal in the galaxies.

2,272

The Alliance Confirmed Social Sanctions Act is amended to exclude non-native lifeforms on annexed worlds.

2,273

Arachnid forces obliterate the planets Salvador and Zwiim Mon Damnax. Reports claim that a third invasion may possibly be under way. The 7th fleet, led by
the carrier Enterprise, is dispatched to the area.

2,273

Base Station Vigilant is destroyed by an Arachnid sympathizer.

2,275

Rear Admiral Nathan Kenjaro of the 11th fleet is executed as an Arachnid sympathizer.

2,277

Etherion-ican who once ruled the 6th House of Eridine and was at the time the Director of Military Operations for the Arachnid front defects to the Rebels.

2,278

The world of Ampyria is destroyed, killing all 1,000,000 inhabitants.

2,278

Base Station Enigma disappears without a trace, only to be discovered hurling through space in the Leo Galaxy. None of the more than 5,000 assigned
personnel were ever recovered.

2,282

The current date in the universe of Battlelords.
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CHAPTER 2.0

UL

Players may choose from thirteen different species, but three of
the species in this book, the Humans, the Pythonians, and the
Zen Rigeln have two distinct subspecies. As a result, you actually
get sixteen “species” from which to choose. Each species has
modifiers to various vital statistics due to different evolutionary
traits. The Vital Statistic Comparison Table summarizes these
modifiers for all the species.

CHATILIANS

Chatilians are a species of smaller stature than Humans. Chatilians
are humanoid in shape with two arms and two legs. They appear
frail and delicate-looking with skin in shades of greenish-blue.
They have thin rod-shaped bodies with large, cone-shaped
heads. The head is lined with sensory nodes that allow them to
communicate telepathically. Additionally, they have a brow ridge
that extends from above their eyes to the side of their head. This
ridge is actually the Chatilian’s ears. They have large, black, oval
shaped eyes and a flat nose with nose slits hidden on the side.
Chatilians can only breath through their nasal slits. The Humans
who first saw them compared their appearance to asparagus with
arms and legs.

A Chatilian’s arms end in hands with three fingers and an opposable
thumb. The legs have three large toes on the front and one rear
facing toe. The feet help anchor the Chatilians to the ground in the
high winds that are a normal occurrence on their home planet of
Chatil. Chatilian’s feet can grip the ground with enough force to let
them maintain an upright position in 180 kph winds.

A Chatilian’s mouth is made for grinding and is full of hard ridges and
grooves instead of teeth. Tendrils on the inside of the cheeks sweep
the food toward the back of the mouth once it has been ground into a
digestible paste. During this grinding, they secrete a yellow, viscous
liquid that assists with the breakdown of food. This secretion is also
released during moments of anger or stress, which tends to make
agitated Chatilians look like they're frothing at the mouth.

Chatilians are strict herbivores. They eat a variety of plants and
nuts. While they are capable of surviving on leaves and grasses,
Chatilians prefera mixture of fruit, nuts, and vegetables. Chatilians
obtain their water through the foods they consume.

HOME ENVIRONMENT

The home planet of the Chatilians is Chatil. This planet is primarily
a vast grassland with a few small mountains and oceans at the
poles. Many of the grasses on Chatil are nut or fruit bearing and
grow to a height of three meters. The consistent hurricane force
winds would not allow tall trees or structures. To evade the wind,
the Chatilians domesticated a large burrowing creature called a
Travox and used it to create vast cities underground. After the
founding of the Alliance, Chatilians spread throughout the galaxy.
They prefer a moderate climate with many parks and open spaces.
They also prefer their homes at ground level or below.

THE KALUKIE

A Chatilian home is their retreat. They often share this space
with a Kalukie. These are huge, six-legged burrowing creatures
with bright green eyes, a shaggy mane, and a passive disposition.
The Chatilians ride these intelligent animals and hold them in the
highest regard. Many are able to communicate with their Kalukie.

The Kalukie has a body Threshold Rating of 3 points. Body Points:
2d6 x 10. Size Class: 8. Cost: 50,000 cr.

HISTORY

Chatilians are the second oldest species within the Alliance.
Their history spans over 13,000 years and is quite colorful. The
Chatilians developed telepathy for communication quite early
in their development. The nature of Chatil prevented verbal and
chemical communication while their grasslands hid any attempt at
gesture-based communication. Around 12,200 BCE, a mutation
arose which gave rise to the Chatilians' empathic abilities. The first
recorded Chatilian with empathic abilities was Lord Makov Chatil.
Lord Makov used his empathic abilities to consolidate the family
holdings and make peace with the neighboring lords. During this
time, Makov sought others that could learn to use their empathic
abilities. These abilities came to be known as the Power.

The neighboring lords were taught and trained in the techniques
Makov had learned. With the Power, Makov's followers and
influence continued to grow, and he amassed a legion of loyal
Empaths. This legion was unleashed after Makov’s assassination
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Species CHATILIAN (
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Nicknames Asparagus Head, Empat

Home world Chatil, Foma
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Tech Level

Governmen Parliamentary Mon

Pop. (Chatil) 1.5 billion

Population (Total) 50 billion

Life Expectancy 300 years

Average Height 1.2-1.5m (120 +d10 = 3)
Average Weight 22-50kg (20 +d10 x 3)

Sample Names Atish Catam, Brelak, Gemmenryth, Pakling
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SPECIES ABILITIES
Matrix Controller (Empathic Matrices)
Able to read minds within 2 m (except Mutzachans)

+20 to Defense Rolls against hand-to-hand and hand weapon attacks

2-poi f

-point bonus to Initiative Modifier

SPECIES LIABILITIES

Languages cost 2 extra skill points per level

Wearing armor doubles Matrix generation cost

CULTURAL SKILLS AND BEHAVIORS

Level 1 Generation skill




CHATILIANS

which led to the longest and bloodiest civil war in Chatilian history.
Over one billion Chatilians lost their lives in this war which lasted
for 1,000 years. During that time, Empaths were hunted for their
abilities by both sides. The irony was that Empaths were more
likely to survive during this time. The war increased the empath
birth rate to 20% of the total Chatilian population.

The Empaths were crucial in ending this war. They calmed the
population and installed Cashan of Lamir as Emperor of Chatil.
Theironly requestwas anendtothe persecutionandindependently
run schools for those with the Power. In return, the Empaths
would serve the government and the people of Chatil. While this
agreement is no longer in effect, Empathic Chatilians are still
strongly encouraged to serve the government at its request. Once
Chatil was united, it wasn't long before they ventured into space.
By 10,000 BCE, they had developed faster-than-light (FTL) space
travel and started exploring the cosmos. Shortly thereafter, they
met the Mutzachans and assisted them in developing the Alliance.

While the Chatilians are an integral part of the Alliance, they do
not fully trust the Mutzachans. They feel the Mutzachans are
hiding the true reason for the Alliance’s creation. This is due to
the Chatilians being unable to telepathically communicate with
Mutzachans. This is the first and only species the Chatilians have
met whom they cannot read or commune with telepathically.

Since the creation of the Alliance, Chatilian society has viewed
itself as superior to the rest of its galactic counterparts due to their
empathic abilities. They view all other forms of communication as
archaic. This attitude along with their disdain for the primitive
thoughts of other species makes most Chatilians come across as
condescending. Their difficulty in mastering spoken languages
and their frustration in being forced to communicate so slowly by
speaking to non-Chatilians only furthers their testy attitude. This
mindset continues into the present day.

SOCIAL ORGANIZATION

Chatilians are a close knit, open society. It is extremely difficult
to hide anything for long when everyone can read your thoughts.
Because of this, Chatilian society is very structured. Military,
government, and civilian enterprises are kept physically separate,
as are their workers, from other Chatilians. Those working in these
fields live in communes to prevent the transfer of classified data
to ordinary citizens. The Chatilian class system is based on two
factors, intelligence and empathic abilities. These determine both
your job possibilities and your assigned function. Service to Chatil
is seen as the highest honor. Diplomats and administrators hold
the highest status. Chatilian artists are also held in high regard,
particularly with art that conveys meaning. Sculpture, holographic
projection, and architecture are valued most of all.

Chatilians prefer others of their kind for socializing. It's not that
they dislike other species, but the random, uncontrolled nature
of others’ thoughts give Chatilians a headache. This makes them
very irritable and whiny.

COMMUNICATION

Chatilians primarily communicate through telepathy with entire
conversations taking place in seconds. A telepath has the innate
ability to read the minds of any unprotected creature's thoughts
within two meters of them. Chatilians can also communicate
with any number of Chatilian within this range. Though they can
also block contact if they wish. This requires the same level of
concentration as generating a Matrix, so a Chatilian cannot block
thought transfer while generating. For clear communication with
aliens, the Chatilian must focus their attention on one individual at
a time. If not focused, the Chatilian receives a barrage of images
from the untrained minds around them. These fragments are
surface thoughts.

Chatilians have no spoken language. While they do and can
produce sounds, sound was not a viable communication tool
on Chatil. Telepathy is the only form of communication used on
Chatilian worlds. Galactic Standard is used for all non-Chatilian
communications. Interestingly enough, the Chatilian written
language is mathematically based. While somewhat limited, this
is the primary written method of communication on Chatil. The
other means of communication is through artistic expression.
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Communication with the masses on Chatil is a free flow of
information, both telepathically and electronically, similar to our
Internet. This communication flow goes both ways to and from the
government and various enterprises.

VALUES AND ATTITUDES TOWARDS:

Time: "Never enough of it.”

Achievement: "Why are mine ignored?”

Work: "This is my assigned place in the Chatilian empire.”
Wealth: "Will gain me power.”

Change: "Entropy is life, embrace it, control it.”

Scientific Method: "The quickest way to prove we are the best.”
Risk-Taking: "Best when you get others to do it for you."

POLITICS

Chatil is presently ruled by the aging King Atish Catam. The
monarch’s power and authority are balanced by the People’s
Parliament. Any law proposed by the king must receive approval
with a 23 majority vote of Parliament. The representatives of each
state have a number of votes in direct proportion to the number
of residents in their state. Colony worlds are treated as individual
states. The Chatilian government will support the Alliance as
long as its sovereignty is preserved. The Chatilian populace
view outsiders with a mix of condescension and envy. Chatilians
unhappy with the social norms and limitations foisted upon
Chatilian worlds have relocated to Alliance space.

A majority of Chatilians fiercely believe in their own superiority
and that of their government. Any threat to Chatil is reported
immediately to a magistrate. Additionally, they believe that
Chatilians should rule all species. However, this rule must be
voluntary as the species must recognize the superiority of the
Chatilians. To go against this directive is political suicide.

MATRICES

Perhaps their most notable trait is the Chatilian’s ability to use the
organs which facilitate their telepathy to achieve other amazing
effects. With concentration and practice, Empaths can manipulate
the minds of others or deceive their senses. They are also sensitive
tovibrational energies and can manipulate sound waves to deceive
and attack. This ability to sense vibrational changes also makes
the Chatilians adept at sensing and manipulating dimensional
barriers. High level Chatilians can actually crush the bodies of
their enemies with sonic attacks or drive them insane with direct
mental attacks. Finally, as with all Matrix generating species, it is
difficult for Chatilians to generate while wearing armor.

CIZERACK

Cizerack, nicknamed Cats by the Humans, have a startling
resemblance to the predatory felines of Earth. With incredible
agility and speed, Cizerack are easily the most physically
dangerous species in the Alliance. To Humans their coloring belies
their effectiveness as predators, as a Cizerack’s fur can range in
color from dark blue to orange or gray with black stripes. Though
patterns can be similar to a Bengal tiger, each Cat’s pattern is
unique. While called Cats, their body shape has more similarities
to Earth hyenas. The hind quarter are slightly smaller and shorter
than their large, strong front shoulders.

The Cizerack’s head hangs down about 30 degrees from their
shoulders. The face contains eyes which are round and steel gray
in color with black pupils in the center. The eyes have a slight
bioluminescence, which causes them to glow a greenish blue
in the dark. With these eyes, a Cizerack can see in almost total
darkness. The nose and mouth are similar in design to a tiger or
lynx with whiskers on the sides and on the top lips. The face is
surrounded by a mane which stretches from the chin to both ears.
The ears are multi-directional and have hair tufts at the end that
can grow quite long.

The Cizerack primarily walk on four legs. The front legs are
designed for holding while the rear legs provide springing power.
While they are capable of standing upright and walking on their
hind legs, Cizerack prefer to walk on all fours. Each foot is similar
to a cat with four toes and retractable claws. The toes have two
large knuckles, with the second folding back over the first. The
second knuckle is double jointed allowing it to fold down and
grasp objects. These provide the Cizerack with fine motor control
when delicate tasks are performed. The last appendage is the tail
which is two thirds the length of the Cizerack’s body. The tail acts
as a counter weight during running and jumping. Cizerack’s are
exceptional jumpers.

Unlike most Earth felines, female Cizerack are larger than their
male counterparts. Both male and female Cizerack are meticulous
in their hygiene. Whenever they have a moment to spare, a
Cizerack will preen and clean. This is a trait that all Cizerack share.

Cizerack are carnivores, preferring meat to all other foods.
Cizerack drink water as well as their versions of beer and wine.
Cizerack can survive on protein rations, but they will not be happy
about it.

HOME ENVIRONMENT

The home world of the Cizerack is Cashoulis, which is a unique
world. Their planet developed on the far side of a particle ring
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Nicknames
Home world
Tech Level
Government
Pop. (Cashoulis)
Population (Total)
Life Expectancy
Average Height
Average Weight

Sample Names

CIZERACK (siz-er-ak)
Cats
Cashoulis, 61 Verginis System

Oligarchy

3 billion

90 billion

65 years

1.8-2.2m (177 + 5d10)
181-230 kg (179 + 5d10)

Alheera, Cherendeera, Ghraeeaa, Maddra,

Raalehr, Raheer, Shak Tai, Tiraa, Turrthea,
Whefreen

[ Average Size Class 7

VITAL STATISTICS ECRS

CHEM
COLD

30

%)
SI=(4
= =

>
[ep}
[ep}

M

S
S o
N =
oo
=
m
=
)
o

o
[

=
=
o
=
>
o
N
o

()
pm
=
o
w
m
=
o1

GENERAL INFORMATION

Starting Skill Points 50

Body Points 7+d10
RUN/JUMP / FLY 20/5/0

SENSE MODIFIERS

SPECIES ABILITIES
.

SPECIES LIABILITIES

CULTURAL SKILLS AND BEHAVIORS

e .r.h,. _'
Level 2 Acrobatics skill Sl -
. b1
Level 4 Stealth skill =9
—




SPECIES GUIDE

which absorbed 90% of the yellow spectrum of light. Most of
the vegetation on the planet is in shades of blue or red and also
bioluminescent. As the primary predator, the Cizerack spread
across their planet. They live in any environment from steaming
jungle to snow covered mountain. Working in clans, the Cizerack
took over every habitable ecosystem on the planet.

On their home or occupied worlds, Cizerack'’s do not live in cities.
Instead, they live out in the open on hunting preserves as a pride.
Cizerack love the feel of the wind and rain upon their fur. They
detest cities and will only live in them if they must. They prefer
the sights, sounds, and smells of the natural world. Cizerack
technology is designed to heighten their interaction with the
natural world, not to isolate them from it. A typical Cizerack
preserve consists of 10 hectares per cat to hunt. They stagger
storage containers and access systems across the area for their
equipment and personal items.

If required to live in an urban area or on a ship, Cizerack will tailor
their housing to resemble an outdoor setting as much as possible.
If this is not an option, they will often pay extra for sensory
packages to give their quarters the illusion of being outdoors.
Wind, rain, grass, and night sounds are often included.

HISTORY

Cizerack development is nothing short of remarkable. Their
species growth had stunted during their hunter-gather stage of
development. At this point in Cizerack history, they lacked an
opposable thumb or prehensile appendage, which would allow
them to grab. Without tool use, the Cizerack could not advance
as a species. Early in their history, a mutant male was born. This
mutant had a second set of double jointed toes which folded back
over his front toes. This allowed him an awkward, but functional,
grip on objects. Why this aberration was not killed is unclear. His
clan recognized the potential of his “deformity” later in life and
allowed it to spread quickly within the clan. Tool use allowed this
clan to destroy or absorb all others and dominate the planet.

The Cizerack’ technological revolution occurred over a period
of 1,000 years due to difficulties in mastering tool use. It was
difficult to create precision tools without precise movement. The
Cizerack are nothing if not tenacious. Clan wars and overcrowding
almost ended the species, until around 1900 BCE, when one
clan conquered or absorbed all the others. After this, all efforts
were directed to reach the stars. By 1600 BCE, the Cizerack
dominated their solar system. They became Intergalactic space
travelers in 97 CE. In 1856 CE, Rhaaher, pride alpha and ship’s
captain, stumbled upon and made contact with the Pythons. All
was initially going well as the Cizerack were invited to dine with the
ruling Python Clan Council. Unfortunately, the landing coordinates
were mistranslated by Rhaaher’s first officer. Rhaaher landed her
ship next to a Tomud, the sacred meeting ground of a Ram clan
chief. This Tomud belonged to Fud the Hugger, Ram Chieftain of
the hill. Accounts vary as to what happened next. The Cizerack say
Rhaaher challenged Fud to personal combat after he insulted her.
The Pythons say that Fud just wanted to give her a hug. Either way,
Fud crushed Rhaaher to death in a bear hug and had her stuffed so
he could hug her all the time.

This started the Cizerack-Python War which lasted almost a
hundred years. While the Cizerack claim victory in this war, it
was more of a stalemate. The Cizerack’s lighting fast raids were
countered by the Python’s ambush style tactics. During one such
encounter, both species were met by an Alliance military fleet,
which ordered them to stand down or be destroyed. Both species
were eventually offered Alliance membership and access to its
technology as long as their war stopped. Still, the Cizerack hold a
grudge against the Pythons and take any opportunity to slight or
embarrass the Rams.

SOCIAL ORGANIZATION

Cizerack are social creatures. They bond closely without regard
for the status or caste of their sisters, clan mates, and teams with
the exception of male Cizerack who are barely considered second
class citizens. Socially, Cizerack prefer to bond during hunts
or while listening to night sounds with music. Usually, bonding
hunts are led by the alpha female within a pride. There are many
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castes of alpha females within a pride; however, only the alpha
of the Leadership caste is allowed to rule. Warrior, leader, singer,
teacher, and science castes each have their alphas based upon
the necessary ability required for the role. These roles can be
fluid and change as Cizerack test themselves continually. Status
is determined by ability over all else.

Before the Alliance, male Cizerack were kept as slaves. The
females only interact with them when guarding or mating. After
joining the Alliance, little has changed for the males. They are still
traded between prides by females though no lock or chain now
holds them. They remain fearful and subservient to the more
powerful females. The males will avoid all contact with females,
if possible. They are not allowed to hunt or leave their home range.

VALUES AND ATTITUDES TOWARDS:

Time: "It is my own. | will do with it as | wish and arrive when | wish.”
Achievement: "Is all.”

Work: "Is how | achieve.”

Wealth: "l care not, unless it allows me a new test!”

Change: "Isn't it beautiful? The change in seasons, my coat, and
growth of my girls!”

Scientific Method: "A useful tool. Bet a female came up with it.”

Risk-Taking: "All life is a risk, sometimes the prey fights back! The
fighters always taste better."

EDUCATION

To the Cizerack, knowledge is power. Discipline is how you control
that power. All female cubs receive schooling in Damack Hatib (the
Code of Living). This code stresses cooperation, self-motivation,
freedom, and a hard work ethic. Cizerack females are taught the
value of their own self and that of the pride and clan. The ability
to read and write is universal among females. Additional training
is provided or pushed onto those that show themselves capable of
higher learning or having vocational tendencies.

Before the Alliance, males were kept as ignorant slaves, existing
only to perpetuate the species and perform menial labor. Male
Cizerack are not allowed outside Cizerack controlled worlds
as they would become entitled to Alliance education and
opportunity. Because of this, nearly all Cizerack encountered
away from Cashoulis or Cizerack colony worlds will be female. Any
male that escapes or makes it to the Alliance without permission is
considered rogue and hunted by the female Cizerack.

POLITICS

Cizerack females are fiercely loyal to their government. Run by
a single clan (Fenib Maturt), they lay claim to several different
systems and worlds. The government is setup as a top down
hierarchy with alpha females in charge at each level. The Pride is
the smallest governmental group consisting of 40-50 females and

1-5 males and is the equivalent of a county. The Range represents
20 prides, usually within neighboring geographic areas. A Regional
is composed of 20 Ranges and is the equivalent of a state or small
country. Boundaries make up 20 Regions and functions like a
Cizerack nation. Servants represent 20 Boundaries and functions to
group together all Boundaries on a planet and nearby colony worlds.
A matriarch from the leadership caste represents 10 Servants. Each
leadership matriarch represents approximately 80 million Cizerack.

Furthermore, each caste within the clan has its own leadership.
There are alphas for singers, teachers, warriors, and scientists,
who also rise to matriarch levels. These caste matriarchs are the
advisers to the Leadership caste. The clan leadership matriarchs’
rule with a velveted iron glove. The oldest and wisest of the alpha
leaders are chosen by clan assembly. The appointments are for life.

Leadership and warrior casts tend to have shorter life spans.
Challenges for leadership are common as are “accidents” when a
leader is out of line or prone to failure. Additionally, an alpha may be
removed if they are unable or unwilling to implement a Matriarch’s
orders or clan law. The current Cizerack government has a “Fortune
favors the bold” approach. The Cizerack were never shy about
asserting territorial and colonial claims and now as look to widen
their range. Fortunately, this is in the Alliance’s best interest.

ERIDANI

Eridani, are tall, muscular humanoids. They have two arms and
two legs. Each arm has three fingers, and each foot has three toes.
The configuration is similar to Humans, except with wider feet that
can be splayed out for walking on snow. Eridani developed in an
extremely cold environment with an atmosphere of 22% methane.
Their body chemistry makes them highly resistant to cold
environments and their skin coloration is similar to snow. Eridani
hair tends to raise straight up into a natural mohawk and was
originally a wind sensing organ. The natural coloration is white,
however, modern Eridani permanently color their hair to denote
rank and social class. Male and female are externally identical.
Swordsaints, the Eridani warrior caste, shave the sides of their
head to emphasize the mohawk look.

Eridani have rounded eyes similar in shape and placement to
Humans. Additionally, they have an outer and inner set of eyelids to
protect the eyes from blinding snow and cold. The eye color varies
and includes white, silver, yellow, and bronze with a black iris. Their
nose is little more than two egg shaped openings slightly elevated
from the face. The Eridani also have two, triangular shaped ears on
the side of their head. Finally, the mouth is similar in location and
function to a Human. However, instead of teeth, Eridani continually
secrete a crystalline substance which acts as their teeth. If a section
breaks off, it will regrow in a matter of days. Eridani males and
females are equal in all things. They match each other in looks and
dress. Non-Eridani cannot usually tell males and females apart.
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ERIDANI

After mating, neither the male nor female will carry the child.
Eridani found the perfect host for their parasitic child, called a
Nog. The Nog are a sentient species which provides nutrients and
safety during incubation. The Buddon Priest matches a married
couple with a Nog based on their physical and mental attributes.
Each Nog can carry up to five different children produced by five
different sets of parents at any one time. The Nog is respected and
revered by the Eridani people. They never travel unescorted and
any Eridani will give his life to protect them, even if the Nog is not
that Eridani’s incubator.

Eridani are omnivores with a preference for meat. They drink
ethanol or ammonia-bhased fluids.

HOME ENVIRONMENT

Eridani prefer temperatures between 0° C to -60° C. For
temperatures above or below, the Eridani must wear an
environmental regulation suit. Furthermore, Eridani require an
atmospheric processor if the air is outside the 22% methane
concentration. The Zen have developed daily injections to allow
the Eridani to survive in most oxygen-based atmospheres.

Eridine is a bitterly cold, hostile planet by Human standards. The
Eridani are perfectly evolved for this frozen hell. Their unique body
chemistry allows them to thrive. They were not alone on their
world. The entire planet is covered with various plants and animals
that thrive in this environment; many of these are hostile. Eridani
prefer to reside in cities or on military bases. In Alliance space,
they usually inhabit the colder portions of the planet.

HISTORY

Eridani history is a tale of conquest and conflict. At one-time,
Eridani battleships swept across large portions of the galaxy.
They engaged in what they referred to as “the true rapture of holy
battle.” They defeated their noble and ignoble adversaries alike.
While they conquered star system after star system, the Eridani
subjugated species they found useful and killed those that were
not. Their reign lasted until they met the Phentari.

This tenacious species of treacherous squids kept the Eridani
off guard through trickery and deceit. The proud Eridani grew
frustrated and finally launched an all-out offensive to vanquish
the squids. As the Eridani attacked what they thought was the
Phentari home world, they found themselves deceived once again.
The Phentari had lured the Eridani to an uninhabited world. As the
Eridani fleet attacked the planet, a combined fleet of Phentari and
their unknown ally, the Qrions, struck the Eridani from behind. The
battle was a complete rout. The combined Phentari-Orion fleet
went on to strike the Eridani home planet. Their attack reduced
the Eridani home world to rubble and killed millions. As the fleet
traveled through the Eridani controlled systems, they destroyed
all Eridani they encountered. As the last of the Eridani made their

final stand, the Alliance intervened and stopped the war. The
Eridani species was spared annihilation.

The surviving Swordsaints, do not forgive or forget this humiliation
at the hands of the Phentari. They still require vengeance to honor
the ancient blood feud. However, their blood oath to serve and
protect the Alliance has proven stronger. Once the Phentari joined
the Alliance, the Eridani code of behavior, known as The Path of
Truth, required the Eridani to provide them protection.

The Eridani are the backbone of the Alliance military and hold
many of the command positions in the Galactic Military. Most
of the traditions and rank system found within Alliance military
stem from Eridani influence. Additionally, Alliance corporations
use a similar hierarchy as many of the first mega-corps within the
Alliance were Eridani. Furthermore, the concept of a “Battlelord”
isanother Eridani invention. Battlelord is an honorary rank, outside
of the chain of command. This rank is only awarded to those who
have shown their skill and lethality beyond all others in combat.
The demonstrated ability to prevail against superior numbers
appears to be one of the main traits of modern Battlelords.

SOCIAL ORGANIZATION

The Eridani families are arranged in houses, which is similar to
many Earth feudal systems. The patriarch or matriarch of the
family makes all decisions related to the house, which consists of
their extended family, including “Nog cousins.” This is regardless
of caste. Furthermore, all Eridani from the same genetic line are
considered brothers and sisters. Eridani born from the same Nog
are considered cousins whether they are genetically related or not.

Socialization occurs based upon caste and class and is strictly
stratified. There are three Eridani castes. The Vax caste is the
warrior class of Eridani society. The Tolude caste handles all forms
of business and administration. The Madig caste are the outcasts,
who are deemed unfit for membership in the Vax or Tolude castes.
The Madig caste is tasked with unskilled, manual labor. Within each
caste there are levels, which indicate the rank within the caste.

Eridani in the Vax or Tolude castes cannot socialize or interact with
aperson more thantwo levels below their own. Furthermore, House
Members, who are the lowest ranking within the Vax and Tolude,
are the only ones allowed to interact with Madig caste members.
They are restricted to communication with only Madig Foreman.
No one but a Madig Foreman is allowed to interact with a Madig
Drudge. This strict rule of social contact is enforced regardless of
wealth. Within each class level, additional stratification occurs by
rank. There is, however, no limit to interaction within a rank.

House Members are the lowest level within the Vax, and Tolude,
castes. They consist of the very young, the old, and young warriors
or apprentices without earnings. They serve the house as needed.
Providers, the second lowest level within Vax and Tolude castes, fund
the house with their earnings. This usually amounts to 10% of their
total earnings in a year but may grow higher if required. The Resource
(Vax) and Researcher (Tolude) provide training and growth for the
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house. Councilors provide council to the Patriarch or Matriarch.
They also serve as ambassadors to other houses or companies. The
Patriarch or Matriarch leads the house. Their decisions are final. Bold
young Eridani are allowed to leave and start a new house when a new
world is settled. Thus, the Warrior's Way is reaffirmed.

The Vax and Tolude caste can interact at their Class level. The Vax
caste socialize among themselves after working out at the gym,
temple, or during combat training sessions. Tolude caste socialize
during work, in bars, and at planned events.

Eridani houses are ranked via the Eridine order. Both military and
non-military houses are ordered on separate scales. Each military
house has an order number based upon the number of fighters,
their skill and tactical knowledge, and the income and equipment
provided to the Eridani military. The rating is also affected by
House dueling. House duels are conducted on the 1st day of
the galactic standard month. A house can challenge two levels
higher (numerically lower) than their current order. The order
changes every galactic year as duels and finance bring about
reorganization. A House Duel is a formal challenge carried out
between house champions. Military rules state House Duels are to
the 5th bleeding cut. Killing is not encouraged as this deprives the
Eridani of a proven warrior. For non-military, resources provided to
the state are the primary means of order ranking.

The lower the order number, the more important the house. The
1st order house is the house of the Emperor. Houses 2 through
10 make up the military council while the top 11-25 make up
the executive council. Non-military houses 1-10 make up the
finance committee while 11-25 make up the research council.
Additionally, Priests and Masters from both the military and non-
military of the first ten houses advise the Emperor on the Buddon
code requirements as the Buddon Priest council.

Upon joining Alliance Military, an Eridani is expected to sever all
allegiance to his house while in uniform. However, when making
formal introductions, they still reference their house allegiance
as part of their name. Eridani Vax are allowed to carry a melee
weapon, typically a sword, anywhere within the Alliance.

Eridani must always display their signs of rank and status, even
when in battle. This takes the form of the insignia upon their armor
or clothing and hair. The Vax maintain a single mohawk. The Tolude
shave a strip down the center creating 2 mohawks. The Madig
shave their heads and are not allowed to have hair. Eridani color
their hair to denote their Rank progression. Other hairstyles are
worn to denote status, such as with the Dreadlocks of Glory.

The young are allowed 1 cm of hair growth to distinguish them from
Madig. For warriors, 1 cm of hair growth is allowed per kill up to 10
cm. For each blackmark, 1 cm of hair length is removed. An Eridani
must have a 10 cm mohawk to advance to the next rank or to mate.
Sword Saints and Buddon Priest are allowed to grow their hair to 20
cmcounting at 1 cm per 10 kills. A gem may be added to an Eridani’s
hair for every 25 kills while jewelry pieces are added at 100 kills.

Additional hair colors, hairstyles, and honorary titles can be

awarded or sought. When looking for a mate, an Eridani adds
brown slashes to their mohawk. When disgraced, the hair is
bleached white. For skilled warriors and above, the Dreadlocks of
Glory are available for spectacular deeds and are awarded by the
military council. Freedom’s Manes are awarded to a Buddon Priest
of great renown by the Buddon High Priest council.

ERIDANI CASTE

CASTE CLASS LEVELS

Vax (Warrior) Patriarch / Matriarch (Highest)
Councilor
Resource
Provider
House Member

Tolude Patriarch / Matriarch
(Business & Administration) ~ Councilor
Researcher
Provider
House Member

Madig (Outcast) Foreman

Drudge (Lowest)

The Eridani code known as the Path of Truth guides all Eridani
conduct. The start of the path requires an Eridani to maintain
detachment during combat and life. Regardless of trade, whether
a warrior or engineer or business administrator, an Eridani must
be willing to sacrifice emotion for self-control. Vax warriors, even
in a berserk state, train to maintain clear thought and precise
action. This is the first path in the Path of Truth. The second
path teaches that all actions have consequence. Perfection can
minimize the unintended outcomes, and all Eridani are taught to
seek faultlessness in their actions. The third path teaches the final
truth, which is that there is only peace (Rota Mabiki) in death. The
search for discipline and perfection is a goal that can never truly
be obtained. Though tranquility can be had through acceptance of
this final truth. Such is the Eridani way.

RELIGION

The Vax caste follows the Budaish Daugh or Warrior's Way. The
Budaish Daugh is a form of ancestor worship and has a strict honor
code. A basic precept of the Warrior's Way is that the divine can only
be experienced by the honorable when in the throes of combat. As
the warrior moves closer to death, the more truth is revealed.

The main Tenets of Budaish Daugh can be stated as follows:

01. Honor thy ancestors. Their path led to you. Protect their memory.

02. Honor in battle. Meet your foes face to face to prove your
own worth.

03. Honor is life. As long as you live, vengeance can be yours.

04. Honor your word. Your word is sacred; to go back upon it is
to abandon the way.

05. Honor yourself. If those you follow do not honor you,
take back your honor through combat.
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The Warrior’s Way requires awarrior to carry a decidedly unmodern
hand weapon, such as a sword or mace, at all times. This item is
often considered a holy relic by Eridani and is blessed by a Buddon
Priest. It is used during their daily workout ritual.

Time: "Never enough to achieve perfection.”
Achievement: "Battle is on the only achievement.”
Work: "Duty is all.”

Wealth: "Useful for new weapons, but | am the only weapon
that matters.”

Change: "The universe does, but we do not. Honor is not so fickle.”

Scientific Method: "It too demands perfection.”
Risk-Taking: "Only by taking risk will you know your full potential."

POLITICS

Eridine is ruled by a military dictatorship, under General Erash-
Ican. Erash rules the Vax class with an iron fist. For the rest, Erash
is a realist and has allowed some external say in social matters.
He has created two advisory bodies: The Scientific Forum and

the Social Integration into the Alliance Committee. These groups
advise him on matters of science and public policy. The General
understands the need for conflict and battle to cleanse the
masses. However, warriors should focus on training and battle,
and not the more mundane aspects of a warrior society.

The Vax and Tolude class fully support the current government. They
maintain control through fierce nationalism and control of the military
and police. Furthermore, a military council advises the General. This
council is fluid and determined by rank and need. The Eridani people
have been sworn to protect and defend the Alliance. They have given
up on ruling for now as they try to perfect themselves.

The Fott are a synthetically manufactured, intelligent lifeform
that was developed primarily to annoy the Alliance. They meet all
the criteria for sentient lifeforms for every Alliance species. Fott
contain both Human and rabbit DNA with a few other surprises
thrown in. Physically, Fott look like Humans covered with rabbit
fur. They have giant rabbit ears, large feet, and a small tail. Each
arm ends in a hand with five fingers. Each leg ends in a long foot
(0.5-1 m) with five toes.

Fott have two forward facing eyes, which are usually brown or
black. The two ears are located on the sides of the head and
point straight up unless they are the floppy variety. The ears are
capable of independent, omnidirectional movement to pinpoint
the location of sounds. Fott have a small button nose with small
sensory whiskers just below it.

Fott come in a variety of fur patterns and colors. Brown, white,
and black are the most common colors. Fott fur is extremely
flammable. The Fott avoid fire and fire-based weaponry as a result.
Lasers and Pulse cannons are particularly terrifying to a Fott due
to their association with fire. Most will simply refuse to use them.
Most Fott run from a flamethrower unless they are suicidal.

Fott walk similar to Humans, but if they need to move faster, they
hop like a kangaroo instead of running. When sprinting at their
full speed, the length of each leap is increased, and the Fott uses
all four limbs just like a rabbit. Unlike other species, the Fott’s
jumping distance is not affected by their forward velocity.

Fott have a high metabolism that runs faster than most other
species. They also produce twice as much gas which must be
expelled. Due to this, Fott are constantly belching or are flatulent.

The Fott are omnivores. They can eat and drink anything a Human
can but require roughly twice as much food to maintain their high
metabolism. They also prefer to kill what they eat.
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HOME ENVIRONMENT

Fott prefer to live in rural, agrarian communes with other Fott.
Their homes are usually a hodgepodge of prefab structures and
homemade expansions. These typically are made up of whatever
is lying around or thrown away. The usual decorations include
the latest issues of “Throbbing Bunnies” and the creatures they
stuffed last week. Furniture is usually built from the bones, horns,
and hooves of whatever animals the Fott have hunted and lashed
together with rawhide. With this preference in mind, the Alliance
corporations typically offer Fott employment in agricultural food
production. This usually amounts to the Fott sitting and watching
the automated agricultural systems care for the plants and animals.
The Fott, however, would prefer to be out hunting their own food.
This makes the Fott unusually self-sufficient for an Alliance species.

Among their own communes, Fott share and borrow to a great
extent. A Fott will give their neighboring Fott the shirt off their back
if they have a need. That kindness and helpfulness only applies
to members of their commune. Fott are extremely suspicious of
outsiders and very xenophobic. Though typically low tech, Fott
splurge on weaponry and often choose to protect their communes
with K-Sats and automated turrets.

HISTORY

The Fott are despised by most other species in the Alliance. This is
mainly due to their creator. The Fott were genetically constructed
by “Uncle Ernie” Frielberg, specifically to burden the Alliance. His
self-proclaimed “Minions of Doom” seeded the planet, Delphix-9
of the Netas Hydri star system in 2256. This was five years after
the planet was annexed and prepared for colonization by the
Alliance. The Fott population grew to over 5 billion by the time the
Human colonization ship, Purveyor, arrived and discovered the
species in 2270.

The appearance of the Fott caused a great deal of turmoil
throughout the Alliance. All sentient organisms on Alliance
annexed worlds are afforded certain inalienable rights as defined
by the Alliance Confirmed Social Sanctions Act of 2110. However,
each sovereign species mandates its own edicts concerning what
is sentient and therefore equal. The design of the Fott allowed
them to meet all current Alliance member species’ requirements.

Since Delphix-9 had just been annexed by the Alliance, and the Fott
were technically a sentient species inhabiting the planet, they had
to be given citizenship. In addition, they were afforded the same
inalienable rights as any other sovereign species. To prevent a
reoccurrence of this issue, the Alliance senate amended the Social
Sanctions Act in 2272 to exclude all future life forms that are not
native to annexed worlds. Furthermore, natives that were altered
after annexation are also excluded from Alliance protection.

As for the Fott, they are equally dismissive of the Alliance and
Uncle Ernie. They wish to be left alone by all parties. During the
initial seeding, the Fott were not provided technology on their

undeveloped, adopted home world. Their built-in intelligence and
curiosity allowed them to reach Tech Level 2 prior to the Purveyor’s
arrival. The Fott were not violent among themselves, however,
once the Humans arrived their genetic-programmed belligerence
surfaced. Fott became unpredictable and aggressive when other
sentient species were present. Shortly after the Humans arrived,
the Fott declared war on the Alliance and attacked all non Fott.
The entire Fott population joined in the massacre of the colonists.

The Fott claim their war was over the right to self-govern and stay
an independent planet. The Alliance, however, was unwilling to
have a hostile, independent world inside the newly annexed space.
Therefore, the planet was claimed through force by the Alliance.
Fighting the Fott to force them into the Alliance, when they were
unwelcome in the first place, was the height of irony and must
have delighted Uncle Ernie immensely.

The war was the shortest in Alliance history. The Fott quickly
suffered a brutal, humiliating defeat with millions of Fott
exterminated. Their lack of technology and aggressive tactics
led to a swift resolution to the conflict. A single Alliance cruiser
ravaged every major city on the planet. Only the compassion of the
Zen ambassadors saved the Fott from complete extermination.
Since the Fott had not formally been accepted into the Alliance
yet, they could not be ousted for declaring war on it. The Alliance
also, conveniently, overlooked the ramifications of what was
essentially military action against a species that technically was
an Alliance member.

After the harrowing defeat, the Fott found and utilized every
Alliance resource available to rebuild their world. The Fott proved
quiet adept at identifying social and financial aid programs in place
within the Alliance that could be used to support their planet. The
Zen, no doubt, had a hand in assisting the Fott in this endeavor.
The Alliance eventually opened trade routes and established
spaceports, medical services, and schools on Delphix-9.
Additionally, the Fott's unprecedented reproduction and growth
rate forced the Alliance to assist the Fott in the colonization of new
worlds. The Fott are currently listed by the Alliance as petitioning
for entrance into the lower chambers of the Council of Timar. Once
admitted, they can petition the Alliance for additional resources
as well as additional financial assistance for Fott worlds.

SOCIAL ORGANIZATION

The Fott have a genetically imprinted social structure. They feel
great loyalty to their immediate family and clan. In the Alliance,
many consider this to be the only positive trait the Fott possess.
Their families and extended families are very large and are expected
to help one another if there is a need. They are very social but only
with other Fott. Family is the only social institution the Fott require
or accept without protest. The patriarch or matriarch of the family
sets the rules for the commune. Rule is from the top down; however,
individual Fott like to do things in their own time and way.

Each Fott’s social status depends upon the favor of the head of the




household. Those currently in favor get to do what they like and
use the family resources. Those that are out of favor get the worst
housing, assignments, and food. Everyone else in the family falls
somewhere between but is mostly left alone. As the social mobhility
depends on the leader’s favor, changes can happen in an instant.
A Fott may be living it up one moment and fleeing for their life the
next. This makes their social system fairly chaotic and provides a
steady stream of recruits to the Alliance military.

Fott prefer games that are chaotic as well. Fott games make little
sense to outsiders and are certain to include loud yelling, drinking,
jumping, and running as part of the event. These often end in
several hospitalizations for players and fans alike. Fott clans, while
hating the Alliance, rely upon it for learning centers, hospitals,
spaceports, and public services.

Certain Alliance leaders make no secret in proclaiming that,
“Uncle Ernie inserted every negative Human trait into the Fott.”
Fott are generally aggressive, devoid of social graces, reckless,
obnoxious, lazy, and resistant to social change. However, anything
that lessens a Fott's workload is greeted with open arms. The Fott
feel they were never really designed for hard work or any work
at all. Furthermore, they are ambivalent toward their artificial
creation and seem to take a perverse joy in the fact that their
reason for existence is to annoy and burden the Alliance. Overall,
the rabbits, like the Orions, seem to enjoy life to its fullest and like
the Orions, do so on their own terms.

VALUES AND ATTITUDES TOWARDS

Time: "Should be spent with family not with those filthy aliens.”

Achievement: "Wasn't so hard, I'm smarter than | look!”

Work: "I'll do three times the work just to avoid the manual labor
you asked of me.”

Wealth: "l just need enough for my wall size Tri-vid, pickup truck,
gun rack, and shotgun.”

Change: "Does it involve work? If so, then I'll pass, and don’t ask
me like them aliens.”

Scientific Method: "The what? That’s newfangled thinking, isn’t it?”
Risk-Taking: "Don’t you tell me | can’t do that. I'll show you!"

POLITICS

Fott Politics is all about family. The matriarch or patriarch
commands the family and may form allegiances with other
related clans. Since Fott do not fight among themselves, they
generally cooperate when the need arises. However, they are
fiercely independent and do not support any type of central
government. Fott believe that an individual is the only one who
can govern oneself. Personal freedom is extremely important to
them. This means a Fott’s word is their bond. If they say they will
do something, they will. There is no need to bug them every six
months to get it done; they’ll get around to it eventually.
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While Fott loathe Alliance rule, many gentleman Fott have worked
hard to obtain positions in the Alliance government. Critics of the
Fott say this is an attempt by them to siphon off more Alliance
resources. They argue that the Fott feel no shame or remorse
in lying, cheating, or stealing from the Alliance. Anything is
acceptable to a Fott as long as it is done to a non-Fott. The Fott
certainly aren’t denying the accusation. Other, less gentlemanly,
Fott have taken up the mercenary lifestyle or enlisted in the
Galactic Armed Forces. Here the outspoken critics of the Fott
argue that the Alliance’s newest citizens will go home and teach
the skills they learn in military service to their kin. They will then
know how to fight the Alliance in the future. Again, denials by the
Fott are not pouring forth.

Humans are bipedal upright creatures with two arms and two
legs. Each arm ends in a hand with five fingers. Each leg ends in
a foot with five toes. Humans come in a variety of shapes, sizes,
and colors. This variability confuses non-Humans who generally
have a greater conformity of appearance. Humans have two
forward facing eyes, two ears located on the sides of the head,
a nose, and a single mouth with teeth made for mashing and
chewing placed on the lower portion of its face. Humans are
covered with a fragile membrane known as “skin,” which often
randomly spouts tufts of hair. The skin is also a sensory organ
which detects contact, heat, cold, and pressure. Human skin
colorations run from pale white, to bronze, and various shades
of brown and black. Hair coloration includes brown, gray, blond,
white, black, and red. Eye colorization is usually brown, however
the colors blue, green, and hazel appear as well.

Gen-Humans appear identical to Humans except that they can
have nearly any color of hair, skin, and eyes.

Humans are omnivores who can have a widely varied diet and
ingest water directly in liquid form. They also ingest beverages
with ethanol which causes intoxication.

HOME ENVIRONMENT

Humans prefer temperatures between 21 to 30°C in their
domicile. They can tolerate a range of 4 to 50°C with normal
clothing. Humans can live almost anywhere, however, most
prefer an urban setting. Gen-Humans prefer the same.

HISTORY

HUMANS:

We have always excelled at killing one another. Our histories, fables,
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and religious teachings all include multiple examples of individuals
killing each other. Killing is often without cause or justification. In
the fall of 2033, a three-year global drought caused chaos across
the population of Earth. A whole generation was starving and living
in squalor, as the ruling elite continued to fight and squabble.

Third world countries were stricken by plagues the likes of which
humankind had not seen since the dark ages. Warlords were left
fighting for the scraps that remained. The Russian and Chinese
economies had collapsed as wide spread pollution and lack of
healthy workers had rendered their farmland barren. The European
Union was crushed as its members squabbled over the diminishing
food supply and refugees poured in. The United States had taken
an isolationist stance as it struggled to feed its own people.

Africa became a wasteland, and variations of Ebola and malaria were
spreading among the survivors as they fled. Finally, massive food
riots in India and Brazil seemed to spark the powder keg of what
would become World War Ill. Both countries brutally suppressed the
riots with hundreds of thousands dead. The UN condemned these
actions but could do nothing without the support of the member
nations who had turned their eyes inward to save their own.

The Iranian government, feeling its control slipping away and with
nothing to lose, launched a nuclear assault upon Israel. Israel
retaliated. Together, they wiped out the Middle East and poisoned
the Mediterranean. At the same time, China attempted to seize
the entire east coast of Asia and Russia. Biological warfare made
awasteland of these once fertile regions. Taking a break from their
invasion of Canada and acting under the power of the Bio-Chem
Warfare Treaty of 2008, the United States rushed naval power
to the western Pacific to blockade China in response to its use of
biological agents on the Russians. China retaliated with ICBM’s.
Fortunately, the US particle beam and missile defense systems
shot down the Chinese warheads. Unfortunately, the resulting
radioactive dust spread into the jet stream and across the planet.
The ionized particles disrupted global communications and killed
millions worldwide. The war, however, continued.

One month into World War lll, Russia launched a portion of its nuclear
arsenal at the Chinese. As the ICBMs reached their apex, a signal
was received from space by all remaining Earth governments. It
stated, “No more nuclear weapons. We will only deal with one Earth
government. Sort it out as we will be backin 100 of your years.” When
the missiles struck, there was no blast. Furthermore, all radioactive
contamination across the Earth was simply gone.

Following what would come to be referred to as “The
Communication” historical Alliances were renewed. Though
there were some religious wars that were sparked off by The
Communication, over the next 75 years the U.N. was used
by North America and Europe to coble an impressive array of
countries into a coalition. China and Russia attempted to resist,
but the combined might of the world brought them to heel, though
they demanded and received seats at the head of the table.
Humanity was finally united with 25 years to spare. Worried that
the entities who sent the signal might not be pleased with our




progress, the United Earth Nations immediately began work on
space defense systems. They needn’t have bothered.

When 2134 rolled around an incoming alien ship arrived within the
Sol system. It was greeted with multiple communication signals
and weapons fire from rogue and scared nations. It ignored the
former and was unaffected by the later. Once in orbit, a single
message was sent stating this time the aliens would address
Earth at the U.N. The seven fingered aliens that arrived caught
everyone off guard with their plaid kilts, atrocious bag pipe
music, and bad Scottish accents. The Orion’s hand-delivered
Humanity’s invitation to the Alliance along with a warning from
the Mutzachans. The Mutzachans cautioned humanity that a war
was coming. An alien species called the Aknar-Ryn was headed
this way, and they would destroy our world. The Mutzachans told
us that they had assembled an alliance of similarly threatened
species who had banded together to fight the Aknar-Ryn.

The Mutzachans would make humanity two offers we couldn'’t
refuse. The first was a way off the planet. A way to avoid “keeping
all our eggs in one basket” should the Aknar-Ryn find Earth and
destroy it. The Mutzachans had identified hundreds of habitable
worlds and installed turn-key colony cities on them, ready for
Humanity to populate. In addition, many of the other Alliance
species, particularly the Orions and the Zen, offered sanctuary for
Human populations on their colony worlds. Any colonists would
be selected by the Mutzachans, screened by the Chatilians, and
medically cleared by the Zen. No one had to accept the offer of a

colony ticket, but if you did, the Mutzachans called the shots on
who went where. It quickly became clear that the Mutzachans and
their allies had done their research. They had a veritable census of
humanity. The three Matrix generating alien species of the Alliance
put their collective heads together to match up particular Humans
to maximize their chances of integration and to minimize conflict.

There was quite an uproar when the United Earth Nations (UEN)
figured out that their colonists had all been pre-screened and were
being selected and placed without any input from the Humans. As
a concession, the Mutzachans offered the UEN the coordinates of
habitable worlds that were not being utilized by the Mutzachan-
led colonization effort. This offer was only made by the Melon
Heads, as they came to be called, after humanity had agreed to
join the Alliance. Many of these colony worlds were later annexed
by the Alliance. However, just as many still exist as independent
worlds run by rogue nations, dictators, and warlords. Ironically,
humanity would not have possessed the technology to even reach
these worlds had they not joined the Alliance.

The second offer the Mutzachans made humanity, was an offer
to join their Alliance and fight the Aknar-Ryn. With membership
in the Alliance came access to all the technology it possessed.
Again, having integrated so many other alien species into the
Alliance, the Mutzachans were not without a plan on how to
integrate humanity. Many of the colonists the Mutzachan’s
selected found that, when they arrived on their colony worlds,
job training was waiting for them. Not coincidentally, these jobs
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SPECIES GUIDE

often coincided with prior occupations or talents the colonist had
possessed back on Earth. Though all colonists underwent training
to rapidly familiarize them with the Alliance and the technology
it used, those with occupational skills found additional training
was available on how to update those skills as well—particularly
in manufacturing sectors. As many of the Alliance technologies
were integrated into the colony cities and homes as time-saving
and convenience features, it wasn't long at all before humanity
was taking them for granted. In fact, the homes in the colony
worlds were administered by para-artificial intelligences that were
designed to teach their Human populations about the Alliance and
its technology in order to expedite their acclimation.

Once humanity joined the Alliance, their population exploded. The
Human population is approximately ten times larger than the next
closest species. Furthermore, Humans still have the colonial drive,
spreading to the outskirts of known space, populating new worlds
atan extraordinary rate. There are more Human colony worlds than
there are colony worlds of the other Alliance members combined.
The rate of expansion has pushed many of these Human colony
worlds to the frontier of Alliance space. The newer colonies are far
lower tech and more isolated than the original turn-key colonies
offered by the Mutzachans on Humans entrance to the Alliance.

GEN-HUMANS:

Often referred to as the next step in Human evolution, Gen-Humans
are Humans who have been genetically modified. As early as
1966, scientists began doing genetic experiments, mapping the
DNA and RNA of mice and other lab specimens. By the 1990’s,
they had successfully cloned sheep and mice, and then monkeys
were cloned in 2017. Some saw this as humanity playing God.
Eventually, scientific endeavor, fueled by the ulterior motives
of the government, won out against the moral minority. During
WWIlI, Dr. Katherine Dykeman completed a top-secret government
experiment for the United States of America. She cloned and
birthed a Human in the lab. Shortly thereafter, scientists created
what was hilled as the first “super Human.” The Chinese and
Russians were not far behind. Super soldiers were the primary
weapon during WWIII. Lab grown, with no rights to speak of, these
disposable soldiers were thrust into the worst situations. After the
war, corporations immediately began using clones as a labor force,
since clones had no rights under the U.N. charter. Workers were
laid off by the thousands as the clones were used as slave labor. By
2108, cloning was common in all nations on the planet Earth.

Early on, most clones were designed for a specific purpose. These
“models” were typically called things like Combat XI, Pleasure
Unit V, and Serf XX. As the process improved, the clones became
more individual and distinct and came to be known as genetic
Humans or “Gens.” The genetic Humans proved far superior to
their counterparts, replacing them in the job market and private
sector. In 2113, despite corporate resistance, the U.N. gave
Gen-Humans the same rights as regular Humans. A backlash of
anti-Gen sentiment swept the world. For seven years, Humans
patrolled the streets and indiscriminately killed any person

suspected of being a Gen. Hundreds of thousands of innocents
were slaughtered. Finally, in 2120, the U.N. was forced to pass
the heralded Genetics Laws, which stipulated that no more than
15% of the galaxy’s Human population could be Gen-Human. All
firms producing Gens were forced to sterilize and brand their
stock at birth. This brand includes the model and serial number
of the clone and is placed on the back of the neck. In the years
following the passage of the Genetics Laws, Gens have obtained
more and more positions in the Earth and Alliance government and
now outnumber Humans in positions of authority. They have been
pushing hard for more reproductive and personal freedoms.

HUMANS:

The Human social structure really hasn’t changed much. Their
social structure relies upon the upbringing and social norms
passed down from their ancestors. Patriarchal, matriarchal,
nuclear family, religious, and commune are just some of the family




nuclear family, religious, and commune are just some of the family
structures seen. Kinship, while often determined by blood in
Human society, can also be determined by philosophy and religion.

Currently, Human worlds are mostly republics and democracies
that report to the Human Expansion and Resource Service (HERS).
HERS manages Human settlement resource allocation, police
enforcement actions, and Diplomat placement for the United Human
Government (UHG). The UHG replaced the UEN once the Humans
joined the Alliance. UHG runs all government related humankind
across Human-controlled space. This bureaucratic nightmare has
only been kept functional by automation and the use of para-Al’s.

Socially, Humans still find themselves in the same state as
the 20th century. Those with money and power have greater
influence, whether it's a corporation or individual, than those
without. Individuals from families with means have a charmed life
awaiting them, while the rest scratch for a living off their scraps.
Social mobility is limited unless one becomes an interstellar music
or tri-vid star or Battlelord. As with any Human social construct,
these only last as long as Humans believe in them.

GEN-HUMANS:

Gen-Humans adopt many Human social systems in an attempt
to blend into humanity. They still hope that one day, Humans will
accept them and integrate Gens into the Human population to
improve the overall species. However, Gens have also created a
hierarchal system within the Gen community. Scientist, diplomats,
and warriors are given greater accord then construction-based or
sewage pipe cleaning models. Job role responsibilities or function
provide you with social standing.

VALUES AND ATTITUDES TOWARDS:

HUMANS

Time: "There is never enough to get the job done."

Achievement: "It is my path to a better life, where | won't have to
work so hard. "

Work: "Always more of it, now if | could just get ahead."
Wealth: "l will always need more. Somebody always has more than me."
Change: "No sir, | don't like it."

Scientific Method: "We like it when it tells us what we like, but
ignore it when it doesn't. "

Risk-Taking: "It’s the only way to get rich!"
GEN-HUMANS

Time: "It is precious, cherish every moment of it with your kind.”
Achievement: "It comes easy. It's what | was made for.”
Work: "It’s what | was designed for.”

Wealth: "It gets me the best toys! Do you want to see my new
Omega cannon?”
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Change: "l was made to be physically flexible, not mentally flexible.”
Scientific Method: "It’s the only true way to know.”
Risk-Taking: "Only if the risk is worth the reward."

POLITICS

HUMANS:

Human versatility and variety in skill sets has allowed Humans to
control some of the most prestigious positions of power throughout
the galaxy. Incomparison with other species, many Humans contend
that they are less ego driven and care more about the masses as
a whole. They claim that Humans should manage the Alliance. Of
course, this is a subject of some contention with other species.

Humans love bureaucracy and all official colony worlds fall under
the auspices of the United Human Government (UHG) and are
managed by Human Expansion and Resource Service (HERS). The
United Human Government and Human Integrity System Bureau are
elected branches of the government with terms lasting for ten years
unless removed for corruption or dereliction of duty. The Human
Expansion and Resource Service is the core of the bureaucracy for
career civil servants. Human colony worlds that are unaffiliated with
the Alliance are not governed by the United Human Government and
can have a variety of governmental systems including totalitarian,
socialist, theocracy, and dictatorships.

Most Humans are deeply loyal to United Human Government as
they see it as the purest ideal form of Human government. Even
with Human laws closely mirroring Alliance law, Humans remain
deeply suspicious of the Alliance. This is one reason Humans
have sought political power and placement within the Alliance.
However, a majority of Humans find the Alliance bureaucracy
overly burdensome as it must fairly allocate habitable worlds
between all members, and Humans have an almost boundless
desire for expansion and development of new worlds.

A small subset of Humans has rebelled against this system. They
attack the Alliance in an attempt to “free” humanity from its
influence. These are true believers that seek to end the Alliance
between the species.

GEN-HUMANS:

The Gen-Humans believe in a wide variety of governments. The
type of governmental structure supported depends entirely on the
individual and persons governed. What is certain is that most Gens
truly believe that they are preordained to control the universe.
This is a thought pattern that was woven into the DNA link of
the prolific DB-7 and DB-8 Accelerated Response series. Gen-
Humans hold the highest offices in the galaxy, including President
of the Galactic Alliance. They also have integrated themselves into
much of the Alliance military structure, though Eridani still hold
the majority of command positions.




SPECIES GUIDE

Pick two from this list.

GENETIC MODIFICATION TABLE (GEN-HUMANS ONLY)

Double jointed ( +50 to escape artist).

Pick one from this list.

Increase your total number of Actions per Combat Round by 2.

Fast learner. Double the amount of Skill Points you receive from
Experience.

Overcharger. You're a living battery. You can double the damage of any
non-kinetic weapon up to 20 Points. The weapon must make MN roll at
+20. This ability may be used twice per day.

Take three skills at level 5.

Latent Extractor (Select Energy Controller, Empath, or Healer). Just pay
for your PP, Gen skill, and Matrices as detailed Latent Extraction section
of the Matrix chapter.

You may start the game with two skills at level 7, but you must still spend
the skill points to purchase them.

+25 to any one Vital Statistic. This bonus stacks with prior bonuses.

Pick one Energy Bracket 2 Matrix from any discipline. You can use the
Matrix once per day.

Increase 1Q by 25.

Increase Manual Dexterity by 25.

Poison claws. Claw do 1d4 damage plus VENOM (CHEM@-20; 1 BP per
Combat Round; 8 Combat Round Duration).

Increase Agility by 25.

Sensor invisibility. You have a Stealth Rating of 50%.

Increase Intuition by 25.

Increase Constitution by 25.

Pick one Energy Bracket 1 Matrix from any discipline. You can use the
Matrix twice per day.

Increase Charisma by 25.

Supermodel. Increase CHA by 10. This stacks with other CHA bonuses.

Increase Strength by 25.

Increase Aggression by 25.

Able to copy a target’s DNA and appearance by touching them. The
transformation takes 1d4 hours. You also get any genetic ilinesses they
pOSSess.

+2 bonus to Initiative Modifier.

Increase any ECR by 15. This stacks with other ECR bonuses.

10 levels in any one skill.

Matrix resistant. +25 on ECRs vs matrix attacks.

Disruptor. You emit a disruptive electromagnetic field. Treat as ECM of 50
with a range of 10 m. It makes you easy to detect, but not track, and also
affects your own equipment if it is sensitive to ECM.

Increase starting Body Points by 3d4.

Increase your Death’s Door score by 3d4.

Mentally hardened ( +25 ECR vs checks to mentally influence or
manipulate).

DNA cloak. You don’t leave any DNA evidence behind. Your skin cells do
not sluff off. Your hair does not fall out. Even your exhalations are filtered.
Unless you're wounded, you don't leave a trace.

Increase MEN ECR by 25.

Hardwired. Select one non-combat skill. It takes you half the normal time
to make these skill checks.

Increase BIO ECR by 25.

Built for speed. Increase your RUN score by 7.

Increase Fire ECR by 25.

Increase your Vision sensory modifier by 25.

Increase COLD ECR by 25.

Increase your Hearing sensory modifier by 25.

Increase SEN ECR by 25.

Increase your Smell sensory modifier by 25.

Increase CHEM ECR by 25.

Increase your JUMP score by 4.

Increase RAD ECR by 25.

Fighting Will. You remain conscious until you hit your Death’s Door.

Regeneration and the ability to reattach severed limbs. Heal 1 BP/Combat
Round. Recovered severed limbs held to their original location reattach
once % of the character’s original BP total is healed.

Appearance change. You can change your appearance: hair color, eye
color, and facial features. It takes two days, but you can not duplicate a
specific appearance.

Natural Threshold Rating of 2 (THR 2).

Language savant. Take 5 levels of six different languages.

Cyber receptor.Half normal CON loss for cybernetics.

Lie detector. Receive a +40 bonus when making an Intuition (or Observation)
checkto determining if someone s lying.

Redundant organs. Ignore critical hits that affect organs.

Gigantism. +1 SC, +10 STR, +10 CON, -10 AGL. These bonuses stack with
prior bonuses.

Wall crawler. You can stick to walls. This gives a +40 bonus to any Climb
skill checks.

Auto-resuscitation. You can make a CON check when at 0 or negative BP.
A successful check means you regain 2d4 BP. This ability may be used
twice per day.

Chameleon skin. This gives you a -20 penalty to anyone attempting to
locate or track you with a Visual Observation check.

Savant: Select one skill. All penalties for that skill are always one level
lower than the GM assigned penalty. If you select a weapon skill, Combat
Modifiers are at half their normal value for this skill.




GENETIC MODIFICATION TABLE (GEN-HUMANS ONLY)

Non-standard sense. You can detect one phenomenon or substance
(gravity, electricity, living organisms, etc.) that would not normally be
detectable at range with your normal senses. This sense has a range of
20m and is treated as an Observation skill check.

GENETIC MODIFICATION TABLE (GEN-HUMANS ONLY)

Natural pilot. You receive a +15 to Piloting skill checks.

Tinkerer. You receive a +15 to all Repair skill checks.

Highly Observant. You receive a +15 to Observation skill checks.

Infravision. You can see heat sources.

Silver-tongued. You receive a +20 to Persuasion skill checks.

Ultravision. You can see ultraviolet sources and can navigate in the dark
by starlight.

Your food and water requirements are 1/4 what normal Humans require.

You possess biological SONAR with a range of 30 meters. You can “see”
in the dark using this sense as if you could see with your eyes, except you
can not determine the color of anything. Treat this as Observation skill
check with a +30 Bonus.

Productive Insomnia. You only require 1 hour of sleep a day and suffer no
ill effects from sleep deprivation as long as you get your hour of sleep.

Pain immunity. You can ignore the effects of non-bone Critical Hits.

Psychic Shock. You are able to mentally stun anyone you touch. STUN
(MEN@-20; Unconscious for 1d4 Combat Rounds): You can use this ability
once per day.

Prehensile tail. You have a 1m long prehensile tail that can hold and fire
weapons. Itis treated as having one quarter your STR when lifting objects.

Fearless. You do not need to make AGG checks to avoid panic or for
fear-based Matrix attacks.

Retractable claws. Your claws do 1d4 REAL damage and are visually
undetectable when retracted.

You have a gland that can store and discharge electricity on touch. SHORT
(ELE@-10; 1d4 + 2 damage and target's Actions reduced to O for duration,
duration of 1d4 Combat Round) [Damage Type T1 You can use this once
per day.

Matrix Booster. If you are in skin-to-skin contact with a Matrix Controller,
you may double duration, range, or damage (pick one) of any Matrix they
generate. This ability may be used twice per day and does not work on
Matrices over Energy Bracket 3.

Hostile Environment Design. You receive a +25 to any ECR check made
due to environmental conditions.

You can grow organic darts (quills, spines, etc.) which are extruded from
your skin. They can be thrown using the Throwing Skill and cause 1d6 + 2
damage. [Damage Type '-']

Desert Design. You can go for a whole week without drinking water.

Reinforced Bones. The penalties for bone Critical Hits are halved.

Venom gland. You can spit venom up to 5 meters. This fun party trick can
be used to blind your enemies if you successfully make a Called Shot to
your opponent's eyes. BLIND (CHEM@-20; Visual Modifier reduced by
100; 1d8 Combat Rounds).

Untraceable. You produce no pheromones, scents, or odors. As long as
your equipment doesn’t emit an odor, you can not be tracked by smell. A
Cizerack’s worst nightmare.

Efficient Lungs. You can hold your breath for 8d4 min.

Your frequency of ECR rechecks is doubled. If no frequency is specified,
you get a second check if you fail your first ECR check.

Gills. You have gills and are able to breath fresh or salt water.

Hardened Senses. Your eyes and ears are protected from blinding lights
and loud noises. Increase your SEN ECR by 50 when dealing with sensory
attacks that rely on overloading the senses with external stimuli.

Prehensile feet. This gives you a +20 bonus to climb skill checks if you
remove your shoes.

Fun Sized. -1 SC, -10 STR, -10 CON, +15 AGL. Bonuses stack with prior
bonuses.

Danger Sense. You subconsciously become aware of changes in your
environment. Your conscious mind might not notice. You get an INT check
as a Free Action to detect imminent ambush.

You have a photographic memory. You remember everything you see.
This doesn’t mean you see everything, but you don’t forget what you've
noticed in the past.

Webbing. You have webbed fingers and toes. This gives you a +15 bonus to
your Swimming skill checks.

Internal compass. If the planet you're on has a magnetic field, you can
navigate as if you had a compass. Provides a +20 bonus to all navigation
skills made while on a planet or a ship with a functioning reactor.

Immune to disease. You get a +50 bonus to your BIO ECR when making
checks to ward off disease.

Defensive chemical spray. You can spray a noxious chemical with 80%
accuracy out to 5 meters. Targets not in environmentally contained suits
may be incapacitated due to forceful vomiting. TOXIN (BIO@-20, Lose all
Actions, 1d4 Combat Rounds).

Sound mimic. You can imitate any sound you hear. +25 to Impersonation
Skill checks.

Menacing. You receive a +15 to Interrogation skill checks.

Glowworm. You can glow at will. This provides a +30 bonus to Visual
Observation checks made within 10m of you, if you are in the dark or
a poorly lit environment. It also makes you a really inviting target for
snipers.

Base instincts. You receive a +15 to Survival skill checks.

Flexible. You receive a +15 to Acrobatics skill checks.

Typhoid Mary. Anyone who is within a few meters of you can become ill.
You must wear a containment suit to avoid making others sick. DISEASE
(Bio@-30 Penalty; -1d4 STR, CON, AGL per day, 1d4 day delay, 4d10 days;
ECR recheck is daily.)
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Species
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Starting Skill Points 50
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Chameleon-like color change (50% Stealth Rating, -70 to Visual Checks)

Can exude camouflaging slime to hide armor, weapons, and equipment

Echolocation (aka hiological sonar)

SPECIES LIABILITIES

React slower in cold temperatures (# of Actions reduced by 2, +4 to Initiative

Rolls)

CULTURAL SKILLS AND BEHAVIORS

Difficulties for Flying Skill Checks are one level lower

* Keen must be Unencumbered in order to glide and stick to walls. When
gliding, Keen move at the listed FLY speed, but for every two meters
traveled horizontally, they lose one meter in height.
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KEEN

The Keen are a species of highly intelligent, quasi-amphibious,
arboreal aliens that dwell in the tropical rainforests on the planet
Muspelheim. Their height ranges from 1.1 meters to 1.4 meters,
and their weight ranges from 45 kg to 60 kg. Keen are hexapods
with six limbs, four of which are arms. Each of their four arms ends
in a hand with three fingers and a thumb. They have two powerful
legs which can launchtheminto the air. The arms are evenly spaced
upon their torso. Keen have a glide membrane which allows them
to glide from tree to tree. The membrane extends from their ankles
to the first set of (lower) arms. A second glide membrane extends
between their lower arms and upper arms. This membrane folds
close to the Keen’s body until needed to reduce the possibility
of it snagging on branches. When needed, the Keen redirects air
from the lungs to fill small support tubes that inflate, popping the
membrane out and holding it rigid.

The Keen's jaw dislocates to allow food to be swallowed whole as
they have no teeth. Unlike Humans, a Keen’s head is capable of
rotating 180 degrees, allowing them to look almost directly behind
themselves.

Humankind nicknamed the Keen “bat-frog” as the Keen look
like a cross between a giant frog and a bat. The location of the
eyes on a Keen's head is similar to Humans. However, the Keen
have a transparent nictating membrane that lowers over the eyes
to protect them and allows the Keen to see more clearly when
underwater or in rain. The Keen have large bat like ears that start
at the jaw line and extend up and above their head. Keen use these
large ears as part of their echolocation system. This allows them to
see using sound like an Earth bat.

KEEN HEARING

Keen can make an Observation check using their Hearing Modifier
in place of an Observation Check with the Visual modifier, if
they wish to use their echolocation to “see” rather than their
eyes. Unlike their speech, their echolocation call is inaudible to
most species. It is limited to a distance of 60 m, and the range
is reduced by inclement weather such as monsoons or blizzards.

KEEN SLIME

Perhaps one of the Keen’s most famous traits is the clear mucus
layer their skin secretes that keeps the skin moist and healthy.
The mucus is an important aspect of Keen biology. The mucus
is filled with specialized cells that contain both photoreceptors
and chromatophores. The photoreceptors “see” color, and the
chromatophores can change the color and texture of the cell.
All of the cells in the slime are interlinked and form a temporary
and primitive nervous system. This system allows them to detect
and replicate patterns and textures. As a result, the mucus
automatically changes color and texture to blend whatever it

covers into its surroundings. The Keen’s skin has a similar ability.
This allows the Keen to not only change the color and skin texture
of their bodies to blend into their environment, but they can also
coat other objects such as their weapons and armor with the
slime, which gives them the identical abilities.

The slimy mucus eventually dries out and dies after a day outside
the Keen’s body and must be reapplied. The Keen are normally a
pale white when not using their camouflage abilities but cannot
consciously control the color shifts. In addition to hiding them, the
slime also keeps them from drying out, and it is thicker and stickier
on the Keen’s hands and feet. This improves their climbing ability.
A small number of Keen secrete poison in the mucus on their
skin. These Keen are shunned in their society since this deadly
neurotoxin affects other Keen as well.

The Keen can produce enough slime each day to cover a Size Class
4 individual or an amazing 2 square meters worth of weapons and
equipment. The slime will continue to camouflage whatever it
covers, no matter how far from the Keen it is removed. The slime is
sticky as well as being waterproof and is very difficult to wash off
until it dies and dries out. At this point, it becomes hard and dark
in color. The mucus, which is filled with living cells, will survive for
about a day, though cold or arid environments reduce the lifespan
of the slime.

The mucus provides a Stealth Rating of 50% and a -70 penalty to
Visual Observation Checks to spot to covered objects.

DIET

Keen are Omnivores; their diet consists of fruits, insects, and
small live animals.

HOME ENVIRONMENT

The Keen evolved on a hot, humid world covered with tree-
equivalents where temperatures ranged from 30-50° Celsius.
They are most comfortable at these temperatures when the
humidity ranges from 90% to 100%. Frequent rains also help
to maintain the moisture needed for their skin and lungs. If the
temperature falls below 25°C, the Keen become lethargic.

KEEN IN COLD WEATHER

In temperatures below 25° Celsius the Keen’s number of Actions
are reduced by 2 (to a minimum of 1 Action per Combat Round).
They also receive a +4 penalty to their Initiative Rolls.

HISTORY

The Keen live closely with nature. They prefer hidden cities within
the tops of their rainforest homes. Until the Mutzachans arrival,
the Keen where a mix of hunter-gatherers and tree farmers. They
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shaped the trees to their needs for homes, artistry, food, and
defense. However, a majority of their time was spent in securing
food. The Keen culture was technologically primitive due to a lack
of mining, not a lack of learning or intelligence. Metal was rare on
Muspelheim, and most items were grown or fashioned of wood.

During this time, the Mutzachans colonized the cooler portions
of their world. The Keen are so adept at hiding that they escaped
detection in early scientific surveys. During the construction of
the Mutzachan colony, all manner of small items disappeared.
Any hand-held item left unattended vanished. A visiting Chatilian
dignitary sensed the Keen during their visit. Recognizing the
potential in espionage and as a snub to the Mutzachans, the
Chatilians sent a contact team to Muspelheim and started a dialog
with the species. The Keen were catapulted into the space age
by the Alliance who valued their skills, abilities, and intelligence.
Eventually, the species was offered full membershipin the Alliance,
as the extent of the intelligence and value was recognized. Since
the Alliance integration, the Keen have spread rapidly throughout
the Alliance worlds. They have adopted the Alliance laws and
entered a new technological age, though they still prefer to live
in harmony with their natural surroundings. The Keen often side
with the Chatilians during Alliance disputes, and to add insult to
injury, the admission of the Keen into the Alliance required the
Mutzachans to relinquish their claims to Muspelheim as a colony
world. The Keen, however, have opted to allow the Mutzachans to
stay on Muspelheim.

SOCIAL ORGANIZATION

Keen prefer solitude over groups. This independent streak
permeates all aspects of their culture. Keen cities are large
sections of rainforest that have been modified and sculpted by
the Keen for habitation. The city is structured around the aviary
pools to keep them safe. A Keen city of 5,000 individuals would
cover roughly a 5 kilometer area. Keen hunters will kill or drive off
all other predators within this region. This allows the Keen to feel
safe and secluded. On Keen worlds, those that are best at keeping
others safe are tasked with governmental duties by popular vote.

While Keen are mainly solitary, they will voluntarily serve as
teachers at the hirthing pools and provide for the young. This
is usually where Keen meet for procreation and government
assemblies. Often, a good council session will result in several
new rounds of egg laying and fertilization during its conclusion.

The Keen did not have standing armies, medical personnel, or
formalized government until incorporated into the Alliance. Now,
the Alliance militarily actively recruits Keen for scouts, snipers,
and espionage agents. Outside the military, the Keen are most
frequently employed as horticulturists. The Keen’s skill at coaxing
the trees within cities to grow hidden paths, abundant food, and
homes for Keen and other species has allowed their population to
explode. Their greatest skill is in making this look natural. Non-
military Keen are often hired to incorporate nature and food
sources into Alliance cities. Keen gardeners are highly sought

throughout the Alliance for their functional artistic garden designs.

In addition to gardeners, Keen are frequently employed as
engineers and singers. Keen engineers are often used in spacecraft
manufacturing and maintenance due to their love of small spaces
and their solitary nature. Their ability to echolocate through pitch
black maintenance corridors and stick to walls is equally handy.
Keen singers are also highly sought after. Their range and tonal
language provide them with perfect pitch. Their song like voices
are often incorporated into musical compositions and orchestras.

Keen do not wear clothing unless outside their temperature
range. Keen clothing is designed to keep the Keen warm and
wet. Keen never wear clothing when in their preferred hot, moist
environment. Materials for Keen clothing is selected based on how
well their camouflaging slime adheres to it.

COMMUNICATION

The Keen language is inaudible to all Alliance species as the
frequency is well above their auditory range. The Keen language
is highly complex and uses tonal variations to change meaning for
words. It is song-like and standardized across their planet. The
Keen earned their name by the call they emit in the Human hearing
range. This is known as the Keening cry. The Keening cry is likened
to the Sirens of Greek legend, haunting, eerie, and beautiful. Keen
use this call as a form of echolocation much like bats on Earth.
The call allows the Keen to “see” up to 60 meters in front of them,
and they can determine distance to objects, shape, texture, and
even density. Except for its limited range and inability to detect
color, the Keen’s sonar is in many ways’ superior to standard
vision. When Keening, the eyes automatically shut to prevent dual
imagery. The Keen cry distance is cut by half during monsoon or
rainy conditions. Keen are more than capable of reproducing every
spoken Alliance language, but all Alliance translator modules
come standard with Keen language.

The Keen written language is every bit as complex as their
inaudible-to-Humans spoken language. The Keen written language
is a symbol-based, logographic language, similar to hieroglyphics.
The Keen use their mucus gland to write or create their symbols
in slime on flat surfaces. This mucus sticks to any surface and
hardens to a dark color within days. However, their mucus is brittle
when it dries, so original Keen manuscripts are difficult to find.
Since joining the Alliance, the Keen standardized their written
language. However, small pockets of their home world still have
unique written languages. The Keen have no mass media and have
adopted the Alliance broadcast system.

VALUES AND ATTITUDES TOWARDS:

Time: "Patience. There is time once it is safe.”
Achievement: "It grows us all.”

Work: "To be done in secret, safely hidden.’
Wealth: "It is new to us.”




MAZIANS

Change: "Every storm brings it; we hide and adapt.”
Scientific Method: "Now that we know of it, we like it.”
Risk-Taking: "No risk. Hide and be safe. Strike when it is safe to do so."

POLITICS

The Keen are primarily solitary. However, they are intelligent
enough to band together when threats arise. For the good of
their species, the Keen formed a loosely knit government after
encountering the Mutzachans and Chatilians. This consists of
democratically elected councils. These councils manage the local
city and the associated spawning pools on the Keen home world.
Otherwise, the Keen are happy to allow the Alliance to govern their
colonies. Regardless, the Keen are ruggedly self-sufficient and
independent. The Keen have limited global laws. These mostly
involve death for anyone who endangers, doesn’t defend, or
damages an avian pool. The Keen keep these limited law sets on
their colonized worlds. However, they have no difficulty adapting
to or using Alliance law.

MAZIANS

Mazians are amphibious, amorphous, blob-like beings from the
planet Karas in the Beta Comaie Bernices System. Evolutionary
scientists consider them quite the anomaly. In their natural state,
Mazians are formless blobs of jelly. You can find them in any
imaginable color or pattern. These creatures can change shape,
color, size, texture, and even density. This gives them the most
highly advanced camouflage ever seen in the Alliance.

These highly intelligent beings can mimic most objects reasonably
well. However, if a Mazian can physically engulf an object or
person, they can create an exact duplicate. The Blobs canreplicate
external and internal features, including scents, texture, and even
working organs. With sufficient training and access to relevant
details about the target’s behavior, a Mazian can impersonate a
specific person to near perfection.

Mazians do not have the normal internal organs as each cell
exists as a separate, almost self-sustaining entity. Their cells
communicate and work in a harmonious symbiotic relationship.
Mazians possess a brain-like organ called a central ganglion mass
and a neuro-mesh network that functions as a centralized nervous
system. Though each cell in a Mazian’s body has a primitive eye
which allows them to see in all directions, they have poor eyesight
and can only see a distance of about ten meters. In addition, their
color vision is very poor. Mazians rely primarily on their vibration
sense to examine their environment. The blobs can sense
vibrations through the ground and air and can use this ability to
detect nearby objects toabout 100 m. They canalso track anything
that is moving across (or through) the ground. Unfortunately, the
sharpness of this sense makes them extremely sensitive to sonic

vibrations and sonic-based weaponry. Mazians do not breath.
Their cells run solely on anaerobic energy production. As a result,
gas attacks which affect lungs such as tear gas have no effect
upon a Mazian.

A Mazian's ability to change its shape, density, and elasticity
gives them many unique abilities. For movement, a Mazian can
roll, bounce, slither, and spring with surprising speed. They can
also change their shape into a balloon or a glider if they want to
take flight. Of course, the Mazian could mimic an Alliance species
and walk or run wherever they need to go. Mazians can choose
to manipulate only a portion of their body to mimic some aspect
of alien anatomy that they have observed. Some Mazians have
been known to grow just legs, leaving everything above the waist a
formless blob, just so they can run faster. The sight can be a little
disturbing for the inexperienced. Hands, eyes, mouths, and other
body parts alien to the Mazian can be created at will if the Mazian
finds having them useful at the time.

Furthermore, a Mazian can harden their surface against attacks
or form stabbing or slashing appendages. Mazians can also avoid
attacks by oozing away from the hit or creating openings within
their body to allow attacks to pass through. Finally, Mazians
are capable of amazing feats of manual dexterity. They are
able to generate multiple pseudopods to manipulate controls
with amazing speed or wield multiple weapons simultaneously.
Mazians carry items by forming tentacle-like pseudopods or arms
with hands to carry them, or by enveloping them and carrying
them inside their bodies. A blob can stretch a pseudopod about
5 m away from its body.

MAZIAN HEARING

Mazians can make an Observation check using their Hearing
Modifier to locate and track objects that are in contact with any
surface that they are on or touching. Usually the Mazians use the
ground, though if both parties are in contact with a wall or ship
bulkhead, for example, it would work just as well. The better the
surface carries vibrations, the easier it is for the Mazian to locate
and track objects or persons. This ability is limited to a distance
of 100 m and does not function while wearing armor unless the
armor is equipped with the Tactile Response armor option.

Mazian Shape Change

A Mazian's Shape Change skill allows it to increase its Agility,
Manual Dexterity, MOV scores, and add a Threshold Rating. See
the Skills Chapter for more information on the Mazian's shape
changing ability.

Whether a Mazian is carrying equipment externally or internally,
the total amount of equipment carried is still dictated by their
Strength attribute. The ability to carry multiple weapons does not
increase the number of attacks a Mazian can make with them.
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Level 2 Shape Change skill
Can change shape to resemble other species and objects

*Can increase their RUN/JUMP/FLY scores using their shape change ability

SPECIES LIABILITIES

Sensitive to chemical, electrical, and sensory attacks

Poor distance and color vision

CULTURAL SKILLS AND BEHAVIORS

Combat skills cost twice as much



MAZIANS

Mazians eat by absorbing liquids and digestible solids into
their body. Non-digestible solids are expelled at the earliest
convenience.

HOME ENVIRONMENT

Mazians are the most versatile species known to the Alliance when
it comes to living conditions. A moist box in the corner of a room
is more than enough for a Mazian. On their home planet, Mazians
lived in oceans, streams, lakes, and any wet or moist environment
on land. These included beaches, marshes, estuaries, and
rainforest both tropical and temperate. Even arctic ice flows
provide them a fertile hunting ground.

HISTORY

Mazians are a very intelligent species, yet they never managed
to develop tools or space travel. This lack of technological
development was for several reasons. First, since they cannot
see the stars, they had no concept of anything beyond the planet.
Second, they never developed mining or metalworking because
they dislike the way metal “tastes” when they come into physical
contact with it. Finally, Mazians are the only species in the Alliance
to never have a war prior to joining the Alliance. The Mazians
believe that every cell does its function to support each other and
so must every Mazian. The good of the whole is what matters.

The Mazians were first discovered by the Cizerack in 1011
BCE. The Cizerack had claimed the planet for colonization not
knowing of its inhabitants. Since Cizerack like to bask in the sun
on the beach, the Mazians were drawn to the purring sound and
attempted to engulf the sleeping Cizerack. As the Cizerack awoke
to find themselves covered with Mazians, they were naturally
alarmed. The Mazians, however, were fascinated. If we rub here,
the vibration gets stronger, and here it decreases. They didn’t mind
as the Cizerack took them back to their camp. Shortly afterwards,
both realized the intelligence of the other.

Strangely enough, the two species developed strong, friendly
relations. The Mazians provide the Cizerack with workers that
possessed the fine motor skills and impressive dexterity needed
to build and manipulate small devices. They also give great
massages. The Cizerack, in turn, provided the Mazians with
knowledge and weapons. This would seem like a bad deal for the
Cizerack unless you've ever had a Mazian massage.

Mazians generally like most the Alliance species, however, they
will go out of their way to avoid the Chatilians. Mazians find the
empath’s natural ability to locate and speak with them extremely
unnerving. Furthermore, Chatilians tend to utilize sonic based
attacks which are deadly to a Mazian.

Since joining the Alliance, the Mazians have adapted to many
roles. Any field requiring both a high degree of manual dexterity

and intelligence allows them to flourish. They are quite in demand
with industries that manufacture or maintain micromechanical
devices. Despite their non-aggressive nature, they have also
excelled within the Alliance Military. This is partially due to their
uncanny skill at infiltrating enemy positions and partially due to
their ability to operate multiple pieces of equipment, including
weapons, simultaneously.

SOCIAL ORGANIZATION

“All Mazians are kin. We come from the same root even if our
genetics have diverged. This is the truth of all life.” Previous
to joining the Alliance, the Mazians had no social structure or
leader. As each cell has a function, so does a Mazian. Mazians
claim that learning what your function was in Mazian society
and then fulfilling that function is their reason for living. Social
stratification and status systems are simply social constructs with
no value to a Mazian. Genetically, Mazians are wired to cooperate
with each other. There was and is no central leader or authority
structures on their home world. It is true anarchy. Since joining the
Alliance, Mazians have adapted to Alliance law but still maintain
the disregard for social status and stratification. They also play
an important role within the Alliance as influential advocates for
multi-species cooperation between Alliance members.

Mazians are very social beings and are often found oozing on top
of each other, ten to twenty deep. They do not understand the
concept of personal space and have been known to disturb other
species with their constant touching. Mazians sooth themselves
by touching and caressing each other. This gentle touching and
stroking are the primary reason for their friendship with the
Cizerack.

COMMUNICATION

Mazians have elaborate greeting rituals when meeting an
individual for the first time. This involves intertwining while
rhythmically pulsating against each other. When greeting a non-
Mazian for the first time, Mazians engulf the other party since
they can not intertwine. This greeting can last up to three days
as the Mazians exchange information. Naturally, Mazians have
discovered that non-Mazians do not appreciate being inside a
living slime puddle for prolonged periods of time. Mazians who are
accustomed to dealing with other Alliance species usually opt for
whatever greeting the other species prefers.

Mazians can speak whatever languages they learn if they use their
shape change skill to create working vocal cords. Their vibration
sense will also pick up any sound allowing them to “hear” spoken
languages. Mazians are the only Alliance species that can hear
and speak with the Keen.

The Mazian’s natural language consists of thumps, pops, and
whistles. It is mostly consistent throughout the Mazian species.
The sounds used depend upon the medium in which the Mazian
is found. When on land, Mazian communication sounds like
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rhythmic thumping, but when underwater Mazians communicate
using a series of popping noises. The rhythm, pitch, and cadence
of the noise communicates the message. Oddly, whistles are
used when floating.

The vibrations produced by Mazians are often beyond the
ability of other species to feel or hear. Pythonians are the only
other species that has been able to detect and decode Mazian
communication. This is rare, however, since Pythonians aren’t
known for being brilliant.

Mazians did not originally have a written language. Why write
something down for future generations when you can just split in
half and remember it forever. Since joining the Alliance, they have
adopted Alliance Standard forms of written communication when
they must memorialize something in print.

VALUES AND ATTITUDES TOWARDS:

Time: "Time is something to share with those closest to you;
joined in harmony.”

Achievement: "It is meaningless unless it helps the whole.”
Work: "You mean joy! It improves and helps the whole!”
Wealth: "Meaningless, you can't eat it or ooze on it.”

Change: "The universe is a panorama of nothingness, beautiful,
unreal, and ever changing.”

Scientific Method: "So logical, it helps prove our point that we
must work together.”

Risk-Taking: "If it's good for the whole, | can do it."

POLITICS

Mazians have no practical government but practice a form of
anarchy with geniocratic (rule by the intelligent) tendencies.
“If we need to do something, we all get together and do it with
the smartest leading the way.” They have no interest in power
or in the domination of others. They have a live and let live
attitude.

Mutzachans are bipedal humanoids that are smaller and lighter
than Humans. Their most pronounced feature is their enormous,
bulbous heads with their large, egg-shaped eyes. Their head
attaches to a slim neck which barely seems capable of holding
something the size of their head. Their mouth contains no teeth
and can only accept liquids. Mutzachans do not excrete fluids or
solids and have no means to do so. Their nose is flush with the
Mutzachan’s head and is part of the ear openings on the side of
the head. The Mutzachan’s ears openings are approximately half
the size of the eyes.




MUTZACHANS

Mutzachans are wider at the shoulder than a typical Human but
thinner in depth, maxing at about 10 cm from front to back. The
body and arms are smooth and completely hairless with patches
of pigment coloration. Mutzachan’s arms are proportional to their
bodies but appear emaciated due to their thinness. Each hand
has four delicate, smooth fingers. In contrast, Mutzachans legs
are thick and trunk like to support their head weight. Their feet are
four toed and split like a camel with a large primary toe on either
side and a smaller toe flanking each side.

Mutzachan coloration is variable. Their eyes glow a neon
green coloration when they are young. As Mutzachans age,
this coloration slowly changes to a golden color. The black iris,
however, stays the same. Mutzachan skin is hairless and starts
as a lime green or azure blue, gradually changing to a gray color
with green or blue mottling as they advance in age and power.
The oldest Mutzachans lose their mottling and appear almost
a uniform gray color. When a Mutzachan generates a Matrix,
the pupils of their eyes often contract to the point that the eye
appears as a solid field of color. This is done to protect the eye
from any bright flashes when manipulating energy.

The level of radiation on Trishmag had many interesting effects
upon the development of the Mutzachan species. With so many
high-level energy particles around, the species would eventually
evolve the ability to store energy. Eventually, the Mutzachans
learned how to manipulate this stored energy. Over time, this
ability became more pronounced and along with training, led
to the Mutzachan Energy Controller Matrices. Mutzachans can
literally drain the electricity from any uninsulated device they
touch.

Additionally, Mutzachans prefer to live in a sterilized environment.
On Trishmag, the amount of radiation keeps the diversity of micro-
organisms relatively low. The biology of other worlds often makes
them mildly ill, and they are prone to cold-like symptoms as their

body fights off invading germs. Combined with their pallor and frail
build, this sometimes gives Mutzachans a sickly appearance.

Mutzachans do not eat. They absorb power directly from their
environment, devices, and energy sources like batteries. This
is due to their cellular chemistry directly absorbing the radiant
energy and storing it for use. They do, however, drink. Mutzachans
are capable of drinking liquid water but prefer drinks with a high
number of carbon molecules like turpentine, formaldehyde,
toluene, benzene, and gasoline. These drinks cause various
states of inebriation and hallucinations for them, with turpentine
being a favorite intoxicating beverage. Another drink of choice
is irradiated, nuclear waste water. During the Mutzachans first
meeting with Humans, they purchased all the Humans had. It is
now considered a vintage brew and served at fancy Mutzachan
parties.

HOME ENVIRONMENT

Mutzachans prefer urban environments between -6 to 35°
Celsius. Their ideal home is made of metal alloys with large
windows or view screens allowing an unimpeded view of their
park like surroundings. Typically, Mutzachan family homes are a
masterpiece of engineering and art woven together. Mutzachan
technology is usually invisible until it is called for use. Mutzachans
prefer geometric shapes over organic flow. A typical home is 4-5
floors with around 25 rooms. Several generations of a family
typically share this home if everyone is in good family standing.

The Mutzachans' home planet, Trishmag, is high in radioactive
isotopes.  Trishmag's  surface  contains  Uranium-235,
Plutonium-255, Di-tritium-305, Rutolium, and Korilium. Evolving
with this level of background radiation has provided Mutzachans
with immunity to all but the highest levels of radiation.
Furthermore, they actually feed off energy, including radiation,
which speeds up the recovery time for Matrix generation. A
Mutzachan is comfortable with radioactive decay emissions at
200 rads/hour or lower. In comparison, .01 rads/hour is considered
safe for Humans. Mutzachans breathe Oz in similar concentrations
to Humans.

Once per month, Mutzachans isolate themselves and drain their
clear blood, which their body quickly replaces with newly created
blood. Since they have no kidneys, this is how they expel waste
products. To do this, all Mutzachans place a leech like creature
called a Reed Worm into a small cavity located in their armpit. The
worm digests poisons and bodily waste that would otherwise build
up and kill the Mutzachan. The creature survives on the Mutzachan's
fluids, creating a symbiotic relationship that has existed between
the two species for millennia.

As the worm grows, it periodically releases larva into the blood
stream of the Mutzachan. Over time the larva can build up and
eventually threaten to clog the Mutzachan’s veins and arteries.
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MUTZACHANS

The blood drain removes the larva from the bloodstream and
provides the Mutzachan with fresh Reed Worms. The older worm
in the armpit is replaced with one of the larvae obtained during
the blood drain, and the cycle starts again. Failure to complete
the ritual increases the risk of stroke and heart attack. It is during
this monthly cleansing that the Mutzachans also check for signs of
plague infection.

If the Mutzachan goes more than 35 days without a blood drain,
the risk of heart attack or stroke becomes significant. At day 35,
the chance of heart attack or stroke is 5% and increases by 5% per
day for every day after until the ritual is complete. Furthermore,
if a Mutzachan cannot use the worms from his own body, there
is a 25% chance the new worms will be rejected causing a septic
response. A Doctor trying to save a Mutzachan going septic
receives the Challenging modifier.

HISTORY

The Mutzachans are considered an ancient and long-lived species;
however, they are few in number. Their history starts well before
the Alliance was created. In fact, the first recorded Mutzachan
history predates 400,000 BCE. These records suggest that
Mutzachans developed space travel around 110,000 BCE but do
not list when the first wormhole gates were built. There is some
confusion on this subject as several Mutzachan colonies claim to
be older than this date.

What is available about Mutzachan history is a very dry read. It
outlines the slow and steady progress of their society with few, if
any, interesting footnotes. The names of leaders and inventors are
regularly recorded along with cities, planets located, and lifeforms
identified. In fact, their history is so boring that the Chatilians
accuse the Mutzachans of scrubbing their history of anything of
import.

There are two exceptions, one of which is the Mutzachan plague.
The cause of the plague was lost during the resulting chaos and
records from that time frame are incomplete and limited in scope.
To date, the Mutzachan population has not recovered to its pre-
plague levels. All Mutzachans regularly undergo blood scans to
check themselves for any sign of the plague.

The second notable event in Mutzachan history was the planning
of the Alliance. After the plague, the Vision of Eight determined
the Mutzachans must have allies if they were to survive and thrive
in the universe with their reduced population. Suitable species
were located, invitations extended, and the Alliance was born. The
Council of Timar was established to manage the interaction of the
various species that were invited to join. Soon after the council’s
creation, the Mutzachans stepped back from their leading role
on the council to concentrate on finding and developing new
members. These developments set the stage for many of the

species currently within the Alliance. The invasion of Aknar-Ryn
into the Alliance during the first Arachnid war was the first true
testing of this union of allied species.

SOCIAL ORGANIZATION

Mutzachan family units are close knit and cooperative. The
head of the family maintains the residence with a large enough
number of rooms for most of the family to stay. Family members
pitch in as necessary to maintain the home. This often provides a
safe place for Mutzachan children to stay as they attend school.
School is free on Mutzachan controlled planets as decreed by the
Vision of Eight. All social institutions are supported by the Vision.
Emergency services, police, hospitals, and the military all report
directly to the Eight.

Mutzachan social clubs usually combine a hydrocarbon drink
and serious math problems. Skill with math improves their social
standing. Other items that impact a Mutzachan’s social status
include their Energy Controller rank and age. Mutzachans dress
the part with ornate dress and color schemes signifying their rank
and power levels. Mutzachans are generally law abiding as illegal
activity lowers their social status. As with all Matrix controllers,
the Mutzachans are required by Galactic Law to wear a robe or
other visible article of clothing that denotes their rank, and thus
level of skill, in generating Matrices.

Mutzachans like to keep “pet rocks” particularly when traveling.
This is usually a hunk of Uranium-235 or some other radioactive
metal. The primary purpose of this is to keep the Mutzachan
warm, meaning slightly irradiated. When traveling, Mutzachans
usually will meet to warm themselves by each other’s stone. Not
all Mutzachans are social.
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VALUES AND ATTITUDES TOWARDS:

Time: "It's so fleeting, even to us.”
Achievement: "It is what makes life worthwhile.”
Work: "It gives life meaning.”

Wealth: "It comes to those that earn it.”
Change: "The world does, but we are constant.”
Scientific Method: "Is there any other way?”
Risk-Taking: "Careful planning eliminates risk."

POLITICS

The Mutzachans are ruled by an oligarchy called the Vision of
Eight. These eight individuals approve every law, determine which
technology is shared, and set the goals for the Mutzachan people.
They also represent the Mutzachans on the Council of Timar. The
position lasts for as long as a Mutzachan maintains their power,
status, and wealth. Few Mutzachans ever come close to reaching this
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goal. The Vision of Eight controls all Mutzachan space. They seek to
expand their influence and reach, but they rarely move beyond their
planets. Power is literally at and within the Eight's fingertips.

Unlike other species, their power has not given Mutzachans a
feeling of immunity. With the plague still in their recent records,
the Mutzachans feel they must guide and instruct other species
to prevent them from making similar costly mistakes. They choose
to lead because they are the only ones capable of doing it with
the long view. This “leading” may be completed through guile and
deceit if needed. Risk can be managed as long as the final result
improves the Mutzachans and other species.

MATRICES

Mutzachans are also known as Energy Controllers. This is because
they have the ability to drain, store, and expel energy due to their
unique evolution and specialized physiology. Mutzachans have
become so adept at focusing energy that they can now achieve
an amazing number of effects. They can turn themselves invisible
by absorbing or redirect light or fire blasts of deadly superheated
plasma. It's rumored that some very old and very skilled
Mutzachans can travel instantly across the galaxy or even destroy
entire solar systems. This, however, has never been confirmed.
There is some quantifiable evidence that Mutzachans have been
able to travel through time, even if only momentarily. These
amazing effects, called Matrices, are accomplished by surgeon-
like precision and pinpoint application of the Mutzachan’s stored
energy reserves. Mutzachan's learn Matrices in school; each
Matrix achieves a specific effect by channeling and focusing
energy in very precise ways. All Mutzachans can do this, and they
liken it to @ Human learning to throw a ball. Anyone can do it, but
only a few make the major leagues.

MUTZACHAN ENERGY DRAIN

Everyone knows that Mutzachans can drain the power out of just
about any un-insulated electrically powered device they touch.
When a Mutzachan touches an un-insulated, electrical device,
they begin to drain power out of the device without conscious
thought. This ability is due to the Mutzachan’s unique physiology.
A Mutzachan will start to notice when they get “full.” They describe
this as a sensation like being in contact with a warm object for long
enough that you begin to grow hot and uncomfortable. Then they
finally remember to step away from the source of the discomfort.

ENERGY UNITS

PISTOL EMAGS
Standard

Extended

Standard 50

Extended 75
| |

BACKPACK POWERPACKS

Small

Medium

I Large

For every Power Point below their Power Point Capacity,
a Mutzachan can drain five (5) Energy Units (EUs) from an
unshielded, electrically powered device just by touching it. When
a Mutzachan has reached their Power Point Capacity (PPC), they
stop draining energy.

EXAMPLE: Henry the Mutzachan has a Power Point Capacity
(PPC) of 10. During the day, Henry burns through 8 Power

Points (8 PP) by Generating Matrices. That leaves Henry with
2 PP remaining. Henry recharges his Power Points by touching
an unshielded, electrically powered device. Henry drains 40
Energy Units (EU) from the battery, gaining 8 PP in the process,
fully recharging him back to his Power Point Capacity maximum
of 10 PP. Now he is “full” and would not be able to drain any
more EU from the battery of the device.

The Mutzachan’s Drain ability does not supersede the rule that a
Matrix Controller may not refill their Power Point Capacity more
than twice in a day. This includes the initial recharge the Matrix




ORIONS

Controller gets from a full night of rest.

EXAMPLE: Henry has a Power Point Capacity (PPC) of 10. He
recharge twice a day, for a maximum number of Power Points
regained of 20. Henry can only regain Power Points that he has
spent. Let’s assume that Henry goes to bed with zero Power
Points. He wakes up, fully restored, with 10 Power Points. This
is the first time that day he has fully recharged his Power Powers.
Henry spends 8 Power Points, and subsequently replaces those
lost 8 points by draining 40 EU out of a battery. Later that day,
Henry spends another 5 power Points. Henry grabs a battery
again, but can only gain 2 Power Points. He gained 10 Power
Points when he woke. Then he regained 8 earlier in the day and
now 2 more, will put him at 10. He has refilled his 10 PPC twice
in the day. This means Henry can only replace 2 of the 5 Points
he just spent.

There are Matrices that allow an Energy Controller to exceed their
normal drain capacity, but these Matrices are not without risk to
the Energy Controller.

ORIONS

Orions are bipedal humanoids with a body configuration like
Humans except both hands and feet end with seven digits, and
they have pointy ears. Any physical similarities with Humans
end there, and they are radically different in all other respects.
Skin, hair, and eye color all vary greatly with no real “normal”
appearance. Orions have multiple small organ systems that are
spread throughout the body that function like the liver, spleen,
kidneys, and adrenal glands. Additionally, they have two smaller
hearts, lungs, and multiple stomachs.

While many Human religions point to the similar looks of the Orions
asevidence of a “God,” few know or believe the truth of the Orion’s
similar build and look. Orions are masters of cosmetic surgery. For
Orions, surgery starts within the womb. Skin and hair coloration,
hair pattern and coverage, bone shape, tattoos, and skin texture
are all modified in-utero. This is based upon what the parents and
Orion society feels will be popular when the child is grown. Orions
tend to latch onto cultures or popular styles of other, non-Orion,
species when selecting their child’s appearance. Often those
styles may have been out of fashion for the originating species for
centuries. Orions consider this imitation to be the highest form of
flattery. The Alliance was much relieved when the Orions chose to
imitate Humans and dropped their Phentari phase. The most in-
vogue style today is the Scottish clansman look that Orions copied
from ancient Earth. Minor worlds prefer red pleather jackets with
one white glove or leather dusters with cowboy hats.

A few Orion worlds exist where the populace has not undergone
surgical alteration. Orions consider these backwater worlds. The
utter repulsiveness of the true Orion face and body would instantly
dissuade those that believe in coevolution with Humans.

Orions are omnivores who tend to be very adventurous eaters.
They can drink water but prefer alcohol. “Prefer” is probably not
strong enough of a descriptor. The Orions consume 65% of the
total alcoholic beverage production of the Alliance. Orions live to
drink booze.

HOME ENVIRONMENT

Orions can be found in any urban environment, the seedier, the
better. Orions love adventure and always want to be close to where
the party is. They would love every day to be Carnival, so they may
appreciate the fleeting nature of life. Orion’s homes reflect their
hedonistic nature. Filled with trophies from every portion of their
life, an Orion’s home is a maze of things that they’ve collected.
The most notable home items in the clans that follow the Scottish
fad are the bagpipes and Chesterfield-style chairs complete with
smoking pipe and beverage holder.

Orions prefer temperatures between 18° — 32° Celsius in their
domicile. They can tolerate a range of 2° — 53° Celsius with
normal clothing. Orion culture is the quintessential melting
pot. Every species and subspecies can be found somewhere
on Taos and other Orion colony worlds. Orions keep it friendly
and inquisitive and greatly enjoy the presence of foreigners.
The people of Taos are free to do whatever they choose, if it
doesn’t infringe on the rights of others or impact the Syndicates
bottom line. However, traveling Eridani are severely restricted to
ambassadors only, a problem that continually fuels the enmity
between the two species.

HISTORY

The Orions have an interesting history. There was never much
fighting, just trade wars and blatant, outright thievery from one
another. Since joining the Alliance, their history has been that of
peacemaker and deal broker with an emphasis on celebratory
meetings. Trade and the free flow of credits are almost as
important to the Orions as the latest fashion fad. They have made
Taos 4 and its system one of the main centers for trade in the
galaxy. But it wasn't always so.

Orions developed space travel in 2403 BCE with the unlikely aid
of the Phentari. Until meeting them, the Orions had no interest
in space as Taos 4 was where the party was. The Orions had
developed a pop culture where everyone followed some sort of
fashion and surgically altering themselves to match the latest
“look." The Phentari stumbled upon the Orions during a hunting
expedition. The tricks they played upon the hunting party along
with the Orion’s natural, unaltered appearance was enough to
dissuade the Phentari from eating them at the time. Within days of
meeting each other, the Orions began to alter themselves to look
like the Phentari.

The Phentarifound the Orions to be sneaky, crafty, and resourceful.
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ORIONS

The Phentari respect all of these traits. The Phentari provided
technological assistance through negotiated trade agreements,
and the Orions began to build intragalactic spacecraft and spread
throughout their cluster. Since both species prefer different
worlds, there was no competition for planets, and their alliance
flourished. Unfortunately, for both species, hostile Eridani forces
would eventually invade Phentari space. This led to the Kwashime
Pact in 1770 BCE between the Orions and the Phentari, which
extended their relationship from trade partners to military allies
in a war against the Eridani. The combined Orion-Phentari forces
were a powerful adversary and eventually lured the main Eridani
fleet into a trap, destroying it to the last ship. Afterwards, the
comhined fleet progressively destroyed every Eridani world on
their path to the Eridani home world, Eridine. The last battle of
the war took place as an overwhelming assault of Orion-Phentari
forces upon Eridine at the Battle of the Three Powers. Only
the intervention of the fledgling Alliance forces composed of
Mutzachan and Chatilian ships spared the Eridani home world
from destruction. Eventually the Mutzachans convinced both
sides that joining the Alliance was the best course of action and
hostilities ceased. The two unlikely allies have remained close
with extensive trade routes between Orion and Phentari worlds
ever since.

Another unlikely union occurred when Humans and Orions met.
As ambassadors of the Alliance, the Orions had access to the
Mutzachans database on Humans. They grew infatuated with the
species, and several clans maneuvered for the right to contact
them when the Mutzachans announced they were going to
approach the Humans about joining the Alliance. The Orion clan
that won the right to make first contact with the Humans adopted
the ancient Earth Scottish tartans as their dress and modified
themselves to match Human norms in coloring and appearance.
The first meeting between the species was spectacular. At the
start of the party, the Orions played a heart-breaking bag pipe
rendition of “Over the Seas to Skye” as the ambassadors met.
Since then, the friendship has continued to blossom. Now, many
Orions have taken up Scottish clan names and tartan designs as
the syndicate that made first contact with humanity has grown in
size, influence, and power.

SOCIAL ORGANIZATION

Orions are fashion divas. They follow fads and fashions with almost
religious zeal. All Orions judge the appeal of their latest “look”
and clothing on cost. Orions deem the price as the single, most
important factor when purchasing cosmetic surgery, clothing, and
even armor. Fashion booths and auto-cosmetic surgery centers
are on every corner. Rich Orions have been known to change their
look and clothing every block when out for a stroll. An Orion’s
appearance must match their social standing, or they will lose
status by dressing beneath their level. Social mobility is high if you
have the credits, looks, and kinship.

Orions do not base their kinship on family relations. Their kinship

comes from the organization where they work. These fall into
several categories: Syndicate, Gang, and Forlorn.

SYNDICATES

A Syndicate provides all social institutions for the Orions under
their care. These include health care, policing, education,
housing, transportation, and infrastructure. Interactions
among the syndicates depends upon the level of cooperation
between each rival syndicate. However, most pool resources for
transport, hospitals, and police. In the end it’s all just business.
Almost anything is possible with the right amount of credits and
connections.

Authority on Orion worlds flow from the Syndicate in charge at the
top and then down. Those that return higher profits always get
greater rewards. Nevertheless, you have to look the part. For this
reason, Orions often pay more attention to their wardrobes than
they do to their equipment. Everything is a fashion statement and
a reflection on their syndicate. It is not odd at all to see an Orion
ina 200,000 credit Troflinger kilt with half of his head shaved, the
other half dyed purple, while wearing a nose ring with a chain that
connects to his belt. Fashion is everything.

The largest syndicate, MacPathan, has latched onto Scottish
period dress, look, and speech from circa 1800 CE. These Orions
called themselves Scotsman from Taos 4 and are surgically
modified to look Human except for the pointed ears and seven
fingers. Orions tend to retain their fingers and ears with all but
the most extreme cosmetic overhauls. This syndicate was the first
to meet with Humans, and little did they know how powerful that
connection would eventually make them. There are many other
syndicates but MacPathan, Cowboys, and the Moonwalkers are
the most common.

GANG

Orion gangs work for the syndicates. Each gang provides
manpower for a specific syndicate. All gang members hope one
day to accumulate enough wealth and prestige to be offered
membership into one of their sponsoring syndicates. Gangs
operate between the laws of the syndicates and do much of
the syndicates’ dirty work. Orion mercenary and pirate groups
fall into this category and are technically gangs. Some assume
these groups are the origin of the nickname “Orion Rogue”. This,
however, is incorrect. It actually refers to the cultural theft Orions
all perpetrate with their fluid looks and idolization. Gangs are
usually led by the most cunning and insightful leader. Often, they
are disgraced, former syndicate members. Gangs may display
specialize skills such as the Blood Hounds, a retrieval group, or
Shifting Sands, an illegal narcotic supplier. Orion Gangs will allow
other species within their ranks as long as they are not Eridani.

Purchasing your way into a Gang is a primary motivating factor
for the Forlorn. Not all gangs are actually involved in violence or
even illegal matters. The accounting and thespian gangs are quite
accommodating for non-combat orientated individuals.




FORLORN

Those without syndicate or gang affiliation are the Forlorn. They
have no social standing within Orion society. Many Forlorn leave
Orion worlds and join the Alliance military, mega-corps, or the
Alliance government. Still others work as spies for both the gangs
and syndicates. The Forlorn will still strive to meet societal dress
and looks that are popular for Orions. Some Forlorn join together to
form loose knit gangs. The Beggars, Sleuths, and Rabbit Hunters
are several who are notable.

VALUES AND ATTITUDES TOWARDS:

Time: "Enjoy it while we have it.”

Achievement: "If | don’t look good while doing it, what’s the
point?”

Work: "I'll have fun doing it.”

Wealth: "Now the party can get started.”

Change: "It comes as it will, accept it.”

Scientific Method: "Huh? I'd rather play around!”

Risk-Taking: "Ha! Life is to be lived! I'll take any risk to make me
famous... or infamous!"

POLITICS

The Orion government is a Syndicracy. Each Orion world has
multiple syndicates operating an Economic Council. Each
syndicate on the Economic Council represents some planetary
business interest, such as mining or alcohol production. The

Economic Council on the Orion home world is loved by most Orions
since business is thriving, and Taos is the hub of galactic trade.
The powerful syndicates retain the support of the people by not
levying taxes, providing free public housing, some free schooling,
and free medical care for all Orions.

Orions have little desire to conquer others, but they do want to
spread the party. The syndicates all search for worlds where they
can obtain exclusive rights to the resources of the planet. These
resource worlds are quite different from colony worlds as the
syndicate will attempt to squeeze profit from everything. Orions
feign no illusions about these abuses of power. They simply do not
care as long as they can party. Loyalty, however, is fleeting and
only bought temporarily.

PHYSICAL DESCRIPTION

Phentari are hexapods with a total of six limbs. They have two
legs and four tentacles which function as arms. Each leg ends in
a y-shaped pad with two fleshy clasping appendages on the front
and a shorter fleshy protrusion on the back that acts as a heel.
The two, roughly 12 cm, claspers on the feet are for grasping tree
trunks. Each tentacle can operate independently of the others
which make Phentari deadly in close combat. The tentacles are
similar to those of an earth octopus, lacking in bone structure and
primarily supported by cartilage.

Phentari have little in the way of bones except in the spine. Even
the legs and head are made up of a cartilage type structure, which
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is flexible, vascular, and self-repairing. A Phentari’s knee joint is
capable of bending both directions, unlike a Human knee.

Phentari eyes are large and located on the sides of the head rather
than the front. The eyes are protected by a large protuberant brow
and cheek. The position of their eyes provides both binocular
forward vision as well as a 360° view around them. Eye color
ranges from bronze to gold with black pupils. In addition, Phentari
can focus each eye independently. This allows them to focus
on two different targets as they operate each side of the body
independently. While the ambidexterity is frightening, it is not the
trait that instills the most fear when viewing a Phentari.

The Phentari mouth is perhaps its most chilling feature. Two large
mandibles stab the prey while the serrated teeth slice off portions
for their prehensile tongue to guide down to the gullet. After
winding through their digestive system, the ruminate is finally
passed out through twin rectums located on their sides, just above
the hips. The skin around these areas is slightly puckered.

The rest of the Phentari skin has a deep purple coloration and is
tough, rubbery, and slimy. The coloration can vary to lighter and
darker shades of red and purple, ranging from fuchsia to burgundy
to a deep eggplant color. Additionally, areas of hyperpigmentation
occur which manifest as red splotches all over the body. This
coloration becomes brighter when a Phentari feels intense
emotion. Joy, hate, desire, and greed all increase the intensity of
the color. Boredom, self-control, and frustration all dull the colors.
Alliance personnel are ecstatic to see a dull, purple Phentari
without spots.

Tentacle Strength

A single tentacle cannot lift more than 2 kg. Once multiple
tentacles seize an object, their ability to lift or carry it is limited
only by the Phentari’s Strength Stat and Encumbrance.

Phentari are carnivores that prefers their meat alive and
screaming. Phentari are notorious for claiming that their favorite
dish is Human flesh. While there is documented proof of Phentari
actually eating Humans and describing it as tasty, the fact is this
is clearly a crime under Alliance law. It happens far less than the
Phentari admit, but they enjoy taunting Humans with the threat of
being eaten alive. There is a legal trade in “Phent Morsels” which
is made from legally obtained but recently deceased Human
remains. The raw materials (no pun intended) for Phent Morsels
can only be obtained on planets where the laws do not prohibit
recycling of the recently deceased, and there are no prohibitions
against the “mishandling of a corpse.” Needless to say, no Human
colony world meets these qualifications. The practice is reviled by
much of the Alliance, particularly the Humans, but the Phentari

revel in the discomfort it causes others.

HOME ENVIRONMENT

Phentari prefer temperatures between -132°C to -73°C. For
temperatures above or below, the Phentari must wear an
environmental regulation suit or have it built into their armor.
Furthermore, Phentari require an atmosphere of 18-22%
methane concentration. This rules out most environments that
other Alliance member species find habitable. To visit places
outside this methane concentration, a Phentari must wear an
atmospheric processor mask or take special slow release methane
injections.

The original Phentari world, Phena, is considered an icy hell by
most Alliance species. The Phentari climbed from the muck early
on in their development to become an arboreal species. They built
their cities in the tree-equivalents of the methane swamps of their
home world. Within the Alliance cities, Phentari prefer elevated
buildings in cold, darkened areas. They are in a constant struggle
to find worlds hospitable for themselves before the Eridani, who
have similar requirements, claim them.

HISTORY

The Phentari are the only species known to successfully operate
under a Kratocracy. This government is run by those capable of
seizing power through coercion, social persuasion, or deceptive
cunning. If they are strong and cunning enough to maintain their
status, they deserve it. This form of government was instituted
by Phelinssarious Phentari the First. Phelinssarious corralled the
nastiest, most vicious, and deviant Phentari to join him in forming
the first Phentari Domain. Phelinssarious understood that Phentari
excel when cunning is required. After the Domain’s subjugation of
all other Phentari, Phelinssarious forbade open combat among the
Phentari. No longer would they kill each other in war or hunting. To
rise in the Domain required deception, trickery, intrigue, and of
course, assassination.

Phelinssarious managed to live a long, full, life, and most current
Phentari carry his genes. As the other leading members of the
Domain fell to Phentari intrigue, he was the strong stability
the Phentari needed to solidify their form of government.
Industry and science flourished, and the Domain grew stronger.
At Phelinssarious’s death, the Domain leaders feared their
society would fall into chaos. They determined that the leader
of the Domain would always take the Phelinssarious name to
demonstrate the stability of the Phentari. This tradition is still in
effect.

This is not to say the Phentari rise was smooth. Once Phentari
made it to space, the Domain’s grip weakened as they found new
worlds to settle. Several wars ensued with rebellious settlers until
each group was crushed and brought to heel. From that point on,
the Domain maintained a large battle fleet to ensure its control
and survival. This served the Phentari well as they spread among
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the stars.

During the spread of the species through space, the Phentari
experienced a great deal of conflict with other species. After
hunting many low tech, intelligent life forms to extinction, the
Phentari happened upon the Orions. The Orions' mimicry of
Phentari greatness and their con artist-like nature allowed the
species to coexist and even trade. After a time, the Phentari
graciously gave the Orions the secret of space travel and allowed
them to settle worlds within Phentari controlled systems.

Shortly after the Orions settled on worlds in Phentari systems,
the Eridani attacked and destroyed planets inhabited by both
species. As the Eridani invasion continued, the Phentari and
Orions signed the mutually beneficial Kwashime Pact in 1770
BCE, which united the two species against the Eridani. This war
proved to the Phentari leadership that it is always better to place
someone else, in this case the Orions, between you and an enemy.
This mindset softened their resolve against coalitions, and they
saw the advantage to be gained from membership in the Alliance
when the Mutzachans eventually presented the offer.

SOCIAL ORGANIZATION

Phentari are narcissists of the highest order. They will lie, cheat,
and swindle in any way possible to gain what they wish. Their social
status, however, relies upon their ability to effectively get the job
done. Trophies are usually taken from their targets to prove their
worth and for all to see. The more difficult the target, the greater
the prestige. To this end, Phentari often join hunting clubs, which
specialize in dangerous prey on dangerous worlds. Other common
Phentari clubs include target shooting, tentacle fighting, and ice
climbing.

Clubs and frontier worlds are not the only places Phentari find
hazardous prey. Phentari consider other Phentari to be the
ultimate prize. Phentari know no bonds of kinship as they strive
to gain status. Others in society are either useful tools or fodder.
Those that are fodder have no right to life under the Phentari
Domain. You either work for the greater good of the Phentari (and
yourself), or they will find a use for you. Fail the Phentari, and you
may wind up as the target during shooting practice.

The Phentari Domain does not support social institutions. The
Domain appropriates what it needs through taxation to operate
the military and government. Furthermore, the military provides
all security in Phentari space. There is no distinction between
military and police forces as in most of the Alliance. Additionally,
hospitals and schools are for profit institutions. If you can’t pay,
then out you go.

COMMUNICATION

Phentari’s spoken language is a low decibel series of sounds which
travel over great distances. This is partially due to the foggy tree
swamps of their home world that would hide and mute anindividual

standing 10 m away. This means that conversations on Phena are
routinely carried out without the participants ever seeing each
other. This became common practice in the Phentari culture.
Since visual clues are worthless on Phena, Phentari evolved the
ability to recognize an individual through their speech patterns
and personality quirks. Conversation allows them to recognize
previous allies by vocal cues alone. Phentari believe these patterns
show an individual’s true nature and are harder to counterfeit. As
aresult, they primarily use “voice only,” without video when using
technology to communicate. Most other Alliance species find this
disturbing or insulting. The most common criticism is that other
species find it difficult to tell when a Phentari is lying since you
can't see them. The typical Phentari response is, “Why would you
ever assume I'm not lying to you?”

The Domain has squashed the various Phentari dialects so that
only Phenatilly Phentari is spoken and written. This intricately
written language can only be accomplished by those with
tentacles as hands; other appendages are too imprecise.
All Domain communication is in Phenatilly Phentari. When
communicating with the masses, the Domain stays with Phentari
tradition and broadcasts in voice only as do all news agencies.
Alliance broadcasts are still received in video format though
most Phentari communication devices do not have video receiver
function. They do not deem it necessary. Furthermore, translation
units are not standard as most Phentari understand and speak
multiple languages. They consider it a requirement to be able to
better understand who they can manipulate. Phentari believe
that learning the nuances of spoken language is necessary to
identifying the speaker and their true intent.

VALUES AND ATTITUDES TOWARDS:

Time: "Patience, | will show my superiors to be fools and rise to
take their place.”

Achievement: "What else can you expect? My greatness is out
there for all to see now.”

Work: "My plans will come to fruition. They cannot do otherwise.”
Wealth: "It will come as my power grows.”

Change: "Chaos can only benefit those prepared to take advantage
and show their greatness.”

Scientific Method: "I will use anything to further my own goals.”

Risk-Taking: "All life is a risk. Planning, forethought, and escape
routes will keep you from losing yours."

"Phentari aren’t dangerous unless they get behin... "

POLITICS

Phentari are thoroughly convinced of their own superiority. They
will band together to defend their space and sovereignty with
ruthless precision and cunning. Their only use for the Alliance is
to shield Phentari space from external threats and provide new
technology. It also provides access to new worlds for the Phentari
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and as much space as they can hold.

Phentari politics is all about perceived power. Phelinssarious,
ruler of the Domain, directs the Phentari as he or she sees fit. The
term is for life. While Phentari are known for their cunning and
assassinations, an individual cannot become Phelinssarious if they
are easy to kill. This usually translates into long periods of stability
for the Phentari as the power structure does not change often.
The Domain council is tasked with carrying out Phelinssarious’
will. Positions are added and dissolved at Phelinssarious’s desire.
However, the high-level hierarchy generally is as follows: Domain
Captains report to the Regional Enforcer or Admiral if they’re on a
ship. The Regional Enforcers report to the Planetary Council of that
system, and Admirals report to the Fleet Grand Admiral. Planetary
Councils or Grand Admirals report directly to the Domain Council.
The Domain Council reports only to Phelinssarious who is also the
de facto Fleet Grand Marshal.

Each position has absolute power over those below. No matter
the position, if a Phentari is too effective, they may find unwanted
attention from those above. Particularly if superiors see you as a
threat. If a Phentari is ineffective or error prone, those below will
resolve the issue as Phentari do not suffer fools to live. Phentari
strive for perfection in all their crafts.

A majority of Phentari believe Phelinssarious to be the

quintessential Phentari. Phelinssarious is the symbol against
whom all Phentari measure themselves. He provided the Phentari
with a method to work together yet still appease their baser
instincts. They honor him in their own fashion and keep the system
alive. While the system may live and function, those in politics may
not. Those that find their positions dissolved are usually told after
their death. Those that excel or fail too often also find themselves
targeted. With Phentari, politics is a life or death sport.

“Our species is so cunning that we had to move our eyes so
we can watch our own back.”
-An old Phentari adage

PYTHONIANS

There are two varieties of Pythonians. The larger, terrestrial type
referred to as Ram Pythons and the smaller, but smarter, aquatic
variety called a Python Lizard. Ram Pythons are often referred to
as Rams.

Python Lizards are a large humanoid shaped, reptile-like species.
They have two arms, two legs, and a tail. Each arm ends in a hand
with three or four fingers plus a thumb. The fingers are shaped
like talons and meant for grasping prey. Their foot design is like
an earth birds with three toes pointing forward and one pointing
back. Each toe is equipped with a large claw that can be used for
grasping prey or whatever they stand upon. Pythonians have two
eyes, two nostrils, and a large mouth. The ears are covered by a
tympanic membrane. They have only one waste disposal system
and it is located under their tail.

In terms of physical differences between the two, the Ram is
usually bigger and stronger. The Ram'’s digits are wider and thicker
than the Python Lizard’s. Both Pythonians have tails; however,
the Python Lizard’s is roughly 1.5 m in length and vertically flat
for swimming while the Ram’s is 1 m and tube shaped. On the
Python Lizard, the mouth is elongated with a nostril, ear and eye
on each side. Each nostril is at the end of a snout. The eyes are
located above the jaw. They are protected by multiple nictating
membranes along with heavy ridge plates above and below the
eyes. Humans often compare the Python Lizard’s face to an
alligator or their mythical dragon. Their teeth set outside the
jawline and are sharp and meant for holding prey. Python Lizards
cannot chew and must rip off hunks small enough to swallow.

On the Ram, the snout is much shorter, giving the face a more
humanoid shape with forward facing eyes and a Human-like nose.
These eyes still have protective nictating membranes. The Ram'’s
mouth is more like a Human'’s, only it is filled with razor sharp teeth
meant for cutting out mouthfuls of meat.

Pythonians have a line of large and sharp spines that jut from their
spinal column. On the Python Lizard, this ridge goes from the
base of the skull to the start of the tail. On the Ram, these spines




PYTHONIANS

start on the forehead and go to the tip of the tail. When the Ram
is excited, the spines on their head stand straight up and take on
a bright, neon red color. When the Python Lizard gets excited, a
frill extends outwards to protect their neck. This frill is made up of
scuts and spines. They also have scuts (bony plates) everywhere,
which provides them with natural armor.

Pythonian colorization varies. While they do not change color like
the Keen, their tough hide does take on the dominant coloration
of their surroundings for several weeks. A Python Lizard living
in clear water will take on the color tone of the sandy bottom.
In contrast, they will become dark gray or black when living in a
bayou. A Ram in the desert will take on a tan coloration, while one
living in the jungle will take on a green color. On a starship, they
tend to take on a whitish gray coloration.

Pythonians are able to sense vibrations through the ground and
use this ability to track and locate prey. As both species are quite
large and heavy, they can make a lot of noise when they're not
trying to be quiet. This ability no doubt came in quite handy during
the Python wars early in their history. It should be noted that all
Pythonians can be exceptionally quiet for their size when needed
— particularly the Rams.

PYTHONIAN HEARING

Pythonians can make an Observation check using their Hearing
Modifier to locate anything moving across the ground. This ability
is limited to a distance of 50 m, though range is reduced with loose
soil and in the presence of other vibration sources. The ability
doesn’'t work while wearing armor unless the armor is equipped
with the Tactile Response armor option.

Pythonians are carnivores. If it's made of meat, they’ll eat it.
Fresh or salt water are viable for drinking. Python Lizards prefer
fish, sylove worms, and dragger shark above all else. They must
rip their meat into small enough portions to swallow. Rams will
eat whatever they can catch but prefer Altarian boar and the
bug slather beast of Theen. Both may require vegetation to eat
when their food is nutritionally lacking. Unless extremely active,
Pythonians only have to eat once a week.

HOME ENVIRONMENT

Pythos is an interesting world. The temperature is fairly constant with
only small bands of ice and snow at either pole. The majority of the
world stays between 0 and 40° Celsius. There are no deep oceans,
but there are many large, connected lakes, rivers, and seas that are
dominated by the Python Lizards. Surrounding these bodies of water
are jungles, mountains, desserts, and plains which the Rams call
home. Pythos gravity is approximately 1.2 times stronger than Earth.

While from the same planet, Python Lizards and Rams prefer
drastically different types of homes. Python Lizards are solitary,
semi-aquatic and choose homes in or near the water. Pre-Alliance,

Python Lizards made their homes in sea or lake side caves with
water and land entrances. They still prefer home like this today
although with modern conveniences. Additionally, Python Lizards
love to decorate their homes with organic touches. Bioluminescent
lichen and moss are quite popular combined with coral formations
and shells. Comfortable lounging pools and underwater gardens
are usually included.

Rams, of course, are completely different. Ram have adapted to
all terrestrial environments except where the temperature drops
below 5° Celsius. They like to live in large groups and enjoy the
camaraderie of one another. They opt to live wherever it is easy
or convenient. A Ram will dig a hole in the desert, and that will be
his home. Since joining the Alliance, Rams want at least a box for
weapon storage.

HISTORY

Pythonians have always been at war. When Rams and Python Lizards
were not fighting each other, the Ram fought other Ram tribes. This
wanton destruction eliminated all but their simple, verbal history.
Even since joining the Alliance, no less than three civil wars have
been fought to determine who rules Pythos. Currently, it is the
Rams. This caused some bitterness among the Python Lizards as it
was the Rams that started the Pythonian-Cizerack War and almost
ended the species. The Pythonian-Cizerack War started in 1956 CE
and ended in 2056 CE. The technological superiority of the Cizerack
made short work of the Rams.

The Python Lizards, however, managed a stalemate with ambush
style hit and run tactics from the water. Over time, they managed
to steal and use Cizerack weapons. After driving the Cizerack back
from the water’s edge, the Python Lizards started providing these
weapons to Ram resistance fighters. The Cizerack were finally
pushed back into space in 1971 CE when the Python Lizard, Narsh
of Makel, stole a shipment of heavy weapons and used them to
attack the cats. At this point, the Cizerack began to bombard the
planet from orbit for the next two years. The Cizerack hombed the
Pythonians back to the Stone Age, which didn’t take long. With no
leaders to surrender to them and no real interest in subjugating
the planet, the Cizerack departed while feeling vindicated in
teaching the Pythonians a lesson.

The Pythonians rebuilt their Stone Age society but always
watched the sky for the Cizerack’s return. By the time the Gen-
Humans made contact in 2154 CE, the Pythonians had advanced
to Tech Level 3 using the stolen Cizerack tech. The Pythonians saw
no threat in the puny, squishy visitors and allowed them to setup a
science and recruitment station on Pythos. Once the Pythonians
understood they would be paid to fight other creatures for the
“hoomaansss,” they began to trickle into the Alliance forces.
Soon, that trickle turned into a flood as the trained Pythonians
returned home and challenged their chieftains. It wasn't long
before new government leaders were in place, and the Pythonians
agreed to join the Alliance.




|

=
>

1 fr
{4 SPECIES OVERVIEW ’

.., Species PYTHONIAN (pahy-thon-ee-uh-n)
. Nicknames Marine, Standard, Warrior, Lizard
Home world Pythos, mu Virginis System
Tech Level

Government Clan
il Pop. (Pythos) 700 million

||

Il Population (Total) 35 billion

Life Expectancy 200 years

Average Height 2.4-2.7m (240 +3d10)
4 j Average Weight 207 — 270 kg (200 + 7d10) . \ r

Sample Names I

1 Average Size Class . ,

|
~

VITAL STATISTICS ECRS

STR 30 ¥
MD -25 -
AGL

i
o W

3 i
e

l

LT
N
o

CON

1
o
m
=
m
—_
[$2]

w
o
w
o1

AGG

n
=
W
5]
=
m
=
=
o

1
=
—
o
=
o
nN
o

N
CHA

w
o
N
o

GENERAL INFORMATION
I Starting Skill Points
Body Points 12+d12
g RUN/JUMP /FLY 11/3/0

(S
o

SENSE MODIFIERS

Vision

||
o | ©

Hearing

1
o

Smell

SPECIES ABILITIES
Threshold Rating 2

Level 8 Swimming skill

l Can swim at a rate equal to half their RUN score when swimming (SWIM: 5)
+40 to Swimming Skill Checks
2X Strength Multiplier
Infravision

Vibration Sense (50 m)

SPECIES LIABILITIES
Poor Eye Sight

Fumble fingered (Low MD scores)

CULTURAL SKILLS AND BEHAVIORS

None



e, AGL

::;..'}‘

E.

;._ SPECIES OVERVIEW

: Speues RAM PYTHONIAN (ram pahy-thon-ee-uh-n)
’,' Pop. (Pythos) 700 million

Population (Total) 35 hillion

Life Expectancy 200 years

Average Height 2.7—-3.0m (270 + 3d10

Average Weight 292 — 452 kg (260 + 8d6 X [MULTI

Sample Names Loann Brok, Chet, Fredd, Gar, Gronk, Tokk,
Fug, Guf

s
|
|
S

Average Size Class

VITAL STATISTICS ECRS
STR
M

|

i|

CON
AGG
i [
INT
CHA

GENERAL INFORMATION
Starting Skill Points
Body Points 16 +d12
RUN/JUMP/FLY 12/4/0

1
o

SENSE MODIFIERS
Vision
Hearing

Smell

o
N N (/I\J
o1 o o

SPECIES ABILITIES
Level 2 Climbing skill

2X Strength Multiplier

Infravision

Vibration Sense (50 m

SPECIES LIABILITIES
Poor Eye Sight

Fumble fingered (Low MD scores

CULTURAL SKILLS AND BEHAVIORS
Level 3 Stealth skill




SPECIES GUIDE

This did not go smoothly once the Pythonians realized the Cizerack
were members of the Alliance as well. While the diplomacy of
the Chatilians has kept outright war from taking place, the two
species fight skirmishes on a regular basis. To this day, animosity
remains between the species and Alliance Armed Forces usually
places them in separate units when possible. The only place they
frequently mix is within mercenary teams.

Upon joining the Alliance, the Pythonians took on the role of front-
line warriors and security forces. Their bravery on the hattlefield
is unquestioned, even by the Cizerack and Eridani. The Rams in
particular have been inducted into the Legion of Honor more than
any other species. This is the highest award in the Alliance for
bravery and courage under fire. It is often given posthumously. At
least 124 Rams and 45 Python Lizards have earned this distinction.
The Pythonians revel in their role as protectors of the Alliance.

SOCIAL ORGANIZATION

Python Lizards are not overly social. They will group together
for mating and hunting but often prefer solitude. They do not
understand bonds of kinship and hold no fondness for genetic
relations. Python Lizards do form loose tribes of like-minded
individuals where eachis expected to performarole. The strongest
and smartest are encouraged to lead. Authority relies upon a
Python Lizard voluntarily following orders as a battle with even
the smallest of their kind can cause significant injury. Respect,
self-control, and dignity are to be afforded to one another since
disagreements can end in mauling or death.

Python Lizards do form small groups outside their tribe based
on shared interests, such as hunting, mating, fishing, diving,
technology, and Python Lizard rights. A Python Lizard’s social
mobility relies upon their skills and strength, while social status
is given to those with both. Another method for gaining status
includes deep diving while fighting the shark-like Cantuch. The
Python Lizards are often seen as aloof and distant. They rarely
fraternize and tend to disregard feelings when making command
decisions. This has proven to be a boon for command positions
within the Alliance Military. Rams, on the other hand, are
extremely social and held in high esteem by other frontline troops.
Rams in military or mercenary forces quickly substitute their unit
for their tribe and strive to protect it from outsiders and invaders.
By extension, they also feel they are protecting the Alliance.

On Pythos, authority rests with the Chieftain. Their word is law with
the enclave. While Python Lizards are mostly patriarchal, the Rams
follow the “strongest lead” philosophy. Occasionally, the female
is the strongest and leader of the Tribe. Rams tend to have short
attention spans so meetings or events that require attendance
do not hold their attention long. The exception is a monthly tribal
meeting. Called the Sanu, this allows the Ram to proclaim their great
deeds. During the Sanu, the Ram is given gifts by their tribe with
which to adorn themselves and show their worth. These gifts are
attached to the Ram'’s bony plates and show the individual’s tribal
status. The higher the worth of the adornments, the higher the Ram

status goes. Gold, silver, and platinum inlays with precious and
semi-precious stones are preferred. When a Ram fails or is punished
by his tribe, these items can be ripped off their skin.

RELIGION

Pythonians are polytheistic. They have multiple gods who span
from sea to sky. Gods of strength, speed, and virility are also
popular. While Pythonians pray to these gods, they don’t expect
much in return. Pythonians believe the gods gave them the tools
to do the job, and it's up to them to get it done. Pythonians take
great pride in accomplishing tasks and helping others while using
their incredible physical strength.

Strength is a repeated theme in Ram Python rituals, and there is
one item that they consider sacred: The Thwack'em Stick. The
Thwack’em Stick is an incredibly large and dense wood-equivalent
pole that Pythonians use as a weapon. It is also used in a ritual test of
strength and toughness. During the ritual, the Pythonians take turns
smacking each other over the head with this incredibly dense pole.
The test lasts until the Thwack'em Stick breaks or only one Pythonian
is standing. The strongest and the toughest win this game. Python
Lizards do not like to complete in these tests with Rams.

Devoted Pythonians have several rituals which are of utmost
importance. The Trat (rain dance), Slasses (mud slide) and Chunga
(flatulence). Trat is usually celebrated by the Python Lizards
and desert dwelling Rams who pray to the rain god, Thunn. It is
a joyous dance that occurs when it rains. The dance begins as a
slow, stately waltz in a prescribed manner. As the rain continues
and increases in intensity, it slowly devolves into a violent clashing
of bodies. This continues as long as the rain does. Once the rain
stops, the Pythonians go back to their normal business.

Slasses occurs near hot springs, rivers, and oceans. The
Pythonians will dig a large, steep trench. Then they carry huge
buckets of water to the top unless they have Alliance pumps. The
water flows down the trench into the pile of dirt from the trench
at the bottom. The more water that flows, the muddier it gets.
Pythonians will fling themselves onto their bellies and slide down
the chute and into the mud mound. This ritual is shared by Ram
and Python Lizard and honors the earth god, Slasez.

Chunga is celebrated primarily by the Rams. It pays tribute to
the volcano god, Hurrg, who is believed to be the source of every
warrior's power and spirit. To do battle without paying tribute
to Hurrg is the deepest insult. Hurrg has been known to throw
boulders and fire from his volcanic home to kill disrespectful
Pythonians. To properly Chunga, a Ram must flatulate near
an open flame. If there is fire, Hurrg is pleased. If not, the Ram
must redouble their efforts. Knowing this, Ram often eat foods
they know will provide them with plenty of gas before a fight.
Unfortunately, the sulfur content in a Python’s gas is enough to
make most other species ill.




PYTHONIANS

VALUES AND ATTITUDES TOWARDS:

PYTHONIAN LIZARDS

Time: "Patience brings success in all things.”
Achievement: "Success is expected in time. ”

Work: "l take my responsibility seriously and personally. Do not
insult it.”

Change: "Chaos is the essence of life, embrace it. ”
Scientific Method: "Interesting things, this has taught us."
Risk-Taking: "Life is full of risk, take the sensible ones."

RAM PYTHONIANS

Time: "Why worry about the future, | live for now.”
Achievement: "l wear my success on my chest.”

Work: "Do | have to?”

Change: "Don't like it, unless it's a bigger gun or better armor.”
Scientific Method: "Huh?”

Risk-Taking: "Bring it on!"

POLITICS

Pythonians follow a clan like structure. This structure is not based
upon family but strength and loyalty to the clan. Both Rams and
Python Lizards are extremely territorial in their own right. Python
Lizards base their clan upon common goals and mutual protection
of their semi-solitary life style. The clan chieftain guides the
clan toward success. Chieftains also lead the fight to maintain
or expand clan breeding grounds. Python Lizard Chieftains do
understand that power stays only if you can show results. Risks
are necessary to stay on top. However, Python Lizard clans will
cooperate with one another as long as borders are respected.
Yearly, the clan chiefs meet and discuss Python Lizard goals
and projects that are needed. If needed, several clans may pool
resources to meet these goals.

Rams determine leadership based on who is the strongest and
can control the most territory and people. They are even more
territorial than the Python Lizards. Crossing into a Ram Chieftain’s
territory without permission or escort can mean death. This even
applies to other intelligent species. Just ask the first Cizerack to
encounter a Ram Python. Oh wait... she’s dead. The caveat to this
rule on Pythos is that the largest clan, Roggan, has threatened
to obliterate any clan that harms a Human (or Gen-Human).
Gen-Humans setup the original research base on Pythos at the
invitation of the Rams, and they have profited greatly from this
association. The Rams are dim, but they understand the old
Human idiom of, “You scratch my back, I'll scratch yours.” Other
Pythonian colonial worlds may have different rules when it comes
to Humans.

Ram clans often fight skirmishes with other clans. Occasionally,
a forward-thinking Ram Chieftain will invite the neighboring clan

warriors to a wrestling match or other competition. This is held
for several reasons. The first is to see if there are any potential
threats to their power posed by their own warriors while possibly
seeing that same threat diminished due to injury. The second is to
assess the strength of the enemy warriors. Since strength is the
defining power of a Chieftain, any Ram can challenge the chieftain
for their position. The Chieftain chooses the competition, but all
are designed so the strongest and toughest Ram should win. Only
the Chieftains are allowed to enter the Tomud (Chieftains meeting
place). This is where the strongest Ram clans dictate their rules to
the lesser clans. Python Lizards are not allowed in a Tomud.

RAAZET

The Raazet are a humanoid shaped insectoid species. Raazet have
four limbs and a set of insectoid wings that fold under protective
coverings on the back of their thorax and abdomen. The arms
extend from the thorax and have two fingers and two opposable
thumbs; the Raazet’s hands have a vague resemblance to a robotic
claw. The legs attach to the abdomen and end in circular feet
with four large prehensile toes spaced evenly around the foot for
clamping onto objects. Each limb, including the head, can rotate
180 degrees in its socket. This allows the Raazet to hang from the
ceiling, using all four limbs, with either dorsal side (back) or ventral
side (chest) pointed toward the ceiling. Regardless of the way their
chest points, the Raazet can spin its head all the way around, so it
can look at the ceiling or floor as it desires. Furthermore, Raazet
do not get dizzy nor do they become disoriented from hanging
upside down. As a result, Raazet are often seen hanging upside
down while working. Raazet rarely walk. They usually fly in quick,
short, bursts as their flight is limited to less than three minutes
before they become fatigued.

Raazet have no external nose or ears. Instead the area beneath
their eyes to the chin are covered with long tendril structures (10-
20 cm in length). This gives the appearance of a long mustache
covering their mouth. However, these structures are sensory
organs which detect sound and smells outside the Human range.
These structures hide the Raazet’s mouth which is triangular
shaped and opens outward for food placement. Once the mouth
closes, two sets of internal jaws macerate the food to a pulp before
ingestion. Lastly, the Raazet have wide set, compound eyes that
vary in color. The usual colors include gray, silver, gold, and black.

While their body appears to be one piece, it is actually separated
into three body segments including a head, thorax, and abdomen.
The thorax and abdomen occupy the area associated with the
chest and abdominal area on most humanoids. Additionally,
Raazet do not have skin but have a smooth, very tough, chitinous
exoskeleton similar to shrimp that provides them a natural armor
against attacks. Raazet do not have bones but do have an internal
honeycomb structure made of the same chitin that connects to
the exoskeleton and provides internal support.
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Raazet vary in coloration due to sex and fertility. The females are light
red, which changes as they age to various shades of brown. A dark
brown shade indicates a female is no longer fertile. Fertile males are
varying shades of bright purple with splashes of bright yellow on their
wings. Infertile males are a dull purple without the yellow.

Raazet are capable of digesting virtually any organic matter or
fluid. They can eat cellulose (wood, paper, etc.), meat, vegetation,
carrion, and even hydrocarbons (gasoline, kerosene, etc.). Raazet
eat their dead, and they’re not shy about eating the corpses of
other species either. Be wary of a Raazet drinking motor oil; it
makes them drunk.

HOME ENVIRONMENT

Raazet are an indigenous species to the planet Clizet. Clizet
is currently one of the most hostile, life-bearing planets in
the galaxy. From temperature extremes, large and aggressive
predators, to a very short growing season, life on Clizet was a
short, brutal struggle. Those that survived are tough and rely upon
their strength and ability to improvise in any situation.

These extreme conditions and a lack of natural resources
slowed the Raazet development of space travel. Raazet have
always excelled at making the best of the limited resources that
were available and are unmatched in their ability to recycle and
improvise new uses for existing materials and devices. Eventually,
this mindset would turn into a religious-like devotion to improvised
engineering for the species.

During the early development of the Raazet’s space program,
an unknown alien species invaded the Raazet solar system and
attempted to wipe out the species. The Raazet were able to
defeat the aliens; however, this attack fundamentally changed
their home world Clizet and the Raazet themselves. Clizet was
nuked across the planet by the aliens during the war. This caused
disastrous environmental changes. In addition, the Raazet hecame
mistrustful of any alien species. To this day, the Raazet adamantly
refuse to allow other species onto their home world. When they
are in Alliance space, this rule also extends to their home dwelling.
Raazet are generally extremely xenophobic. Individuals may
temper their views; however, Raazet never fully lose their distrust
of aliens.

HISTORY

Raazet history has few defining moments. The wars and social
upheavals that occurred over technological developments and
scarce resources were so devastating, it was amazing the Raazet
survived at all. Clizet was and is a hostile world, and the Raazet had
a long and arduous journey to tame it. However, once the Raazet
were united, they rapidly spread throughout their solar system in
search of resources. Three hundred years ago, the Raazet were
in the testing phase of their faster than light technology when

unknown aliens executed an unprovoked attack.

At this time, the Great Zippz made his mark on Raazet culture. Zippz
had already proven himself in one of the few Raazet recreations
on Clizet, endurance racing. This exceptional mechanic and pilot
volunteered to serve when the aliens attacked. As the Raazet
fleet was pushed back toward Clizet, all hope seemed lost. The
Raazet were losing two ships for every one of the invaders. First
Engineer’s Mate Zippz was trapped alone in the engineering
section aboard the disabled flagship, Schree. The crew was
vented into space, the weapons were destroyed, the engines were
damaged, the maneuver controls were nonfunctional, and the
reactor was overloading. Zippz, in a flash of brilliance, removed
the safety interlocks on the reactors and replaced them with a
power amplifier from a loading lifter. Zippz then redirected the
overloading core into the engines. By using the interface from
a crushed repair bot, Zippz was able to control the thrusters on
his ship and aimed his vessel at the alien’s flag ship. His ship
disintegrated as it launched from motionless to 0.9 of light speed.
The resulting wreckage tore through the alien armada causing a
chain reaction of crashing ships as they tried to flee the cloud of
expanding shrapnel.

In their last gasp, the aliens were able to launch a number of
nuclear warheads upon Clizet. While this changed the Raazet’s
future, it did not alter the course of the battle. The Raazet
fleet wiped out the remaining alien ships. During the mop up
operations, the Raazet fleet received a strange signal. The source
was Zippz. Before launching his attack, Zippz took what was left
of the loading lifter and turned it into a life boat with supplies he
found in engineering. He then tied his shipboard communicator
into the repair bot that he salvaged to boost the transmitter signal.

After his rescue, Zippz was celebrated as the hero of Clizet. He was
given the honorary title of Mechanic Supreme. Although gravely
wounded and having lost a leg during his escape from the ship,
Zippz recovered and later founded his own trade school. Over the
last three hundred years, this school has become a quasi-religion
throughout Clizet.

SOCIAL ORGANIZATION

Raazet are pragmatic to an extreme. They are generally quite
content with merely surviving and living without fear. For 280
years, they maintained a militaristic isolationism due to the near
genocide at the hands of the unknown alien invaders. At that
time and since, all Raazet share kinship. Even more so than when
Emperor Shaas conquered the entire planet and implemented the
communal egg system. Now, all eggs, larva, and children are raised
in a communal growth center with highly educated and skilled
developmental specialists supervising the whole affair. These
centers protect, feed, and teach the next generation of Raazet
how to be Raazet. During their eventual transition to democratic
technocracy, this was one of the few institutions put in place by
Shaas’s feudal system that was left intact.
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GENERAL INFORMATION

Starting Skill Points 40

Body Points 4+d6
RUN/JUMP / FLY 6/2/9*

SENSE MODIFIERS

-15
Smell 15

SPECIES ABILITIES

Threshold Rating 3

Resistant to chemical, biological, radiation, and sensory attacks

Bumble bee-like flight for up to 3 minutes*
Level 2 Flying skill

SPECIES LIABILITIES

None

CULTURAL SKILLS AND BEHAVIORS

Level 5 of one skill with the word Repair in the name.

The total repair Difficulties are halved when performing makeshift repairs.

Any skill with 'repair" in the name costs 1 Skill Point less (Minimum 1)

* Raazet cannot fly if they are Heavily Encumbered. Flight speed is reduced
by half if the Raazet is Moderately Encumbered.
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Raazet place great value on learning institutions, scientific growth,
the military, and governmental service. Of these, scientific growth
is the most prestigious. Only the smartest, most skilled individuals
are burdened with keeping the Raazet population and way of life
intact. Authority is derived from the masses, and those chosen
are required to serve. To serve the Raazet species is the highest
honor in Raazet society. Raazet social mobility and stratification
are based upon an individual’s job, skill, and intelligence.

Raazet are often sent off world by the government and employed as
engineers, repair techs, computer techs, or mechanics throughout
the Alliance. Part of this push of skilled workers off world is to

provide the Raazet with ample scavenging opportunities, the
possibility of acquiring new technology, and the chance for
exploration.

However, Raazet xenophobia and deep-seated survival instincts
leave Raazet with very little empathy for other living things. If you
have a Raazet on your team, don’t expect him to save you if you are
in dire need unless it is in his own best interest. Mortally wounded
or dead comrades are often stripped of their useful gear and cut
up into jerky before their bodies are cold if no one but the Phentari
is looking.

VALUES AND ATTITUDES TOWARDS:

Time: "There is never enough to complete all my work.”
Achievement: "The greatest achievement is lasting improvement.”
Work: "Is life.”

Wealth: "Useful for new technology.”

Change: "Everything does, so do we.”

Scientific Method: "It's great for breaking and fixing stuff!”
Risk-Taking: "Life is a risk, live it."

EDUCATION

Raazet place a great emphasis on education that includes digits-
on learning. “To feel is to know,” is a common saying. All Raazet
start this training from the time they exit the larva stage. Those
unable to learn are “recycled.” Raazet education is free, and
everyone is expected to learn as much as possible to further the
Raazet species.

Once their training is deemed complete, the Raazet are given
a selection of related job openings, both private and public.
These are listed daily by the government. If the job is off world,
additional training is required. In order to be allowed to leave their
home world, a Raazet must graduate from one of their technical
universities. These universities are open to Raazet only. Mazian
detectors are common in Clizet universities and are quite effective.
Here Raazet learn their trades in a reverent atmosphere. They
become adept at repairing, modifying, and creating all manner
of technology. Raazet have become masters of material science
and the art of improvisation and reuse while making do with the
barest of materials. Since the Raazet are extremely xenophobic,
this training includes how to tolerate other species. These courses
include such culturally sensitive topics as “Why can'’t | eat my
dead companions?” and “Can’t | just vent all the air out of the crew
sections and take the ship back to Clizet?”

POLITICS

Raazet are fiercely loyal to their own species and extremely
xenophobic. New technology and salvage are the only reasons
the Raazet joined the Alliance. Aliens are not welcome upon
Raazet controlled worlds; however, violence rarely occurs when
they do visit. “Tragic accidents” are another matter and tend to
happen more and more to visiting aliens. A Raazet will always put
themselves and their species first.

Raazet government is a form of technocracy with the smartest and
most highly educated among them holding office in the Technology
Assembly. The government fosters invention and innovation
and pushes funds to those who the Assembly believes will be
most beneficial to the species. Anything outside the purview of
the Assembly’s unrelenting push for technological development
is left up to a vote. The voting apparatus is entirely automated,
including the determination of what matters are put to a vote.
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The Assembly trusts in its technology to run the less important
aspects of government. The Assembly has ultimate veto rights
over any proposed or ratified law if it affects technological growth.

Each household on a Raazet planet has a voting machine tied to the
central government offices. Each evening the computers, installed
and maintained by the Assembly, put up a single law or bill. This
arrives at everyone’s home for them to cast a vote. The issue is
easily researched, and the Raazet populace are generally well
educated. Campaigning is illegal, so officials can only be judged
on their factual records, which are open to the public. The Raazet
form of democracy leaves very little room for minority opinions on
Raazet worlds, and what the majority decides is accepted by most
of the population as what’s best for the species.

TECHNOLOGICAL AND MATERIAL
CULTURE

Raazet have little regulation on transportation, energy storage
and generation, or safety. Vehicles slapped together in a garage
with vizaraa spit and torgum wire can be seen flying next to state
of the art Raazet police cruisers. If it works and no one was killed,
keep at it, is a common Raazet mindset. Even buildings have few
codes if the blue prints are filed with the government and the
structural load calculations are complete. The Raazet make use
of everything, and nothing is wasted. Unutilized or non-functional
devices are either recycled, reused, altered to function in a new
manner, or repaired.

One tool the Raazet are fond of is the guzzinta. This is a bizarre
looking tool akin to a Swiss army knife from Earth, though much
larger and heavier. Each is unique to the Raazet that owns it,
and some have over 100 capabilities. Still, any strange looking
device that looks like it might serve some purpose or another can
strike their fancy as well. Raazet find no greater joy than taking
something deemed useless by others and turning it into a truly
useful and functional device.

On Alliance worlds, Raazet routinely visit junk yards and love to dig
through them looking for items to repair. They consider most of
the Alliance a vast junkyard awaiting their attentions. Interestingly
enough, Raazet go out of their way to hide what they are doing
from other species. They will never share their techniques or
technology and often intentionally mislead or lie to those that ask
about such things.

Raazet architecture is quite simple and rustic looking, but the
materials and design vary greatly depending on what was available.
Structures are built with great attention to detail and high levels of
craftsmanship. Raazet designs have become somewhat in fashion
as of late in reaction to the current, gaudy styles of the Orions.
This is similar to the Shaker influence that happened in 19th
century America on Earth. Most homes are quite spartan with
limited decoration. Most of the aesthetic value is in the creative
use of materials and recycling evident in the home.

Zen are tall, gaunt, pale-skinned humanoids. Their arms and legs
are spindly with hands and feet at the end. Each appendage has
five fingers or toes. The Zen's head is slightly more egg shaped
then Humans. Their face is humanoid but devoid of ears, eyelids,
lips, and nostrils. The Zen eye color can range across the color
spectrum, but an iridescent blue is by far the most common color.
Red and yellow are also common. Zen skin has the look of aged
parchment and runs from an aged yellow to ashen gray. It is also
completely hairless and is pulled tight across their bone structure,
which accentuates their skeletal appearance.

The Zen's grim reaper-like appearance is further enhanced by
its smell. The odor it produces smells of something long dead,
in a dry musty sort of way. Furthermore, Humans often compare
the Zen voice to a slow, cold wind whispering through a pile of
autumn leaves. Most Alliance species consider the Zen to be
physically creepy. However, their chilling visage belies their caring
and altruistic nature. Zen prefer robe-like garments, usually
transparent or in light colors.

Zenarevegananddrink liquid water. Zenare so concerned that they
do no harm during eating that they have gone so far as to remove
any genetic possibility of sentience, pain, or communication from
their vegetable food sources. This food source is offered Alliance
wide and even comes in meat flavors for the carnivorous.

HOME ENVIRONMENT

The Zen Rigeln prefer urbanized environments, safe from
predators, with large tranquil gardens. Their homes tend to be
secure and fortress-like and are heavily decorated with personal
artwork. Zen Rigeln will always have a home shrine honoring
Assizza. Assizza started the Rigeln on the path to pacifism, and
his memorial is used to remind them of their peaceful existence.
Outcast by the Rigeln, the Tza Zen wander the galaxy taking
whatever jobs and residences they can find. They often serve in
the Alliance either with the military or at hospitals. All Zen prefer
a temperature between 10 — 30° Celsius but will utilize any world
where they consider themselves safe.

HISTORY

The Zen had one of the most violent and destructive histories in
the Alliance. Their war machines and biological weapons almost
killed their entire species. Assizza, their savior, put them on a
different path when he started the Zen spiritual revolution in 2720
BCE. His words spread like a virus through all that listened. Wars
ended with the realization of his first tenet, “All life is precious
and should be cherished.” The second tenet stated, “Material
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Species ZEN RIGELN (zen rahy-jel-in)
TZA ZEN RIGELN (zah zen rahy-jel-in) 5

Nicknames Z: Zen, Gaunt, Healer, Nudist
T: Anti-healer, Corpse, Gaunt

Home world Katrel, 29 Orionus System
Tech Level
Government True Democracy

Pop. (Katrel): 3 hillion

Population (Total) 50 billion

Life Expectancy 400 years

Average Height 2.1-2.4m (210 +3d10)

Average Weight 81 - 126 kg (76 + 1d10 x 5) i

Sample Names Zen Ashlidene, Zen Piclifir, Zen Prithe, ;
Zen Ryner, Zen Shrayalzzid Damadec, Zen Zian [l

Average Size Class i -:'

VITAL STATISTICS ECRS i
- STR

AGG(Z/T)  -25/+15
IQ 20 %
| INT 5

CHA 35

GENERAL INFORMATION
Starting Skill Points (Z/T)
Body Points
RUN/JUMP/FLY

R

SENSE MODIFIERS
Vision

| Hearing

Smell

SPECIES ABILITIES

Matrix Control (Healing

SPECIES LIABILITIES
BRIs only half as effective

Wearing armor doubles Matrix generation cost

CULTURAL SKILLS AND BEHAVIORS
Level 3 First Aid skill

Medical Skills cost 1 point less per level (min. 1)

Level 2 Generation skill (Zen); Level 1 Generation skill (Tza)
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greed is the fuel for the fire of war.” After short meetings, Assizza
convinced the surviving rulers to abandon their war. His next task
was to get everyone to heal the planet as well as the people. This
ongoing effort eventually led the Zen to transitioning to a direct
democracy. Since that time, most of Zen Rigeln have embraced
Assizza's tenants and enjoyed a lasting peace.

Those few Zen who disagreed with the teachings of Assizza or
who were unable to comply with his tenants were ostracized. Any
aberration from total pacifism is termed Tza Zen. This not only
includes actual violence, but even advocating that anything less
than absolute pacifism might be beneficial in some way. Thus,
one can be branded as Tza simply for a belief and lumped in with
psychopaths and sociopaths who are incapable of complying
with the tenants of Assizza. Most Tza are labeled as such simply
because they follow individual beliefs instead of the dogmatic
beliefs of the Rigeln. The Zen are quick to push the stereotype
that all Tza are crazed maniacs. Rigeln leaders do not tolerate
dissent, and on Rigeln controlled worlds, Tza are actively hunted
and placed into reeducation.

By 2224 BCE, the Zen entered the Age of Prosperity, which
lasted until they met the Alliance. First contact occurred with the
Mutzachans in 2091 BCE during a routine system sweep of the
Zen's planetary system by a Mutzachan survey ship. Surprisingly
until first contact, the Zen never contemplated the development of
space travel or exploring outside their system. Their Matrices had
not located life outside their planet, so what was the point? The
Zen reluctantly agreed to join the Alliance with the goal of bringing
the wisdom of Assizza to the stars. Healing all and ensuring the
well-being of all living things is seen as a moral imperative by the
ruling Zen Rigeln. To heal the universe is their destiny. However,
the shock of meeting intelligent life from another planet caused a
new schism within the Zen belief system.

After studying the history of the Alliance, some Tza Zen hecame
emboldened and were no longer content to suffer as pariahs for
their beliefs. They saw the growth and success of the Alliance
species as a new model for the Zen to follow. This was the Great
Schism which is also known as the rebirth of the Tza. Now, most
Tza flee the Zen home world and hide within Alliance space and
planets. The Tza are feared within Alliance space due to Rigeln
stories touting the atrocities of those few who are truly insane.

The Rigeln, on the other hand, are respected and loved throughout
the Alliance. Their abilities as surgeons and medics along with their
willingness to assist those in need has endeared them to every
species. They are often asked to mediate disputes as a trusted,
neutral third party. Theirimpact upon the military has been just as
great. Zen Rigeln production of the Body Rehabilitation Injection
(BRI) and massive Body Rehabilitation Injection (mBRI) has saved
many lives during combat. Furthermore, the Zen Rigeln’s ability to
regrow and improve biological limbs has led to a dramatic reduction
in wounded warriors. Rigeln can even grow entire bodies if the
brain is still functional. This has led to Alliance Military regulation
A-8-61(b)-2, or as the grunts call it, the “Save the Head” initiative.

Zen-developed cryogenic injections on the battlefield are used
along with “hat boxes” to keep the brain intact until the Rigeln can
place it in the new body. Millions of Alliance Military personnel are
alive today due to Zen technology.

SOCIAL ORGANIZATION

The Zen Rigeln feel family is of utmost importance. Love,
however, is secondary to social responsibility and duty. Their
duty is to raise their child to successfully integrate into society.
Zen have little need for police or military institutions. Fire
suppression, schools, and hospitals are all operated by the
Rigeln government and provided to those in need. Support
groups exist for every possible contingency; one has only to look
for them. All Authority is derived from the masses. Every day, the
Zen vote on dozens of issues that must be addressed. Budgets,
laws, and government resources are directed by popular vote.
The influx of matters to be voted on is broadcast to Zen’s homes
and their handheld PCS frequently. Most Zen understand that no
one has the time to vote on everything, but if they’re not busy
when a ballot comes through, they should vote on it. Polls can
remain open from fifteen minutes to months depending on the
importance of the vote. Significant or urgent issues are flagged
by the system. The Rigeln Council presents the issues for each
vote. Outsiders have commented that the Council often phrases
the issues in such a way as to affect the vote’s outcome, however
unconsciously it might be. The Council also gets to vote on the
issues they present.

Zen Rigeln enjoy the voting, and each vote improves their social
standing. All vote histories for every Rigeln are public record. Social
standing takes that into consideration as well as Matrix power level, job,
and skill level. The closer your vote is to the Rigeln council, the higher
you are held in regard. Add in working in the health field or welding
powerful healing Matrices, and your ascent in status is assured.

Zen clothing is color coded with stripes to delineate the Zen’s job
function, power level, and current social standing. Job function
stripes are at the top of the sleeve or on a sash worn across the
chest and are as follows: Green indicates the Zen is involved
in science of growing (farming, body part replacements, etc.).
Blue indicates the Zen is involved in “hands on” medical care
(doctors, nurses, etc.). Yellow indicates the Zen is involved in
administration (bureaucrat, disciple of Assizza, mediator), and
Red indicates the Zen is involved in a “non-growing” science
discipline (engineer, architect, artist). White indicates the Zen
has no job currently. The brighter the color, the higher the Zen
Rigeln’s rank or job title.

If the Zen is a trained Matrix Controller, their power level is the
middle stripe below the job function. Various shades of purple are
used starting with the lightest shades at Energy Bracket 1 to the
darkest purple at Energy Bracket 9. The lowest stripe represents
the amount of time you have voted with the majority. Light
orange represents the lower consistent vote with darker orange
representing a consistent popular vote.
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Known Tza Zen are required to wear all black especially when
placed in “re-education” facilities. Zen in re-education or known
Tza will have four gray stripes, with the last stripe indicating loss of
voting privileges. Discovered Tza lose the right to vote. However,
Tza Zen often hide themselves in Zen Rigeln society, and as a
result, will look just like everyone else. Occasionally, Tza will group
together but most eventually flee to Alliance space. Tza in Alliance
space sometimes wear their “4-grays” as a badge of honor. Both
are a warning to others that they are not to be trifled with and as
an open protest against their government.

RELIGION

Zen Rigeln follow the teaching of Assizza. This pacifist philosophy
does not allow a Rigeln to kill, even in the defense of their own life.
Running, distracting, and even stunning is allowed. As long as the
intent is not to kill or maim, self-defense is acceptable. While this
may sound cowardly, it is not. A Zen Rigeln medic will enter battle
with no weapons just to keep an injured individual alive, even if
it's an enemy. They believe all life is to be cherished. Devoted Zen
Rigeln have been known to extract bacterial infections from a
host and place it in another median so as not to kill “life”. Nothing
frustrates a Zen Rigeln more than death, except needless death.

Zen Rigeln feel that all war brings needless death. They despise the
Alliance for engaging in such activities and only stay in the Alliance
to show them the error of their ways. Zen Rigeln also assist the
Rebellion for the same reason. Zen Rigeln will often extol on the
virtues of their pacifism to any who will listen. This proselytization
is often viewed as self-righteous and condescending. Zen Rigeln
give thanks every day, in the nude, to Assizza for showing them
the enlightened path of peace. This is done upon awakening in a
public space facing sunrise and is a common sight in any Alliance
city with a Zen Rigeln population.

Those that do not follow the tenets of Assizza are called Tza Zen, which
literally translates to perverse. A Tza's reason for being a Tza is varied.
Tza generally have a live and let live attitude. Whether a Tza's nature
is a genetic aberration from the Rigeln norm or simply a throwback
doesn’t matter to the Tza who choose to follow their own path.
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VALUES AND ATTITUDES TOWARDS:

ZEN RIGELN

Time: "Fleeting, it ends with death. We must move past it. ”
Achievement: "l have saved a life, there can be no greater reward.”
Work: "It gives our life meaning.”

Wealth: "It should be used for the good of all.”

Change: "Chaos is natural but can be contained.”

Scientific Method: "It has taught us much about life and how to heal it. ”
Risk-Taking: "To save a life, any risk is acceptable."

ZEN TZA

Time: "l am here for now.”

Achievement: "It is mine alone.”

Work: "It's what we do to hide, escape, or live.”
Wealth: "I'll take it. Now let’s get off this rock.”
Change: "The Rigeln never will.”

Scientific Method: "If it works, I'll use it.”

Risk-Taking: "If the reward is great enough, I'll do it."

POLITICS

Zen Rigeln are extremely proud of their civilization and the
effect it has on the Alliance. While the Council of Assizza doesn’t
technically rule, they are the most influential group of Rigeln in
Zen politics. The Zen fiercely maintain their independence as a
form of extreme pacifism. They simply cannot be convinced to
change their minds and ignore other points of view. Zen Rigeln do
not seek power but expansion of their ideologies. Their only goal is
to spread Zen pacifism to the universe. This is expected of Rigeln,
and it is not seen as a risk.

Tza Zen interests are as varied as that of a Human. Some seek
power and influence within the Alliance. Others seek only to stay
out of the clutches of Rigeln reeducation squads. Others are
legitimately homicidal maniacs deserving of imprisonment or
worse. No single ideology or conviction describes the Tza. They
are normally opportunistic and seize whatever is within their
grasp. Fear and anger tend to be the Tza primary motivators.

MATRICES

Zen Rigeln are known throughout the Alliance as healers. This
reputation isn't entirely due to their medical technology. Zen are
Matrix Controllers and possess similar abilities to the Mutzachans
and the Chatilians. Zen can’t manipulate raw energy or psychically
assault someone, but they do possess the ability to manipulate
organic tissue and cell structure. Zen use this unique ability to
heal, reform, or mutate the bodies and tissues of those upon whom
they focus. This exceptional talent makes Zen in high demand in
hospitals across the Alliance. They are also paid exceptionally well
to become field medics in the Alliance Galactic Forces. Not every
Zen is up for the rigors, both physical and mental, that go along
with real combat, but those that are find generous compensation
packages awaiting them upon enlistment.

Experienced Zen Matrix Controllers are capable of regenerating
limbs lost by combat personnel, curing disease, and even cloning
someone whose bhody is beyond repair. Though they are incapable
of transferring memories from the original body to the clone, they
can facilitate a brain transplant. In contrast, the Tza Zen possess
no less impressive powers, but when used for nefarious purposes,
they become some of the more feared and terrifying weapons in
the Alliance. Tza can liquefy tissue with a touch, disembowel their
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victims with a thought, paralyze, cause sickness, and deform.
It's no wonder that all Tza are met with suspicion and caution
given the capabilities of a few truly malicious individuals to wreak
unspeakable carnage on the citizenry of the Alliance.
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CHAPTER 3.0

This chapter will walk you through character creation. Start by
selecting the species you want to play from the previous chapter.
Then determine your Vital Statistics, using one of the three
methods detailed below. After determining your character’s
Vital Statistics this chapter walks you through fleshing out the
rest of their Statistics. Skills and the rules for buying them are in
the next chapter.

TIP: Roll on the Character Development Tables before you fill in
all the info for your vital statistics. These tables may change your
stats and who wants to do things twice?

VITAL STATISTICS

Battlelords of the 23rd Century is a futuristic roleplaying game
designed to simulate life in space during the not too distant future.
Game Masters should allow players to generate viable characters
of their chosen species and profession. Due to the randomness of
dice rolls, character generation often produces marginal results.
The following methods have been devised for the generation of
vital statistics.

Note: The average for each Statistic is 50 plus the species bonus for
that Statistic.

METHOD 1: GIVE & TAKE

Start with all your character’s statistics equal to 60. Then
increase each statistic by the species bonus for that statistic.
Next you may subtract five points from one statistic and
add five points to another. You can do this ten times, which
will redistribute a total of 50 points. You cannot distribute
points in a manner that would cause a statistic to exceed the
species maximum. Remember that the species maximum for
any particular statistic is 100 plus the species bonus for that
statistic. This is true for everything except for Aggression which
is limited to 150 for all species. Finally, round all the scores to
the nearest number divisible by five. This should result in all your
Stats ending in either a five or a zero.

METHOD 2: BEST OF 10

Percentile dice are rolled and the results are jotted down on
a separate piece of paper. Ten rolls are made. The player then
discards the two lowest rolls and places the remaining eight
numbers in whatever vital statistic slots that they choose. After
this is done, the player then adds in the species modifiers. This is
the most popular method of generating a character. Game Masters
may opt to allow a player to reroll their character if they have less
than two unadjusted rolls above 70 or more than four unadjusted
rolls below 30.

METHOD 3: POINT-BASED

You receive 135 chits to buy your character’s eight vital statistics.
For every chit you spend, you can add five points to your Stat,
which starts at 0 until it reaches 50. Once a STAT reaches 50,
it becomes more expensive. For every two chits you spend, you
can add 5 more points to your Stat until it reaches 75. Once a
STAT reaches 75, the cost again increases. For every three chits
you spend, you can add 5 more

points to your Stat to increase it STAT
beyond 75 until it reaches 100. [TV COST
You cannot spend chits to increase 5 1
your Stat beyond 100 points. After 10 9
this is done, the player then adds T .
the species Stat modifiers to the
. 20 4
appropriate Stat.
25 5
EXAMPLE: If you purchase an 30 6
Attribute at 100, it would cost
35 chits. The first ten chits spent 35 7
gets you to a Stat of 50. Another 40 8
ten chits spent, increases the Stat 15 9
from 50 to 75. Finally, another 15
chits get the STAT from 75 to 100. 50 10
55 12
You cannot distribute points in
60 14
a manner that would cause a
statistic to exceed the species o -
maximum.  Remember  that 70 18
the species maximum for any 75 20
particular statistic is 100 plus the 80 23
species bonus for that statistic. 85 %
This is true for everything except 90 29
Aggression which is limited to 150
i 95 32
for all species.
100 35
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VITAL STATISTICS B Unified Statistics Table

Note that some of the values on this table may be averages since
each row represents a range of vital statistic values. Values which
are estimates are noted with an asterisk in the column title. E.g.
DGE". Rules for calculating the exact values of vital statistic sub-
stats are in the descriptions of each vital statistic.

For a given species, the maximum for a vital statistic is 100 plus

the species bonus for that statistic. These maximums can only be
exceeded through the use of cybernetics or, rarely, Matrix effects. i
Species minimums for any statistic are technically 01, though in

most cases we highly suggest not letting any statistic drop below

20. When calculating sub-statistics of your vital statistics always
round down.

UNIFIED STATISTICS TABLE

STRENGTH CONSTITUTION  'CON& INT AGG
STAT LENC*  MENC*  HENC* DA ECRBONUS' BER* SuUl*
1-9 1 0 2 &5 0 2 0 0 &5 -4 -10 0 0
10-19 1 5 20 -4 1 2 1 2 -6 -3 10 0 0
20-29 2 10 40 -3 2 2 2 4 -7 -2 -5 0 0
30-39 3 15 60 -2 3 2 3 7 -8 -1 -5 0 0
40-49 4 20 80 Al 4 2 4 10 4 0 0 0 0
50-59 5 25 100 0 5 2 5 12 -10 +1 0 0 0
60-69 6 30 120 +1 6 2 6 15 -1 +2 0 0 0
70-79 7 35 140 +2 l 20r4 7 17 12 +3 0 0 0
80-89 8 40 160 +3 8 4 8 20 13 +4 5 0 0
90-99 9 45 180 +4 9 4 9 22 -14 +5 5 10 0
100-109 10 50 200 +5 10 4 10 25 A5 +6 10 20 0
110-119 11 55 220 +6 11 4 11 21 -16 +] 10 30 10
120-129 12 60 240 +1 12 4 12 30 -17 +8 15 40 20
130-139 13 65 260 +8 13 4 13 32 -18 +9 15 50 30
140-149 14 70 280 +9 14 4 14 35 Al +10 20 60 40
150 15 75 300 +10 15 4 15 37 20 +11 20 70 50
VITAL STATISTICS COMPARISON
SPECIES STR
Chatilian g5 -10 5 -10 10 30 50 2%
Cizerack 15 -20 35 10 20 -5 0 0
Eridani 10 5 20 5 15 10 &5 -10
Fott 15 -15 15 10 35 5 -10 25
Human/Gen-Human (Base) 0 0 0 0 0 0 0 0
Keen 10 -15 20 0 20 10 5 -10
Mazian 25 15 0 2 -15 5 15 0
Mutzachan -20 5 0 -15 0 50 15 10
Orion 0 20 5 0 0 0 5 15
Phentari -5 25 5 5 20 10 5 35
Pythonian (Lizard, Aquatic) 30 529 5 50 30 -10 -10 -30
Pythonian (Ram, Terrestrial) 50 25 15 30 30 -20 -15 -30
Raazet -10 10 8115 35 -10 10 5 Il
ZenRigeln -5 0 -5 10 -25 20 5 35
Zen Rigeln (Tza) 50 0 B 10 15 20 5 35




VITAL STATISTICS

STRENGTH (STR)

The Strength statistic is a measure of a character’s physical
power. This includes how much weight your character can move,
push, lift, etc. Anytime a character needs to do something physical
that relies purely on strength, you use their Strength statistic.
Examples of using the Strength statistic include crushing a can,
hanging from a bar by their hands, breaking out of rope bonds,
lifting a skimmer, or trying to pull free from someone’s grasp.

If you need real world examples of how much weight your
character can lift, consult the Weight Lift Table in the Skills &
Statistics Chapter.

Encumbrance (ENC): The Strength statistic also represents how
much weight in gear the character can lug around. The higher your
character’s Strength statistic the less all that weight slows them.
The more gear your character carries, the slower they move, and
the more difficult it becomes for them to react quickly.

If a character is carrying an amount of gear in Kilograms equal to or
less than 10% of their Strength statistic, they are Unencumbered.
If your character carries more than 10% of their STR in kilos but
less than half their Strength statistic in kilos, they are Moderately
Encumbered. If the character carries more than half but less than
double their STR value, they are Heavily Encumbered.

EXAMPLE: if a character with a Strength of 55 carried 5 kg or
less, they would be Unencumbered. Remember, always round
down. If they carried between 6 kg and 27 kg, they would be
Moderately Encumbered. If they carried between 28 kg and
110 kg, they would be Heavily Encumbered.

Damage Adjustment (DA): Strength also has an effect on the
damage results obtained when employing primitive melee
weapons, most modern melee weapons, and when attacking
without a weapon in unarmed, hand-to-hand combat. The
character’s Damage Adjustment is used to reflect the bonus or
penalty for damage due to high or low Strength when using most
melee weapons and when attacking in hand-to-hand combat. It
is abbreviated as DA. Characters who have a low Strength may
actually have a negative Damage Adjustment. There is a penalty
to any damage they do when doing damage with melee weapons
or hand-to-hand attacks. Characters who intend to operate in
this capacity should consider this statistic carefully. The amount
of damage the character adds to (positive DA) or subtracts from
(negative DA) melee weapon damage and hand-to-hand attacks
is equal to 10% of their Strength minus 5 (round down). To put
it another way, you can determine your character's Damage
Adjustment by dividing their Strength by 10 and then subtract 5
from the result. So, our character with a Strength of 55 would have
a Damage Adjustment of 0 (55 + 10 - 5= 0.5, rounded down to 0).
Remember, we always round down.

If your character’s Strength ever drops to zero or below, they
crumple into a heap and can take no physical actions other than
lie there helplessly.

Statistic Multipliers

Python Lizards and Ram Pythons (aka Pythonians) have a
Multiplier for their Strength statistic. They are the only player
character species in the core rules that has a statistic multiplier.
Pythonians get to multiply all the sub STATs for the Strength
statistic (WGT values, DA, etc.) by two. This multiplier is referred
to as a STR X2 multiplier.

EXAMPLE: Ronny the Ram Python with a Strength statistic of 150
would list the stat as 150 X2. Ronny’s DA would be a whopping
+20! Don’t let Ronny the Ram punch you. Similarly, Ronnie could
carry 30 kg of weight and still be unencumbered.

The Statistic multiplier game mechanic will pop up in other
places in this book and is not limited to just Strength. In addition,
multipliers higher than X2 exist. For example, mechanized battle
armor has statistic multipliers, and many hostile alien lifeforms
(HALs) have statistics that are far beyond the values obtainable by
species that you can play as a character.

NOTE: If a Pythonian’s Strength drops below 50, their damage
multiplier is assumed to be 2.

MORE CRUNCH RULE:

Optional Damage
Adjustment

19 - If you're not a fan of fixed
10-19 - damage, you can use the
2029 i optional Damage Adjustment
chart below, which utilizes
die rolls rather than a fixed value
40-49 for  high-Strength  Damage
50-59 Adjustments. Pythonians still
60-69 double the listed value.

70-79
80-89
90-99

30-39

Just keep in mind that the more
often you have to roll the dice, the
more game play will slow. More
100-109 importantly, these die rolls are
110-119 going to give you lower average
120-129 rolls than the standard fixed
130-139 value DA. This will greatly reduce
140-149 the lethality of high Strength
characters in hand-to-hand and
melee weapon combat. You have
been warned.

150

MANUAL DEXTERITY (MD)

A high Manual Dexterity is vital for surgery, mechanics, or any skill
requiring hand-eye coordination. A low score assumes that the
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character is clumsy when handling things. Furthermore, Manual
Dexterity has a limited effect on an individual's ability to use
ranged weaponry. Manual Dexterity has absolutely no effect on
melee weapons such as swords.

If your character’s Manual Dexterity ever drops to zero or below,
they drop any item they are holding and are unable to grab or
grasp, hold or manipulate any object, or utilize any device that
requires physical contact to operate.

MANUAL DEXTERITY EXAMPLES
MD DESCRIPTION

1-9 You can’t hold a pen, much less write.
10-19 You're a klutz.

20-29 Threading a needle will take days.

30-39 Don’t try any video games. You'll get hurt.

40-49 Half the time, you drop the ball when playing catch with yourself.
50-59 Average for a Human.

60-69 You're good with your hands.

70-79 Sleight of hand is easy. Try being a magician.

80-89 Concert pianist.

90-99 Qualified for brain surgery.
100-109 World’s greatest pickpocket.

110-119 Magician hardly describes you. Your fingers are truly magical.
120-129  You can tickle open a safe by feel alone.
130-139 You can weave nano particles by hand.
140-149 You can place a bullet through a pre-existing bullet hole.

150 You can do the impossible with your hands.

INTELLIGENCE QUOTIENT (10)

Intelligence Quotient (IQ) is the most important vital statistic in
Battlelords. It encompasses reason, knowledge, and memory.
A high 1Q is vital for Mutzachans, Chatilians, and Zen Rigelns
character species. It represents the mental power of an individual
and therefore, has a direct effect on the number of Matrix powers
that the