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Introduction

As life arose on the many scattered planets of the galaxy, and
thinking races began to ponder the problems of life and
existence, one of the most recurrent guestions was the
problem of the shape of intelligent life. Was there life on other
worlds? If there was, was this life of the same shape asourown?
How couldit be of the same shape whenenvironments varied so
much? These questions and many others kept scientific
communities busy and thinking for many years, until finally
contact was made across the gap of interstellar space, and the
questions were answered.

Nature, acting through blind evolution, had evolved many
different ways for a race to solve the problems inherent in its
environment. Not all races were human, with specialized limbs
and multiple sense organs. In fact, not all races were humanoid
at all. Similar problems existed on different planets and
environments, but the possible solutions were numerous.

In the long-forgotten Forerunner cultures, vast amounts of
cross-breeding, colonization, and possibly even genetic engin-
eering went on, leaving the stars strewn at random with an
incredible profusion of races. Scattered across thegalaxy were
separate pockets of one race or another, and with the collapse
of the Forerunner culture, these pockets of civilization began
again ta evolve in specialized and unique ways. Colonies that
were planted on marginal worlds began to adjust, and eventually
adapt to their different enviconments, leading to the creation of
many races that were only similar.Onotherplanets, stresses of
one kind or another led to a total changeover from one kind of
mental structure to another, which in turn totally changed the
civilization of that race.

Then again, there were multi-racial worlds like the La Hurnx
Worlds, with theirincredible multiplicity of races oneachplanet
living in a tight,-interconnected network of ecology and civi-
lization. New languages had to be created to deal with
translations from one language into another, and new concepts
entered the minds of cultures. All of these forces, and many
more, contributed to the gradual but totalchangeoftheancient
Forerunner worlds and their races inta a much larger group of
races and cultures.

This incredible profusion of races and cultures, while it is
respons much of the trade and all of the great religions,
philosophies, and scientific advances of our Second Empire, also
causes many problems. For example, many scientists are very
interested in determining the race of the first star-farers, and
the home planets of each race. The races that controlled the
First Empire are fairly well known, and most of them are still in
existence, but nothing at all is known about the Forerunner
Races. The Forerunner Races could even be the samerace that
controlled the First Empire, that mysterious race of “Masters”
that was never seen, nor depicted in any representation.
Determining the homes of the many intelligent races in our
galaxy is no easier, as over the centuries of drift, exploration,
mutation and adaptation, these different races have multiplied
into thousands more. In several cases, the home worlds have
been identified, butin the vast majority of cases thereis noidea
at all even of where to begin looking.

One thing that all the intelligent races known to the Second
Empire, or to the Empire of Cavoral, is the Techspeak. This
language has existed unchanged at least from the origin of the
First Empire, and possibly from the Forerunner cultures. It is a
unique language in that it may be spoken by every race known.
Naturally, cultural concepts are very difficult to translate in a
language designed to hold the cultures of thousands of different
races, and the Techspeak breaks down in many areas such as
religion, philosophy, and several indefinable topics. Techspeak,
or Teek as it is more commonly called, has nowritten form, and
exists only as a set of coded binary pulses which can be
transmitted in any mutually understandable medium. For
example, between the 3tmmMm3tm [Peterkasa's Rocks)landa
human being, the mode of communication is through direct
pulses of telepathic energy, while the conversations betweena
human and a K'Zimm could be held in simple audio modulation of
the atmosphere, coded sound.

Fortunately, there is an organization that helps in this field of
translating, and it has a very good record of successes. This
organization is the famous UTS, or Universal Translating

Service, which was started in the Second Empire and has
flourished under both Imperial and private support ever since.
The basic concept of the UTS is that it is impossible truely to
understand an alien culture unless one actually lives init, and to
further this goal they purchase embryos from the markets and
raise them in two cultures simultaneously. Naturally, it is very
difficult for an alien actually to partake of a totally different life-
form'’s civilization, but in most cases these children are capable
of conversing in both languages, and of translating concepts
much more efficiently than can be done with Techspeak.

Indentured to the UTS for life, these professional translators
are protected and cared for by the UTS, and have only rarely
been granted freedom. There are usually several of them
available at all class A starports, and at all Traveller's Aid
facilities. Rates are not low, the standard being CR 75,000 per
day. but they do insure against possible monetary losses due to
incorrect translation. In addition, the UTS will transpart a
needed translator for the flight ticket plus CR 250,000. These
translators are often found on exploratory ships, and have
helped to penetrate the paranoid reactions of newly discovered
cultures. Thus far, the reputation of the UTS s unsullied by any
hint of illegality or breach of contract.

Translators are often not enough, though, as new races may be
discovered, or new cultural variants of already-known races.
These special cases require the services of the UTS in another
capacity, that of cultural evaluators. In order to evaluate a new
culture, the UTS utilizes a complex computer facility which
occupies most of an Astrolab starship. In the space of one year,
usually, it can provide enough cultural referents to make
translation of potentially dangerous terms fairly safe. The final
option, which can only be used if there is a proclaimed
emergency, is to raise a child in two cuitures simultaneously
under the influence of ultra-drugs, which allow the child to
mature in weeks. Unfortunately, this also causes his death a
shorttime later, and also the deaths of the sets of parents that
raise him in this speeded-upworld. The slow-down procedure, to
make him understandable, is what usually causes his death.

The many different races that make up the Second Empire
cause severalmajordifficulties in the construction of starports.
If astarportis designed forhuman beings of the standard type, it
will be hard put to maintain a Prontexi safely. Likewise, a room
that will hold a Rappi comfartably will hardly hold a K'Zimm as
well. Due to the incredible diversity of the various races, the
starport holding companies have had to make several al-
lowances.

The easiest way tohandle the problemis tomaintainanumber of
multi-environment rooms on hand at all times, and have a
versatile computer available to set up and control the con-
ditions inside these rooms. Unfortunately, these multi-en-
vironment rooms, while theoretically identical to the natural
habitat of a race, are generally described as being offensive and
often even harmful. The recorded ideas of what a racelikes and
does not like anly rarely agree withthe actualhabits of that race.
For example, there is the case of the ambassador from the
Second Empire to the AA worlds, who was put up in an
environment room until suitable quarters could be constructed.
The atmosphere inside the muiti-environment room was
perfect according to the computer, but theambassadorand his
staff were rendered useless by the fractional carbon monoxide
component init.

The ideal method for the starports, and also for the ultra-rich
hotels, to quarter their alien guestsin styleistosetupanactual
environment, firmly supported by both technological methods
and ecological life chains. This costs immense amounts of
power, space and maney, but since thevisitors are generallyrich
and very powerful, the cost is worth it. Usually, this extremely
rare method of maintaining a guestis onlyused by governments
or large corporations, although several of the largest hotels
have quarters designed for a select group of racesthatarevery
common in their sectors.

Fortunately, there are several companies that specialize in the
construction and maintenance of these micro-environments,
as they are called. Bonded for their reliability, these companies
insure completion by a specific date, and also that the race will
find the quarters to its liking.



Several fortunes have been made and lost on the needs of this
very specific and very expensive occupation. When officials of a
particular visiting race need quarters in a hurry for a high-
ranking guest, they turn to one of the established firms, and pay
immense amounts of money for their micro-environment. In
turn, the company uses its computers and memory banks to
determine what materials are needed, then puts out a priority
search call on the networks, sometimes evenover the FTLradio
networks. In a short time, the needed materials start arriving,
and the company pays exarbitant prices for them without a
murmur. At the conclusion of the contract, the purchasing
group pays the construction company in full, often with a banus
for rapid completion. The interests of both parties are pro-
tected by a registered contractthat places anupperlimiton the
construction costs, and then guarantees satisfaction to the
purchaser.

However, there are often times when an exotic-atmosphere
race must beferried throughastarport,forashort time. Unless
the individual has personal environment equipment, it is likely
that he will have to rent a general transport environment
capsule. These capsules come with very low-power movement
ability, widely variableinternal artificial gravity, and varyingkinds
of internal support systems. Generally, these capsules are
designed merely to maintain the atmosphere they are charged
with through chemical catalytic means, not actually replaceiit.
These capsules are not usable for periods beyond several days,
as the catalysts becomeused up, and theenvironment gradually
dies. ;

Environment capsules are available in most class A and B
starports for the rental price of one thousand credits per day,
although significantly larger races will have to purchase special
environmental containers, These larger races can require
containers costing up to two hundred thousand credits perday,
if extra environmental alteration is needed, like ultra-high or
ultra-low temperature.

How To Use This Book

In order for this book to be really useful to the role-playing hobby,
the races listed should be usable in any role-playing game, not
just Traveller. In addition, it would be very difficult tofit different
races into the Traveller system, because the rolls forthe human
race are set at two dice each, which means that the only way to
get different abilities for other races is toincrease the number
of dice, making them stronger than humans. It seems more
reasonable that the human race should be in about the middle of
any spectrum, inallofitsabilites. Inaddition,abeingwithtendice
of strength would get no benefit in a situation where he had to
roll his saving throw, as he would have the same chance of
making his roll as any other race. A different system, then, is
needed.

There is a way to solve this problem. and it is a way that allows
any other game system to use the book as well. The major
drawback is that it requires slight changes in all of the rules. On
the other hand, it does have certainadvantages. Forone thing,it
gives anautomatic number forthe savingroll percentagesinany
characteristic. In addition, it makes it possible to tell at aglance
the varying strengths and weaknesses of differentraces,and to
rank a player against another instantly.

To utilize this system, the player first rolls up his character
normally under whatever set of rules heis using. In Traveller, for
example, all characteristics would be rolled up using two dice. -
The values would be the values for that character compared to
other members of his own race, and also provide a nice bell-
shaped probability curve. Thenextstepis toturntothechartfor
converting from Traveller to this system, and compare the
listed values for that race to the dierolls. Thechartwillprovide a
number between 0 and 1,000 for all characteristics, which
gives the rating on an absolute scale of all the races. In addition,
this number is easily converted to a percentage roll for saving
throws by dropping the final digit. All enlistment rolling, and
similar rolling required by the Traveller rules, is done using the
original two-dice rolls, as it is assumed that all characters will
enlist in a military service of their own race or one close to it.
After the character is mustered out, these original rolls do not
need to be used again, because now the characteris comparing -
himself to all the races in the galaxy, not merely to others of the
same race.

The major difficulty lies in the fact that many of the combat
systems used subtract hits from characters in such a fashion
thatit would take almost forever tokill a character that had, for
example, 500 hit points. This problem, and several others, are
mentioned and solved with each chart. The charts included are
two-dice (used for Traveller), three-dice (used for Space Patrol
and for Dungeons & Dragons®), and finally a variable dice table
that is used for Space Quest. In addition, the listed values for
each race make it possible to fit them into any new system that
may come onto the market.

There are a number of characteristics that should remain
constant among all races. These include such things as
intelligence, luck, charisma, education, and social status.
naturally a moderator may wish to modify some of the racial
values, depending on the situation in his own particular galaxy.




RACIAL PARAMETERS

This lists all races, and compares their rolled characteristics on a

universal scale.

Racial Characteristics Comparisaon Chart

_RACE _STR DEX CON SPD  PSI _EMP RACE __STR __DEX CON SPD _ PSI _EMP
Human 300 300 300 300 300 300
1 325 450 300 300 75 300 5 600 300 475 425 225 475
2 a3so 50 325 450 375 525 52 575 275 475 325 350 225
3 525 250 450 225 175 525 53 300 300 300 300 300 425
4 425 300 325 400 375 425 54 500 725 525 325 300 425
5 625 325 375 275 125 125 55 350 600 75 325 200 a5
6 450 300 500 525 100 150 56 - — 800 — 800 50
7 300 300 300 300 300 525 57 300 350 300 300 125 175
8 250 350 275 375 350 500 58 350 300 350 300 300 300
s 175 375 200 300 350 450 58 400 300 350 275 300 300
10 475 300 450 350 225 375 60 425 225 300 250 425 25
11 525 225 450 300 300 350 61 400 350 300 300 300 450
12 350 425 500 225 75 775 62 250 325 225 300 75 75
13 425 275 625 400 425 625 63 125 625 225 550 125 725
14 275 300 225 325 300 125 B4 600 800 650 125 250 275
15 = — 800 - — 225 400 65 350 350 350 425 300 250
16 550 300 475 225 250 425 66 425 125 375 450 325 575
17 350 150 300 275 300 300 67 450 450 300 175 375 400
18 225 550 250 550 175 200 68 250 500 300 325 300 250
19 325 325 300 300 400 400 69 275 450 375 425 300 125
20 500 300 200 250 300 125 70 400° 200 =200 350 175 425
21 225 625 425 125 - 75 71 400 425 400 275 350 325
22 - - = = = o 72 250 400 350 125 600 450
23 525 200 425 225 100 75 73 300 300 225 400 325 275
24 con 225 625i%¢ 435 675 725 74 800 525 675 425 300 125
25 250 450 325 275 300 325 75 250 300 275 425 450 325
26 25 525 100 500 325 650 76 625 150 575 325 300 125
27 — — 625 — 800 425 77 325 300 325 450 300 400
28 200 450 200 375 325 375 78 125 200 300 350 150 75
29 150 175 350 325 525 725 79 425 325 450 775 325 100
30 525 325 475 425 675 300 80 — 800 - 25 300 300
31 475 300 450 350 25 25 81 = — B850 800D 425 675
32 25 — 800 25 300 25 82 50 700 75 7825 225 300
33 100 350 125 75 300 225 83 225 350 300 325 400 225
34 525 550 475 300 300 275 B4 425 350 300 300 300 300
35 725 425 750 225 50 125 85 325 250 325 335 250 125
36 325 300 250 350 300 325 B6E 200 300 350 325 275 450
37 600 300 E00 200 200 200 87 750 300 625 350 50 25
38 25 -~ 225 50 625 650 88 450 525 — 325 300 150
33 525 450 475 400 300 150 89 125 300 150 400 125 475
40 425 450 325 400 225 50 s0 - — = - — -
41 325 300 350 275 300 525 81 675 225 525 500 125 150
42 400 225 B8OD 300 275 425 82 250 400 325 275 325 275
43 ass 25 450 500 425 400 93 475 225 375 300 425 150
aa 50 600 800 300 450 350 84 125 375 225 425 450 625
a5 = — 200 625 8OO 50 85 300 300 300 300 275 475
48 225 500 225 425 400 325 86 100 375 625 350 425 225
47 300 325 275 400 300 525 87 325 275 350 425 300 225
48 325 425 250 325 250 375 98 225 425 300 500 625 325
43 350 475 300 250 325 575 98 Qo0 300 400 300 425 125
50 625 700 800 525 25 75 100 425 225 450 375 325 125



Race

Cren'la
Dasorim

Diomedesian

Drk'tt’k
Ehlain
Enpitesi
Eyrrindel
Fanit
Faract
Flume
Fulaa
Fuzzy
Galtim
Garvian
Giannan
Girin
Guerr
Harundali
Havansian
Horrim
Hullar
Hydorian
Hyne
Impe
Ishtari
Jagananda
Janin
Jollersi
Jontarou
Jymm
Kapli
K’zimm
Laoni
Lartosi
Ler
Libauri
Lithard
Lithian
Lushori
Mertnerite
Mesklin

FrmmMm::m

Molinger
Montid
Moremite
Nevian
Nilsi
Niondite
Norstel
Dlenter
Osnomian
Otter
Paknii
Pa-Liinan
Parotnian
Pilasian
Praxim
Prontexi
Rappi
Raslet
Replus
Rigellian
Sander
Saplot
Sheel
Shen
Srill
S'Shula’a

Planet

MVTSA
T
VTS
T
TS
v
TS
any
J
MVUTSJP
VT
TS
TS
T
VT
TS
J
J
VT
TS
VTS
VT
VT
VTS
T8
VT
vT
MVT
TS
VTS
J
T
VT

TS

MVTS

Atmosphere

any/none
OoX
oX
Chlirine
OoX
oX
OXorco2
any
Hydrogen
any
Meth/Ammia
OoX
Meth/Amm

Hydrogen
Hydrogen
ox
oX
oX
OoX
oxX

oOX
Chlorine
Hydrogen
none/any

Hydrogen
ox
oxX

Chlorine
OXorCO2
zero
Meth/Amm

Hydro. %

<B
=40
5-95
25-95
5-85
5-80
5-85
any
5-95
any
> 40
5-85
5-95
5-95
> 40
5-85
=5
any
30-95
5-95
5-85
=40
5-85
5-95
5-85
15-85
15-85
<95
5-85
=40
any
10-95
15-95
15-95
5-85
5-85
40-85
30-85
5-895
10-95
5-85
none/any
5-85
5-85
5-95
>40
5-85
5-85
5-85
5-85
>5
=40
5-85
5-95
>5
5-85
5-85
<100
> 50
> 50
5-85
5-95
5-60
15-95
5-95
5-95
zero
20-95

Gravity =

any
3.3
1.2
1.8
1.8
2.5
3
any
B
any
5
1.2
aq
1.2
5
a4
5
any

uu;nmaam

1.2
2.2
1.5
25
20

none/any

2
1.8
24

5
2.2
1.4
1.4

2
1.6

3
3.2
14

6
1.2
1.8

1
1.2

5
1.2

mﬂ

1.
1
2
8
3

1.2



83 SThori

84 Tpictyl

85 Tran

86 Trayle

87 Trident

88 Twormin
89 Uluv

90 Vonter

81 Valerian
92 Vermal

93 Vulkshappi
94 Welcyksi
95 Wibb

96 Wunner
97 Yaman

98 Yiktori

99 Zhan

100 Zortanclian

Planet

uT
VTS
]
vT
VT
-]

any/nonei:it
any/noneitdt

3¢ Always occurs with another race,
33+ Must be technoligical civilization only.

Atmo. Hydo. %o
Chlarine 5-95
OoX 5-95
2.4 5-95
oX > 40
oX =40
any/none any/none
(0X) (5-95)
any/none any/none
(1) 5-85
Meth/Amm > 40
oX > 40
coz2 5-95
oX 5-95
Chlorine 5-95
oXx 5-95
ox 5-85
ac 5-95
oxX 15-85

Conversion Tables for Characteristic Names

This table shows how ta find the listings for special characteristics
inside the book. Since each set of rules calls the abilities and skills of a
character by a different name, this page shows what they areineach

system.

Traveller
Strength
Dexterity
Endurance

Space Patrol

Strength
Dexterity
Constitution
Mentality

Space Quest
Physical Power
Coordination
Vitality

PSI

Speed

Q

Empathy

Grav. =

1.5
3
1.6
5
5
any/none
(.2)
(30
4
12
5
4
25
1.4
1.6
1.4
1.8
2.6

Alien Races
Strength
Dexterity
Constitution
PSI

Speed

1a

Empathy



Race Location Chart

This lists the seven different planet types and for each gives the
possible non-technological races that may live there. Is acivilization is
high-technology, it can live in environments outside its racial para-

meters.

A planet may have more than one race living on it. Roll percentile dice:a
roll of 00-03 equalls two races living on one planet, and a roll of 04
means three races living on one planet.

In addition tonativeraces, theremaybe alienbases. Ifaplanet hasbeen
rolled to have a race but none will fit the parameters of the planet, then
roll a random hi-technology base.

Mercury Type Planet (M)
Atmosphere Race
None/Trace Prontexi
Srill
Any/None Cren'la
JrmmMmi-m
Any Flume
GOE Jollersi
Olenter
Shen
Argaon Aouliiio
Argentin
Oxygen Shen

Venus Type Planet (W)

any/none

any
COp

Argon

Meth/Ammonia

Chlorine

Oxygen

Cren'la
stmmMmirm

FLume

Belshorim
Jollersi
Raslet
Shen

Argentin

Fulaa
Vermal

Drk'tt'k
Lartosi
Sthori
Wunner

AA
Akwairi
Albazaran
Argan
Astran
Atnshean
Carsei
Dasorim
Diomedesian
Enpitesi
Garvian
Gianiyan
Havansian
Hudlar
Hydorian
Hyne
Impe
Jaganda
Janin
Jymm

Terran Type Planets (T)

Atmosphere
any/none

any
BOa

Meth/Ammonia

Chlorine

Oxygen

Laoni
Libauri
Lithard
Lithian
Nevian
Nilsi

Otter
Rappi
Replus
Saplot
Shen
Tpictyl
Trayle
Trident
Vulkshappi
Wibb
Yaman
Zhan
Zortanclian

Cren'la
JrmmMmi-m

Flume

Eyrrindel
Jollersi
Narstel
Olenter
Shen
Welcyksi

Fulaa
Caltim
S'Shula’a
Vermal

Drik'ct’'k
Lartosi
Mertnerite
Sheel
Sthori
Wunner

Human
AA
Akwairi
Albazaran
Argan
Arzorian
Astran
Athshean
Brunhraggl
Carsei
Chelki
Comparn
Dasorim
Diomedesian
Ehlain
Eyrrindel
Fuzzy
Garvian
Giannan
Girin
Havansian
Horrim
Hudlar
Hydorian
Hyne
Impe
Ihtair
Jagananda
Janin
Jontarov
Jymm
K'zimm
Laoni

Ler
Libauri

Lithard
Lithian
Lushori
Molinger
Montid
Moremite
Nevian
Nilsi
Osnomian
Otter
Paknii
Pa-Liinan
Pilsian
Praxim
Rappi
Replus
Rigellian
Sander
Saplot
Shen
Tpictyl
Trayle
Trident
Valerian
Vulkshappi
Wihb
Yaman
Yiktori
Zhan



Mars Type Planet (5] Asteroids (A)

Atmosphere Race Atmasphere Race
any/none Cren'la none Cren'la
srmmMmmiim mmMmitm
Srill
any Flume
coz2 Eyrrindel
Narstel
Olenter
Shen Jupiter Type Planet (J)
Welcyksi
o any Flume
Argon Aouliio
Meth/Ammonia Rulaa
Meth/Ammonia Galtim Vermal
S'Shula’a
Hydrogen Faract
Chlorine Mertnerite Guerr
Sheel Marundali
Kapli
Oxy Human Lushori Mesklin
AA Molinger Parotnian
Arzorian Montid
Brumhragel Moremite
Carsei Nilsi
Chelki Niondite
Compran Osnomian
Diomedesian Paknii Pluto Type Planets (P)
Ehlain Pa-Liinan
Eyrrindel Pilosian any/none Twormin
Fuzzy Praxim
Girin Replus any Flume
Horrim Rigellian
Hudlar Sander
Impe Shen
Ishtari Tpictyl
Jontarou Tran
Jymm Valerian
Ler Wibb

Libauri Yintori

Racial Parameters Chart

This chart lists the conditions under which a given race can
live. It lists the upper and lower limits for hydrography and
gravity, the atmosphere, and the possible planet types. With
this chart, it is very east to determine if a given race can
function in a particular environment.

Naturally, this does not take special things like pressureand
poisonous trace elements into account.

Race Planet Atmo. Hydro. %o Grav.=
0 Human T8 oX 5-85 1.5
1 AA VTS oxX 5-85 1.2
2 Akwairi T 0X >40 5
3 Albazaran VT oX 25-B0 1.2
4 Aouliio MS Argon <30 2
5 Argan VT oX 40-60 a3
6 Argentin mv Argon 5-85 2.8
7 Arzorian T8 oX 5-85 15
8 Astran VT oX 30-70 1.3
9 Asthshean VT ox 5-85 1.2
10 Belshorim v coz2 5-85 3.2
11 Brumhraggl TS oX 5-85 3
12 Carsei VTS oX >40 5
13 Chelki TS oX 5-95 25
14 Compran TS oX 5-95 1.2



Space Patrol Conversion Chart

To utilize this chart, first choose arace from the book. Then, using the
standard three-dice system, roll up all characteristics for your
character. Using the listed values from the book of your race foreach
characteristic, find the number that is equal to or lower thanitonthe
left vertical line of the chart. Then search across the top line until you
find the rollthatyour character has. Theintersectionof these twolines
will bethe Oto 1000score forthat characteristic. The characteristics
of Luck and Charisma are not listed, and should be referenced on the
300 column for all races. To determine hits taken by standrard rulés
multiply the number of damage points taken by 100, and subtract
normally. All saving rolls should bedone using the Oto 100scaores after
this point, or by converting them to percentage rolls.

3 4 5 6 7 8 9

25 26 29 34 43 57 77 100

50 51 54 59 68 B2 102 125

75 76 79 84 93 107 127 150
100 101 104 109 118 132 152 175
125 126 123 134 143 157 177 200
150 151 154 159 168 182 202 225
175 176 179 184 193 207 227 250
200 201 204 209 218 232 252 275
225 226 2289 234 243 257 277 300
250 251 254 259 268 282 302 325
275 276 279 284 233 307 327 350
300 301 304 3039 318 332 352 375
325 326 329 334 343 357 377 400
350 351 354 3539 368 3B2 402 425
375 376 379 384 393 407 427 450
400 401 404 409 418 432 452 475
425 426 428 434 443 457 477 500
450 451 454 459 468 482 502 525
475 476 479 484 483 507 527 550
500 501 504 509 518 532 552 575
525 526 529 534 543 557 577 600
§50 551 554 559 568 582 602 625
575 576 579 6584 583 607 627 650
600 601 604 609 618 632 652 675
625 626 629 634 643 657 677 700
650 651 B54 659 668 682 702 725
675 676 679 684 633 707 727 750
700 701 704 709 718 732 752 775
725 726 729 734 743 757 777 800
750 751 754 759 768 782 802 825
775 776 779 B8B0O9 818 832 852 875
800 B801 804 834 843 857 877 900
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125
150
175
200
225
250
275
300
325
350
375
400
425
450
475
500
525
550
575
600
625
650
675
700
725
750
775
800D
825
850
S00
925

10

11

149
174
189
224
2439
274
299
324
348
374
399
424
443
474
499
524
549
574
599
624
643
674
699
724
749
774
793
824
843
874
924
843

12

172
197
222
247
274
297
322
347
372
387
q22
447
q72
497
522
547
572
597
622
647
672
697
722
747
772
797
822
847
872
B97
947
g72

13

182
217
242
267
292
317
342
367
392
417
442
467
492
517
542
567
582
617
642
667
692
717
742
767
792
817
B4z
867
892
917
967
992

14

2086
231
2586
281
306
331
356
381
406
431
456
481
5086
531
556
581
606
631
656
681
7086
731
756
781
806
831
856
881
806
931
981
1006

15

215
240
265
290
315
340
365
380
415
440
4865
490
515
540
565
590
615
640
665
690
715
740
765
790
815
840
865
830
915
940
9390
1015

16

221
246
271
296
321
346
371
396
421
448
471
486
521
546
571
596
621
646
671
696
721
746
771
786
821
846
871
836
921
946
8886
1021

17

223
248
273
298
323
348
373
398
423

18

225
250
275
300
325
350
375
400
425
450
475
500
525
550
575
600
625
650
675
700
725
750
775
800
825
850
875
[00
825
950
1000
1025



Traveller Conversion Chart

To utilize this chart, first choose a race from the book. Then, using the
standard two-dice system, roll up all characteristics for your
character. Using the listed values from the book of your race for each
characteristic, find the number that is equal to or lower thanit onthe
left vertical line of the chart. Then, search across the top line until you
find the rollthatyour characterhas. Theintersection of those twolines
will be the Oto 1000 score of that characteristic, Thecharacteristics
of Intelligence, Education, and Social Status are not listed; these are
rolled on a standard collumn of 300 for all races. To determine hits
taken accordingtostandard Traveller rules, multiply alldamage rolls by
100, and subtract normally as in the standard rules. All enlistment,
service, and mustering out rolls are done using the original 2-to-12
rolls. After that point, allsavingrolls aredone using percentiledice,or0
to 1000 dice.

2 3 q 5 6 7 8 9 10 11 12
25 30 42 58 80 108 141 168 192 208 218 225
50 55 67 83 105 133 166 194 217 233 244 250

75 80 g2 108 130 158 191 218 242 258 269 275
100 105 117 233 155 183 2186 244 267 283 294 300
125 130 142 158 180 208 241 263 292 308 319 325
150 155 167 183 205 233 266 294 317 333 344 350
175 180 192 208 230 258 281 319 342 358 369 375
200 205 217 233 255 283 316 344 367 383 394 400
225 230 242 258 280 308 341 369 382 408 419 425
250 255 267 283 305 333 366 394 417 433 444 450
275 280 282 308 330 358 391 418 442 458 489 475
300 305 317 333 355 383 4186 444 467 483 484 500
325 330 342 358 380 408 441 469 492 508 5189 525
350 305 367 383 405 433 466 4394 517 533 544 550
375 380 392 408 430 458 491 519 542 558 569 575
400 405 417 433 455 483 516 544 567 583 594 600
425 430 442 458 480 508 541 569 592 608 619 625
450 455 467 483 505 533 566 594 617 633 644 650
475 480 4892 508 530 558 591 618 642 658 669 675
500 505 517 533 555 583 616 644 667 683 6594 700
525 530 542 558 580 608 641 663 692 708 719 725
550 555 567 583 605 633 666 694 717 733 744 750
575 580 592 608 630 658 651 718 742 758 768 775
600 605 617 633 655 683 716 744 767 783 794 800
625 630 642 658 680 708 741 769 792 808 819 825
650 655 667 683 705 733 766 794 817 833 844 850
675 680 692 708 730 758 791 819 842 658 869 875
700 705 717 733 755 783 8186 844 867 883 894 g00
725 730 742 758 780 808 841 8639 832 908 919 825
750 755 767 783 805 833 866 894 917 933 844 850
775 780 792 808 830 858 891 919 842 858 969 975
800 805 817 833 855 883 916 944 867 983 984 1000

Space Quest Conversion Chart

Race

This chartis slightly different from the other two, as Space Guest uses Characteristic #ofDice

a different system to roll up characteristics. Instead of using a fixed

number of dice, Space Quest uses a variable number to determine the 80 1
ratings of each character. Toutilize this chart, first choose arace from 160 2
the book. Next, compare thelisted value foreach characteristicof that 24D 3
race tothechart. Taking the number thatis smaller thanitorequal tait. a9g 4
readovertothenumberofdice used forthat skillinthat race. Usingthis
number of dice, roll up normally. 4g0 5
Note: This chart converts Races characteristics to Space Quest geg g
characteristics.
540 8
720 9
800 10

11
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Human

The human race needs little explanation to the average reader,
as most of the inhabitants of this part of the Second Empireare
human, but for those that have never seen one, here is a
description. it is a bipedal life-form, equipped with two limbs at
the base designed only for fairly slowmotion. The torso contains
all of the major life-support organs, and also aninternal support
skeleton that supplies a base for the musculature.

At either side of the torso is a limb that is similar to the lower
support limb, except that it is much smaller and has finer
control. In addition, the five digits are longer and are capable of
very finemovements. Four fingersand anopposable thumballow
much pressure with control. The sensory organs are locatedon
a head, that is placed on top of the main torso and is rigidly
constrained as to its movements. These sense organs include
taste, smell, hearing, and most important for this race, vision.
The senses of touchand temperature sensationaredistributed
all over the body surface. In most cases, the senses related to
psionics are entirely atrophied and unusable, but there are
several notable exceptions with superb psionic abilities.

The apparent color of these beings ranges froma pure white to
pinkish-white, and red (the color of their blood), and alsoranges
from light tan through brown to black. Several recent genetic
mutations include purple skin, greensih skin, and varying forms
of hair cover. Note that unlike most races, these many
differences are still interfertile. It is difficult to explain the
continuous fighting between these various minor groups, each
claiming that it is somehow superior, as their physical and
mental abilities are eseentially equal. Nonetheless, several of
the most violent and destructive of the human wars have been
caused or prolonged by this division of one race into many.

Politically and socially, the human race is one of the most prolific
in the galaxy. In its written history, it has tried almost every
known form of government, ranging from total dictatorship to
total anarchy, and each of these forms has on occasion worked
well, only to fall to anew form when the public tired of the current
craze. Social methods of rearing children, controlling populace,
and controlling crime have also gone through incredible
changes, with many often fantastic methods being used,
successfully, to accomplish the desired ends.

The human mind is perhaps one of the most productive of the
minds in the known galaxy. Where other minds may be superbin
particular fields or areas of study, the human being is able to
spread aver many different disciplines, and is capable of a
peculiar ability called genius, that allows the individual to make
intuitive connections normally beyond the capability of this
logical race. Other intuitive races in the galaxy are generally
incapable of using logical thought to solve problems, but the
human being can often use both, though he does not use either
very well.

Even on the original planet of the human race, there were
approximately three thousand different languages. Not dia-
lects, but different languages. Currently, most of these lang-
uages are still spoken, although most of the human raceisalso
fluent in Techspeak, fortunately. The human race, one of the
higher controlling races under the Masters of the First Empire,
spread across the known galaxy, and can be found on almost all
planets of their type, which is Terran with approximately 1.0
gravity and oxy/nitrogen or oxygen/inert atmospheres. Hu-
mans require vast amounts of water for their life method to
operate at efficiency.




RA

Used intensively by the Masters of the First Empire as laborers and
miners, the AA resemble the ant more than any other creature. After
the fall of the First Empire, it was unclear to other races whether the
AA knew of the fall, and indeed, whether or not they wereintelligent. At
last, after almost a century of continuing to produce their usual
quotas, the AA suddenly showed individual desires, and rapidly
expanded to become an independent race of many accomplishments.
Theoreticians claim that the sudden growth of intelligence was due to
the breeding of a species of AA capable of planningandleadership. This
is borne out by the ability of the AA tocreate sub-races wheneverthey
wish to.

Equipped withalow, fourfoot tallbody and ten multi-jointedlegs, the AA
is almostimpossible toknockover. ts eight footlengthrises toaheight
of about six feet at the head, and the four antennae rise another four
feet when vertical. External chitin makes its appearance almost
mechanical. The reflective ability of the chitinis very high, allowing the
AA to tolerate high degrees of heat. Huge, multi-faceted eyes are
capable of scanning the world in many colors, and are also much more
sensitive in the infra-red range of light than the eyes of man. In color,
most AA are either black, red, or brown, but other minor races have
been reported on distant worlds.

The particulars of the AA differ with the specific function that the
individual AA is designed to perform. The workers, who are always
female, are equipped with large rear digging legs, and an extra set of
dextrous arms near the mouth. This breed, the most common of all of
the AA, is unable to feeditself. A second sub-raceis the warrior class,
which did not appear until the fall of the First Empire. This sub-racehas
avery long set of mandibles which are capable of crushinglight steel. In
addition, warriors are capableof controlling bleeding atonceinany area
of the body.

Cities of the AA were originally underground, but with the growth of
technology and the discovery of new worlds, a new type of AA, the
artisan, made its appearance. This type of AA can produce vast
quantities of an epoxy-type material that it shapes into the desired
form and then hardens with another internally produced chemical.
Using artisans, the AA have expanded onto the surface of many of
their worlds, building vast complexes of tunnels and chambers. The
well-protected breeding chambers and other important facilities are
still located below ground, but much of the population lives above
ground now.

Mentally, the AA are totally logical, and are incapable ofunderstanding
humaor, although most of them will intensively quiz a visitor to try to
understand it. Only active nobles (always male) are seen outside the
hive on independent errands, and only active males are seen on
starships without an escort of both workers and warriors. The usual
AA ship carries several active males, and hundreds of warriors and
workers. The facilities for genetically altering new births are ap-
parently directly controlled by a special class of nursery workers, who
_take orders directly from the queen or hernobles. This class of nursery
workers can, by creating internally and injecting a chemical, cause a
direction of desired mutation to appear. By selective breeding and
culling, the nursery workers can create a desired mutation, usually
within four to five generations. The final generation is created to be
genetically stable and infertile, but a sample of the gene plasm is
returned to the queen, and after that point she can lay any number of
eggs for that specific sub-race.

Allof these sub-races, and many sub-races that are too rarely seento
be worth describing (such as messengers, fliers, nobles, and queens)
share a common trait of communicating through the use of complex
and so far untranslatable radio waves. The radio broadcasts occur
simultaneously over a set of channels very near to each other, and
present technology is incapable of matching the sensitivity needed to
decipher these transmissions. Fortunately, all of the worker class can
understand and converse in Techspeak, although they usually call a
noble and let him do the talking.
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Akwairi

The Akwairi are very rarely seen in any sector of the Second Empire,
primarily because they lack manipulative organs of any kind. This
means that they cannot move objects except by pushing them,
However, they are prized for their ability to maneuverinthe ocean, and
to work with native ocean life.

Originally agenetic experiment torecreateanextinct race, the Akwairi
are thought to be identical to their original forebears, the ancient
Dolphin. Ranging in length from eight to twenty feet long, the Akwairiis
an air-breathing mammal that is fish-shaped. The skin of the Akwairiis
a smooth but very tough grey hide, that exudes a film of oil to reduce
water friction. A single blow hole is found on top of the head, and the
mouth narrows downinto a long pointed beak that is lined with rows of
teeth.

Navigation and communication are both carried gut through theuseof
sonic pulses that can travel for miles under water. Echoes of these
pulses provide important data, and they are modulated for com-
munication. The speech of the Akwairi is almost entirely in the upper
registers of the supersonic range, but they are capable of producing
middle-register sounds to utilize Techspeak.

The usual social group is the herd. which is made up of a loosely
connected group of about thirty adults, and up to fifteen immature
Akwairi. This herd can range over the entire sea area of a planet,
travelling as it desires. Adult Akwairi eat many pounds of fishin ayear,
so that they usually move to new areas every day. With their rate of
speed, though, they can cover an immense area with very little effart,
and can often hang around a specific area for months.

The primary weapon of the Akwairi, both in personal defense against
the other inhabitants of the sea and against each other, is the ram.
With the full weight of an adult Akwairi driven at full speed, the kinetic
energy expended in ramming is immense. It has been known literally to
crush other fish, and even to penetrate steel shells.

The average lifespan of an Akwairi is many hundreds of years, probably
due to the continuous buoyancy of the water that he livesin.Ingeneral,
the Akwairi die either from gradualloss of controlofinternal organs, or,
more likely, from the sudden onslought of a predator or natural
disaster. The young, raised from infancy by theirparents and the social
group, are sent eventually to the Disseminator. This immensely aged
Akwairi is foundinawell-protected area, usually entirely surrounded by
massive reefs of coral. He is cared for and protected by a group of
adults that havehad this occupation forthe known history of theirrace,
passing the duty on to their children. The Disseminator is much larger
than the other Akwairi, probably due to the length of his life, and he
knows by heart all of the tales of his race.

It is reported, but nat reliably, that the Disseminators of the home
world can remember back to the origin of their race as a genetic
experiment during the First Empire. This would mean that they are
several thousandyears old, an agethat seems alittie large evenfor this
race. More likely, argue the scientists of the University of Zacania, is
the possibility that new Disseminators have been raised and trained,
and these new Disseminators have been told the stories of their
creation and early life.

Now found on many water planets across the Second Empire, the
Akwairi remain a race almost entirelyuninterested in the material side
of life. The money that they earnfromhelping survey orfishing partiesis
usually spent to furnish transportation for a group of Akwairi to
another planet, tostartacolonythere. Theyare oftenfoundinasharing
relationship with the Hydorians, and these two races make an effective
and efficient team on new worlds.



Albazaran

The Albazaran is rarely seen off his own planets, as he does not feel at
ease without wide expanses of naturalmud surrounding him. However,
his presence is often felt, as the Albazarans control much of the licit
drug business in the Secand Empire. It is unclear why they should hold
sa much cantrol, but they do, and they maintain their near-monopoly on
many of the major drugs tightly.

The basic shape of the Albazaran is that of a commonlobster, except
that it stands about nine feet tall at the head, and is about thirty feetin
length. The multi-plated, jointed exoskeleton is a bright crimson in
color, shading toward a pink on the underside. The fleshy parts around
the head and the joints between the plates are colored a light yellow.
Albazaranis equipped with three eyes, the largest of whichis mounted
in the center of the forehead, and is used primarily for close-up work.
The other two, mounted on movable one foot tentacles, are good for
either distance or close-up viewing. The ten legs that are mounted
under the exoskeleton are equipped with a variety of hooks and barbs
that willsnagonalmostany surface, and thereartwo areequipped with
broad, paddie-shaped appendages that can dig rapidly in the soft mud
that covers the Albazaran home worlds.

Therearetwosexes of Albazarans, and they are anegg-layingrace. The
eggs, when laid, are protected fromallharm by both parents, and ane of
the pair actually sits on them during the entire gestation period of eight
months. When the eggs hatch, the parents will raise the brood of
fifteen to twenty young for at least fifteen years before they can be
called adult. The average Albazaran mates for life, and usually only
raises one brood during this life.

The entire surface of the Albazaran home world is a massive mud-flat.
Having originally evolved on the wide mud-flats around their stagnant
oceans, the Albazaran have maodified their planets to produce the
rmaximum number of mud-flats. Ontheolder worlds, the entire planetis
nothing but alarge expanse of red mud. The office buildings and homes
of the Albazarans are built down into the mud, and are usually
reinforced inside to prevent them from collapsing. Quarters for
offworlders are also constructed underground, but instead of ex-
pecting offworlders to use the standard mudslides for transportation,
they have put inacomplex systemof sub-surfacetransport tubes that
cannect all of the off-world facilities—the starports, the warehouses,
the production facilities, and the office and living quarters.

There is no crime on any Albazaran world; at least, there is none
committed by any Albazaran. They areincapable of comprehendingthe
idea of taking something that belongs to someone else, perhaps
because of their custom of granting any desire that is expressed bya
guest. Naturally, the guest obeys certain rules of propriety, but in
general there is nothing that belongs to asingle Albazaran that he will
not give as a gift to a guest.

In addition, there is only one form of identification used by the
Albazarans. They wear no clothing or jewelry, but they do practice
insetting complex designs into their carapaces. These designs are
usually composed of carved andinset metal, stone andgemstones, and
often take come decades to finish completely. They may be worked on
at intervals during the entire life of the individual. These patterns are
complexand highlyindividual, so that they are acceptedas areasonable
and effective method of identification for an Albazaran. If a patternis
removed, the carapace scars, and cannot be made to look as it did
originally. This means that the patterns cannot be removed under any
conditions, only made more complex. The degree and complexity
generally indicates the rank of the individual in the social and power
structure.
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The Aouliio are quite common on the inter worlds of Second Empire
stars. The First Empire used them often as miners on Mercury type
worlds, utilizing their ability to withstand great heat and low atmos-
pheric pressure. Unfortunately, they suffer from a difficulty that
requires them to be protected from the ultraviolet radiation, butwhen
protected from this radiation, they can survive quite happily in the
harsh environment of the closest planets to the stars.

With their extremely long bodies and low build, and their multiple legs,
the Aouliio resemble most the Terran centipede. Generally they range
in length from six feet to twelve feet for adults, and the usual width is
about two feet. The entire body is made up of segments, each of which
controls four legs, with two on each side of the low body. The body will
grow a new segment at the tail end each year for the individual's entire
adult. fife. All sensory equipment is located at the head of the Aouliio,
with the exception of its low-frequency natural radio communication
organs, which are located in a horizontal stripe down the entire length
of the body. Good anly over short distances, these electric messages
cannot be translated by computer because of the complexity of the
coding system used by the Aouliio. ]

At the head of the Aouliiois alsolocated anassortment of manipulative
organs, two of which are designed specifically for digging, evenin hard
rock. These organs, if broken or damaged, will grow back quickly. Near
them are located a set of four very delicate manipulators that can
handle even the finest movements, and these are not replaceable
should damage occur. In addition, to either side of the Aouliio’s mouthis
located a set of horizontal mandibles, that are naturally razor sharp,
and will regrow if damaged or broken off. There are poison glands that
supply a fast-acting nerve poison to these mandibles, and itis fatal to
most species.

In calar, the Aouliio range from white to grey, with an occasional black
shawing up. In all cases, the exoskeleton is extremely shiny, and
reflects most of thelight that falls onit. The sight of brilliantly reflecting
Aouliio clambering up sheer cliffs or hanging upside downis asight that
many species find beautiful, and tourist facilities oftenexist as muchto
watch the Aouliio as to see the local sights. In anything less than one
gravity, they can crawl acrass the ceiling of almost any building.

Theircities are generallyimpossible forother races toexamine, as they
are constructed entirely underground, and the tunnels average two
feet in diameter. Two Aouliio can pass eachotherin thesetight tunnels
merely by one crawling on the ceiling while the other passes beneath,
Large caverns hollowed out at the core of their cities supply the
meeting rooms and the facilities for raising and training the young.
Aouliio mate forlife, andifone of themated pair dies, the other generally
retires from the world and enters one of the many religious sects
dedicated to the worship of the sun. These sects control almost all of
the decisions of the hive, and their members are dedicated to the
welfare of the hive, but not to the welfare of the race as a whole.

Prospective visitors to even the above-ground offworld quarters
should note that the Aouliio are basically incapable of vision without
very bright sunlight, and that even these offworld quarters are
brilliantly lit. While the temperature of the offworlders’ quartersis kept
at a reasonable level, the general temperature of the Aouliio hives is
about 300 degrees Farenheit. The Aouliiocansurvive for severalyears
in lesser temperatures, down to 40 degrees F. Below that paint, it is
impossible for them to survive. Even at BO or S0 degrees, special
clothing and high protein intake is needed to maintain life.

While the Aouliio is dedicated to the welfare of the hive, he does not
care about the lives of individuals from the hive, unless their loss
exceeds some sort. of understood limit. An Aouliio willcalmly stand and
watch a fellow Aouliio diewhen he could have been saved. This relatively
callous reaction may be due to the fact that the Aouliio can raise an
adult in two years, and they can raise literally millions at a time if
needed, usually, the population growthis kept at apresetreplacement
rate, which refills casualties and provides a slow but steady growth
rate to fill new areas and provide competition for the entire hive.



Argan

The Argans are rarely found off their home planets, and even more
rarely encountered in space. They claim that the emptiness of space
disturbs them deeply in a psychic sense, and can lead to death if
continued too long. However, they maintain an active interest in
galactic affairs, and are active traders in all types of goods. They are
willing to share their planets with other races, and live in peace with
several different races on most of their planets.

The Arganis shaped like a large barrel, with asmall head containing the
sensory apparatus on top, and eight legs underneath. The head has
eyes as the mainsensory organs, extending all the way around the top
of the head. There is a secondary row of ears, but these are not very
sensitive, and vision remains the main sense. With their 360 degree
vision, and very accurate depth perception, Argans are capable of
detecting movement, and enemies, at great distances.

The entire body of the Argan is covered with ashort coat of fur, whichis
usually alight blue, although greens sometimes occur. Theimbs below
the main body are capable of being used for walking, swimming, or
manipulating objects. The Argan, when necessary, can stand still on
three limbs, and use the other five for whatever else he may be doing.

The Argans are thought to be immortal, although they neither confirm
nor deny this. What is known for sure is that they are very long-lived,
and that every ten years they spin a complex cocoon and sleep for
about astandardweek. At the endofthis time, they emergewithlighter
fur, and most obvious signs of decay or damage are missing. Often,
actual new body parts are grown to replace those lost in battle or to
accident. These cocoons are perhaps the most valuable export of the
Arganworlds, as they areimpossible toduplicate, and areconstructed
from a thermo-flourescent fabric that is almost indestructable by
normal means.

The main pursiut of the Argan is music. Each Argan is capable
supporting himself through the investment of several hours a week of
solitary fishingin the oceans that covertheirworlds, and therestofhis
time is spent producing or listening to music. Each Argan is capable of
playing at least eight or nine instruments, and several of them can play
dozens of instruments superbly. Often, an Argan will sit in solitary
study, attempting to master a new instrument or to create a new
melody of a particular nature.

This tendency toward solitary study is perhaps the most obvious
feature of the Argan race. The only thing that can stir themn to take
action against other beings is invasion of their privacy. The only
recorded incidents of violence between Argans and the other races
sharing their planets is when the privacy of the Argans was invaded,
gither intentionally or by accident. In fact, it is an unproven rumor that
the Argans maintain this privacy even among themselves, and that no
baby Argan has ever been seen.

The favorite area for the Argan to live is in the massive tidal flats that
dot the seacoasts of their planets. Most of these are artificially
created, but in the thousands of years since their construction, they
have become inseparable from the natural enviranment. Vast num-
bers of ruined buildings, usually covered by the ever-present coral
growths, are found in these tidal flats, and the Argans find these
decaying but still-sturdy structures beautiful. Most of them are
hundreds of years old at least, and all are built out of thick, rough-hewn
stone of monstrous proportions.

The only time that an Argan will help aneighbor orintrude on his privacy
is when one of them is menaced by a natural disaster, or a large wild
animal, such as the packs of Hydra that the Argans insist on carrying
with them to all newly colonized planets. Inpacks, this animalis capable
of killing full-grown Argans in minutes, and often does so, in spite of the
stone buildings.
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Argentin

In spite or their peculiar color and appearance, the Argentin are often
used as initial exploratory forces, because of theirimmunity todisease
and their advanced healing and reflex rates. Created toward the end of
the First Empire by genetic manipulation, this race has colonized many
worlds that were thought to be literally impossible to live on. As these
worlds are generally constructed out of very heavy metals and special
alloys, which the Argentin have unlimited access to, the race is very
rich, and quite powerful in Second Empire politics.

Originally derived from standard human genetic material, these
Argentin are physically similar to their forebears. However, the
construction of their bodies and the chemicals used in them are
entirely different. The skin, first of all, is a reflectivegolden-bronze. The
body hairis arigid copper-colored fiber, almost like wire. Internally, the
construction of the body tissue has been altered so that the nerve
tissue transmits impulses about 25% faster than in average human
beings. In addition, the tissue itself is muchless susceptible to physical
damage. The body's defense mechanisms, such as the lymphatic
system and the white blood cells, have been strengthened so that
there has never been a recorded incident of an Argentin getting sick
through anything other than physical damage or collapse of somekind.
Biological invasion by hostile bacteria, fungus, viruses, or parasites is
unknown.

Even in the event of physical damage or physical collapse of some kind,
the tissues of the Argentin are capable of healing roughtly six times as
fast as a human being's. A cut or abrasion can heal in minutes, and a
more complex would will heal incredibly fast as well. This advanced
healing rate requires intake of vast amounts of food, but the home
worlds of the Argentin are well-supplied with protein in various forms,
and imported systems of food production are being added to increase
the available protein.

Due to alow ratio of populationtosurface areaon their planets, most of
the Argentin are still nomadic. There are several exceptions to this,
such as the port facilities and the central government that interfaces
all internal citizens with the Second Empire, but in general most of the
populationis scattered over theface of their planets. Communicatars,
though, are a standard item, and a nomadic tribe that detects an off-
world landing party or mining base willcontact the centralgovernment
at once. Usually they will then attempt to eliminate the party by
themselves, as this results in their being allowed to retain all off-world
equipment captured, plus a head priceof CR 10,000 for eachillegal off-
worlder captured or killed. Mining facilities that are allowed by the
government are always staffed by Argentin, and have plenty of official
protection available.

The favarite weaponry of the Argentin is the bow and arrow, or the
sword, but their favorite method of transportation is a simple linear
suspension sled. Due to the massive amounts of metal in the sail, a
linear suspension sled will wark without any laid rails or baseplates.
This allows the Argentin toroam all averthefaceof theirworlds at high
speed without having to lay rails or construct roadways, having only to
punch a few passes through the mountains.

Other races are extremely rare on Argentin worlds, except thosethat
can withstand the average 150 degree Farenheit temperatures and
the constant intense radiation from blue-white giant stars. Inaddition,
the primary atmosphere constituentis argon, with only trace amounts
of other gasses, usually not enough for other races to breathe. On the
other hand, the Argentin that leave their home worlds must maintain
their body temperature or they begin to suffer loss of various internal
argans, and gradually die of starvation or disfunction.



Arzorian

Arzorians share most of the niches that standard human beings have
carved out for themselvesinthe Second Empire. They are mentionedin
the survivingrecords of the First Empire foraslongaperiodas humans,
and apparently were used for much the same things by the Masters of
the First Empire. During the final days of the First Empire, though, they
lost maost of their colonies and homeworlds, and only in the |ast few
thousand years have they expanded to anything like their previous
domain.

They stand about seven feet tall, and this height is increased by the
addition of two six-inchivory horns thatjut out from theupperforehead
and curve up and over the dome of the head. The horns are generally
quite sharp, and are capable of dealing out severe damage to anything
they butt. The entire body is lean and thin, and the muscle cords and
tendons are plainly visible. Arzorians are entirely hairless; theirskinis a
mixed, complex pattern of red and yellow. The pattern of eachindividual
being is unique and often recorded by the government.

As their planets are usually mostly arid desert, the Arzorians are
capable of surviving on extremely small amounts of water. Theirbodies
waste only a fraction of the amount that a normal human's does, and
they are immune to the effects of the ultraviolet rays of the sun. They
have the sensitive sense of smell of a desert animal that sometimes
has to sniff out water buried under sand, and they are very good at
tracking by scent.

With the advent of Second Empire technology, the basic pattern of
their planetary ecology was changed, so as to increase the size of the
temperate grasslands and decrease the size of the deserts. This
allowed the expansion of the grassland animals and the immediate
expansion of the population of Arzorians.

The mental attitude of the Arzorian is centered on respect for the
warrior. The rite of manhoodis a duel to incapacitation orsurrender by
two males, using horns and hands. This respect for the effective
warrior carries over into everyday life. A human being, or alien of any
kind, that refuses to kill or fight is rarely talked to unless absolutely
necessary. Entire races have been denied entry onto Arzorian worlds
because of inability to take the life of a fellow sapient.

The main occupation of the Arzorian countryside is support of the
cities and governmental centers, which is accomplished through the
use of extensive herding and grazing. The herding is handled by the
highest class of warriors, who consider that only awarriormay toucha
herded food animal, and only 8 male warrior, at that. Each warrior
swears oaths of respect and obedience to the clan totem, which is
usually an animal spirit, and he will give his life to protect this totem. he
may not, however, give his life to save the life of afellow totem-brother.

A severe prablem for the central government of Arzorian worldsis the
constant knife-feuds that erupt between families. These canstart as
simple arguments, and end as massive wars involving thousands of
combatants on each side. They have several times involved other
worlds, and haveresultedinthe extermination of several family groups.

However, in spite of these problems, the Arzaorians that leave their
homeworlds seem to be as balanced as ather Second Empire races.
and they interact well in the Empire centers. The Arzorians are coming
into increased use in the military branches of various governments,
especially as key members of mercenary contingents. Their strong
empathy and occasional flashes of psionic ability often help their
employers far beyond the apparent worth of their bodies and physical
powers.
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Astran

The Astran is a late arrival on the galactic scene, discovered in the
centuries since the Interregnum. It is not known whether that race
was controlled by the First Empire, but the planets they have been
discovered on are certainly within the limits of the First Empire's
domination. In addition, both the large number of artifacts found on
their planets and the massive number of legends about the Masters
indicate that they were once very well connected to the First Empire.
These legends, as usual, do nat reveal anything about the physical
shape or size of the Masters of the First Empire.

The Astran stands about four feet tall, and is shaped very much likea
human being. He is entirely covered with a curly coat of long, silky hair,
usually light brown or grey. With advanced age, this coat becomes
gradually greyer,and then turns towhite. Theeyes of the Astranarehis
maost arresting feature, since they are about twice as large asahuman
being’s. This allows the Astran to function very well at night, and also
under water, where he spends much of his time. Although the Astranis
an oxygen-breathing mammal, his lungs are adapted tamaintain life for
long periods under water, and Astran culture has generally developed
along the continental coasts. with constant exposure to the sea an
integral part. There are no visible ears, and this causes difficulties for
the Astran in locating atmospheric sound. In the water, however, his
ears are efficient and very useful. The hands are equipped with three
fingers and an opposing thumb, with a small amount of webbing
between the digits, and the feet also have wehbing, for ease in
swimming. The entire appearance of the Astran is a compromise
between retaining human shape and still being able to function as well
as possible under the sea. Since the Astran race matures on the
seacoast, with exposure to both the sea and the land, the muscles are
capable of supporting and moving the Astran efficiently in both
environments.

The key words in describing the mentalities of the Astran are curious,
trusting and claustrophobic. They have an insatiable curiosity about
almost everything, and it is not uncommon to find an Astran spending
his entire life pursuing a particular problem, or a particular study. The
trust is evident in the continuing ability of the Astran to fall into the
schemes of outworlders, in spite of the government's attempts to
warn them. Apparently, the Astran's capacity tobelieve that someone
islyingisweak, andinfact veryfewof the Astrans willeverlie, preferring
to avoid answering at all.

The government is still a fairly primitive one, made up of a set of
compromises between the original clan patriarch system being used
when they were discovered by the Second Empire, and the newer,
imparted planetary systems of government. At the moment, each
small family clan pays attention only toits patriarch, and all patriarchs
across the planet aremembersof alarge clanthatpays homageonly to
their elected patriarch. This means that, in effect, the entire planetary
population is one large family, which makes several of the older laws
very difficult to enforce. Forexample, thereis alawagainst thefirst son
of any family marrying anyone from the same clan, or any sort of
relative. In addition, itislegal tokillsomeone fromout of one’s clan, butit
is a capital affense to kill someone with family connections.

A further problem in the case of the Astrans is that they are
projectively telepathic within their own race. This means that any
individual can, when he wishes to, project directly into the mind of
another of that race. Only rarelyin history has this ability beenusefulin
contacting other races, and it seems to follow no consistent
wavelength, but rather to vary widely with the two individuals involved.
It is useful, however, in relations within the Astransociety, and many of
their laws and social acts involve the use of this faculty.



Athshean

The Athsheans were certainly a part of the First Empire, but it is not
clear what purpose they accomplished for the Masters. They are
smaller and weaker than other races sharing the same planetary type,
and they possess no apparent special powers such as telepathy or
empathy that could make them valuable. Scholar Sh'Fenn of the
University of Zacania has advanced the theory that they were in fact
the Masters of the First Empire, but others refuse to accept this,
citing the rarity of the race, and the fact that its physical size falls
around the lower limit possible for the Masters, as determined by
surviving equipment that was known to have been used by them. The
Athsheans, naturally, agree with the majority, and claim to have no
knowledge of the Masters that other races do not share. [tistruethat
no artifacts have ever been found on Athshean worlds.

The Athsheans are basically humanoid in shape, standing three to
three and a half feet tall. They are covered with long fur over the entire
body, whichis green on the front, and shades to whitish ontherearand
back. The green coloration comes from chlorophyll that is trapped
inside the hair cell material, but it seems to have no functionin the life-
processes of the Athshean, and no chlorophyll can be detected inside
the Athsheans’ body cells. They are equipped with four fingers and a
thumb on each hand, and these digits are also extremely well adapted
for climbing trees. Each digit has a long talon, and a small sucker-like
area that can support several pounds. Athsheans rarely climb trees,
but can do so in times of need. The Athsheans are a carnivorous race,
but will anly kill animals that are small and common, such as various
forms of birds, insects, and small mammals. When faced with the
possibility of starvation or killing a large animal for food, many
Athsheans are unable actually to make the mental decision to kill the
large animal, and starve to death.

Athsheans are tightly bonded to their deep forests. in a8 strong
emotional and physical way. They become uneasy and sometimes
violent when taken out of their forests for an extended period of time,
and can only be calmed down by a visit to a deep, quiet forest like the
ones that cover mast of their hormes worlds.

Aggression inside the community is channelled by a unique method of
singing out frustrations, somewhat similar to the concept of the
“primal scream" practiced by several of the human psychologists in
the Second Empire. However, unlike his human counterparts, the
Athshean is able to release totally all his frustratian.

The forest environment, and to a lesser extent the environment of the
entire planet, is seen as a single construct, and is treated as almost
holy. A person, either alienor Athshean, that alters thisenvironment to
any greatdegreeis cansidered agod. Godship carries onlyanincreased
degree of deference in conversation and an acceptance that the
individual in question has a right to be somewhat eccentric in his
actions.

The entire society is run by a system of matriarchal rulers, who
maintain communication with eachotherthrough anunknownmethod.
Each matriarch controls a single village, which may consist of up ta
several thousand Athsheans in a single location. With anincrease in
the size of the community, the amount of technology used, produced,
and sold increases as well. However, the largest known Athshean-
populated city on any world is a single community of one hundred
thousand that is spread over an area of about a hundred square miles,
connected by advanced computer-directed transit cars, eachofwhich
is free, and has no roof or sides, merely low safety rails. The cars are
directed and guided by sub-surface rails that carry information to and
from the central computer. The entire system was purchased from
and installed by a multi-stellar corporation.
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primarily Venus-type planets with carbon-dioxideatmospheres. Since
the temperature on these planets is usually around three hundred
degrees Farenheit at a minimum, there is generally little competition
from other races for these planets. The Belshorim, in spite of their
bizarre social structure, are capable of functioning capably in this
environment, and are interested in selling merchandise to off-world
companies like almost any other race.

The Belshorim are a reptilian race, generally around twenty feet in
length, although the length of the tail can vary from four to ten feet
between individuals. Their skins, unlike most of the other reptilian
races, are smooth and only lightly pebbled. Their long. low-slung bodies
are supported on six stubby limbs that are capable of being used as
either feet or hands. Eachof these sixlimbs is equipped with aset offive
long, many-jointed fingers and asinglethumb. Whenbeingused asfeet,
the fingers are folded up, away from the ground, and the calloused palm
is used as the walking surface. The backs of the Belshorim are
constructed out of a peculiar material that protects their spinal cords,
but allows them to bend into very tight figures, and to turnin very small
spaces.

The sense organs of the Belsharimare notlocatedentirely onthe head,
as in most other races. The head holds the mouth, the nose, and the
primary sense organs, the infra-red eyes; but there is an additianal
organ running down the entire flank of eachindividual. This organ, which
usually only occurs on lower animals, detects electric current flow, and
can detect electricity and living animals at distances up to about eight
feet, depending on the conditions.

In color, the females are generally reddish, with orange underparts,
while the males are a darker red, almost brownallover. Usually anly the
females are seen, as the Belshorim female eats the male after
fertilization. The males are not taught any sciences, and little else
except the rules they must live and die by. The females, on the other
hand, enter any scientificorartisticdiscipline that they wishto,and are
allowed to |leave the home planet if they desire.

The civilization exists primarily underground, due ta the high-speed
winds and the acid rains that sweep the planet. The Belshorimarefairly
immune to both of these, but theimported and home-made technology
that their civilizationis based anis not. The huge underground warrens
are lit with acommon fungus that radiates in theultraviolet spectrum,
and the warrens are interwoven with thousands of wandering and
unlabelled tunnels. Belshorim, from birth, are trained to wander these
tunnels until they know their entire city complex by heart. They are
incapableof finding theirwayin new complexes that they visit, and must
hire professional guides.

The governing structure is of course all female, as only females are
given the training and education that permits them ta make intelligent
decisions. Government is a large body of officials chosen from among
the highest-scoring females in the planet-wide intelligence tests.
These individuals, when acting as the governing body. do not have to
justify their activities to anyone, and are capable of taking major
decisions on their own without consulting the population. Onoccasion,
these decisions have gone so far as to assign millions of the population
toanew colonization venture, or tocommit the entireworldtoastellar
war.

It is interesting to note, though, that in spite of this separated ruling
body, the Belshorim are expanding quite rapidly, and seem to have no
problems in their society that they do not realize and either accept or
work around.



Brumhraggl

The Brumhragg|, so often seen inthe common entertainment dramas
as arace of lovable and clowning teddy bears, are actually not like that
atall. True, they have a strong sense of humor, andlove to pull practical
jokes on peaple, but their cultureis a strong, vital one that isdedicated
to respect for theindividual. Commonly usedas footsoldiers by many of
the worlds inthe Second Empire, the Brumhragglareexcellent fighters
in times of fighting, but have terrible discipline during peacetime.

Humanoid inappearance, the Brumhragglhas a thick pelt of darkbrown
or black fur. This is quite long, and is a valuable aid in defense against
physical weapons of all kinds. A smaller number of Brumhraggl have
silver fur, but this breed is quite uncommon, and is usually seen only on
extremely cold worlds. Underneath this protective layer of hair, the
bear-like Brumhraggl carries a thick layer of fat. In addition to
protecting him from impact and from the usual cold of his environment,
this layer of fat assists the Brumhraggl in living through periods of no
food. such as the four-month rite of passage that each adolescent
Brumhraggl must undergo.

Each large. clumsy-looking paw is actually capable of a fair amount of
dexterity, and also has large, non-retractable nails that are capable of
cutting oak, especially when driven by the power of the nine foot
Brumhraggl's muscles. Unlike his apparent relative, the Terran bear,
the Brumhraggl does not hibernate during the winter, but rathermust
continue to eat and function normally.

While his sense of smell is quite well developed, and his ears are very
sensitive to faint sounds, his eyes are very poor for anything farther
away than several hundred feet. With the aid of common contacts, the
Brumhragglis capable of seeing great distances, thoughstillnot wellin
dark.

Each Brumhragglis loyal only toitself and toits mates andchildren. The
Brumhraggl marriage custom is usually for life, but thereis no limit to
howmany husbands orwives a Brumhragglmay have. Childrenareborn
in pairs, usually a male and a female, which are raised together by the
entire family group. A male is especially protective of the others in his
group.

Each Brumhragglis very conscious of his “face,” his respect. If another
insults him,itis possible that afight would result, but the mare common
result would be a response by the insulted that cast doubts on the
ability of the insultor to know the truth ar to be competent to tell it.
Verbal battles of all kinds are common, and the Brumhraggl delights in
telling tall stories and outright lies designed tosupport whateverpoint
of view he wishes to uphold. In addition to their prediliction for verbal
battles, the Brumhraggl males have a desire to practice the practical
joke. They will go out of their way, often to great expense and
sometimes to personal risk, to set up a complex and subtle joke on a
fellow male.

Usually these jokes are harmless and slightly ego-bruising, but
occasionally a joke is arranged that is apparently intended toresultin
the maiming or death of a particularly unliked rival.Inarguments, andin
practical jokes, itisinteresting that the Brumhraggl always leaves his
opponent a safe way out, if only he can find it. In verbal attacks, no
Brumhraggl would ever force his opponent to publicly admit his error,
else he would probably be called out to physical combat.

A highly individualistic culture, the Brumhraggl are still capable of
effective government by ruling clan, and they can unite effectively and
immediately behind therulingclanintimes of needordanger. They favor
the natural in their culture, and tend to avoid unnecessary technology
atall times. Visitors to a Brumhraggl world should be prepared towalk.
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Carsei

The Carsei are a very slowly-reproducing race, and until recently they
did not possess space travel, sothat they arestillrarely spottedinside
the Second Empire. However, theirempathic abilities make themmuch
in demand, and aid has been given to themtofosternew colonies and to
bring them into the Empire. Only two homeworld colanies have so far
been found inside the area of space explored by the Secand Empire.

Physically, the Carsei consists of a squidlike being set into a long,
slightly curving shell. The fleshy part of the Carsei usually projects to
the back whenin motioninits waterous world. Thehead consists oftwo
large eyes that are capable only of detecting differencesinlight, and a
large mouth that is used for both protein intake and propulsion. Below
this mouth is a cluster of eighteen palps that are equipped with
different tips, some of them suckers, others manipulative, still others
pointed weaponry.

The shell of the Carsei takes up mostofits size.andweight. Themajority
of the Carsei's body is contained inside this shell, and boththe body and
the shell continue to grow throughout the lifetime of the individual. The
shell cannot be removed without killing the Carsei, as much of his
internal support is provided by it. The shell has no spiral shaping, but a
slight curve up along the vertical axis of the body is common. In color,
the Carsei have black or purple fleshy parts, and the shells range
through the entire spectrum, from pure white, to mottled or speckled
designs, to stripes, and any combination of designs and colors.

Propulsionis accomplished through the use of the mouth, andits large,
sensitive tongue. The Carsei takes in water and pulses it out at high
velocity, directing its flow with the tongue. This allows the Carsei to
move rapidly through the water, but requiresit always tolook theother
way when in motion. Fortunately, itis almost impossible for the Carsei
to break its shell on impact under water, and there are few predators
capahle of breaking it either.

The only senses that the Carsei possess are weak vision, superb
pressure sensors that detect nearby movement, and their famous
empathic ability. Through the use of this empathic ability they can
detect the emotions of almost any animal, even simple constructions
like caral or kelp. This allows them to travel in safety through packs of
killers, as they are aware of whetherornot thekilleranimals are hungry.
In addition they can detect the emotions of any intelligent being, even
those that have strong telepathic blocks. This allows them tojudgethe
trustworthiness of many beings, and also toact asjudges of honestyin
the many diplomatic dealings common to the Second Empire.

The society of the Carsei is a strict heirarchy of nobility, with the
varying ranks dependent on their superiors for their very lives. At the
top of the social structure is the hereditary king, and his immediate
family. The line of succession passes from the king to a new individual
that the priests feel is the rightful son of the king. It is generally
impossible to tell the ancestry of a young Carsei, as they are laid as
eggs on the ocean floor, but the royal line has a dominant gene that
causes a particular mottling around the lipof theshell, and this pattern
is detected by the priests when an heir is needed.

Curiously enough, the Carsei have a passion for music, which is
interesting as they have no ears. Their method of hearingitistoplaya
piece of music, and empathically share the senses of alistening lower
animal that is trained to appreciate music. Scientists of the Second
Empire have claimed that it is impossible for any trained animal to be
able to judge music critically, but repeated tests have shown that while
individual tastes exist, these trained animals can determine a well-
executed. error-free performance, and will often single out pieces that
are considered to the the finest examples of music ever composed.



Chelki

Originally a minor slave race to another, now extinct race in the First
Empire, the Chelki broke from their bondage and existed in secret,
pratected colonies through the fall of the First Empire. Unfartunately,
they do not possess any information about the Masters of the First
Empire, other than the commonly available myths and legends.
Interestingly, several of the Chelki are actually old enough to remember
the fall of the First Empire, and they have added to the histarical
records of the Second Empire.

There are several differing sub-species of Chelki, but the most
commonly seen is the full male, or activated male. This being weighs
about eight hundred pounds, most of whichis concentratedin the huge,
barrel-shaped body. Beneath the body are four massive legs that
supportits weight without giving much speed. Inthe center of the body,
an top, the sensory organs and all the manipulative organs are found.
There are two very long arms, each ending ina hand with three fingers
and a thumb. The head, not including the brain, grows from the same
mound, andincludes a cluster of eyes and the ears, nose and mouth, all
facing in a single direction, mounted on alongneck that canrotateover
two hundred degrees. The entire body is covered with short, multi-
colored hair, which becomes langer at the belly and legs, almost hiding
the long toes that are at the base of the legs.

There are several other species of Chelki, including the active female
that never leaves the hame colony, the technician, the warker, and the
warrior. Each of these is determined at birth by the injection of
specifying hormones into the bodies of neuter “ambions.” The
hormones can cause the undefined ambion to assume either sex, and
any of the several subspecies. In general, when seen in public, the full
male is accompanied only by warriors and technicians, although a
second, young full male is often seen.

The warriors are similar to the full males, except that they are much
faster, and generally weigh a thousand pounds. The other types of
Chelki are all smaller, generally five or six hundred pounds each. The
females, immobile after reaching maturity, may reach several thou-
sand pounds, but most of this weight is additional egg production and
child-rearing equipment. Since most of the current Chelki colonies
have evolved out of previous underground slave colonies, they still
maintain a protective secrecy about the locations and defenses of
their worlds.

The entire civilization of the Chelkiis geared to the survival of the race,
and then the survival of the hive, and lastly the survival of theindividual.
At least pnce, the Chelki have sacrificed an entire hive to protect the
security of the race, and uncountable times they have sacrificed other
groups of Chelki to protect the hive. But the only time that the Chelki
race was indanger of extinction, the entire race of slaves revolted and
managed to free one full male with several ambions. This full male
started the present colonies of Chelki, but discovered shortly that the
entire Chelki race outside his own secret colonies had been totally
destroyed.

The Chelki are vegetarians, and have an uncanny skill at understanding
a new and different ecological system. They are capable of entering a
previously unknown system and understanding it totally within a few
short months. This ability allows them toland acolony shiponanempty
planet and have a functioning colony withinafew years. The Chelki, with
their strong accent on race survival, have been steadily planting
colonies throughout the galaxy, and are suspected to have launched
expeditions across the enormous distances to neighboring star
groups, and even to other galaxies.
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Compran

The Compran race, famous in the early legends of the First Empire,
were rapidly superceded by other more dangerous races in their
occupation as warriors. Nonetheless, several civilizations still fear
these golden men as symbols of total destruction, a feeling left over
from thattimeand kept alive and powerful through constant retelling of
ancient histories and mythologies. On their home planets, they have
become locked into afairly primitive culture, and seem tobe unwilling to
change either their culture or their approach to the rest af the Second
Empire appreciably.

The Comprans are humanoid in appearance, with the usual two arms
and twa legs, but instead of standing five or six feet tall, they rise toa
height of almost nine feet. Their extreme thinness accentuates their
height, making them appear almost skeletal by human standards. The
skin is always a constant bright gold color, and does not change with
increased amounts of ultra-violet radiation, like other human races.
With age, though, the golden color fades to be replaced by a more
sedate dark yellow that does not reflect light like the youthful gold.

Their primary failing is in the field of vision. Their other senses are
roughly equivalent to the average humanaoid's, but their vision is only
capable of detecting maotion at a distance, and to detect any specific
colors or shapes, the eyes must be within ten feet of the object.
However, the Compran sense of distance is much moreaccuratethan
other races’, and even with very little information available to him
through his eyes, a Compran can usually pinpoint the source of a
movement to within centimeters, even over adistance of a kilometer.
This feature contributed to their efficiency as fighting troops.

The cultural set now prevalent over the Compran worlds causes them
to attack immediately any moving object within vision range that
cannat be identified as Campran and friendly. This is due in part to the
rarity of food animals on their planets prior ta the rediscovery of space
travel, but also seems to be aleft-over reaction from the events of the
end of the First Empire, when the race apparently suffered a sort of
mass psychic shock, and became fixed in their mental outlock toward
the galaxy.

Each local area has its own specified hunting regions, although these
are being phased out as the more flexible Compran leaders begin to
accept modern food production facilities. Each areais controllied by a
tribe, with complex family relationships between each member. Each
tribe in turnis controlled by a chief whois elected by right of battle, and
each tribe may have family connections to other tribal groups nearby.
Usually, though, the related tribes are separated by vast distances,
such that each tribe is generally surrounded by enemies.

In spite of its apparently primitive culture and weaponry, the Compran
race still maintains a wide variety of First Empire artifacts in working
condition, which are extremely difficult to examine. These artifacts,
most of which are weapons, are easily capable of defending their
planets from invasion or colonization by other races. In addition, there
has been a gradual softening of the fixed mental attitude on several of
the smaller planets, and this has resulted in a gradual influx of off-
worlders and off-worldideas and technaolagies. It has not resulted inthe
expart or even examination of any of the artifacts, but there is little
doubt that the Second Empire will eventually achieve access to them,
and add them to its armory.



Utilizes host life forms

Cren’la

The Cren'la, like the 3tmmMms3#m, are an immobile race of mineral
creatures. However, unlike the 3¥mmMm-3+m, the Cren'la can manipu-
late their environment through physical means, and it is this feature
that caused them to be kept hidden by the Imperial Intelligence Office
for so many years. As top-secret |0 operatives, the Cren’la were
responsible for much of the expansion and cansolidation of the Second
Empire during the Wars of Reunification.

The Cren'lais a simple iron-based life-form that takes the appearance
of a small cubical crystal about a quarter of aninchin size. The color is
usually adeepred, due tooxidation, although there is generallynowater
on their home planets. They are capable of maintaining their surface
and of controlling oxidation, but this requires a greatdealofenergyand
control, leaving them little energy or time for other pursuits.

The Cren'la have no unusual psychic or empathic abilities, unlike sa
many of the otherimmobile races. In the case ofthe Cren'la, adifferent
evolutionary approach prevailed. Each Cren'la is capable of creating
and maintaining a complex metallic string that is grown and directed
magnetically to the brain of an animal of some sort. After a period of
sensing the areas of the host's brain, the Cren'lais able to control the
animal entirely. This does not work when the animalisintelligent, asitis
generally able to defeat the Cren'la by simple surgery. The Cren'la
utilizes several methads to enter the bodies of prospective hosts,
including self-injection and being swallowed, but the most common
method is to have another Cren'la insert the new one.

Moaost Cren'lanowlive inside bodies of whatevertype theycurrentlylike,
and changeatintervals, althoughit takes aboutayeartoadapttoanew
body and begin actively to controlit, and sometimes longer to begin to
utilize its sensory inputs.

Cansidering that the Cren'la have no telepathic abilities, it is amazing
that they have managed to become intelligentatall. Theyareincapable
of communicating except throughtheuseofanotheranimal,andonthe
world where they originally evolved, there were no forms of animal life.
When there is no access to animals, the Cren'la usually extend their
microscopic iran strings from place to place, tying their community
together into a mutually-aware set of individuals. They are then
capable of communicating instantly, by using “thought” alone. This,
however, is not telepathy, and cannot be used to contact another
individual unless that individual is prepared to spend years allowing
himself to be “wired" inta the network.

Cren'la philosophers are renowned throughout the galaxy for their
deep studies in all phases of existence and thought. The Cren'la are
interested, more than almost anything else, in understanding the
ability of some of the luckier races to utilize their own bodies to move,
rather than depending on the bodies of others. Thereis aterrible strain
on most of the Cren'la, morally, concerning their use of other bodies,
particularly when those bodies are accidentally those of other
intelligent races. Even after the mistake is discaovered, the mind of the
original bodyis destroyed, and allthe Cren'lacandois remaininside and
useit, or else retreat and waste the entire process.

Now that the ability of the Cren’la to inhabit other bodies has become
common knowledge, the intelligence and security forces of mostof the
worlds have learned how to detect Cren'lainvasions, and are prepared
to remove invading Cren'la before they can begin to extend their
control networks. When the information first became known, the
number of Cren'la discovered in various occupations was immense, as
they accidentally infested explorers of their worlds, and then dropped
seed crystals onto the ground to be picked up by others. The Cren'la,
when it takes over a body, also takes over its memories.

Dasorim

The Dasorim are a race that has continuouslyremained out of the flow
of Second Empire civilization. Their reasons are unknown, and they
refuse to discuss them, but there are still occasional individuals that
leave the Dasorim systems to explore the galaxy. These individuals
claim that the events of the fall of the First Empire were enough to
restrain the Dasorim from ever again attempting to compete in the
galactic community. They remain on their worlds, and trade at will, but
try to be inoffensive.

The Dasorim stands about seven feet tall, and weighs some five
hundred pounds. The bady, while basically human in shape, has several
differing features. The shoulders are extremely well developed, and
slope downward much more than the human's. The arms, equipped
with the same sort of manipulative organs as the human, are half again
as long, and have an extrajoint. The entire body is covered with agreen
hide, tatally hairless, that is very thick and difficult to cut. Immediately
below this hide is a thick layer of fat which keeps the Dasorim well-
insulated and also makes him relativelyimpervious to physical damage.

The Dasorim are an air-breathing race, but due to their continuing
existence in the sea, they have the abhility to hold their breaths for at
least forty-five minutes, and they can propel themselves very fast
under water with their webbed feet and hands. The layer of fat that
protects them from physical damage also makes possible their
peculiar system of mass transit, which is a system of tubes pumping
water under tremendous velocity. The Dasorim are able to enter and
exit these rapid flows of water without trouble, whereas the same
pressures would crush a human being in seconds unless he was
protected by pressure diving gear. and well-padded too. These tubes
cover all the major cities, and much of the countryside.

There is a hereditary power elite among the Dasorim that is
responsible for all decisions, and this power elite has not changed
families for many hundreds of years. This is because the entire ruling
family controls itself, and polices its own members, even to the extent
of killing an ineffective ruler and replacing him with a more useful one.
There is no apparent homage given to the ruling family, merely an
acceptance of the fact that this particular family's job is to maintain
the growth and safety of the race and the planet.

The two main drives of the race aretobreed, and toincrease the size of
the family as muchas possible; but thereis a restraining factor that will
not allow a new birth unless the family and they environment can
support it well. This leads to a continuing need for new lands to live in,
and also for new worlds to colonize. These worlds are always previously
uninhabited, and well away from the power concentrations of other
races. The Dasorim racehas perfected the use af power toaccomplish

" almost everything necessary for life, and therefore they will seek

20

radioactives and other energy sources at all times.

Note that the Dasorim live in a8 “water” that is made up of copper
sulphate, which is poisonous ta human beings even in small doses. This
is a relatively common type of ocean water, and occurs an many
planets, but it is different encugh that other races tend to avoid these
planets, allowing the Dasorim to use them freely. The Dasarim, on the
other hand, can survive quite wellin other waters, for example natural
salt water or fresh water. They are unable to swim in waters that
contain large amounts of iron salts, though, as this is amild narcotic to
them.

Profit-seeking individuals that have tried to blackmail the Dasorim by
using their fear of the galactic marketplace have discovered that they
know their own minds, and are unwilling ta be used in this way. Such
attempts may resultin the death of the individual, ormerely thefinding
of a new supplier for his product.



Diomedesian

The Diomedesians are a recently discovered race that is becoming
increasingly visible in Second Empire starports and worlds. They are
one of the most effective of the flying races when it comes to carrying
weight. They are capable of carrying great loads under ane gravity, ina
high-density atmosphere, and for jobs that require a minimum of
equipment or a maximum of stealth they are ideal.

The main body of the Diomedesian is otter shaped, a tubular body
narrowing at both ends. They stand about five feet tall when at
attention, butusually curl slightly so that theiraverage heightis around
four feet. When extended, their brown batlike wings cover a span of
almost thirty-six feet, and they are capable of moving the Diomedesian
at great speeds. A tail protrudes high on the back, and folds down in
flight to provide an effective ruder for steering. Hidden just below the
wings, and generally invisible, are two arms, with four fingers and a
thumb each. They are primarily designed to be used while in flight, but
they can do some light work when the wings are folded. The four rear
legs are bent backwards, making a standing Diomedesian appear tobe
kneeling. They allow a very powerful take-off kick that propels the
Diomedesian into the air easily. These rear feet are also equipped with
long talons that are designed to grab prey from the air and hold it. The
facial features include a blunt muzzle full of short, stubby, sharp teeth,
and a black nose between twa large yellow eyes. The entire head is
movableonalong, one foot neck that allows the Diomedesian toturn his
head completely around.

The Diomedesian eats almost everything on his home planets, but is
often incapable of handling off-world food. This is due to his planet's
peculiar chemistry, which intrudes large amounts of trace chemicals
into everything. Apparently, when the Diomedesian encounters
unknown trace elements, his body suffers anintense allergic reaction.

The primary social structure of the Diomedesian is still the flock, and
each is capable of distinguishing @ member of his own flock from
another, even though he may not have met either before,and there are
no discernable physical markings. When asked about this ability, the
Diomedesians cannot explain it, but claim that it is some sort of
subcanscious ability they have always had. Each flock ranges in size
from twenty thousand individuals to several hundred thousand. Each
claims a massive area as its hunting domain, and defends it from
invasion by other flocks. Thereis always a major, nontechnologicalwar
in progress somewhere on their worlds, and these wars are always
fought with axe and knife, in the air. If either side brings in advanced
weapons, the other flocks on the planet ally at once and destroyit. This
continuous fighting rarely changes the flocks’ feeding areas for any
length of time, but it is a time-honored method of keeping the excess
population under control. There is no method of birth cantrol that can
be used successfully by the Diomedesians, and the population would
rise to fatal levels rapidly if allowed to.

There are several cities that have come into existence with the
creation of astellartrading system. These cities supply facilities to off-
worlders, and also a single meeting point for traders and merchants of
allraces. There isastrongly enforced peaceinside thesecities, and off-
worlders are generally safe within its confines. If they should leave the
cities, however, they are in the same danger as any other nonflock
Diomedesian—usually a death sentence, without lots of back-up.

In addition to their cities of open-topped buildings and aerial highways,
the Diomedesians utilize ocean-going ships that are quite fast, and
designed to be more ocean-going roosts than actual ships. They have
cargo holds and rigging, but there are no cabins at all. Thecrew and the
passengers both roost in the rigging, hunting their own food in the
ocean on the way. Off-world passengers are likely to have a lot of
trouble utilizing this method of travel.
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Dri’tt’k

The Drk'tt’k (pronounced "dirk-tick,” as nearly as humans can
pronounce it at all) are a farily recent race on the galactic scene. Only
discovered in the latter times of the First Empire, this racehadlittleto
do with the First Empire, although once conquered they spread rapidly
toother available worlds from the one theyhad beenconfined to. At the
time of their discovery, they had still been unable to perfect the warp
drive, and were trapped in a fairly small and lonely system.

In appearance quite similar to the Terran dragonfly, the Drk'tt'k is a
striking sight under almost any light, even the light of his favorite red
dwarf star. About six feet long, the Drk’tt'k has along pendulous body
flanked on either side by eightlegs and two wings. In addition, he has two
small manipulative arms near his head. The wings are collapsible, and
range from four feet each folded to about fourteen feet each when
extended to flying position. The exterior chitin of the Drk'tt'k is quite
durable, and canbe regrowninlarge patchesifthe tissueunderneathis
relatively undamaged.

The color of the Drk’st'k ranges through orange and red to yellow. In all
cases the chitin is a bright, metallic shiny surface, although family
designs may be inlaid into the thorax. Two large, multi-faceted eyes at
the front of the body reflect all light, and are independently movable.
These eyes are extremely good at detecting and tracking movement,
but have no color perception at all.

In flight, which is the usual method of movement, the Drk’tt'k are
extremely noisy, but as most of them are effectively deaf this haslittle
effect on them or on their prey—generally the smaller insects that
they cultivate to live around their cities. Situated in swamps, these
cities feature no shade, much semi-stagnant water, and thousands of
water-dwellinginsects of all kinds. Rangingin size frommicroscopicto
four feet long, these insects are armed with a variety of poisons and
irritants.

The culture of the Drk'tt’k is entirely centered around the adult, as the
Drk'tt'k does not become intelligent until it reaches the tenth year of
its life. Each Drk’tt'k female, when pregnant, lays her eggs in the water
near the city, and then leaves the eggs. Shortly, the eggs hatch to
spawn aquatic carnivorous insects about a foot long that live entirely
on captured prey. After the tenth year, these larvae (now about three
feet longl leave the water and spin a cocoon on the nearby dry land. Six
months later, the cocoon breaks to reveal a three-foot Drk'tt'k, barely
intelligent. This infant is claimed by watching adults, and taken to the
city where it is raised and educated.

Drk’tt'k buildings are basically two walls and a roof. Thisis to allow the
wind free passage, and also to allow the Drk’tt'k easy take off and
landing. Relatively impervious to wind,rainand sand, the Ork'tt'kignore
almast all weather conditions. In general, the Drk'tt'k do not like todo
anything at night, and are most active during the hours of full sunlight.

The society of the Drk'tt’kis entirely controlled by a hereditary caste of
rulers, who are marked genetically withdominant yellow bandingonthe
thorax section. These rulers have never been overthrown, although
specific members have been killed or have retired. it is interesting to
note that the survival rate for these royally banded infants is much
higher than for others, a fact that has no explanation. The Drk'tt’k will
also give their lives if asked by a person in power, eveninan apparently
useless cause. During the conguest of the Drk'tt'k home world during
the First Empire, this fact caused the Empire many losses, as the
Drk'tt'’k warriors would assault positions that no sane warrior would
even consider attacking. Unfortunately, the Drk'tt'k are often able to
press home these attacks through weight of numbers. Short matura-
tion time allows the expenditure of warriors at a prodigal rate.



Ehlain

The Ehlain are stillfewinnumber, as they were only recently discovered
on a single planet. Naturally, they have since expanded to many other
worlds, but they are still rare in Second Empire starports. They arein
great demand as first-in scouts and planet busters, because of their
alliance with two breeds of intelligent, telepathic animals. These
animals are never found away from the side of an Ehlain, and so are
considered to be in a sort of symbiotic relationship with the Ehlain,
rather than separate races.

The Ehlain are human to the limits of classification. This discovery
stunned scholars, until the ruins of Forerunner civilization were
discovered on Ehlai. Overlying the Forerunner remains were traces of
themore recent First Empire civilization. Bothof thesecivilizations had
apparently been destroyed totally, leaving the Ehlain to rise from total
savagery over and over. The Ehlain are totally interfertile with the
prime human race, and their mental attitudes and thought processes
are also basically identical with the human.

There is one interesting anomaly in the Ehlain culture. This is the
persistent rumor of animmartal, or ratheragroupofimmortals. These
are apparently normal Ehlain that discover in the course of their lives
that they areunkillable except by energy or oxygen starvation. Wounds
given this supposed sub-race are healed almostinstantly, thoughata
large cost instored energy. Recoveries from direct hits into the heart
have been reported, although none have been reported for strikes into
the brain.

This group of Immortalsis scattered over the entire planetary surface,
and they are held in veneration wherever they appear. However, they
arenat alwaysin positions of power orcontral,and many,infact, arenot
members of the expanding seacoast society at all, preferring to live in
the plains areas with the still more primitive horse-barbarians. Of this
Immortal group, whichis a very low percentage of the population, none
has ever consented to be examined by Second Empire medical or
research personnel.

The aspect of the Ehlain that is of most practical use to the Second
Empire involves one of thelarge plains tribes, which has just succeeded
in forming the first large-sized government on the Ehlain planet. This
tribe of horse-riding men has formed strong bonds with two other
groups of telepathic beings. The first of these racesis the horses that
they ride. Superficially similar to the normal, unintelligent horses that
roam the planet, they tend tobe alittlelarger, withmuchlarger haoves,
and they are at least as intelligent as a human. However, they have no
apparent desire to live without the companionship of the humans they
have attached themselves to.

The second race to ally with the Ehlain is a species of very large plains
cat. Usually a tawny color, these cats weigh about two hundred pounds
each. They are also intelligent, and have, like the horses, decided tojoin
forces with the Ehlain tribe and forego any expansionon theirown. Both
of these decisions may be due to the fact that neither of these two
races has any manipulative organs, which severely limits the degree of
civilization they can attain by themselves.

An Ehlain male of this favored tribe usually undergoes a mutual
choosing process at his adulthood, andis allied with ahorseand a plains
cat, usually for life. These companions will leave him if ordered, for long
periods of time, but will much prefer to stay with their chosen human.
This combination of three races, each with different skills and
strengths, makes an ideal team for field work, where advanced
technology cannot be used. Such teams are responsible for scouting
and clearing several planets for the Secand Empire in the short
centuries the Ehlain have been members of it. In addition to the work
they are doing for the Second Empire, the Ehlain are alsoin wide use by
the various companies that are interested in deep space exploration,
as self-supporting scout groups that can enter an unknown world and
return a report on its potential profitability to the company.

Enpitesi

During the Interregnum, the Enpitesi carved out a very large empire,
using primarily their own natural weaponry. Unlike the otherraces, the
Enpitesi have natural weaponry that is superb, and effective over
distance. When the arts of weaponry were in disuse, and natural
weaponry was the only available method of defeating an opponent, the
Enpitesi came into their power. After the mass use of firearms and
laser weaponry became commanplace, the Enpitesifellintooblivian, as
they had not learned to utilize these "degrading" weapons, and trusted
in the invincibility of their own natural equipment.

Physically, the Enpitesi resemble low quadrupedal mammals such as
are cormmmon to most Terran type planets. They are covered with thick
coats of fur, usually black ar grey, and at the rear of their bodies they
have long tails with barbs. The head of the Enpitesiis gquite close to the
ground, and is capable of raising itself up only a few feet. This severely
limits the distance vision of the Enpitesi. For that reason, their eyes
have evolved to be best at distances of up to a few dozen yards, but
become rapidly useless beyond that short distance. The large ears at
either side of the pointed head are guite sensitive, and are used for
detecting distant noises.

The feet are jointed, and consist of a large pad for walking, surrounded
by eight digits for additional control. The front two appendages have
slightly modified digits, longer and much more agile than the rear ones,
and it is these that are used for manipulation. When the front
manipulative digits are being used, the Enpitesiusually rocks backward
on its haunches, which makes it impossible for it ta mave while holding
anythingintwohands.|fadeviceis capableof being heldinonlyone hand,
it is possible for the Enpitesi to travel slowly and inefficiently onits
remaining three legs.

The weapon of offense that allowed the Enpitesitosetup their small (by
today's standards) empire was their tail. This appendage is generally
about six feet long, and has a set of sharp barbs at the tip. When
released, and thrown just by the tail, these barbs can travel several
hundred feet, and penetrate several inches of wood at that distance.
When the entire body is used in the throw, the Enpitesiis capable of
throwing these barbs for five hundred feet, although he ends up off
balance and unable to throw again for a moment.

The barhs have small flanges at their bases, andthe heads aresplit and
grooved so that they are extremely difficult to remove. This allows the
Enpitesi not anly to puncture its prey (or enemy), but alsa to weigh it
down withbarbs that willcatch onsurroundingobjects andmakeitvery
difficult for the stuck creature to move quickly. Since the Enpitesi
grows these barbs at the rate ofane everyweek orso, andcancarryup
to a hundred of them at a time, to be released either separately oren
masse, he is obviously a deadly soldier in battlefields where weapons

_with greater range are not used.

The government of the Enpitesiis based onthefactthat any Enpitesiis
at least as capable of running the government as any other. For this
reason they have no elections, but rather rotate the occupations
involved in government amongst the entire population. Government is
seen as a chore, taking time away from other more enjoyable things,
and few if any Enpitesiare interested in staying on past the time when
they can leave. However, if the populace is sufficiently upset by a
leader’s actions, that leaderis put to death, and the next leader on the
list is advanced to the head position. This makes for interesting times
when the Enpitesi are involved in a losing situation, such as a defeatin
battle, as the commanding general is usually killed, leaving the victors
to deal with untrained leaders for negotiation of surrender terms.



Eyrrindel

The Eyrrindel are one of the twointelligent plantraces knowntoexistin
the galaxy. Specialists in exobiology at the University of Zacania find it
difficult to believe that either of these evolved at all, and claim that they
must have been artificially created by the Masters of the First Empire
for their own purposes. However, none of the remaining recards fram
that time reveal any knowledge of either of the two races, and their
origin is still in doubt. No home worlds have ever been satisfactorily
identified as theirs, although they occur on many worlds now. None of
the other plant forms on these worlds appear to have any of the same
characteristics as these races, and no records from any source reveal
any similar plants in the known galaxy.

The Eyrrindel are not only intelligent plants, but are alsowalking plants.
Physically, the Eyrrindel resemble young trees of standard type,
except that they stand ahout eight feet tall, andhavesmallerbranches
with leaves extending all the way to the ground. Movement is
accomplished through the use of root clusters, that can be removed
from the earth and used as walking limbs. All manipulation is also
accomplished in this way, using smaller limbs scattered at random
throughout the body of the Eyrrindel. These manipulative limbs can be
arown by the Eyrrindel in whatever quantities he desires, and in any
location, over a period of a few weeks. The feet, as well, can be grown.

Sensoryinformationis received through a single type of senseorgan,a
complex bud-like structure that has evolved a crude form of vision.
These “eyes" can detect movement easily, and color, but detailbelow a
critical limit is impossible to make out due to the construction of the
eyes, which use smaller, individual binary cells, Their vision roughly
corresponds to that ofahumanbeingwith20/400vision.However,on
their warld, it is sufficient for safety.

The Eyrrindel use a thick sap inside their bodies for transporting
protein to the various parts of the body, and most of the structural
needs are filled by the hard exoskeletal bark. If this barkis shatteredor
cut, the Eyrrindel can collapse, although it generally will not die. After
several weeks, the bark coveringwill grow back, and the Eyrrindel willbe
able to walk again. in conditions of extreme caold, the sap is likely to
become solid, and the Eyrrindelis unable toavoid goinginto hibernation.
However, when the temperature rises the Eyrrindel is able to move
much faster than usual, solong asit does not exceed the boiling point of
its sap, which is 236 degrees Farenheit.

Reproduction among the Eyrrindel is accomplished through budding,
which results in the germination of a small seed. The seed remains
inactive until fertilized by another Eyrrindel. Since thereisonlyonesex,
any twao individuals are capable of producing viable offspring. For this
reason, and because they can create any number of seeds desired, the
Eyrrindel can colonize a planet in a very short period of time.

The Eyrrindel have no interest in off-world affairs as a race, and only
interested individuals concern themselves with anything not relating
to the immediate continuance of the world as they know it. Since the
only things that an Eyrrindel needs are sunlight, water, and a patch of
mineral-rich earth, they have little interest in other luxuries. None-
theless, a market has been created in minor things like birds tonestin
their branches, which gives them a sort of pleasure, and such medical
supplies as insect controlling chemicals and fungus control agents.

The Eyrrindel, through their complex root systems, and also through
their ability to design and grow roots of new types, make superb
analytical chemists. They can analyze even minute quantities of an
unfamiliar chemical, and although they cannot produce it, they can
easily determine its physical makeup. This knowledge is sufficiently
precise to program advanced production machinery to produce the
desired chemical.

23

Utilizes host life forms

Fan

The Fan are a very difficult race to deal with intelligently because of
their inability to think whenintheirownform. The Fan must livein hosts,
and unless the host is intelligent, the Fan cannot communicte. Even if
the host is intelligent, the Fan assumes the mental attitudes of the
host, and is therefore impossible to analyze by itself.

The Fan have no discrete physical shape, as they are always found
inside other animals. The Fan is a system of nervous tissue that
incorporates several complex endocrine glands, chemical manu-
facturing facilities, and a "mind." ltenters anew host body withthe help
of the pravious host, instinctively searching for the most psychically
active mindthatit canfind. Once the Fanisinside the new body, it begins
to replicate most of the nervous tissue of the host, and tocenteritself
in unused portions of the intestine. Mental contact is made after all
these adjustments have taken place (usually without the knowledge
of the host animall.

The Fan, upon making contact with the animal's mind, promptly
getstheentiremindintoits own, andbecomesamental duplicate of the
host. If the host is intelligent, the Fan's nerve replication allows it to
double its psychic and empathic powers. In addition, the Fanis capable
of assisting the host body in repairing wounds, disease and ageing, and
even in modifying the host body. This last is possible only when the Fan
[meaning alsa the host)is accomplished in the medical sciences for his
particular race. The famous University of Zacania scientist Anita
LaFarge managed to locate a Fan; since she is a skilled medical doctor,
she has equipped her body withmany survivalalterations, includingtwo
hearts, stronger bones, more respansive and powerful muscle tissue,
and faster reflexes. In addition, sheis capable of producing any desired
hormane within her own body on demand, through the abilities of the
Fan that lives inside her.

For reasons unknown, it is apparently impossible for the Fan to
duplicate itself. However., it is possible for the Fan to live for several
weeks inside a decaying body, and this time is usually enough tolocate
the body of a scavanger or some other wandering beast. In the usual
case, a Fan inhabiting an animal host invades the body of its killer when
that killer eats the tissue of the host animal. Thelowerlimit for thesize
of a Fan seems to be around anefluid ounce, whichisincredibly small for
its abilities.

The demand for Fan far exceeds the supply, and the prices offered for
one are immense. The highest prices come from the Empire, and may
include a lifetime allowance and the rank of a noble. Unfortunately, the
Fan is impossible ta detect in unintelligent animals, and exceedingly
difficult todetectinintelligentbeingsiftheydonot wanttobe detected.
The only method of detecting one in an intelligent being is to examine
the possible host for unusual physical alterations, and even then the
alterations may be from a minor mutation. A second possible way is to
question the host telepathically orunderdrugs, but eventhis methodis
sometimes doubtful, as the Fanitself can neutralize truthdrugsifgiven
enough time and training in advance, For example, amanwhois familiar
with the chemical composition and effects of the various truth drugs
would be able to defeat them easily if he had the help of a Fan tocontrol
his body reactions and generate antidotes to the drugs. [t would then
be trivial for him tolie convincingly and inform his captors that he hadno
Fan in his body.

Nonetheless, it is suspected that the Emperor has perfected a way of
detecting Fan inside other beings, andis using his ability to collect Fan
from all sources to support himself, his heirs, and his loyal supporters
and defenders. It is interesting to note that the current Emperor has
lived for over two hundred years without showing any of the various
signs of anagathic drug addiction.



Faract

Many references to the Faract are found inthe ancient histories of the
First Empire, but due to the planets that they function on, they are
seldom seen today. Generally, they are mentioned as being garrison
troops on high-density worlds, usually with high gravity as well. Their
primary breathing gas is hydrogen, whichis availableinlarge quantities
onmostofthelarge worldsinthe galaxy, butdue totheirrelatively small
population growth in proportion to available terrain, they are not
common.

About three feet tall, the Faract resembles most the Terran crab. It
ranges in length from six to ten feet, with the average size about eight
feet. The shell is almost circular, with a slight flattening at the front
where the manipulative, sensory and intake organs are located. The
Faract has five legs on each side of the shell, which are of two pieces
each. These legs can move only very slowly. but are capable of
withstanding great stress. Each foot is equipped with a set of
immovable claws that dig into and grab onto any available surface, an
evolutionary response tothegenerally highwinds ongas-giant planets.

At the front of the shell are located the two small manipulative organs,
which can reach about two feet, each withathree-fingered handat the
end. The Faract is equipped with two breathing systems, which allowit
toextract hydrogenfrom theatmosphere or frombeneath the surface
of the liquid. The Faract is equipped with only malar teeth, whichituses
tocrush to powder anything edible that it finds. Whileitis not equipped
with eyes, the Faract is capable of functioning in almost any
environment due to its superb radar sense. It is capable of discerning
objects as small as one inch at a distance of a hundred meters,
accurately and repeatably.

Incolor, the Faract ranges from light to dark blue, with the fleshy parts
usually being adark green. The lower sectionofthe legs maybeblackor
dark blue.

Infant Faract have the same shape as their adult parent, but are
generally only eight inches indiameter. At successive intervals during
its life, the Faract will secrete a chemical internally that allowsits shell
to soften and expand with the addition of new shell material. This
generally occurs every year, and lasts for about a week.

All Faract are ofthe same sex, orrather of two sexes. Eachis capable of
both fertilizing and being fertilized, so that both parents become
pregnant and lay eggs. These eggs are laidinimmense guantities, and
are generally not claimed by any particular set of parents, but rather
raised by the state throughthe parentage of paidworkers. Usually all of
the eggs are kept and raised, but in lean or difficult times there is
apparently no moral sanction against destroying the eggs prior to
hatching.

The civilization of the Faract is surprisingly like that of human beings,
with many different occupations available to eachindividual, and asort
of free-enterprise system flourishes on their planets. Each Faracthas
a small area of land that is marked in some narmally-indetectable way
that seems to involve the use of the radar sense, and these markers
will stop almost all others from entering that area. The amount of
personal property owned varies, and may or may not be strongly
protected, depending on the philosophy and wealth of the owner.
Families do not exist, although any number of individuals may band
togetherinto a clan to provide protection and support for each other.
These clans rule most of the planet, and any number of clans may give
allegiance to alargerclan, so that the entire planet is generally divided
into three or four opposing clans, each of whichhas sub-clans underits
control. These clans often war with each other for control, but these
wars are quick and fought with traditional rules that keep loss of life and
property toaminimum. Only rarely willnon-combatants lose theirlives
due to these conflicts.
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Flume

The Flume is a fairly widespread race that appears in many different
planetary environments. In the galactic mythologies, they are
commonly depicted as the helpers of the Tpictyl, and rarely appear by
themselves. Mare than any other race, they are willing to live amang
aliens, and enclaves of them may be found on practically all of the
Secand Empire planets. They do not conflict with the natives of most
worlds, and usually exist in a sort of mutual toleration.

A Flume is in fact agroupmind being, which can have up to five hundred
separate life-units inits body. The life-unit is actually asphere of faintly
glowing gasses about a foot in diameter, held in place by an intense
electric field. In space, orin low-pressure atmospheres, the Flume will
lose its ability to hold shape, and explode. Lightis constantly generated
by the Flume, which can contral the wavelengths thatit transmits, but
cannot “turn off" the light. Usually the illumination is very dim, but for
short periods of time it canproduce bright radiation. A Flume has never
been reported to have produced coherent light (laser) radiation.

Reproduction occurs directly as aresult of the amount of food available
to the Flume. If ultraviolet energyis available, the Flume willincreaseits
units by five percent each solar year. When the size of the parent body
reaches five hundred units, the Flume splitsinto tensmallerindividuals
that are automatically hostile to each other, and that promptly headin
different directions. Many times during the almost endless lifespan of
the Flume, it willmeet and interact with another Flume [neveroneofits
offspring or brothers). At this time, the two or more Flume apparently
exchange genetic materialin the formof electrical pulses for aperiod of
up to thirty hours, and then proceed.

Due to its non-material nature, the Flume is sensitive to only a few
weapons. Among these is a sudden drop or increase inpressure. This
can be caused by explosives such as hand grenades, or by any shock-
wave producing device. Another method of damaging a Flume is
through the use of coherent radiation in almost any wavelength, such
as a laser beam, ar a tightbeam microwave. The only known exception
ta this is in the frequency of ultraviolet light, whichcauses the Flume to
multiply rapidly, but which also keeps it so busy that it cannot do
anything else.

In the event that a member life-unit of a Flume is destroyed, then the
entire life-form will freeze in place for about twenty standard seconds
before it can make another movement. The Flume communicates
among its parts by what amounts to telepathy, and also uses this
ability to talk to other races. For control of its environment, the Flume
uses a delicate magnetic telekinetic force, which grows in strength
directly in proportion to the number of life-units in the Flume.
Intelligence is also a function of the number of member life-units.

Individual life-units may be sent out from the main body of the Flume toa
maximum distance of about fifty yards. The units maneuver by floating
in the planetary atmosphere, and by utilizing the magnetic field of the
planet to propel themselves. In spaceships, a synthetic magnetic field
must be provided to enable the Flume to propel themselves, but they
can use their telekinetic force to move short distances if needed.

The Flume's usual level of mental activity, according to the Flume
themselves, is that of a vegetable. When exposed to ultraviolet
radiation, they find it pleasurable simply to drift along in blissful
unconsciousness, letting the life-units absorb the radiation in
primitive delight. This philosophy of life has evolvedinto severalnotable
schools of thought among their more active thinkers, but the majarity
of the Flume population merely exists, drifting and not thinking at all.



The Fulaa are a bit of an anomaly in the annals of the University of
Zacania, as they exist in two physically identical types, one of which is
only found on the planet of Vermal, Sector 2:61. Thisrestrictedtypeis
physically the same as the other Fulaa, but the entire species has no
intelligence. However, the two branches of the race are completely
interfertile. Fulaa off this planet are asintelligent as any otherrace, and
there is no acceptable explanation as to why the race should have a
sub-type that is incapable of thought. The University of Zacania has
advanced the theory that the Fulaawere createdfrom theunintelligent
race found on Vermal by the Masters of the First Empire, for theirown
purposes, and then forgotten.

Physically similar to the Vermal, the Fulaa are different in several
respects. The body is built around the same shape, a modified cylinder.
At the head of this eylinder is a flush-set head with opticalsensors and
a huge, gaping mouth set with rows of teeth. Where the Vermal is an
omnivore, the Fulaa is a voracious carnivore. In addition, the intelligent
species of Fulaa, although they live in the same murky ammonia seas
that the Vermal do, possess color vision. There seems to be no
evolutionary reason for this, and the University of Zacania has used
this fact to support its hypothesis of artificial evolution.

The rear of the body fans outintothe same sort of wide, flat tail that the
Vermal have, and it is also hairless. The remainder of the body of the
Fulaa is covered with a short coat of black fur, which shades to white
underneath. The tail moves in a vertical pattern for propulsion, rather
than the Vermal style of side-to-side movement. It does, however,
possess the same sensory equipment as the Vermal, a complex of
sound receptors centered on both flat surfaces of the tail.

The manipulative organs of the Fulaa are somewhat better than the
organs of the Vermal. There are two sets of identical arms sprouting
from the center of the body section. Each armendsinasmallhand with
three fingers and a thumb, and the arms are fully articulated to allow
movement in any direction. The rear set of arms has an additional
flange along its outside surface that acts as a fin for directional
steering.

The Vermal have three sexes, but the Fulaa have only the more
common two. Each Fulaa mates for life with a member of the opposite
sex, and they generally produce a vhold every four years. If one of the
members of the mated pair is lost, the other member will not take a
second mate, even for pleasure. Young are raised by both parents, and
trained in the laws of the Fulaa, which are the prime socializing force.
Each Fulaa has a superb memory, and is capable of reciting his
geneology, the history of the Fulaa, and anything else of import for
hours on end, if asked.

Culturally, the Fulaa are arganized somewhat more normally than the
Vermal. Each family group of Fulaa is responsible for itself only, and
works within a capitalistic system to support the government and the
society, as well as the individual. An elected senate controls the
internal and external affairs of the Fulaa, andthissenateis answerable
to the people for its actions every two years, when senators are
reelected orevicted byvote. EachFulaa, however, balances his needfor
personal protection against the greater need of the race, and is
prepared to give up personal needs for the race.

In combat equipment, the Fulaa have developed a wide arsenal of
weapons that are designed to operate in a liquid. In general, these
weapons use electricity as the killing agent, with the current passed
along a single directed wire, but there are several self-propelled
projectile weapons as well.

Fuzzy

Originally found only on their single home planet, the so-called Fuzzies
have spread rapidly to other planets, and have adapted very quickly to
off-planet technology. They are often found in teams with other races,
their small size and high dexterity making them valuable companions
for many missions.

Vaguely man-shaped, the Fuzzy stands about two feet tall, and is
covered with a thickpelt of curly tanorgoldenhair. Generally,it weights
only fifteen to twenty pounds, which severely limits the amount of
strengthit can applyinagivensituation. The headis veryround, andhas
all of the sensory organs on the front, except for the ears, which are
located at either side of the head.

The Fuzzy is omnivarous, andis capable of eatingalmost anythinginthe
known galaxy, except for foods containing heavy metals. Its favorite
food is a home-grown delicacy, a type of land crawfish called prawns,
but Fuzzies that have left the homeworld have discovered rapidly that
there are other types of food as good. Most of their food, however,
contains large amounts of titanium, and the Fuzzies are capable of
detecting very minute amounts of this metal in food. They relish its
taste, and they will usually carry a metallic powder with them, to
sprinkle on food as seasoning.

The Fuzzies haveavirtual monopoly onthe sale of sunstones, of all sizes
and gqualities. Sunstones are small opalescent stones that glow in
various colors when exposed to the heat of a body. They rangein price
from 400 to 50,000 credits. Usually, any Fuzzy seen off-planet will be
carrying a sunstone on a necklace; they are all registered with the
Second Empire, and areveryhardtofenceinside the Empire.Inaddition
to the sunstone, the Fuzzy ususlly carries a small club, with a hitting
knobon one end and ablade on the other. These clubs arehandeddown
from one generation to another, family heirlooms from a time when
they were needed for survival.

There is no apparent social structure on Fuzzy worlds, and usually
these worlds have other races on them as well. The Fuzzies, with their
slow rate of reproduction (usually only one child per couple per ten
years), areable to functionwith a very simple gopvernment. This is based
on the concept of a trust-group. A trust-group is a group of Fuzzies
that have come to trust each other, both in fact and in theory. This
trust can be the result of almost any number of different actions, and
can apply to members of other races.

A given Fuzzy does not automatically trust the trusted Fuzzies of a
member of his own trust-group. The trust-group is an indistinct
concept, and itis possible to argue that the entire Fuzzyraceis asingle
trust-group. All decisions are carried out by the majority vote of a
trust-group, and if all members of the race do not get a chancetovote,
it appears to make little difference. All of the Fuzzies are characterized
by a lack of ability to plan for the future, except in the most simple and
survival-oriented terms.

Many Fuzzies have taken tocarryingvarious amounts of deadly poison,
orsmall killing weapons. This is to prevent the continuous loss of group
members to various underworld groups that sellthefur forhigh prices.
The government casts a stern eye on beings who kill inside the bounds
of the Second Empire, but in cases where a motive of physical damage
or kidnapping can be shown, the Empire is usually willing to forget the
offense.

Due to their small size, and their high dexterity, the Fuzzies have large
contingents with most of the companies in the Second Empire. This is
because muchof the contralled machinery and craft belongingtothese
companies can be run more cheaply by a small driver than a human
sized one. In addition, when in space, constraints of size and food
become very critical, and their small size can mean the difference
between accomplishing a mission and failing.



Galtim

The Galtim, despite their immobility, are a valued race to the Second
Empire. They are the most powerful telepaths known, and are naturally
loyal to the Empire, since they are militarily weak, and the Empire
defendstheirplanets. The Galtimare second of the twointelligent plant
races known to exist in the galaxy, and the University of Zacania
specialists in exobiology argue over how such a race could have come
into existence. Since none of the other plants on their few homeworlds
resembles them even slightly, it is apparent that they were planted
there by someone, either the Masters of the First Empire or the
Forerunner civilizations.

The Galtim are a very simply constructed race. They exist in two main
parts, an above-surface and a sub-surface part. The sub-surface part
consists of a large set of tubers that store protein and water against
the chronic periods of drought, These tubers are, unfortunately, very
nutritious and tasty to all kinds of animals. The only defense the Galtim
have is to use their telepathic powers to steer away interested
animals, but this costs them a lot of energy, and in drought conditions,
when their energy is most needed, the animals are also most
interested in reaching the raots.

Above ground are the leaves for catching sunlight, which form alarge,
almost spherical ball. This ball approaches ten feet in diameter, and
changes form according to the light available. During night, which is
generally quite cool on those desert worlds, the Galtim curls upintoa
tight ball to maintain warmth. During the day, the Galtim spreads its
leaves wide to catch the maximum amount of sunlight. Specialized
leaves near the base of the plant are designed to capture moisture
fromtheairin the dawn hours, and this moistureis sufficient tosupport
the plant.

The inside of the Galtim is generally occupied by a number of symbiotic
animals that the Galtim allows to share its warmth and protection. In
return, these animals carry seeds of the Galtim from one plant to
another, and areresponsible forthe birth of new Galtim. A young Galtim
consists of a simple seed that is carried on the body of one of the
symbiotes until it is fertilized by another Galtim. At that point, it
becomes mentally active, and begins to communicate with the society
of Galtim. When the host animal dies naturally, the Galtim expands
quickly to encase the bodyin an airtight, very durable sack. This sackis
usually enough to protect the body from scavangers, and when the
Galtimis set up, it begins to modify itself to utilize the proteinprovided.
The sub-surface root system is constructed, and proteinand minerals
from the host animal are stored there tobeused as needed. Withinthe
space of a few weeks, a dead host can beconvertedintoaGaltimwitha
diameter of a foot or so.

More than anything else, the Galtim require magnesium for sustaining
their psychic powers. Without magnesium, which is depleted in the
natural environment, the Galtimgradually lose their telepathic abilities
and become prisoners within their bodies, until they either die or find
new magnesium sources. This fate of being isolated from all com-
munication often results in the death or insanity of the Galtim. Now
that the Empire has taken a direct hand in the care and protection of
the Galtim, this happens very rarely, and the Galtim are being cultivated
in the most desirable conditions under sponsorship of the Empire.

Colonies of Galtim require only two for a genetic mix, as the number of
variablesinvolved are few and the genetic inbreedinginvolvedwithonly
two parent plants is minimal. This has allowed the Empire to expand
their crops of Galtim to a safe number, and to spread their colony
worlds across space to insure against theloss of this fascinatingrace.
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Garvian

The Garvian home worlds are few, and generally quite poor. Their
starships,though, are the envy of the Second Empire. The entirewealth
of the most powerful families on Garv and its sister planets is spenton
constructing and maintaining vast fleets of tradingvessels that ply the
spacelanesinside the Second Empire.Ingeneral, the Garvians perferto
stay inside the protected Empire areas, and leave the more dangerous
reaches of the galaxy to other, more adventurous companies.

Another of the very common humanoid races that infest this area in
the galaxy, Garvians stand about four feet tall, and generally weigh only
ninety pounds under a standard gravity. Their bodies are completely
coveredbyashort coatof very finegrey fur, whichmakes their thin,long
arms and legs look slightly more full. Each arm has three fingers and a
thumb, and the arms are extremely flexible, allowing them a range of
movement far above that of the average human being's. The eyes are
large, and pale green, and are sensitive to bright light and especially to
ultraviolet radiation.

The Garvian angers very easily, and can nurse a grudge for along time,
but this failing is balanced by the strength of his sense of duty to the
family and the race, and also by theinviolability of the blood brotheroath
that binds many of the higher officials together. A blood brother oath
applies only to the two individuals partaking of it, but this naturally has
an effect on the entire family group of both individuals, and tends tolink
them together. Their habit of nursing a grudge for a long time, plotting
bizarre and extravagent revenges, and often passing the grudge onto
their offspring is responsible for much of the bad feeling that
accompanies the Garvians on their tours of the Empire.

The Garvians also possess a symbiotic life-form that makes themvery
useful to medical groups. This life-form is a one pound ball of
undifferentiated protoplasm, which can arbitrarily create whatever
biological organs it needs at the time. It can create wings, eyes, teeth
and mouths, legs, and anything else desired. Generally, though, these
symbiotes are covered in pink fur, and have no other features at all.
They have several other interesting abilities, though. First of all, they
can produce antibodies to almost any biological invasion, and these
antibodies are generally useful to all human and humanoid races of
proto-simian descent. In addition, when in close proximity to their
masters, they give them vastly increased empathic abilities, allowing
them to sense the emotions and general attitudes of others nearby.

Most Garvians have one symbiote, usually a fission-offspring from the
symbiote of theindividual's father. |f a Garvian shouldlose his symbiote,
he usually becomes very tense and irritable until a replacement is
provided. However, it appears that the symbiotes have no actual
physical need for the Garvians, or vice versa.

The Garvian home planets are ruled by a strict plutocracy, which
means that the families with the most money make the rules, and also
pay to have them enforced. Due to the Garvians' strong sense of duty
to race and family, the family that is in power tends to take its job
seriously, and generally does a good job, until its available cash falls
below the level of another family's, and then the government shifts.
Only once in the written history of the Garvians has a family used its
power to suppress the citizenry and increase its wealth. In this case,
the other families allied after a short time, and crushed the first. The
honor of the offending family was totally destroyedby thisincident, and
it died out some years later, in disgrace.



Giannan

Another of the genetic mutations which arose during the First Empire,
the Giannan race accurred primarily by accident. After the accidental
crash-landing of a humanoid colonization ship, the early Giannans were
forced to find some way to escape the high-intensity radiation
bombardments coming from the small hot star their planet circled. A
solution was finally found in the deep oceans of the planet, and through
the use of gene-modification equipment on board, and the recognition
of useful wildvariants caused by the star's radiation, the race was soon
transformed. Because of this transformation, and the general use-
lessness of the planet and star system, they were |left alone during the
fall of the First Empire, and survived untouched. However, their
technology was entirely lost with the move to a sub-surface en-
vironment.

The Giannans still resemble their human forebears, in that they have
two legs and two arms, centered around a human trunk. However,
these arms and legs have been subtly restructured to enable the
Giannans to swimand maneuver efficiently underwater. The hands and
feet have all butlostindividual digits, and are now asinglesheet of hane-
reinforced webbing. The hands retain enough digits to grasp and hold
toaols, but are not capable of a powerful grip. The entire body is covered
with a thick skin, and beneath this is a thick layer of fat that protects
against temperature change. The color of the skin is generally a light
violet, but it can range into purple.

Giannan muscles are not designed for walking on land, but they can da
so under pressing necessity. The usual method is crawling, unless the
individual has undergone intensive training and muscle-building prog-
rams. Usually, Giannans are seen in the Second Empire only on anti-
gravity rafts or inside environmental chambers. Innormal air, their skin
begins to dry and crack quickly, and this can lead to death by external
bleeding. In addition, the lungs are not well-protected against the
dryness of the air, and they will soon dry out and begintohemmorhage.

Giannans have the ability to tap ancestral memories for several
generations back, until the genetic “noise level” becomes too great.
This has enabled them to establish long lines of descent that maintain
power or skills through much longer periods of time than other races
can ever hope to achieve. This system is effectively a method of
increasing the amount of infarmation storage space available to each
individual, and increasing his access toit.

A second, partially intelligent race shares the Giannans' worlds with
them, but does not share their interest in technology. It is a race of
large aquatic turtles, usually twenty to thirty feet long. They have a
dark upper surface and a light lower surface, with a large set of horny
plates protecting the vertebrae. They are carnivarous, and use their
massive beaks andrazor-sharp front talons to catchsmallfishfor food.

In general, the Giannans are individualists, with little government or
social cooperation between groups. Each group centers around a
single ocean "tree” that extends from the bottom of the ocean to the
surface, and they will defend this food-area against outsiders. With
their discovery by the Second Empire, though, the Giannans have
discovered the uses of a single unified world government, and are
attempting to organize one so as to be better able to purchase off-
world technology.

Inaddition to their ability to access ancestral memories, the Giannans
communicate with each other and with theintelligent turtles througha
fairly well developed telepathic sense. Other psionicabilities arerarein
their culture, but have occurred. Unlike many of the other telepathic
races, the Giannans are capable of teaching this ability to others who
possess a minimum of telepathic ability but insufficient knowledge or
experience to use it properly.

27

Well-represented in the various armed forces of the Second Empire,
and in its far-flung exploration forces, the Girin are one of the most
vigorously expanding races in the Second Empire. Their worlds accept
new technologies very quickly, and they apparently have little difficulty
in throwing out a previous cultural norm to allow the influx of newideas
and races from other worlds.

The Girin are roughly humanoid in appearance, but rather than being
descended from one of the various groups of simians, the Girin trace
their ancestry to aline of ursine animals. They are aboutfive feet tallat
the most, and tend to beextremely round. Thisis duenot touseless fat,
but rather to bands of muscle designed to help them in their high-
gravity environments. The skin ranges in color from a light grey-green
to a dark green. In general no notice is taken of skin color, but an
occasional individual is born with black skin(arare, recessive trait) that
causes him to be revered as a probable descendent of one of the many
warrior-heroes of their distant past. Theserareindividuals are seldom
significantly different from other Girin, but there have been notable
exceptions—black-skinned Girin capable of feats of mental prowess
far beyond the abilities of their peers.

Most of the race is able either to teleport material to alimited extent,
or to use telekinesis over short distances. In addition, all but a handful
are able to speak telepathicallywitheachotherorwithothertelepaths
of any race. Wide ranges of ability are represented in the Girin,
naturally, including individuals who are capable of teleportingamassof
several tons for a distance of several miles. In addition, a rare ability
allows a “linker” to join the powers of two or more minds for greater
power and control in teleporting or telekinesis.

The government of the Girin worlds is usually through a royal family.
This family practices inbreeding, and its members are therefore either
extremely powerful in the telepathic and other psionic abilities, or else
effectively mutes, barely able even ta be heard by their fellow Girin. For
this reason the usual Girin monarch, whether male or female, is willing
and anxious to hear about and purchase off-world technologies to
bolster the strength of the ruling family.

The usualitem thatisteleportedis wind fromotherlocations, usingthe
coriolus effect of the planet to give it the desired velocity and direction.
This free wind allows planetary boats, and balloons and gliders, tomaove
almost anywhere they desire to, with no expenditure of electrical
energy, as with other races. For this reason, the Girin raceis oneof the
few races that has a glut of available energy, and they can afford to
support a variety of fairly useless and wasteful equipment purely for
comfort. Any new device that is marketed will probably sell several
hundred thousand copies tothe Girinworlds, evenifitis tatallyuseless.

In combat, their ability to teleport troops and wind becomes a deadly
weapon, and for this reason the Emperor of the Second Empire has
signed strong treaties with the Girin that prohibit them from using
their teleportational powers en masse as weapons of war without his
permission, except in defense of their lives or worlds. However, the
Girin still have many uses for their psionic abilities, especially in
companies that explore distant worlds, and cannot spare much room
far landing craft. The Girin, with rests, can literally lower a glider from
orbit to deep in the atmosphere of a planet, allowing it toland like anor-
mal glider. This means a vast savings in tonnage and expense, that can
then be spent onotherequipment forthe exploring ship. Unfortunately,
this same ahility can be used to penetrate the radar defenses of a
planet for the landing of spy or saboteur groups, and this has become
commoen inside the Empire.



Guerr

The Guerr, like the Faract, are a crablike race that thrive under
conditions that would kill an average Terran instantly. Due to their
extreme strength, and lack of imagination, they are primarily used for
simple mining operations, and only rarely used for complex tasks
requiring judgement of unknown factors. In spite of the similarity
between this race and several others listed herein, there is no genetic
similarity, and these races find each other repulsive.

In basic form, the Guerr are crab-shaped, except that the top of the
shell is not flat, as in the standard crab. Instead it rises to alarge peak,
increasing the protected volume several times. This internal space is
used primarily for proteinand energy storage, against times of drought
or famine. The hard shell totally encloses the Guerr, and even has aset
of blinders that extend over the eyes, to protect them from any
damage. This limits the vision of the Guerr to what is directly in front of
them, and they are incapable of seeing to the side unless they literally
rotate the entire body.

For movement, the Guerr utilize a complex system of flat legs that are
totally under the body. These fourteen legs move in a sort of rowing
pattern, passing over and under each other, to propel the Guerr along
very slowly. In the shallow liquid of its homeworlds, the Guerr is able to
use this same motion to propel it along at a reasonable rate of speed.
The manipuilative organs are contained in a single jointed arm that is
attached just under the eyes and mouth, and is usually carried out of
sight under the main body. This arm can extend to about six feet,
doubling the length of the body, and has a two-fingered, one-thumbed
hand at the end. The digits, while they have fleshy tips, are entirely
encased in shell, and are fairly impervious to any sort of damage.

The Guerr grade themselves according to the color of their shells, and
this color seems to be a non-genetic variable, as succeeding
generations rarely bear any similarity to their ancestors. Shells are
graded according to their reflectivity in theinfrared spectrum, whichis
the only spectrum the Guerr can see. At the top of the social pyramidis
the individual with maximum radiation and reflectivity in the infrared
spectrum, and thelowest, "pariah” classis almost totally non-emitting
in the infrared.

The gradations of the race into social classes is very important, as the
entire race is very aware of these distinctions. The spoken language is
roughly the same for each of the classes, butithasimportantchanges
depending on whether one is talking to an equal, an inferior, or a
superior. Incorrect use of language, whether too "high" or too "low."
canresult in a challenge to aduel tothe death by the offended individual.
Usually, though, due to the age of the civilization, this never happens
except when the offender is attempting to instigate a dual, in which
case the other may claim not to be mortally offended.

Mentally, the Guerr have severe conceptual problems that prevent
them from utilizing new inventions and technologies as fast as other
races do. If a Guerr has not seenanitembefore, orif heis beingasked to
judge it from a picture or description, he willbe unable toimagineit at all,
and will be unable to learn how to use it. In order for new devices to be
introduced into the culture, a young Guerr must be raised in proximity
to a device, at which point heis capable of showing others how touseit
by rote. As long as another is seen doing something, there seem to be
few blocks to other Guerrlearningtodoit. Occasionally rareindividuals
emerge who are geniuses, and create new devices, but none have
appeared in the last several centuries,

Harundali

The Harundali have only been contacted on a single planet deep inside
the Empire of Cavoral, in the area claimed by the Brotherhood of Tarl.
Other races have been contacted psychically on other Jovian type
planets, but due totheimmensity ofthose planets and thedifficultiesin
entering their atmospheres, the Harundali remain ane of the few
Jovian races that can communicate with citizens of the Second
Empire.

The planet of Harundal is composed at least ninety percent of
hydrogen. with fractional traces of other elements at the small dense
core. For all practical purposes, the entire atmosphere is hydrogen.
The life processes of the Harundali appear to use this available
hydrogen in a controlled atomic reaction to produce vast amounts of
energy, which they use to capture other elements and bond theminto
their body structures.

The physical shape of the Harundali is that of a jellyfish, with a
transiucent dome above that maintains internal hydrogen at the
desired pressure to raise or lower the Harundali in the atmosphere.
Below this single dome is a large set of hanging curtains, which are
roughly ten times as long as the dome. These fine, filmy curtains are
used to strain the atmosphere for matter that can be used by the
Harundali, including other life-forms. The Harundali have no other
external features, and very little on the inside, either. They utilize
psionic energy in alimited way to manipulate their environment. When
they were contacted by exploration teams from the Second Empire, it
was discovered that they were good at electron-level manipulationand
at reception of telepathy, but that they could nat project at distances
greater than a few yards.

It is still unknown how the Harundali multiply, or even if they da.
Harundali are seen inmany different sizes, ranging from afewinchesin
height, to the average size of several yards, up to a few individuals
measuring twenty yards. As the size of the individual increases, his
ability to manipulate his internal pressure increases, and older
individuals often seek denser atmosphere for more food.

Their mental outlook on life is totally unknown. A few individual
Harundali have expressed interest in joining the various expeditions
launched by the Empire of Cavoral, but themajority of the raceremains
on their single planet. It is not known whether the Harundali are
individuals, or some form of group mind, as they have no individual
names. A single Harundali is incapable, apparently, of understanding
the difference between the concepts of “I"and"we," andusually refers
to allindividuals by a term which reads “the Harundali" or "the Human,"
without recognizing the individual name of the contacting telepath.
They are capable, however, of recognizing that a particular telepath
has been contacted before, and will not assume that a transfer of
information has occurred between interviewers unless they are told
that the new individual remembers the old information.

They appear tohavenogovernmental systematall, or even any method
of affecting theirenvironment except on an electronic level. However, it
has been suggested that the Harundali share a subconscious group
mind, which allows them always ta have the same opinions, and share
the same information, without negating the sense of individuality.
Different Harundali have been found to share the same new infar-
mation at the same time when widely separated from each other, and
when being monitored by telepaths. When asked where the new
information originated, the Harundali reply that it was always there.
They are apparently incapable of comprehending time flow concerning
events, and cannot accept the fact that newinformation possessesa
certain starting point of existence. In their relationships with off-
worlders, as well, they are incapable of keeping track of time, and may
respond to appointments too soonoryears late, depending on personal
quirks.

The Harundali, despite the difficulty of incorporating them into the
culture of the Second Empire, seem to be worth the effort. They are
capable of doing incredible things with hydrogen, of creating and
controlling both fission and fusion in microscopic volumes, and of
producing several forms of metallic hydrogen that cannot even be
analyzed, only used in advanced technologies.



Havansian

The Havansians as a race are very ill-adapted for space travel. Their
non-supported bodies can withstand only small gravitic stresses, and
they are incapable of using flying craft without anti-gravity stressors
unless they are flown very, very carefully. Gravity forces above two
gravities will aimost always destroy a Havansian. However, they are
capable of climbing any surface that does not slide out fromunder their
suckers, and they have therefore become useful for many functions
inside the Empire.

Resembling huge caterpillers, the Havansians have been found on
many worlds that possess light gravity and lots of water. They
generally range from four to ten feet in length, and are usually about a
footin diameter. The entire base of the body is composed of suckers of
various sizes, and each can be controlled separately by the Havansian.
Atthefrontofthetubularbodyis the senseorgancluster; this contains
a set ofvisionorgans mounted onsix-inchmovable stems, and asuperb
hearing organ that is mounted flush with the top of the Havansian.
Immediately below the eyes, a large mouth equipped with jutting
pincers is always chewing, whether or not there is anyting in it. The
mouthis immobile except forthis chewing, andmovementofthe headis
accomplished through movement of a length of the body.

To the rear of the head section, on either side, a singlevery thinarm s
folded up vertically. This arm, whichis equippedwiththreefingersanda
thumb, has a great deal of dexterity, but is very weak. Since they are
located on opposite sides of the body, the two arms are incapable of
ever touching each other, or of grasping the same object easily. Since
the eyes are mounted on stalks, it is possible for the Havansian to
observe the actions of its separate arms even though they cannot
reach the front of the body.

The Havansian is capable of eating anything that it can fit into its
mouth, and if something will not fit the Havansian possesses a set of
cutting pincers that will make it fit. In addition the Havansian sees no
moral difficulties in eating anything, other races and other Havansians
not excluded. This has resulted inseveralmisunderstandings between
the Havansians and otherraces, but on the whole problems are avoided
by making sure that the Havansianis kept well-fed. Naturally, being an
intelligent race, the Havansians will not attack an individual who is
capable of killing them, but a sleeping or unconscious alien is another
matter.

The government of the Havansians is amodest form of the democratic
ideal, mixed with strongdoses of capitalism. EachHavansian considers
himself the best in everything, and will be sure to tell others of his
opinion. When he makes an error, the Havansian will invariably blameit
on enemies, or a hidden factor that he was unaware of. Heis incapable
of understanding that the error may have been his own, This leads to
what otherraces perceive as asevere persecutioncomplex among the
Havansians, though of course itis quite natural for them. The average
Havansianis likely to assume that his “friends” are out to destroy him,
and will take any action to avoid this that he deems necessary.

Another trait of the Havansians that has caused problems in their
relations with other racesis their handling of death. They see death as
something inevitable, and they feel the best thing that can happentoa
dead individual is to be eaten by someone that sincerely respects him.
Funerals are literally feasts, with the grieving relatives sharing the
body of the deceased for dinner. This trait, while not actually contra-
survival, has offended enough of the more sensitive races in the galaxy
to make virtual pariahs of the Havansians, reinforcing their feelings of
persecution even more.

Horrim

Horrim are prized by the mercenary groups of the Second Empire for
their size and their fearsome appearance, which is sometimes
sufficient to overawe an enemy into surrendering at once rather than
resisting. But in reality they are no more dangerous than any other
humanoid being, and a good deal less dangerous than many. None-
theless, many nobles of the Empire prefer touseHorrimas ceremonial
bodyguards, simply for theirvisual appeal. The size of the Horrim makes
themn good bodyguards in any case.

Humanoid in appearance, the Horrim stand over ten feet tall, with a
maximum height of twelve feet. They have ears on stalks at either side
of the head, and their mouths have long fangs growing from the upper
and lower jaws. Prajecting over three inches, these fangs are capable
of piercing thin steel, and are used for offense and defense. Instead of
the single pair of upper arms that the average humanoid possesses,
the Horrim have two pairs of arms, mounted directly above one
another. This makes their torsos verylong, compared to humantorsos,
but the dexterity and strength of the Horrim are legendary.

The entire body of the Horrim is covered in a thick, oily, dark green skin
that is immune to most damage, due to its toughness and the layer of
fat directly underneath it. Females tend to be slightly lighter in color,
and usually are eight to ten inches shorter thanthemales. At the top of
the head, instead of hair, the Horrim has a thickly based crest that
extends some inches down his back. This crestisusuallyorange, andis
the pride of the Harrim: to lose one's crest in battleorthroughdisease
is the ultimate dishonor.

Due to their immense size, the Horrim are usually found only on low-
gravity planets, but several Horrim colonies have turned up over the
last years of explorations, some of which are inhabited by Horrim
capable of functioning on standard one-gravity planets. Thesetend to
be slightly shorter than their low-gravity relatives, usually standing
only nine feet tall at most, but they are built more massively.

The Horrim are an egg-laying race, and their sacial structure revolves
around this fact. Each family grouping, containing eight ta a hundred
members, has a particular location that is used for incubation of the
eggs, and this location is at the protected center of the group.
Members willprotect this areamorethanthey willprotect otherareas
of their environment, as long as there are eggs in it. The average
incubation period of Horrim eggsis eighteen months, during whichtime
they are constantly tended and protected by the older Horrim.

Each family group has a head of family chosen by popular consent, and
this head is privy to the monthly council of family heads that is held in
each area. From these councils, in turn, a representative is chosen to
attend the yearly meeting at the capital, where area representatives
discuss matters of planetaryimport. This rigid social system allows for
arapid spread ofgovernmental orders, and alsoencourages support of
the government by the descending ranks of officials. Each official, in
times of need, can call on his immediate superior for help, or if
necessary, on his counterpartin another area, who can call on his own
superior. In this way, the higher ranks are protected from abuse by the
lower, and the lower are assured of a champion if the upper ranks
should abuse them.

Each Horrim is trained in the use of the spearfrombirth, andis capable
of using it as a spear, a cavalry-stopping pike, or a quarterstaff. This
seemingly useless weapon is carried by almost all Horrim off-planet, as
astaffis legal on almost allworlds, and in the hands of atrained Horrim
it becomes a deadly instrument of offense and defense. The Horrim
loveweaponry, especially hand weapons, andstudy and practicewith all
the weapons they can locate. Many of the finest weapons trainers are
Horrim, and some of the finest gladiators known have been Horrim.



0
Another race thatis in demand for deep-space canstructionwork, and
also for work on airless worlds, is the Hudlar. Withtheirincredible skin,
they are capable of survivingvacuum for several hours, whichis enough
time to finish most jobs. There are severe problemsinkeepingaHudlar
well-fed, and this usually necessitates the construction of a high-
pressure feeding facility and living quarters for them.

Physically, the Hudlar is one of the most imposing land animals in the
Second Empire. [t stands about tenfeettall, andis proportionately long
and wide. Weighing some two and a halftons, the Hudlar often requires
special flooring just to be able to use standard facilities. The massive,
blaock-like hody is equipped with six very short, stubby legs that are
immensely strong. At the front of the Hudlar is a small head with
infrared sensors and a set of eight trunk-like manipulators. These
manipulators are about twelve feet long, and are capable of both fine
movement and great stength. The entire body is encased in a thick.
flexible, grey skin thatis practically impervious to everything, This skin
is also the Hudlar's feeding organ. On their home planet, and on others
where they have modified the ecology tofit, the atmosphereis asoup of
floating microscopic animals. The Hudlar actually absorb this protein
directly through their skins, under the trememdous pressure, and
don't even have a mouth for eating other, larger protein sources.

When Hudlar are fed off-planet, the thick pratein soupmust be sprayed
onto their skin under high pressure. After the high-pressure protein
spray has been allowed tosit forseveral hours, afollowup spray of high-
pressure sand or water must follow to remove all of the particulate
matter. If this matter is not removed, the Hudlar may begin to suffer
from loss of protein-ingesting skin area, and starve to death. Leftover
foodcanalsoresultinvarious kinds of fungusinfections that are painful,
but rarely fatal, to the Hudlar. On the home planet, this cleaningis taken
care of by the high-velocity winds that are commaon.

The society of the Hudlar is highly stratified. Advancement requires
both personal ability to carry out thejob, and thevoteof the peer group.
Each group of Hudlar elects an individual to the next higher level of
government, then that level of government elects the next higher, and
so on, until the planetary council of eleven members is elected. In
general elections are held every three years, but the planetary council
can call for an election in any part of any level at any time.

This structure tends to make the response time of the government
very guick, as the responding level is usually tied directly to the next
lower level, and is also very close to parts of the next higher level. A
common desire far good government andefficiencyis found onalllevels
of the government, and with the periodic purges of inefficient
executives, the government remains a very effective, responsive
organization.

On the individual level, the Hudlar tend to have few laws, and those
chiefly regard the right of private ownership. This right is enforced by
government police, but most other laws are left to the citizenry to
handle. This system warks, primarily because the Hudlar are almost
impossible to kill without advanced weapons, and most gunpowder
weapons and all laser weapons are unusable in the thick, wind-whipped
atmospheres of the Hudlar home worlds. An adult Hudlar can tear
steelwith his manipulators, butitis very difficult forone of themtohurt
another, due to their incredible skin. This almost total anarchy on the
surface results in a great many differing types of individuals on each
Hudlar world, and visitors can expect some very peculiar encounters.
Ingeneral, the gavernment protects off-worldvisitors from dangerous
Hudlar, but the government will not worry about the foolhardy or
provocative aliens wha insist an bothering native Hudlar. They will,
however, return the remains to the alien’s homewarld, and usually pay
for the funeral ceremony.
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Hydorian

A common sight in the trading centers of the Second Empire, the
Hydorian is usually seen lying down on an anti-gravity lifter, inside’'a
plastic shell holding his life-giving sea water. These cantainers,
interestingly enaugh, have no complex filtering equipment, only adevice
ta keep the water oxygenated. Commonly seen on mining worlds with
water surfaces, or at mining centers for research and production of all
types, the Hydorian is a respected member of the Second Empire, in
spite of his physical weaknesses.

Human in size and basic shape, the Hydorian has gills circling his neck
just below the ears. In addition, a jutting fin trails down the rear
surfaces of his arms, legs and back. The feet are broad, and very large.
The shoulders are exceedingly sloped. and are designed. like the restof
his body, for maximum streamlining.

The fascinating thing about the Hydoriansis that they donot eat,andin
fact do not have the ability to chew or swallow. By directfiltrationof sea
water through their gills, the Hydorians extract both oxygen and
hydrogen, which are then used for both food and breathing. The mouth
of the Hydorian is only used to produce the ultrasonic shrieks and
whistles by which they communicate. The waste products are a
continuous stream of microscopic carbon dioxide particles that exude
from the back fin of the Hydorian. This ability to survive andflourishjust
on the oxygen and hydrogen in water allows the Hydorians to colonize
otherwise barren worlds, and mine them efficiently. They can even
bresk down water directly into oxygen and hydrogen, though this
process expends almost as much energy as it gains.

Hydorian civilization flourishes in the extensive coastal shallows of
their home planets, and there are many colonies springing up on other
worlds. It is possible for theHydorian to explore deeper waters by using
a complex, artificial pressure equalizing system, but usually deep
mining and exploration is undertaken by other, better-suited races.

In spite of the advant of technology, the Hydorians still have aprimarily
nomadic culture, the basic social unit being the extended family group.
This generally includes a mated pair or two, and a number of aged and
immature members. Each extended family group has ties to a larger
clan structure, and this clan structure maintains acomplex of buildings
and facilities for training the youngin thelaws andinthe skills needed to
live, and far placing adult members and their families off-planet.

There are no facilities for maintaining the lives of sick or damaged
individuals, and an individual who cannot keep up with the nomadic
group he or she belongs tois left behind. It is possible that a clan group
will ask an individual ta |let the clan support him in his infirmity, but
unless the individual is extremely important to the race or to the clan,
this is very unlikely. Often when this is asked, the individual in question
will refuse the offer of assistance, and swim off into the depths of the
ocean to die, anyway.

Out of water, the Hydorian's muscles are incapable of supporting his
weight, and only rarely in the history of the race has a Hydorian stood
unassisted on land. In the water, the Hydorian can use its muscles to
good effect, and usually overpower other races, but these muscles are
not designed or supported to hold the weight and stresses of a
standing Hydorian without the help of water. Hydorian starships are
usually constructed off-planet, and bought by the Hydorians. They are
entirely filled with water, and this liquid cushioning allows the ships of
the Hydorians to use accelerations that would crush many other
races instantly.



Hyne

The Hyne are often used as fighter pilots, hecause of their ability to
withstand immense accelerations. Although they appear human, their
bodies are much more durable than human bodies, able to withstand
accelerations that would kill humans in seconds. With the introduction
of artificial gravity units small enough tofitinside tiny fighters, they are
gradually being replaced by smaller races with faster reflexes, but the
Hyne once flew most of the fighter craft of the Second Empire.

Physically, the Hyne resemble the human race, but there are internal
differences that separate the two races. Where the human race has
its internal support structures built out of a calcium stone compound,
the Hynes' internal supports are constructed out of a form of metal,
maostly iron. This has both advantages and disadvantages. First of all,
the iran skeleton is able to withstand much higher accelerations, and
will give more under suddenstresses. Inaddition, whereacalciumbone
will shatter under stress, the iron bones of the Hyne will merely
deform, and can be repaired later unless they deform enough to
actually kill the Hyne. However, a Hyne six feet in height will usually
weight some eight hundred pounds, whereas a human of the same
proportions will only weigh two hundred pounds. Also, the Hynecarry so
much metal around inside them that it is very difficult for them to
remain hidden on the battlefield, or to penetrate any sort of security
setup. Usually, they are required to submit to body searches to verify
that they are nat carrying any hidden metallic weapons.

The food that the Hyne must eat in order to build and maintain this
internal iron skeleton contains large amounts of metalliciron, as would
be expected. However, this means that they are incapable of sharing
their food with most other races, as it would poison them.

Mentally, the Hyne are roughly the same as the human race, with only
minor differences. For example, the Hyne tend to be a very outgoing
race, interms of displaying theiremotions. Whenangry, they will resort
to personal violence quite easily, since among their own race this
seldom results in permanent damage. Among other races, naturally,
the Hyne can easily kill or maim those they attack, and they are forced
to keepthemselves under tight controlat all times. However, whentwo
or more Hyne meet each other, they generally greet each other
physically, using forces and strains that would kill a human being in
seconds. This makes it fairly difficult to imitate a Hyne, even with
advanced technology.

Their social systemis based ontheuseof violence as the primary social
control. Anyone that is known to be partaking in activities that are
dangerous or harmful to the race or the planet is mobbed by his fellow
citizens, andis forced tolive out therestof hislife with hisiron skeleton
twisted and misshapen. While this does notkill the individual, and rarely
inconveniences him, twisting of sufficient forceis almostimpossibleto
repair, and thus the criminal is marked for life. The Hyne have been a
technological culture for thousands of years, and their system of
government reflects this fact. There is no longer any sort of tribal ar
clan structure, but rather a simple ascending power structure that
becomes more powerful and less numerous at each higher level. The
highest controlling level is the Council, which is composed of five
members. Advancement is through a variety of methods, just like
advancement in the various human power structures inside the
Second Empire.

The Hyne are capable of eating foods that do not contain the usual
amounts of iron for long periods without ill effects, but must stay away
from foods containing any magnesium or mercury, as thesechemicals
alloy with their skeletons, and cause the bone-growth mechanisms of
their bodies to go wild, growing masses of iron at random places on
their bodies. Fortunately, the Hyne can taste either of these two
metals in the smallest quantity, and so avoid them.
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Impe

The Impe have been well-known within the galaxy for all of recorded
histary. Their activities are chronicled in the surviving annals of the
First Empire, and even some of the few records of the Forerunner
civilizations that have been recovered have mentioned them. Neverin
any of these records have thelmpebeen found tobeinvolvedinany sort
of political or power struggles, except as bystanders. As bystanders,
though, they have seen almost every royal court and focus of pawer in
the known galaxy, and have been privy to most of the councils of the
powerful.

The Impe have no manipulative organs, and this makes them a fairly
ineffective race on the galactic scene. However, they have developed
an ability by which they can cause other races ta aid them whenever
possible. In return for aid, the Impe will mentally activate the pleasure
centers of whatever individual is aiding them. This direct stimulus of
the pleasure centers is apparently doneuncensciously by the Impe, and
it seemns to work only over short range, and onone individual at a time.

Physically, thelmpe resemble smalleggs, approximately eightinchesin
diameter. In color, the Impe range through a variety of metallic hues,
from blues and greens, through yellows, and into deep reds. Occas-
ionally, an Impe is seen that has swirls of several different colors. The
color of the Impe seems to reflect the telepathic wavelength that the
Impe can communicate on, and each different color tends toworkbest
with a different race. Interestingly enough, there are several colors
that. correspond to no known race, implying that there are many more
uncontacted races in the galaxy.

The Impe reproduce themselves by simple budding, although this
requires the meeting and prolonged contact of two or more Impe. The
young Impe is usually only an inch in diameter, and is incapable of
utilizing his short-range telepathic powers except within his race until
he is two inches long. The average life-span of an Impeis twenty years,
although this can be and usually is extended by anagathics.

Impe feed through a tiny mouth located at the larger end of the body.
This mouth is equipped with a set of spines that inject a liquifying
chemical into the prey; the Impe then drinks up the liquified protein
easily. In general, the Impe takes its small animal prey by using low-
power ecstasy transmissions to attract them, and then a con-
centrated burst to kill them.

Since the Impe possess only a limited form of movement, and no
manipulative organs, their culture is lacking in most of the material
things that signal intelligent life. However,the Impe have acomplexand
very active mental society that has worked out many of the physical
properties of the universe without ever being able to affect them
directly. As a philosophical exercise, the Impe have doneworkinalmost
all of the sciences, and their store of knowledge is very deep. Never,
however, have they used this knowledge to construct advanceditems
of technology, even through the use of other, manipulative races.

In spite of this failing, the Impe are able to do complex and very useful
wark on research problems of all kinds, especially in the University of
Zacania where they are protected from theft by Imperial security
forces. Several times, when they were kidnapped, the Impe used their
psionic powers to kill or disable the kidnappers at once. Naturally, the
Imperial court has large numbers of Impe, both for use as advisors to
the various governing bodies and as courtesans to the nobles.
Occasionally, the Impe are given to specific individuals, which is
considered a very high reward. At rental facilities, a single encounter
with an Impe usually costs fifteen thousand credits, and may cost
much more depending on the skill of the particular Impe, and the
duration of the contact. This contact does not seem to be physically
addicting, but there is little question that it is habit-forming. Various
public groups have campaigned against the Impe, but there is nolegal
ground for taking action against them.



Ishtari

The Ishtari were originally a minor slave race under the old Paknii
Empire, but after the Wars of Reunification, and their conquest by the
Second Empire, they became much more widely seen. Now, with many
colonies and majorworlds, thelshtariare as commonin Second Empire
starports as almost any other race.

The Ishtari is basically centauroid in shape, with a lang, vaguely bull-
shaped body and four legs ending in large, padded feet. Over the
massive front legs, a small hump contains a set of powerful muscles,
while in the rear the muscles are supported by a wide pelvis. At the
front end of the bodyis a small humanoid torso extending upward. This
torso has two normal arms, and is surmounted by a fairly humanoid
head. The arms end in three-fingered hands, each with a single thumb.
The face is only roughly humanin appearance, with asinglelarge, flaring
nostril surmounted by large, single-colored eyes. In the males, the
entire eye is blue, while in the females it is gold.

The color of the body varies, butin general the pelt is alight green, and
the exposed skin areas such as the arms and the head show black skin.
The long manethat extends from the head downthe backof the neck, to
the tail, is a reddish-brown. The long and whiplike tail is the same
reddish-brown. The males areclearlylarger thanthefemales, although
usually only by a few inches. In weight, though, the males exceed the
females by a large margin. Male bones and muscle tissues are much
more compact, while the female's body is lighter, designed for running
and evading predators. Naturslly, with their four feet, they are
extremely difficult to knock over. Their dexterity and speed of reflexes
are much higher than most races'.

The mental attitude of the Ishtari can only be described as Machia-
vellian. They respect strength, and wit, and cunning, and admire
individuals with the skills to get rich and toremain thatway. Theirgoals
are fairly simple, and they make no attempt to hide them from others:
they want to become rich, or occasionally merely powerful. This does
not mean that they have no code of honar, as they have a very strong
moral sense, and rarely if ever break their given word.

The usual form of government, at least on worlds where there is
sufficient population and power base to need one, is an open
democracy, elected head to carry out the orders of the senate. The
chief and the elected senate work closely in general, but in contro-

versial issues it is common for them to attack each otherverbally until -

the populace takes a hand and votes directly to determine a specific
course of action. If thisvoteis against the chief, heis usuallyreplaced at
once by a newly elected chief, while if it goes against the senate, it is
common for the senators to be replaced by their provinces at the
earliest opportunity. This is notamandatory replacement, but rathera
recognition of the fact that these elected officials do not seem tobein
touch with the wishes and thoughts of the people.

Since the average lifetime of an Ishtari approaches four hundred
standard years without the use of anagathics, it is gquite common to
see the same names and power cliques orbiting around the power
positions. Usually, there are two or three contending power struc-
tures, and it is very difficult for anew Ishtari to penetrate this system
and enter the power structure on his own. Whenever a particular
government is given a vote of no confidence, one of the other well-
known, experienced governments usually wins the following elections,
because their wealth and contacts overpower any new individuals
seeking the positions.
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Jagananda

The Jagananda have only recently been contacted by the far-flung
scout corps of the Second Empire. Inapreviously unexplored cluster of
the galaxy, several planets of Jaganandawerefocated. tied togetherby
advanced technologies into a single socio-political entity. Due to an
early misunderstanding, the first scout ship was eliminated, but later
contacts by well-armed military vessels broke down the barriers of
prejudice and allowed the formation of a trade and mutual defense
treaty. The root of the trouble, apparently, layin the fact that the most
common and dangerous predator on thoseplanets was roughly similar
tc the Terrans that happened to be manning the original scout ship.

In physical appearance, the Jagananda is similar to the commaon snake.
There are several major differences, though. For starters., the
Jagananda is usually over thirty feet long, with an average diameter of
three feet. At four different places on his bodytheJaganandahasaset
of manipulators sprouting, at opposite sides of the body. These
manipulative organs, which are generally kept folded up next to the
body, are formed more orless likethearmsof thehumanrace. Theyare
long, multi-jointed arms with a maximum extension of about five feet,
and have a complex of digits of various sizes and types at the end. While
they are incapable of lifting much weight, they are very dextrous, and
the Jagananda is capable of curling its body into a tight circle to allow
severs| of these arms ta grasp the same heavy object.

The entire body of the Jagananda is covered withathick coat of scales,
each of which is generally an inch in size. They range in color from blue,
through blue-green, and into dark green. In all cases the Jaganandais
banded with a complex and unique series of bands, whichare of slightly
different colors. This banding is used by the Jagananda for purposes of
identification, as their eyes are capable of discriminating minute color
differences, and of passing this information on to the brain. Their
vocabulary is rich in color words, and they have the ability to see and
record color differences down to within three angstroms.

The mind of the Jagananda is a strange one, compared to the more
usual type of mind represented by the human being. Each Jagananda
can only see the use of actions that will help it, and the concept of
altruism is entirely unknown to them. However, the concept of an
individual helping the societyis well-known, because theyfeelthatif the
society and the government are well-run, thenthelife of eachindividual
will be better. This results in a dedication to the government as an
entity, but not in dedication to thelife of theindividual. Forthis reason, it
is very unusual to see a Jagananda working on any sort of medical
service, rescue mission, etc. Unless the people to be repaired or
rescued are vital to the government or the individual Jagananda, none
will put himself in jeopardy to save a stranger.

The government of the Jagananda is of course centered around this
same attitude. No individual is interested in accepting a government
position, but if he shows enough aptitude init, then he will be forced by
public acclaim to take the nearest post. If he shows that he has
additional capabilities, then he is forced torise to the next. Since each
Jagananda bows to the will of the masses, and then strives ta do the
best joh possible, this style of government results in the best possible
beings running the society. The only time whenan individual canescape
being drafted into a position of power is when he can show that his
contributions to the society will be greater if heis allowed to cantinue
his current activities. Usually, this plea only applies to scientists
involved in important research, but it has occasionally allowed
individualer professions to escape the draft.

As mentianed before, the Jagananda throws himself entirely into the
performance of his duties when he is convinced of the necessity of his
doing so, for either his own aid, or the aid of the entire society. This
means that the individuals with the highest ability are always found in
the appropriate positions, and this means that every occupation has
the best possible efficiency, and that all uccupations tend to be better
run overall than similar occupations inside the Second Empire. For
example, Jagananda pilats could run rings around the skilled pilots of
the scouting group. .



Janin

The Janin are almost entirely controlled by the Second Empire,
because of their ability to control weather under certain conditions.
Underthe Articles of Empire, the Janinabilityisconsideredadangerous
ability, and they are "guided” by the Empire to prevent this beingused
as aweapon of war. Several times, though, the Second Empire has used
them to cause particular weather patterns on hostile worlds, as an
efficient way of discipliningarecalcitrant planet. Theknowledge that an
off-worlder can trigger arapidice ageis enough to cause mostraces to
think twice about offending the Second Empire. Fortunately, the
individual Janin that are capable of manipulating the weather are few.

The Janin are humanoid in shape, but are extremely long-lived
comparedaverage human being. In addition, there are several minor
differences. Theyare totally hairless, and their skinisamattiedgreenin
color, which makes them very difficult to see when in their native
forests. The ears, which are the primary gatherer of long-distance
informatian, are very large and movable. They are capable of detecting
very small noises at great distances. The eyes are modified to be used
primarily in the forest, which is very dark. At dusk and evening, their
eyes function well even outside the forest, but in total darkness or
sunlight they are close toblind. Without exception, the Janinare totally
herbivorous, refusing to eat animal protein under any conditions.

The Janin have a psychic link to their forests, and will refuse to leave
them for any period of time. Prolonged absence, in most individuals,
results in gradual loss of appetite, and increasingly violent episodes of
senseless anger. With time, these episodes or the lack of protein kill
the individual. However, even a short time spent inside a home forest,
or one similar to it, will enable him ta return to normalcy.

The most fascinating thing about the Janin is that until a short time
ago, they were extinct. During the final wars that destroyed the First
Empire, and either eliminated the Masters or destroyed their power,
the Janin realized that they would not survive the coming destruction.
Utilizing a technology totally incomprehensible to the Second Empire,
they placed the memories of their entire race into artificial con-
structions, and infused them with a peculiar property that enables
them to “infect" newindividuals whofit certain limits of race, mentality,
and physigue. The new material surfaces in the individual, generally
destroying his previous mentality, and then initiates a gradual physical
changein theindividual, leading to his totaltransformationinto aJanin,
with Janin genetic material.

The quantity of these artifacts is very small, compared to what there
should be, and scholars are concerned as to whether more will turn up
on other inhabited planets. It is interesting to note, though, that of all
the Janin that have come into existence by this method, none has
admitted to being anything other than a common citizen in the past.
None of them know anything about the plans of the Janin government
at that time, or the technologies used in creating the artifacts.

The entire race has an intense symbiatic relationship with their huge
trees. They live inside them, hibernate in them through the winter
seasan, and drink their sap as an additive and restorative. With the
advent of Second Empire technology, they first figured out a way to
keep their trees awake through the winter, then a way to feed
themselves during winter. Now, of course, almost the entire race
remain awake throughout the winter, and continue their usua'
pursuits.
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Jollersi

The Jollersi have been known for many yeras, but only recently have
they begun to be seeninside the Second Empire. Records indicate that
they were once an unintelligent race, but that they had intelligence
thrust upon them by the Masters of the First Empire, for their own
purposes. No records remain to indicate exactly why this race was
created, but the time of their creation indicates that they may have
been created too late, as the fall of the First Empire happened at about
that time. The University of Zacania, however, has recently de-
classified information that reveals that at least one Forerunner
artifact was designed specifically to be used by a being of the exact
physical type of the Jollersi. Since they were definitely created by the
Masters, this correspondence of physical types is seen as significant,
and it is suspected that the Masters were trying torecreate the lost
race of the Forerunner civilization.

The Jollersi are massive hemispherical beings that move along on
hundreds of tiny, unjointed feet. The only visible part of a Jallersiis the
large, rounded back that is made up of hundreds of overlapping,
semicircular bands. These bands overlap each other about fifty
percent, and areimmune to almost every knownweaponexcept energy
weapons and physical forces exceeding thousands of pounds per
square inch. A head is located at each end of the armored body, with a
cluster of eyes and a large mouth. Around the mouth is a fringe of
manipulative tentacles, which are capable of exerting about two
hundred pounds of force in unison. The brain of the Jollersi is located
insidethe body section, leaving only the easily-regrownexternal organs
vulnerable ta damage. In length, the Jollersiapproachsome tenfeet, by
about four and a half feet high. The manipulative tentacles have a
maximum range of about three feet.

When threatened by a sufficiently dangerous enemy, the Jollersi is
capable of rolling up his body until the only part available totheenemyis
the armored back and sides. This protection, although immoabilizing,
allows the Jollersi to defeat all of the physical enemies that occuran his
home planets.

There are two sexes of Jollersi, but the reproduction process requires
several dozen of each sex to be present. This is apparently a mental
problem, as there is no physical difficulty in any two individuals mating.
However, in the Jollersi culture, a mass meeting is required, and this
means that the adult population tends to group itself into large, multi-
family groups that act within the society as individuals. Each family
member dedicates itself to the continuation and safety of thegroup. In
space ships run by Jollersi, the entire crew represents a single family
group, and is usually the entire population of that group. The entire
extended family, including children and immobile elders, is maintained
by the starship crew, and all are given some task to do to assist the
running of the starship.

Within their government, the Jaollersi maintain this same grouping by
families. Each different social department or governmental depart-
ment has a single family group runningit, and they areloyal to the group
first, and their job second. However, since each particular group has
been entrusted with a particular occupation, and will be disgraced and
possibly killed if they fail in it. theimpulse of the family groupis usually to
do the job in the best possible way. This results in a government made
up of family groups all trying to balance personal desires against the
fulfillment of their governmental functions. As might be expected, the
Jollersi moral structure has no prohibition against bribery, or gift-
giving of any kind, in order to sway the actions of others. This attitude
has resulted in several bad incidents within the Second Empire, as
Jollersi traders attempted to buy their way out of trouble, but newer
educational techniques have beenusedtoinformthelatergenerations
that their own morals must be replaced by the morals of the Second
Empire when within it.



Jontarou

|t has beendiscoveredinthe last few centuries thatthe.Jontarou,once
known only as a rather attractive type of large cat, is actually an
extremely intelligent being. The reason they were filed away as mere
hunters was that their culture does not use tools or artifacts of any
kind. Since their acceptance by the Second Empire, the Jontarou have
expanded inta many regions, drawn by astrong sense of adventureand
curiosity.

Physically, the Jontarou are still very close to their racial ancestors—
large, carnivorous cats. They are covered in a long coat of bronze or
brown fur, and weigh in at about four hundred and fifty pounds for the
males, and about three hundred and fifty for the females. They are
about eight feetin length, not counting the long tail. At the base of each
foot, in addition to the long claws used for disembowelling prey, is a set
of extremely powerful sucker-pads that can support up to three
guarters of the animal's weight on a glass wall. This figure varies for
different surfaces, but the Jontarou are often able toleapup seemingly
unclimbable barriers. Their other main offensive weapon is the canine
teeth, which are three inches long, and are capable of penetrating twa
inch oak board. The eyes of both sexes are bright phosphorescent
green, and are capable of superb low-light vision. The heads of both
sexes are white in color, and the female of the species has a small
pompon on top that apparently serves no purpose at all.

The main defensive weapon of the Jontarou is their ability to modify
their colaoration instantly to match their background. This makes them
almost impossible to see, and allows them tohuntany prey atany time.
The smallest discrete patch of color they are able to form is
approximately a half-inch square. It is this ability that has made them
invaluable to commando teams, and ta Empire scouting ships. Evenin
movement, they are exceedingly difficult to spot.

The Jontarou are a very slowly reproducing species, and restrain their
population growth so as not to exceed the available animal life. Since
they do not practice any sort of raising of food animals, all food is
obtained by hunting, and this requires a good understanding of the
environment and of the need for balance between the prey and the
hunter. They enjoy hunting so much that they actually seek hunters
from other worlds, to play a sort of fatal hide-and-seek. Since their
discovery by the Second Empire, they have begun to make prospective
hunters sign documents of non-responsibility, to protect them from
Empire legal action. Inthe rare event that anoff-worlderkills his hunter,
he is allowed to remove the head for mounting if he desires. The only
weapons allowed to the visiting hunters are non-projectile weapons;
edged weapons such as swords and spears are allowed. Any use of a
projectile weapon or an energy weapon will result in the immediate
death of the hunter, either by telepathic blast or by the more mundane
method of dropping a bomb on him.

The Jontarou are highly telepathic among themselves, and carry on all
their conversations in this way. In general, they are only capable of
reading or sending to rare individuals of other races, who have the
ability to monitor unusual frequencies of telepathic broadcast. The
incidence of other psionic abilities is low in this race, but almost every
Jontarou is capable of using telepathy over long distances, both
receiving and sending, to another Jontarou.

There is no form of government at all, merely individuals who have
decided to set up whatever programs they feel necessary. Faor
example, the few aircraft that carry bombs were bought and
maintained by a Jontarou who made a lot of monev off-planet working
for the Second Empire, and decided to make it pssibie to enforce the
ban on projectile and energy weapons.
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Jymm

ThedJymm, although certainly anintelligent race, arealmostnever seen
inthe starports of the Second Empire. Thisis because of theirimmense
size, and also because they have very little interest in leaving their
home planets. In spite of the fact that they are capable of running
starships, andof handling technology, they persistin the simple ways of
their ancestors, utilizing no technology or equipment. However, they
understand both the theory and practice of modern science very well,
and even produce thearies and ideas that advance those sciences.

The Jymm are a fish-like race, but breathe oxygen from the atmos-
phere rather than remaoving it from the water. They appear to be
mammals, although they do not bear their young live or suckle them.
Their massive, two hundred foot long bodies are capable of swimming
at speeds of up to eighty miles per hour with the aid of a huge, double-
fluked tail. Steering with small fins located at several places on their
bodies, the Jymm can execute turns in only three hundred feet at low
speeds. Toward the front the body becomes very large and opens out
into a gaping mouth, which is never closed. Although the Jymm can
literally eat anything that will fitinsideits twenty foot wide mouth, their
primary food is the common microscopic and small multi-cellular life
that teems in their oceans. When not hungry, the Jymm allows the
water toreturntotheocean through the massive exhaustportsthatit
canopen alongits upper neck. Although theseexhaust portsappearto
be gills, they are not, and merely serve tareturntheunwanted water to
the ocean.

The badies of the Jymm are covered with thick layers of fat designed to
withstand the massive temperature changes of their planet's water,
and also to cushian them from the crushing pressures of the lower
depths of the ocean. The body is generally a dark blue on top, and a
lighter blueargrey onthebottom. As the ageof theJymmincreases, so
does the amount of parasitic life that lives on the surface of his body.

It is not unusual to see a Jymm with huge patches of shellfish living on
his flanks, or even various forms of plant life. In general, all of these
forms of life are forms that take their nourishment directly from the
ocean, rather than from the body of the Jymm.

In order tomanipulate his environment, and to remove those plants and
animals that try to infest his skinandeatit, theJymmhas atight-beam
telepathic link with a group of twenty to fifty smaller organisms of
various types that live within the Jymm's mouth in protected areas.
WhentheJymmfeels thatit needs aparticularareaofits body cleaned,
or wishes to manipulate a piece of material, it directs one of its several
animals to perform the task. The Jymm is apparently incapable of
contacting or cantrolling other animals than the ones he carries
around with him. During the youth of the Jymm, his mental powers are
much stronger, and it is at this time that he attracts and bonds the
helping creatures. When newer generations of the helper creatures
are born, they are locked into the mental structure withlittledifficulty.

These helper creatures generally include a number of digging animals,
several tentacled octopus-like animals, and a group of voracious fish
that canattack andkillalmostanyothercreaturesinthe sea. Allarefed
directly from the mouth of the Jymm, from food that has been chewed
and broken down already, and they rapidly lose the ability ortheinterest
to gather food in the normal ways. When the Jymm dies, of whatever
causes, the helper animals cannot be picked up by any other Jymm, and
are also incapable of living in the opne sea without the support of a
Jymm. They have lost the ability to survive on their own, and soondie.

There is no government in the society of the Jymm, probably because
only a few rare individuals have any interest either in affecting the
environment orin leaving the planet. In addition, despite the many eggs
they lay, the slow growth rate of the Jymm and the low survival rate of
the hatchlings ensure that the population of Jymm on a planet never
exceeds the available food supply.



Kapli

Found anly in the atmaspheres of Jupiter-type planets, the Kapli are
vary difficult to contact. Because of the atmasphere, telepathic
communication must be used, and this is often difficult orimpossible
because of the mental sttitude of the Kapli. A number of early
expeditions died Lrying to determine if the Kapliwercindeed intelligent.
Success came finally when a star-class telepath managed to escape
the mental blast that the Kaplisent at him. Afterthis, the Kaplirealized
that perhaps these humans were intelligent after all, and they began to
communicate, slowly. But it is still very difficult to find a Kapli whowill
not attack first end then apolagize later, it caught.

The Kapli ara the carnivores of their planets, and they do their job
extremely well. Their sixty foot long bodies are transparent, allowing
observers to see the massive jaws and internsl pressure-controlling
mechanisms that make upmostofthebody size. Shapedlike a tube, the
Kzplimove by uscofasimplejet-tubeapparatus that takesin hydrogen
and compresses it, releasing it out the rear of the tube at high speed,
Directian is changed by inserting various flaps and covers inta this
airstream to direct its path. In addition, externalflaps and braces allow
the Kapli to take advantage of the planet's own natural airmovements.
The jaws of the Kapli are composed of a set of overlappingrazor-sharp
plates that the Kapli merely pushes through his prey. Because all life-
farms in the atmospheres of Jupiter-type planets are rather in-
eubetantial, this methad works verywell. The Kapliis capahle oflicerally
driving through his prey, and then turning and boring through again and
goain for sdditional protein,

TheKaplihas only ane physicalsense that candetect the outsideworld,
and that is the sense of air pressure on his bady. This allows him to
direct himself as he wishes through the massive atmosphere of his
home-worlds. To hunt, and to scare orstunhis prey, the Kaplihas avery
powerful telepathic bolt. At the slightest opportunity, he will use this
bolt, and then attackwithhis razor plates.

Until actually contacted by a telepath, the Kapli were thought to be
merely carnivores. It turnad out later that they were incapable of
understanding that the space vehicles used ta carry the explorars
were artificial. In fact, it took many years of canversation with saome of
the best minds of the Kapli before they could grasp the concept of
“constructed.” In ther gaseous worlds, it is impossible to effect the
construction of anything, other than naturally. .

In addition to this problem, the Kapli were accustomed to using their
telepathic bolt first, and investigating the remains later. When their
telepathy informead them that there was a saurce of mental energy in
the atmpsphere near them, they loosed their bolts st once. Since the
fe-form’s telepathic radiation was not even close to the peculiar
radiation of the Kapli, it must therefore have been food.

The difficulty in communicating with the Kapli is tied into their outlook
on life. First of all, the Kapli is capable of eating at any time, and at any
place, end will do s aulomatically unless he spends a massive amount
of concentration on self-control. Secondly, the reflex of classifying
everything as either Kapli or food is very strang, and if the Kapli
classifins anything as food, he will attack with a mental bolt. As this
mental holt is of sufficient power ta kill any but a star-class telepath, it
is strangly suggested that visitors stay within the confines of the
meeting places, and avoid meeting Kapli thal are not capable of
separatingLhe conceptsof "'notKapli' and“food." Inspiteofallwarnings,
and the protection offered by the governments of both parties,
thousands of visitors are hurt or killed by the Kapli every year on their
many planets. Unfartunately, thase same planets happen tobe some of
the mast beautiful planets in the known galaxy, at least in the eyes of
several of the more common races.

There is no government, and no lawat all, amang the Kapli. This isdue to
the fact that the incredible valumes of atmosphere in their worlds far
exceed the number of Kapli available to inhabit thern. In addition, since
they possess noway of affectingtheirenviranment, thereis nothing far
one individual to keep from another.
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K'Zimm

The K'Zimm are well-known throughaut our valume of space, and
probably da not need any explanation ta mostreaders. They areknown
for their warlike ways, and their code of honor that is more powerful
then the desire to live. The most famous of the K'Zimm warriors is, of
course, M'Rral. who sacked the falling First Empire several times, and
set up his own short-lived empire. Althoughhisdynastylastedonly two
centuries, the tales of his hattle lust and code of personal honor have
made him an almost gadlike figure. Killad at last inaduelothonor, he did
nat live to see his empire fall to the hands of yet another marauding
chieftain.

Physically, the K'Zimm are quite similar to the human race, being
basically hipedal, with opposing arms and a vaguely human head.
However, their racial ancestars were predatary cats rather than
simians, and their racial type is still very feline. Covered in & short coat
aftanorbrownfur, the K’Zimmisoftenseenstrollingdressedonlyin his
wespons harness. Each hand has a superb set of natural retractile
nails, which are kept carefully groomed. In addition ta these weapans,
the K'Zimm has avery good set of canine teeth, whichareoftenusedin
personal combat.

The K'Zimm's sense of smell is superbly developed, and is capable of
discriminating between minute differences in odor. Their eyes, very
good inlow-light visibility, are only adequatein bright sunlight. However,
unlike human eyes, the K'Zimm eye adaptsalmastinstantly todiffering
light. conditions. The sense of hearing is alsa well-developed, and the
K'Zimm can use this to additional advantage because his cars are
independently movable, and can lucate the svurce of a sound very
easily. The senses of touch and taste are poorly developed, so that a
K'Zimm surgeon or cook is almost never seen. Their short but curled
tails are a mark of individual pride to the K'Zimm, and willalways bawell
aroomed. The length of the tail is seen as an indication of the worth of
the individual.

The most fascinating Lhing about the K'Zimmis of course their system
of honor. Each K'Zimm male is very sensitive, first to the honor of his
race, then ta the honor of his clan, and lastly ko his persanal hanor.
During the Interregnum, tales of K'Zimm warriars throwing theirlives
away inuseless gestures of pride and valor were common. Inalmostall
ceses, the K'Zimm will esk anapparentinsultorif he really meant to say
what he said, and if the person admits it, a challenge will follow, |f the
insult or threat is of sufficient strength, it is possible that the K'Zimm
will attack at once, instead of waiting far the usual neremanial combat.

The structure of the societyis dominated by the concept of the clan. All
children, though raised by their parents, are the responsibility of the
clan, and if the clan council feels that children are being raised
incorrectly,itcanlegally takethemaway fromtheir parents, and assign
them to others. The clan will almaost always defend one of its own
apainst the claims of another clan, and will generallyrevenge the death
af & tlansman. All medical needs are teken care of by a clanless group
called the Storm Priests, who dress in green robes.

Incases of utmost grevity, it is possible for the clantohold aceremany
whereby a clansman is cut off from the clan, and hecomes a clanless
K'Zimm. In this case. other clans will also accept the fact that the
individual is clanless, and willnot hold the original clanresponsibleinany
way for his actions. The different clans generally have different styles
of tying the mane, ranging from pigtails and complex knots to total
removal for manks of the holy orders. Criminals and clanless men have
their manes shaved off at the time of their dismissal, and often keep
them shaved of their own eccord. it is common furanoutcast K'Zimm
to take his own life, althuugh even here they prefer ta die killing a clan
enemy in combat, if pussible.

Blood feud can result fram the kiling of a K'Zimm, although it is
reserved for the most serious incidents. In this case, the entire clan
vows to kill until the entire bloodline of the offender is extinct, even to
the extinction of their own.



Laoni

The Laoni are prized throughout the Second Empire as deep-space
workers, as they have nofearof falling, and therefore do not sufferfrom
space-sickness or nausea like most other races. However, since they
grow up in an almost totally forested environment, they soon get
homesick to the point where they cannotremainin spaceanylonger. To
reach this point generally takes severalyears, and withtheliberal leave
policies extended to them, it may be put off for decades.

The Laoni are humanoidinshape, and have very human features. Infact,

- they are genetically close enough to true-human to produce viable
offspring, although theseoffspringareinfertile. The skinofthe Laoniisa
paleivory.anditwillburnrather thantanunderdirect sunlight. Theeyes
are very large, and gold in color. They are specifically designed for
seeing in dusk, and are fairly useless in either total darkness or very
bright light. In full normal sunlight, Laoni are almost entirely blind. They
have an innate sense of timing that enables them to jump and fall like
acrobats in the confines of their tree cities, and many of the better
acrobatic troupes in the Empire are Laoni.

In addition to these other abilities, a Laoni raised on a Laoni planet will
also be a superb glider pilot. With their lack of fear of heights, the Laoni
use gliders and natural flying animals for most of their transportatiaon,
and by the time aLaoniis an adult, he is a better pilot than most human
professionals. On the other hand, he spends most of his time flying to
learn this skill. Laoni have a tendency, in spite of their use of animal
flyers, to look at all transport animals as machines, and to treat them
poorly, perhaps due to the ease with which such animals can be found
an their worlds. The average flying animalis riddenintothe ground ina
few short years.

The society of the Laoniis a very rigidone, dividedinto specific andfixed
castes. On top of the society is a caste of hereditary rulers, that has
not been deposed for centuries. Below them rank the local nobles, and
then the various types of artisans, soldiers, merchants, etc. At the
very bottom of the social structure lie the farmers and the food-
gatherers, who live primarily outside the forests, and transport the
food into the cities. There have been several rebellions, but they have
always been easily put down, as the city dwellers retain airsuperiority.
The nobles have recently purchased numbers of atmospheric fighter
craft capable of holding down entire provinces by themselves.

Except for the higher noble classes, the castes are not strictly
hereditary, and it is possible for an individual to move from one class to
another with little trouble. All thatis requiredis that the council of that
particular caste agree to the mave, and a small sum be paid to the
candidate's old caste for the loss of a worker. Marriage is permitted
across caste lines without any great trouble, although marriages from
too-disparate castes are thought a bit bizarre, and are frowned upon.

The Laoni planets all share several features, especially the impressive
Laoni trees, which achieve a height of betweenone and twomiles. Most
of the Laoni society functions in these trees, and a single tree may
support several city-states at different locations. The Laoni always
maintain their system of individual city-states, rather than creating a
more efficient worldwide government. They claim that the constant
competition maintains the valor of the race, and that the Second
Empire is available for spatial protection in any case. However, a
number of city-states that are active in spatial trade haverealized the
need for an independent. protective force, and are building up a first-
class defensive space fleet arpund their planets.
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The Lartosi are anotherof the few races that canbe positivelylinked to
the Forerunner civilizations. However, it looks as though the Lartosi
were a very minor group within those early civilizations, and were
pushed further and further from power by other, more aggressive and
capable races. The Lartaosi are one of the few races that had built and
managed a large, expanding empire before being contacted by the
Second Empire. At the time of contact, the Lartosi resorted to
diplomacy first, unlike other races that resorted first to violenceinthe
identical situation. This reasonableness on theirpart has allowed thern
to become a significant power withinthe Second Empire,andthey have
risen in a short time to a position of respect.
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Lartosi

The Lartosiis basically human, but covered with a thick coat of fur. This
fur is always bright orange, and hangs down in unruly and tangled
clumps. The Lartosihave avery strongawareness af theimpaortance of
cleanliness, but they do not feel that neatness and cleanliness have to
have anyting in common. The Lartaosi is about five feet tall when he
stands erect. His limbs are very long. and each is capable of beingused
for motion or formanipulation. Eachlimbendsinasetof sixfingersanda
thumb, and the knuckles of each set of digits are reinforced for walking
an. In addition to these digits, the Lartosi has along, very pawerful tail
that is capable of performing complex manipulation. This tail, like the
other limbs, is about a yard and a half long, and is capable of exerting
tremendous strength at its end.

The Lartosi were originally a tree-climbing race, and still retain their
ability and the claws needed to climb trees. Since they are omnivorous,
they are equipped with both incisars and molar teeth, and in addition
the males have a set of inch-long canines that are used for combat,
when needed.

The Lartosi are capable of using and controlling any three of their five
limbs, and this means that their controls and equipment are generally
useless to other humanoid races with only two manipulators. In
addition, their eyes are capable of seeing almost two hundred and
seventy degrees of arc at once, and may be moved independently of
each other. This allows the Lartosi to operate small spaceships with
the most ease of any humanoid race, as they are able touse separate
scanners to report the entire environment at once.

The government of the Lartosiis a roughly hurnan type, withan elected
official being responsible for a larger area of duties than the official
directly below him. Each rank of officials elects the rank above, until at
the highest rank thereisasinglerulerwhois keptinofficeuntilheeither
resigns oris forced out. The only legal way to expelacurrent ruler from
office is to force two votes of no confidence within amonth. This allows
the ruler to present a defense of his actions, and possibly to keep the
second vote from going the same way as the first. If a reigning ruler is
toretire early. Thegovernmentis service-oriented, and givesallLartosi
succeed him, and each lower governing group elects one of its
members to fill the vacated upper post.

The Lartosi are alethargic race, and like few things better than toliein
the sun, and eat insects all day. However, they realize that inorder to
have the spare time to do this safely, they must create a defensible
area of space, and protect it, and have an efficient form of government
to do these things. Therefore each Lartosi, before reaching the age of
retirement, spends as much as forty years workingas the government
directs, in hopes of doing something veryimportant and being allowed
toretire early. The governmentis service-oriented, and gives alllartosi
free education, medical care, and food. Each Lartosi, however, is
required to spend up to forty years doing as the government orders.
The only punishment for crimes consists of adding years of service to
the standard period of work.



Ler

The Ler are another of the many genetic experiments of the First
Empire, and one of the more successful ones. After the fall of the First
Empire, the Ler expanded very quickly into space with the aid of their
own superbly effective warp-jump drive system, which cannot even be
understood by other races, and which the University of Zacania says
cannot work at all.

The Ler stands about five feet tall, and is completely coveredin short,
dark brown hair. The eyes are larger thanahuman's, with slitted pupils,
and they are sensitive toinfrared radiation. However, Lereyes arevery
weak in dim light or darkness, although the infrared sensitivity helps a
great deal. Each arm has a single hand, with two thumbs and four
fingers. The two thumbs are on opposite sides of the palm, making the
Ler very dextrous.

It is extremely difficult for an outsider to tell the sex of a Ler, and their
complex names are rarely a key toidentifying them. Thereis nodivision
by sex within the Ler community, however, and it seems to make no
difference to them what sex any individual is. The social structure is
very complex, and is difficult to explain. Basically, each group of four
parents (but only two sexes] has three children, which then splitintoa
mated pair to continue the breeding line, and a third child tointermingle
with a new breeding line. The two individuals that form the new mating
line are from the two different sets of parents, so that there is no
danger of genetic inbreeding.

The loyalty structure within the social system is complex also, and is
primarily based upon this same concept of a four-unit breeding group.
Each group retains ties with all offspring, and to alesserextent withall
groups that it is related to through marriage. This results in the very
tight bonding of almost the entire social group into a single unit, and
incidents of internal quarrelling or violence are very uncommon.

The Ler use a base fourteen number system, andthis means that their
computer devices are generally not compatible with other races’
Their machinery and equipment is also difficult for others to use;
indeed, it seems to be constructed to confuse theaverage user. There
is acomplexgame thatis enjoyed by all members of the race, althoughit
is only played by a few small family lines. This gameis called Zan, and it
seems to be a simulation of life in different environments. There are
complex rules that determine the growth and expansionof lifeforms,”
and these rules may be changed by either of the contenders in
accordance with acomplex set of rules. The goal of the game, although
this is very difficult to determine, is apparently either to control the
spread of a life form, or to succeed in growing in spite of the opposition
of the other player's environment.

The functions of the society are divided between the different family
lines, called braids. Each braid has a particular function, and it has
generally had that job for generations. The braids responsible for the
ruling and coordination of the entire planet are also responsible forthe
assignment of jobs, and may also allow the formation of new braids, an
event that is very rare, and usually only done after war or natural
disaster has culled some of the existing braids out of existence.

There is a very common exercise among the Ler that results in their
being extremely agile, dextrous and fast with their hands andfeet. This
exercise, basically an intensive training program that continues from
birth to death, resultsin the Ler being able to take out almost any non-
Ler being, even if the opponent is armed with laser weapons. In fact,
many of the Ler are members of the Brotherhood of Unarmed Fighters,
and it is claimed that the entire upper ranks of that organization are
filled with Ler.

Unfortunately, there is an unofficial tendency among the Ler to
consider all other races as unfit, or certainly inferior to the Ler. This
results in minor border wars at times, and has caused much frictionin
the past.

True natural form unknown

Libauri

The Libauri are very rarely seen inside the Second Empire, because
they reflexively hunt and kill other animals and beings, evenwhenaware

- of the illegality involved. This leads tamany unpleasant happenings, and
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has finally resulted in the ruling that all Libauriinside the Second Er_npirg
must beinside opaque containers, and be accompanied by anon-Libauri
companion who drives the container.

It is very easy for the Libauri to fit inside these containers, because
their body mass is non-organized. A typical Libauri has amass of about
two hundred pounds, and takes up about five cubic feet. Itis c4pable of
being organized into any number of different forms. This allows the
Libauri to take the form of almost any other creature, which makes it
very useful to the intelligence services of the Second Empire. They
dislike to use Libauri agents, though, because maost of them will hunt
and kill rather than perform their missions.

When in a fluid, amorphic form the Libauri is able to avoid damage by
almost all non-energy weapons. Lasers will damage its tissue, and
electric current will almost totally destroy it, but common physical
weapons have no effect. The only exceptian to this is when the brain
center is hit, in which case the Libauri, regardless of what shape it is
wearing, will die. In death, the Libauri keeps the same shape thatitwas
last wearing. It is possible totell aLibauri thatisimitatinganotherrace,
but this generally requires the use of scanning x-ray equipment or
surgery todetermine if theinternal organs and support frameworkare
the same as the real being has. The Libauri usually don’t know much
about the interiors of other bodies, and merely make the outside look
identical. Note that a Libauri cannot use additional material to make
itself more massive, althoughit can swallow air and use this to makeit
appear larger. This means that regardless of haw large a Libauri looks,
it is probably only about five cubic feet of Libauri wrapped around an
empty space. Of course, some Libauri are bigger than the norm.

The Libauri multiply by direct fission, which occurs once every six or
seven years. This causes the appearance of two new Libauri with half
the weight of the parent. Memary clusters apparently must be spiit in
two, so that the two new Libauri have different memories. Usually,one
of them must go to training school, and learn almaost everything over
again. The parent Libauri places allimportant memories, and his ego,in
one of the two offspring, and lets the other develop naturally. This
means thatthe Libauriis effectivelyimmortal, except fortherecurrent
infarmation loss when it splits. After fifteen or twenty divisions, there
is little left of the original egoor memories of the original parent Libauri.
There is no feeling between the two new Libauri, and they treat each
other as strangers within seconds of splitting.

Government is handled through a hereditary group of Libauri that
always retains memories of how torun a planet, and memories of past
decisions about the planet. This means that they have a much larger
store of information todrawupon thanalmost any otherrace, and their
government functions with a minimum of errors. Each Libauri is
required to spend a certain amount of time doingwhat the government
requires, which may be mining, construction, teaching, or almost any
other activity. The primary occupation of the Libauri 1s to nunt,
however, and it is to this purpose that most of the planetary maney is
put. Slaves of all types are purchased and trained with non-energy
weapons and non-projectile weapons. Eachis then allowed to attempt
toescapethe Libauribunters, whousethesameweaponryandrulesas
their prey. Survivors are granted substantialcashsums and transport
to anywhere they care to go. Only rarely does this hunt result in the
death of a Libauri, but when it does, that prey is usually hunted
intensively by the other Libauri until the end of the hunting period, which
by tradition is strictly limited and enforced.



Lithard

The Lithards are nat a populous race, and areusuallyfound onlyin small
colonies on friendly worlds deep within the Second Empire. At the
collapse of the First Empire, the Lithard hame warld was destroyed,
and only remnants of their once-mighty population survived. Now
making a comeback under the protection of the Second Empire, the
Lithards have founded several colonies, and their population has
reached reasonable numbers again. Colonies within the Second Empire
are gradually being phased out, as conditions there are not ideal forlife
or reproduction for the Lithards.

Lithards come in several different colors; the most prevalent is a
mottled green and gold. In physical shape, they resemble the common
carnivorous dinosaurs like Tyrannosaurus Rex, standing on two
massive rear legs, with two smaller manipulative arms in the front of
the body. The huge tail is primarily used to maintain balance when in
motion, and as a support when at rest. The Lithard's body is much
lighter than the typical dinosaur's, andhehasaset ofusablewings that
allow him to fly at altitudes up to about four hundred feet. This means
that the race is hernmed in by mountains, but over coastal and ocean
areas they can fly easily. In heavy wind or updraft conditions, they can
rise to incredible heights, and glide down overadistance of hundreds of
miles.

The Lithards have two sexes, the females being dominant. In general,
the females remaininside the protected home areas at all times. They
leave only rarely, for mating flights and for occasional vacations. The
males are responsible for supplying the females and the offspring with
food, and protection. Usually each home area holds a group of thirty of
each sex, and ten young of different ages. The homes are clearly
organized on strong internal loyalties, but there appears to be little
friction between different homes, possibly because of the still low
population,

The homes of the Lithards are always under water. They are air

breathing animals, and for this reason their homes are hollowed out -

caverns that are above the waterlevel, or that hold air. The water that
surrounds the entrances and exits of theirhomes acts asavery useful
screening system that frustrates most predators. Therearevery few
predators in any ecological system that are designed to function in
both environments. The typical home is organized as a complex
burrow, with the most protected burrow being a sandy-floored
hatchery. The females lay a single eqg every other year, for most of
their lives. These eggs are about nineinchesinlength, and are speckled
blue and gold. A female is always on guard in the hatchery, and she is
responsible for the safety of the eggs and for maintaining the
temperature in the hatching chamber. Eggs remain unhatched for up
toafullyear, and occasionally aneggwill wait forup toeighteen months
before hatching. The newly born Lithards are incapable of doing
anything, including seeing or walking. Their wings do not develop until
several years have passed, when they begin to develop from folds of
tissue into actual wings.

There seems to be no actual government among the Lithards. Each
home unit makes its own arrangements with off-world traders, and
spends its own income. There have never been any incidents of frictian
between different homes, except during mating flights, when males
fight to escort a female to their home. This change of residenceforthe
ferale only occurs during her first mating flight. and after that she is
always accompanied on hermating flights only by males from herhome.
This method of sponsoring different females to various homes is the
primary method for distributing the genetic material, and was the
prime reason that the race survived at all after the fall of the First
Empire.

Lithian

The Lithians areindemand for occupations demanding objectivityand a
strong ethical sense; for example, judges in civilian courts, and
arbitrators for the Second Empire. They are often used as front menin
delicate negotiations, because of their inahility to lie or knowingly
promote a lie. This ability has also helped on their home planets, where
they are very careful to guard against others lying or shadingthetruth
to them. As a result they pay much more attention to the exact terms
and wordings in trading contracts, and get taken less often than other
races.

Physically, the Lithians resemble the Terran kangaroo, withvery large
rear legs for support and motion, and a tall, vertically tapering body
betweenthem. However, unlike the kangaroo, they are descended from
a reptilian line. They stand about twelve feet tall, and can rise up
another three or four feet on their legs. Toward the top of the body are
two small arms, each equipped with four fingers and a thumb. The
Lithians of both sexes have a marsupial pouch that is rarely used,
except to keep a very thin storage wallet in.

The life cycle of the Lithian is centered on the oceans. The female,
during a mating season and after being fertilized, travelsintothe ocean
to give birth to a horde of small salamander-shaped offspring. These
gradually develop theuse of theirlungs, and begintoleave theoceanfar
short periods after several months. When they leave the seaentirely,
they change into frog-like creatures, by absorbing their tails and
sprouting legs. The frog-like creatures gradually grow into adult
Lithians. Itis interesting to note that until a Lithian leaves the water, it
has nointelligence, and survives or perishes solely on the strength of
its instincts. The adult Lithians make no effort to save these early
offspring. and only take any action when the entire population is
threatened by a change in weather or a disease.

When the offspring leave the water, they begin to developminds. andit
is then that the adults begin to collect and train their young. They are
trained in speech, thought, history, and then begin to learn whatever
field of interest they wish to specialize in. The inability of the race tolie
or to knowingly foster alieis apparently auniversal trait, andit does not
have to be tought to the young Lithians.

Lithian civilization is based on the use of static electricity, and makes
little useofelectricity asweknowit,and nouse at allof magnetism. This
means their equipment is totally different in concept than most
equipment used in the Second Empire, and will sometimes work in a
situation where standard equipment will fail. For example, while their
communications gear is much more sensitive to weather conditions
than other races’, it is not affected by solar activity at all, and can
continue to transmit through sunspot activity that would render
standard communications gear useless,

Since the race is totally ethical, crime is not a problem, though
occasional anti-social behavior occurs. [f anindividualis askedif he was
responsible for some act, he will always answer hanestly. This allows a
very simple and effective government, as thereis noneed forextensive
organizations designed to ferret out the truth. However, the forces
responsible for enforcing the commands of thegovernmentarejust as
large and powerful as their Second Empire counterparts.

The key center of each of their cities, on the home planets, is a tree.
Through the careful tending of this tree, and a thoroughunderstanding
of its life processes, the Lithians are able to send messages to any
other tree of its type on the planet, and that message may be read by
any individual at that location.



Lushori

The Lushori are well-known to beings who make use of the Imperial
Translation Service, as they make up a good part of the Service's
translators. They do not usually serve as intensely trained dual-
civilization translators, but they do train individuals who wishtalearna
language, and translate short, simple or technical passages fromone
language to another. Due to their immense storeof languages, Lushori
who have chosen this profession can generally pick up a usable
knowledge of a new language in a mere two months.

The Lushori are hurman beings, and share the same genetic materialas
the main human race. However, their skin color, whichis alight red,isa
dominant gene, and offspring will always have this trait. The hairvaries
through the same range as normal human hair, and so do eye color and
the physical parameters of the body. There is a higher percentage of
red-haired peopleinthe Lushorirace, but this seems to have nogenetic
significance.

The minds of the Lushori, on the other hand, benefit from a recessive
gene that is now active in almost all Lushori. This gene gives them the
ability to pick up emotions on asubconscious level, and thenamplify and
rebroadcast them, also on the subcanscious level. Thismeans that the
mood of an individual can grow to “infect” alarge group of people ina
short time, leading to monstrous mobs in times of stress, and
populas of contented people in times of ease. In general, this
subconscious detector will pick up and rebroadcast the strongest
emotionwithinrange.includingitsown. Therareindividuaslswhohavethe
ability to choose which emotion to amplify and rebroadcast areusually
picked up by one or another peace-keeping farce, or occasionally an
intelligence group. This ability allows the Lushorito calm rioting people,
or to promote peace in fighting groups, or to cause dissension among
enemy troops, all of which are highly useful abilities in the violent and
unsettied Rourke's Diadem area, not to mention the Second Empire.

Each Lushori is locked into a caste at the age of twenty-five, and this
chaice is permanent throughout his life. Marriage is allowed outside
the caste, but each caste speaks a unigue language in addition to the
commaon language, so that different castes tend to remain separate
from each other, After a short period of time, the common language is
almost forgotten, asit is not legal to use it to talk to a member ofone’s
own caste. A professional caste of interpreters exists; they are
capable of translating information from any of the hundreds of
languages into any other, althoughit takes about forty-five years foran
individual to become fluent in all of these languages. In general, the
interpreters start in a particular area, and learn first the languages
applying to that area.

The government is isolated from the wishes of the people, due to the
difficulty in speaking to them, or inlistening to them. After undergoing
translation several times, the information content of a complaint is
degraded. This means that problems that must be solved byindividuals
of other castes are generally not rectified until very late. A response
time of several years for a simple complaint is camman. This, in turn,
has led to the ability of the Lushori to withstand almost any
inconvenience without complaining, and to a sort of simple fatalism
concerning the way of the world.

However, relations between the government and the various off-
worlders are excellent, as the governmentis incapableof checkingwith
its citizenry about proposed actions. This means thatinthisregard the
response time of the government is very fast, and that off-worlders
can land, sell their wares, and purchase replacements in days, instead
af manths, since the governmental red tape is very simple. In recent
years, the government has begun quietly to combine different castes
through the design and importation of special machines. The new,
combined castes generslly combine their two languagas. The entire
cultureis gradually being convertedinto asingle-language society. This
process is expected to take several centuries.

39

Mertnerite

The Mertnerites built a large and efficient empire toward the edge of
the galaxy, and when the expanding Second Empire finally contactedit,
the two empires first talked, then launched a massive, all-out war for
domination of that sector of space. Since the two empires had about
the same technology, there was little change in boundaries, but much
loss of life. Gradually, the sheer size of the Second Empire defeated the
Empire of Tralock, and the Mertnerite race yielded to the governars of
the Second Empire. Now, after centuries of peace, the two empires’
differences are forgotten, and they have united to become a single
political entity.

The Mertnerites are actually twolife-formslivingin close proximity, ina
complex symbiotic relationship. The primary, intelligent life-form is a
large mammal that stands about fourteen feet tall on four massive,
padded feet. This animal is covered with a thick coat of green fur that
hides it almost completely. At the front of the Mertnerite is a small
head, equipped with large, very sensitive ears and a set af small, weak
eyes. The mouthisdesigned toeatonly vegetation, whichiscarriedtoit
by the trunk. To either side of the trunk is a single tusk, capable of
piercing even thick steel when driven by the mass and muscles of the
Mertnerite,

However, these large quadrupeds have no manipulative organs, and by
themselves they would have been unable to conguer and hold an
empire, let alone build the technology to make that possible. For
manipulation they use another being, a small, unintelligent animal that
resembles a tiny monkey. Standing about eight inches tall, this animal
is directly connected to the Mertnerite by very-short range telepathy,
and it supplies a dextrous and agile body for the use of the Mertnerite.
This symbiotic relationship has been going on for thousands of years,
and its arigins are lost in legend, even among the Mertnerites. Rare
individuals can control up to three of the smaller monkeys, but usually
each Mertnerite can control only one.

In spite of his huge size and fearsome weaponry, the Mertnerite is a
totally peaceful beast. The only time he willact defensivelyiswhenheis
in danger of losing his life, and even then it is extremely difficult for him
to actually take another animal's life. The culture makes this difficult,
also, for a Mertnerite wha kills is treated as a pariah by the rest of his
society, and usually either leaves the society or commits suicide. This
means that the war that was fought between the two empires was
actually seen as necessary by the populace of the Mertnerite-
controlled empire. It would have been impossible to convince them to
attack and kill otherintelligent beingsif they did not see those beings as
a direct threat to the survival of themselves, and possibly their race.

The government of the Mertnerites is modelled after the Second
Empire's, as the surviving Mertnerites thought thatit hadbeen proven
ta be a more effective form of government than their own previous
semi-democracy. Therefore, the single supreme authority on each
Mertnerite planet is a hereditary ruler, and he is suppaorted and
counselled by ranks of ministers that can be changed by whim. To
balance his power, this hereditary ruler has to justify himself to the
representative council chosen by ot from the ranks of the entire
Mertnerite society. If a ruler is given a vote of no confidence by his
populace through this council, then he is expected to resign and let his
heir assume the throne. Only once in recent history, on all of these
planets, has force actually been used to dethrone a ruler, and in that
case it was a hired force of mercenaries, rather than Mertnerites.

Due to the extremely small size of their symbiotic helpers, the
Mertnerite found as surgeons. The small hands and dextrous
movements of the monkeys allow them to perform extremely skillful
and delicate operations, and the massive Mertnerite can be kept
outside the actual operating theater. In this capacity, and in many
occupations needing fine and exact movements, the Mertnerites have
become a necessary commodity throughout the Second Empire.

]



Mesklin

Originally found only on their own anomalous world, the Mesklin have
spread to other very-high-gravity worlds, both as workers and as
colonizers. To them, a world with a gravity of thirty or forty standard
gravities, constant over the surface of the planet, is practically heaven.
They are superb workers, despite their small size. Because of the
constraints of massive gravity, the maximum size of any artifact on
those planets is small, including mining machinery.

In basic shape, the Mesklin is a caterpillar. He reaches a maximum
length of around eighteen inches, with an average diameter of about
two inches. The Mesklin body is composed of a number of small,
segmented sections, each of which has a set of four sucker feet at the
base. The foremost section has a wide variety of manipulative devices
and organs, such as amadified set of suckers that canmanipulatevery
small objects, a set of pincers, infrared vision receptors, short-
distance radar apparatus, and a uniqueorgan thatinforms theMesklin
of the local gravity of an area. This last organ is accurate to within a
tenth of a percent of a standard gravity.

Theraceisbisexual, the femalelaying eggs and the male fertilizingthem
after they have been placed in a protective nest. The eggs are usually
about one halfinch indiameter, and are generally laidin groups of fifty or
sixty. The fatality rate for young is close to ninety percent, which
explains why the Mesklin do not care about their eggs at all, and why
they lay so many of them. The usual reason for the death of the
embryonic or young Mesklin is either the extreme gravity, or the ever-
present bacteriathat canattack andkillaMesklininseconds througha
small abrasion or cut. Eveninadults, small cuts and abrasions are often
fatal, as whentheintegrity of the skinislost, the atmospheric pressure
literally forces large amounts of materialinto the body tissues. Usually,
this material contains hostile bacteria.

The key feature of the Mesklin mentality is that, except for a few
abnormal individuals, the entire race is scared of objects more than
four inches in height. This is because their high gravity makes a fall of
any greater distance fatal, and they havelearned this over centuries of
experimentation. To reflect this fact, their ocean-going vessels are
thin plates of metal, that float on the incredibly dense fluid. The
maximum depth of these vessels is around an inch, with the tallest
riggings rising perhaps three inches.

The differencein density betweentheliguid and theatmospherelwhich
is usually methane and hydrogen] is enough that there is still a high-
speed wind. This wind can approach velocities of a hundred miles an
hour, and occasionally of several hundred miles per hour. It will then
destroy any vessel or Mesklin in the open, as a skid of several feet is
likely to result in a fatal fall.

The only place where animal life approaches any size is in the oceans,
where the support of the liquid is enough to allow the growth of
swimming creatures up to several hundred feet long. The animals,
though, are totally incapable of extending any part of their bodies out of
the water, as the loss of that supporting fluid is fatal to them. No
available skeletal or exoskeletal supports would enable these crea-
tures to survive out of the oceans.

The government of the Mesklin is very similar to other Second Empire
governments, with several nations existing in relative peace. The size
of the planet makes it possible for the Mesklin toliveinpeace witheach
other without any friction. It has been estimated that the home planet
could easily support anotherseveral billionindividuals beforeit became
even noticeably crowded. This is due to both the immense size of the
planet, and the small size of the Mesklin.
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semmiVim=-m (Peterkasa’s Rocks)

Discovered just a few decades ago an a previously unexplored planet
circling a red giant star, the 3rmmMm-3tm have astounded scientists
from all over the Second Empire. Ususlly, the race is referred to as
Peterkasa's Rocks, in honor of their discoverer, but the romanization
of their own name for themselves represents a volume-changing tone
of high C, with two bursts of light, the first at 5600 angstroms and the
second at 2832 angstroms. This is naturally quite difficult for most
individuals to duplicate, even in their minds, so they have accepted
"Peterkasa's Rocks™ as a race name.

The F¥mmMms:m are a very insignificant looking race. In fact, the
expedition that discovered them was almost finished with its two-
month study of the planet before the twa races noticedeachother.On
the part of the 3¥+mmMm-3+m, they were not used to looking for other,
off-frequency thoughts, and except for a sheer coincidence, the two
races never would have heard each other thinking at all.

Physically, the 3¢tmmMms3m are merely small crystals of a dull, lead-
colored glass. They range in size from microscopic to several inches
across, and they often have other, smaller crystals attached to them.
The structure of these crystals is unknown. The 3rmmMm3tm donot
tell, andin fact defend themselves against theinvestigations of others.
What is known is that their atomic structure is artificially strength-
ened on a nuclear level, and they are immune to shocks and stresses
that could crack any other material. They possess a limited form of
telekinesis that allows them to travel at arate of several feet per year
over a smooth surface, but their more important psionic powers area
very strong telepathic ability that can penetrate most shields, and the
ability to examine and control chemical processes on the atomic level.
This enables them to produce all sorts of rare chemicals that should
not exist at all, and also enables them to analyze and reproduce any
substance. Unfartunately, this ability is also slow to work.

The stmmMm-tm can remember back almast tothe formation of their
world from the solar matter that now composes their sun. Since that
time, very few of them have died, although many have been taken off-
planet by various races, willingly. And, of course, many new crystal
matrices have matured on the bodies of their parent crystals and
broken off to become independent. From information available in
several places, it is apparent that the 3-mmMm3tmwere the sourceof
the incredibly strong metal used by the First Empire for its tools, but
none of the 2tmmMm=+m presumed to have done this have ever been
located. It is suspected that they were destroyed or lost in the same
cataclysm that destroyed the First Empire and its Masters.

There is no form of government, because no fmmMm3tm can
physically own anything. However, there are advanced societies
among the ¥mmMm-3tm that have developed over the millenia to
discuss very specialized areas of knowledge, in a strictly philosophical
way. In addition, many of the functions of sub-atomic physics are
understood by Peterkasa’s Rocks, and they are attempting to find
some way to transmit an understanding of the unknown concepts
involved to the scientists of the University of Zacania.

The 3+mmMms3tm, unable to use maney or the things that it can buy,
instead collect favors which they use to trade forinformation, and for
rides to different places to collect moreinfarmation. This also results
in the expansion of the J*rmmMm3tm race, but since they live directly
off microscopic amounts of radioactives, or even solar energy, and
multiply only slowly, none of the other races in the Second Empire
perceive them as a threat.

They often accompany Empire expeditions, due to their powers in the
field of telepathy and their ability to synthesize new substances if
necessary. In addition they are able to repair damage to the incredibly
sensitive monalithic circuitry of advanced electronic equipment, and
also to radioactive handling gear that has developed the common
microscopic stress cracks.



Molinger

The origin of the Molinger is much in debate at the University of
Zacania. The race shares the genetic structure of the more common
human race, but the two occur in widely different areas, and seem to
have had no contact at any time. [t is suggested by several specialists
at the University that the human race was spread by the Forerunner
civilizations that occupied at least this part of the galaxy somemillions
of years ago. According to surviving records, the Molinger were not
created by the First Empire, and were not even contacted by themuntil
quite late. Curiously, their few planets were passed over by the many
scouts of the First Empire, and they remained unknownuntilcontacted
by accident.

The Molinger are similar to the standard humanbeing, standingontwo
legs with the usual number of digits at the base. The arms, while
fractionally longer in proportion thanthe average human's, are stillwell
within the limits of normality for human beings. The head, however,
shows the major difference, anditis not knownwhether this addition to
the human physique is intentional or accidental. Each Molinger has a
large wreath of yellow-green leaves surrounding his head, rather than
hair. These leaves all belong to asingle plant, which is actually rootedin
the Molinger’s skull. Apparently symbiotic, this plant does no damage
tothe host, and removes anly a smallquantity of protein from his blood.

The plant gives back much more than it receives. As a natural
excretion, it releases a constant stream of a chemical similar to
strychnine into the bloodstream. Unlike strychning, this chemical has
no bad side effects of any kind, except thatitis totally addicting froma
single dose. Thebody's demand for the chemical does notincrease with
time, nor does the host body develop a toleranceforit. The effect of this
chemical is to increase the abilities of all the senses of the host
Molinger. At all times, his senses are acting at a higher efficiency than
the senses of his human counterpart. [n addition, in times of severe
stress, when massive amounts of adrenaline are released inta the
bloodstream, the plant reacts to the adrenaline and releases more of
the chemical, allowing a temparary increase in the Molinger's already
heightened abilities. This constant, self-supplying, self-dosing chem-
ical has appealed to many scouts of human races, and they often allow
themselves to be hosts to this plant. Unfortunately, the plant is fairly
sensitive to ultraviolet radiation, and also to extreme humidity. Under
conditions of ultraviolet exposure, the plant dries up, and under humid
conditions the plant usually succumbs to common fungus infections
that almost always kill it.

The entire culture of the Molinger is based on the warrior ethic. Each
planet is controlled by a single clan, whose business it is to handle all
world-affecting decisions, but which is incapable of affecting internal
decisions. It is, naturally, allowed to defend itself, but all internal
decisions affecting a clan, or several clans, are handled directly by the
clans involved. Each clan maintains a main house, almost always
constructed out of thick rock, and setintoamountainorcliff,andalsoa
superbly trained army that varies in size with the power of the clan.

Warriors are raised from birth to become skillful in hand weapaons and
prajectile weapons of all types. and the most skillful are takeninto one
of the various clans. After his adoption, the warrior will literally give his
life to avoid hurting the clan in any way, or to stop someone else from
damiaging the clan. Their fatalism and devotion combine to make the
Molingers fearsome warriors, because they will not quit unless
ordered to by a duly recognized superior, even under suicidal
conditions. Several of the wars foughtin the Reunificationand theearly
years of the Second Empire invalved these troops, and they accounted
for several of the bloodiest and most famous military actions every
fought. It is interesting to note that the Molinger worlds were never
conquered, but rather were asked to join the Empire, and accepted,
They were assaulted several times before this, but the attacks always
resulted in the total destruction of the attackers.

41

Montid

When the planet of Montoe was discovered by the Second Empire,
many ships travelled there at once because all the early reports
claimed truthfully, that all the inhabitants they had seenwere youthful.
The citizens of the Second Empire thought there werevast amounts of
anagathic drugs available there, but later investigation revealed the
truth. The Montids are only found on this one homewarld, and several
minor colonies, although unconfirmed reports indicate that they may
have other worlds toward the galactic core.

The Montid are humanoids, standing about five feet tallontheaverage,
However, they tend to have well-fleshed bodies and wide bones, leading
to a gross weight that is slightly greater than the average human's.
Although they are physically human in every way, they have an
additional organ that the normal human does not possess, and this
organ is supremely useful to a technological culture. It consists of two
antennae that grow from the sides of the head, very near to the ears.
These antennae, although only two inches long, are capable of
detecting minute changes in magnetic fields at distances of several
yards, and are also capable of locating a magnetic fluctuation to within
inches.

Since all electric power also causes a magnetic current to come into
being around it. the Montidcan detect any electrical current easily, and
also passive magnetic devices. This ability makes them invaluable in
troubleshaoting equipment quickly, in designing new equipment, in
locating special magnetic minerals, and a host of other necessary
functions. in most circumstances, the Montid can also detect the
electric current fields around living beings, and therefore are handy for
detecting life on scouting or military missions.

The ability todetect magneticfields, and therefore electricalfields, has
shaped the entire culture and technology of the Montid race. Their
machinery and equipment has no dials or meters of any kind, althoughit
does have contrals. These controls, however, are generallynot labelled
or numbered. Calibration is handled within the device, and the quantity
that the dial or controlis turned to will be obvious to the using Montid. In
addition, their communications devices are designed to be used by
Montids who speak into normal microphones, but listen to simple
wires, with no loudspeakers attached. This makes it very difficult for
anyane else in the room to hear the other end of a canversation, and
also makes it impossible for anyone to identify the other party by his
vaice. The transmission that is detected by the Montid does not carry
tanal intanations, only the rough literal and phonetic content.

There are two sexes in the Montid race, and they remain separated
until they approach the age of thirty standard years. At this time, the
two sexes are allowed to mingle with each other, and generally pair off
into life-long partnerships. After living together for about ten years, a
pair will go into isolation, and produce a single birth of a male and a
female child. The couple raises these children at home for the first ten
years of their lives, then both parents generally die, leaving the children
to the care of the state.

The state, run entirely by adults under the age of fortyand overtheage
of thirty, is a complex culture of itself. |tis based onstrict formality and
differentiation of social levels, and the use of the magnetic sense to
detect the many social indicators carried by each individual. An
individual who does not, use the properly formal and respectful mode of
address to a superior can expect to be chastized, criticized, possibly
even killed for his lapse. Off-worlders shouldinvest in the services of a
professional interpreterin all cases.



Moremite

The Moremites werefirst discovered by aminormercenarylegion that
accidentally discovered the planet Morem in the star group called
Rourke's Diadem. As soon as the soldiers realized the importance of
their discovery, they hired a dozen Moremites as scouts, gaining the
use of the Moremites' pet birds as a cheap, non-jammable method of
gaining intelligence about enemy locations and movements. A simple
movie camerawas strapped to the legs of the pet bird, called aBei, and
the Bei was then told where to fly by its master. Until much later, no
othermercenary group suspectedthetrick, andthe Beiwereobserved
merely as curipus birds, and reported by attached telepaths to be
actual animals, not robots, and unintelligent.

The Moremites themselves are basically human, except that eachis
about seven feet tall, and broad in proportion. The average weight of 3
Moremite is around three hundred pounds, for both sexes. The hair,
usually alight blonde, can have other shades depending on the locale of
origin.

There is no apparent feedback between the Maoremite and his Bei, but
they are capable of detecting each other over distances of millions of
miles, and one can tell if the other is asleep, or unconscious, or dead.
Measurements of the speed ofinformation transfer have shown thatit
must use some sort of telepathic energy. as it is instantaneous.
However, no psychics employed by the University of Zacaniahave been
able to detect the type of energy, orits source. EachMoremiteshares
a deep empathic relation with his Bei, and if his Bei is killed, the
Moremite will go into severe psychic shock, possibly leading to death.
Likewise, if the Moremite is dead, then the Bei will die within hours.

The Bei is alarge raven, with a wingspan of about ayard. In color, it is
almost always a dark blue, although black and even brown Bei are
occasionally reported. Each Bei is capable of carrying about eight
pounds of weight, and they can remember and execute fairly complex
instructions from their masters.

Mentally, the Moremites have a quik that makes it difficult for
mercenary groups to employ them. They are unable tokill under most
conditions, and many of them are incapable of killing even in self-
defense. In all cases, the Moremites are vegetarians, and will starve
rather than kill or be responsible for the deathof ananimal, evensimple
animals like insects and shellfish. However, this fear of killing does not
extend to germs, viruses, or bacteria. An ancient law proclaims that
anything that attacks another body can be destroyed if and only if it is
unicellular, as these life-forms are seen as being incomplete.

Due to this attitude, almost all the Moremite planets are coveredwith
intensively farmed fields, usually of rice and wheat, but sometimes
other grains. On one particular planet only soybeans are grown. The
continuous, widespread use of cultivation has influenced the social
structure of the Maremites, and one of their most important laws,
afterthe prohibition againstkilling, is the prohibitionagainst destroying
planted fields. The first starship that landed on a3 Moremite world
landedin a field to avoid landing on ahouse, andits crew was not spoken
to by any inhabitant as punishment.

Each farming community supports itself completely, although each
also tries to keep a stock of emergency materials available so that
other communities in need can share. Planetary decisions are made by
a council of citizens elected from the largest cities on the planet. A
council typically numbers three hundred. These citizens are capable of
ordering the planet to obey any law that they feel is needed, although
they tend to feel that the best government is the least government.

The first thing the Moremite government did upon discovery of the
Second Empire and its attitudes toward killing was to hire a good
mercenary legion, and have it set up defensive systems in orbit around
the planet. These systems are designed to subdue, but not kill
intruders, and have worked will several times in the history of the
planet.
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Nevian

Inside the Second Empire, Nevians are usually seen only on board their
own starships. They are a vital, expanding race, and also, their
technological system is slightly different from the Second Empire's,
and is not compatible with it. Nevians are often in demand, though, as
overseers and problem solvers for oceanic work areas, as they
combine ability to breathwater, with totally logical minds.

The Nevian is basically shaped like alang tube, which flattens to a long,
ribbon-shaped tail. The body has four short, stubby legs toward the
head, and just in front of the forward pair of legs is a cluster of four
hands, with a reach of around a foot. Each hand is equipped with three
fingers and a thumb. The four feet are modified walking feet that have
adapted for swimming, and while they can propel the Nevian through
the water at a highrate of speed, they are extremely clumsy and painful
to use on land. The Nevian's muscles are only marginally capable of
supporting his weight an land, and Nevians prefer towork andliveinthe
water at all times, although they are capable of breathing out of the
water if their neck gills are kept moist. The head, which is very low and
pointed, with a gapingmouthunderneath, has fourindependenteyeson
top. These eyes are capable of looking in four different directions at
once, and two of them are designed to be adaptable to the surface
atmosphere, rather than the different optical conditions of the ocean.
All, though, can detect motion and colorin either environment, and can
detect danger quite well.

The major drawback of the Nevian is the fact that he is cold-blooded.
This means that when out of his tropical home-waters, the Nevian
must carry and artificial heat source, orrisk fallinginto hibernation and
eventual death. In the environments of other worlds, the Nevian is
almost always seen with artificial heatingequipment toprovide heat to
keep himawake. Itis possible, though, for a Nevianin cold-hibernationta
remain safely asleep for several weeks, although he awakes starved
and must absorb much protein at once to survive.

The cities of the Nevians are constructed out of native rock, which is
quarried by machinery wherever it is found. This rack is usually of a
grey color, as the Nevians choose construction rock only for its
durability and thickness, not for aesthetic qualities. Each building is
hexagonal, and is a tower that begins on the shallow floor of the ocean
and extends above the water level. The shoreline near the ocean is
totally honeycombedwith subsurface tunnels, and many canals on the
ground level. Inland lakes and rivers also have their towers of stone,
although the MNevians that live here are considered bizarre by the
majority of the populace, as they live in effective solitude.

The government of the Nevians is accamplished through the solitary
rule of a single dictator, who makes all decisions for the entire planet.
Since the Nevians are totally logical, this dictator will make the best
possible decisions for the entire planet, and his decisions will be
supparted by a vastly larger number of facts than are available to the
layman. In the rare instances when a dictator was found to have acted
in adebatable manner, he was simply executed by passingcitizens, and
a new dictator installed, without the knowledge of most of the
populace. Unquestionably, the only reasonwhy the system worksis the
fact that almost all of the Nevians are logical, and also that all are
committed to the survival of the race aver the survival of theindividual.
Private ownership is common, and there is competition between
opposing companies, but when one side or the other can show a clear
advantage, the other will withdraw at once without a fight. A major
drain on the success of a company, thaugh, is the tithe. All Nevians
must pay a flat ten percent of their income to the government, to be
spent as the government sees fit. Interestingly, none of the Nevians
ever groan or complain about this, probably because they seeitas a
necessary cost of their society.



Nilsi

Originally though to be a minor offshoot of the human race, the Nilsi
have demaonstrated enough difference to be classed as a seperate
race. They may have originated farin the pastinthe humancommunity,
but as the Nilsi themselves do not seem to have this information, and
certainly the humans no longer have it, this is merely a guess. What is
known is that the genetic patterns of bothraces areidentical,and they
can interbreed safely and productively.

The most common form of Nilsi seen is starports is the worker. This
type can be of either sex, and is usually naked, although he may be
dressed if local custom demands it. The warker is identical to the
human being, except that he is usually in excellent physical condition,
and is always completely hairless. Like their human counterparts,
workers specialize in particular fields, and devote their energies
toward particular problems. Unlike their human counterparts, though,
the Nilksi workers will work on their assigned tasks or prajects until
ordered to stop, even if it means death.

There are many different breeds of Nilsi, and a few of these have been
seen in public, and can be described. The second most common, after
the worker,is the activated adult, whois fertile and has full control of his
own actions. This class makes up all of the higher echelons of the Nilsi,
and handles all contacts with the outside world. A second type is the
genetic collector, whois merely averyattractive female whosearches
for good genetic material for the Nilsi to incorporate into their racial
stock. Such material is usually easy to locate in the human sectors of
the Second Empire. There are known to be additional types of Nilsi, such
as the worker-heavy, who is very large, powerful and massive, and the
researcher, who is extremely fragile but capable of total recall. There
are rumors of other classes, such as the legendary fighter, and the
esper, but these types have never been reliably documented.

The hiveis the only impartant thing tothe Nilsi,whetherworkersorthe
activated leaders. All will, without hesitation, lay down their lives to
save the hive. They do not do this needlessly, though, and in several
cases the Nilsi have fled rather than face anunstoppable destructive
force. It is apprently easy for the survivors to start another hive, and
the reproductive rate of the hive can be geared up to avery high level,
allowing a dramatic population growth to be acieved. Usually, each hive
controls and entire ecological unit, like a continent or a planet, butit is
possible to find Nilsi living in cooperation with other races.

A difficulty in dealing with the Nilsiis that they have usually considered
all the ramifications of their problems, and will not deal with less than
the best possible solutions. This makes dealing with them as
businessmen a painless but also fairly profitless procedure, although if
aneed can be created on a Nilsi planet, and maintained, abusinessman
can make millions. Usually the net result is to cause the Nilsi to create
their own method of producing whatever item or material is needed,
and their production facility is usually more efficient than the original
process. When pressed, the Nilsi are capable of creating deadly
weapons from scratch, apparently, and these weapons are generally
capable of defeating the immediate threat without thought to any
future uses or needs. Several times, the Nilsi have modified weaons in
novel ways to totally destroy an enemy that thought he had mastered
the weapons the Nilsi were using.

One habit of the Nilsi that tends to stir up bad feelings between them
and their immediate neighbors is ther attitude that everything thatis
not Nilsiis food for the Nilsi, and should be turnedintousable proteinat
once. This results in mass slaughter of natural wildlife, and also of any
animals or beings that happen to wanderinto theirhuntingareas when
an activated leader is not present to control the workers. They are
incapable of noticing that a visitoris intelligent, and will not hesitate to
kill on sight unless restrained.
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Niondite

The only time a Nionditeis seen off-planetiswhenagueenor high-noble
is travelling to the Second Empire to purchase some special item that
they cannot produce. These items often include weapons expertise,
and tactics. For many centuries, the different hives of Niondites have
been fighting with each other, and they have actually exterminated
many oftheirown hives. The Second Empiredoes notinterfere because
the matter is entirely internal, and also because the Niondites keep all
of their conflicts confined to the surfaces of their planets, and do not
involve Empire planets or citizens in their wars.

The Niondite stands about sixand ahalffeet tall, andis very thin, usually
weighing only about 150 pounds. Almost all of the Niondites seen are
neutered females, usually without obvious female characteristics.
These females, or drones, are neutered at birth by a simple chemical
injection that keeps them non-fertile and immature physically for the
rest af their lives. Basically human in shape, the Niondite has three
fingers and a thumb on each hand, and usually long talans as well. The
pupils of the eyes areslittedvertically and are very quickly adjustable to
widely differing conditions of light. The only hair onthe bodyis the single
head piece that juts upward in alarge comb for another foot or so. This
is kept trimmed to the correct shape for that drone's hive, and alsofor
the particular status of that drane within the hive. A Niondite is ableto
tell from a single glance at a head-crest the exact hive and occupation
of a drone, and usually of any other Niandite as well.

The skin color varies with the hive, and can range from pale white
through pink to red, and on into brown. Each hive has averysmallrange
of color, and there seem to be no alliances between hives of differing
colors. No Niondite has ever been seen voluntarily to change his skin
color, and they do not seem to darken or lighten with exposure to the
sun, or with lack of exposure ta it.

The production of eggs for the hive is carried on by a specialized strain
of gueens. These queens are immpbile, and exist anly to produce eggs,
usually at the rate of several dozen per gueen per day. A single
fertilization by a male will enable the queen to produce fertile eggs for
about a week: The males, with no function other than fertilizing the
queen, are also immobile and blind. Each egg is subjected to chemical
treatment from conception by a special class of genetic modifiers that
begin to alter the embryo into whatever specialized formis required by
the hive, and a full-grown adult will hatch in oneto twoyears, depending
on the type of individual required. This rapid growth is only possible
because of continuous force-feeding by nurses.

There are other specialized types. The engineer can balance onalmost
anything, and can secrete a banding agent from his mouth when he
wants to, A secondtype, one thatis almostneverseenoff-planet,isthe
warriar. These Niondites stand about eight feet tall, and weigh about
400 pounds. They are equipped with jutting fangs and their hands and
feet have long, razor-sharp claws.

Each hive looks out only foritself, even when faced with a threat to the
entire planet. The only thing that saved the Niondites from invasion
during the Interregnum was the fact that even a conquered hive would
die to the last Niondite trying to repel the invaders, rather than bow to
them. Warfare between the hives is continuous, and a favored trick is
to steal another hive's needed raw materials and food with lightning
fast raids. This food and raw materials is never destroyed, merely
carried to the new owner's home facility.

Of late, the Niondites have discovered the possibilities of collecting
materials off-planet, and now ships of theirs are setting up mining
facilities on other worlds. Often these worlds are inhabited, and the
only way to remove a Niondite facility is to destroy it. Theydonot seem
to accept that any other being should have equal rights ta mineral
deposits, and do not hesitate to utilize physical force to take andholda
mineral facility.



Norstel

According to surviving records, the Norstel are one of the only races
the First Empire encountered that was actually able to give them a
fight. It is unclear exactly where this occured, but the end result was
the almost total elimination of the Norstel race, and the scattering of
the remnant throughout the known galaxy, in aneffort torestrain their
poweras arace, Thesolutionworkedverywell: the powerof the Norstel
was campletely shattered, and they have never sincecreatedany sort
of multi-world empire, except for trade and defense agreements with
one of the several empires now in existence.

The Norstel areill-designed for combat. They are aboutayardlong, and
are constructed out of a very soft protein, covered in hard chitin. Each
is equipped with asetof fourlarge multicolored wings thatlightly propel
is though the air. The body of the Norstelis a thin cylinder about three
inches in diameter, tipped at the front end by a small head. This head is
almost completely lost under the mass of a set of huge plumed
antennae thatare sensitive to empathicradiation. Under the antennae
is a set of three eyes, capable of telescaopic vision when working in
unison. Below the body is a set of eight thin legs, each equipped with a
single claw that is capable of hanging onto almost any surface.

The manipulative organs of the Norstel are located onthelower side of
the body, just back of the head. When extended, the two armsreachta
just in front of the eyes, and the four-fingered, single-thumbed hands
can be watched by any one of the three eyes. The eyes are good for
distant vision when used in unison, and seperately they can be usedfor
close-up vision. It is impossible for a Norstel to see at intermediate
distances, from eight feet to a thousand feet, without the aid of
artificial vision equipment. However, when utilizing either close orlong
range vision, the eyes of the Norstel are superior to those of most
other races, and their abilities in close work are superb.

As mentioned, the other sense of the Norstel is their empathic
detection. Norstel are capable of monitoring and to some extent
contralling the emotions of almost any animal. Many races, in spite of
intelligence lwhich gets in the way of empathic radiation), can also be
either monitored or controlled by the diminuative Norstel, This ability
was all-important in ensuring the survival of the race until it began to
utilize technology and control its environment.

The Norstel loves tolive in close proximity tothousandsof others of its
kind. Generally, they alllivein asingle large city that holds several million
Norstel. Cities are constructed by the Norstelusing atechnology that
is still totally incomprehensible to the scientists of the University of
Zacanig; it involves controlling the growth of crystals through some
empathic process. As we understand empathy, it cannot work on non-
living things, but the Norstel are nonetheless able tocontrol and shape
the growth of their artificial crystals tafarmkilometer-high buildings of
a single crystal. These large cities of tall towers have thousands of
minarets of all sizes, and interlocking bridges. All the buildings are
constructed to the size of the Norste!, with only the upper areas being
used. The lower several hundred meters are composed of solid crystal,
and that foundation material sinks down into the soil of the planet until
it meets and interlocks with the roots of allof the other crystal towers.
Therefore, in spite of their immense height, the towers are almost
immune to being toppled by natural force, even earthquakes. The
average size of oneofthesecitiesis eight to tenkilometersindiameter.

The government of the Norstel is strictly controlled by the individuals
with the highest aptitudes. Each Norstel, at the time of his adulthood, is
given a battery of tests that determine his most efficient use, and each
Norstel is content to take this decision as true and work at the
indicated occupation for the rest of his life. In the rare event that a
Norstel finds the assigned task to be uninteresting or repellant, he is
allowed to take the test again. If the results are the same, heis givena
starship ticket to the Second Empire and expected not to return.
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Olenter

The Olenter are thought by University of Zacania researchers
(Professor Starymaples, department chairbeing) to have contralled
one of the largest and most powerful of the Forerunner civilizations.
Not only do the physical parameters fit, but the legends of hundreds of
different planets tend to support this theory. The Olenters have no
clues in their own racial legends, but they are scattered over most of
the area that the Forerunner civilization once controlled. In addition,
the First Empire seem to have agreed with this theory: much of their
research effort concerning the Forerunners was dedicated to investi-
gating the Olenters, with an eye toward finding their home planet and
discovering why they vanished so suddenly.

Physically, the Olenters are guite simple. A single cone of proteinis all
that is visible to the unaided eye, and the entire cone is a single dead-
white color. The surface of the cone is lumpy, and there are anumber of
milky-white bands encirclingit. Thelowest of these touches the ground
all the way around the base, and is capable of maving the Dlenter along
at a good rate of speed with a sort of humping motion. The second and
third band are located about a third of the way up the surface of the
cone. Each of these bands is an area of undifferentiated protoplasm,
capable of being formed into any shape the Olenter desires. They are
incapable of extending from the body maore than fourteen inches, but
within that limit almost any shape or organ can be formed.

The last milky band encloses the entire upper eight inches of the cone.
This layer is also of undifferentiated protoplasm, and is capable of
forming the same types of organs as the lower bands are. Usually,
though, due ta its height, this area is reserved for organs of vision and
hearing. The Olenter is capable of modifying these areas quite quickly,
usually taking on the order of five minutes to build a particular organ,
and less than thiry seconds to reabsorbit. All protein intake is handled
through the milky white bands, including the lower band that is
responsible for the motion of the Olenter. Protein is not eaten, but
rather absorbed.

The Olenters have no particular talents in psionics or empathic
abilities, but the entire race seems to have anuncannyability tounder-
standtheworkings of electrical devices of allkinds. Theyaretheprimary
researchers into the monolithic electronic circuits that make up so
many of the devices in use taday, and it was an Olenter scientist who
discovered how to rebuild FTL radios from the fragments recovered
from the rubble of a First Empire military base, thus greatly hastening
the expansion of the Second Empire.

The mental attitude of the Dlenters seems peculiar to the minds of
mostraces of the Second Empire. The Olenters have adeep beliefinthe
total predestination of all things, and while this does not interfere with
their attemnpting to cheat fate, as it were, it does allow them toaccept:
almost any calamity calmly and logically. This balance of mind, in turn,
allows them to react todisaster atfull efficiency, andusually tosalvage
something from it. The human being, except for occassional bursts of
genius, tends to run along at much less than theoretical efficiency, and
is easily disheartened by disaster.

Due to the construction of their bodies, the Olenters are very difficult
tokill. Their bodies are well protected, andif aweapon happens tohitthe
Olenter on one of the bands of malleable proptoplasm, the damage is
instantly absorbed and repaired. This malleability also applies to their
controls and equipment, each control surface being designed for a
minute controlling organ. Entire computers can be controlled from a
tiny control surface only a quarter of an inch square. Naturally, this
tends tomake it difficult if notimpossible forother races toutilize their
equipment, especially their complex and expensive maonobloc com-
puters, which tend to be the best available, excepting those of the
Second Empire government and military.



Osnamian

With his intense love of jewels and of weaponry of all kinds, the
Osnomian may be found in almost any locale. If a trader, his stock of
jewels will generally be the most complete around, though his prices
may be a bit high, If a warrior, his skill in blade and unarmed combat will
be high, and his skill in modern energy and projectile weapons will be
still higher, compared to the average N.P.C. Using a combination of
mated-pair and clan-family systems, the Osnomians have managedto
praduce avital culture that is expanding into the Galaxy very quickly.

Very similar to Terrains in physical structure, the Osnomian reveals a
few minor variations. The hairis always solid black, eveninaged beings.
The eyes are always yellow, and the skin is always a light clive green.
Almaost without exception, any Osnomian encountered willbein superb
health and physical fitness.

They are seldom seen wearing much clothing when on the surface of
one of their planets, as the surface temperature is generally around
one hundred degrees Farenheit. Both sexes wear large amounts of
worked metal set with jewels, and carry several different types of
weaponry. The metal cloth that they weave is very flexible, beautiful,
and in demand in the rest of the Galaxy.

All construction on the planet is of metal, with almost no stone at. all
being used. Lately, stone and natural rock have begun to be used in
home construction, but this is still fairly rare. Cities are arranged in
enclaves that are the living areas of particular clans, and within each
area may exist thousands of small, single-family dwellings. Each family
unit looks afteritself, and is unwillingto drawupon the power of the clan
unless forced to, or unless it encounters adangertotheclan.Eachclan
group elects a person (of either sex) toserve as head of the clan, and his
decisions are final. If this person commits a serious error, that is not
caused by outside, unknown influences, he will usually commit suicide.
Interestingly, if anyone in the government commits anerror, thechain-
of-causation for that error may cause the entire government to
commit suicide, or at least that part of it in a direct line up from the
guilty individual. The reasoning is that the guilty individual was chosen
by his superiors, and therefore they share the blame if he fails inhis job.
Coupled with this extremely dangerous method of government is the
fact that Osnomians are raised from birth toexcellinall things, and not
to lie or violate any societal rules. Since the punishment for violation ot
many rules is death, the average Osnomian is very, very law-abiding,
and also very loyal to his clan.

This race practices eugenic culling, which means that any individual
found to be either physically or mentally unfit (notjust differentlis killed.
If the head of the clan orders, the selected individual can merely be
sterilized permanently.This has resulted, over the centuries, in the
creation of a race free from almost all forms of hereditary disease and
malformation. Resistance to common diseases is very high, as is
resistance to infection, tooth decay, and the common cold. The usual
method of execution for an unfit individual is simple death by a pistalor
rifle, but the individual in question, if adult, can request that the head of
the government fight him in a duel to the death. If the unfit individual
wins, then he may appeal his case to the next head of the clan, and
usually wins. Duelling is almost always done with swords, and is
controlled byaset of complexrules determining the time per round, and
the medical treatment allowable between rounds.

The planetary government is composed of clan heads that are
interested first in the continuation of their clans, and then in the
continuation of the race. However, even if the clan heads do not like
each other, there have been several instances where an invader has
found that clan differences can be temporarily forgotten in munutes,
and the entire power of the planet mobilized effectively under the
control of a singlewarleader. Thesewarleaders areveryrare, but when
theyhold their positions, they have never beenknowntoactinanyother
interest but the protection of the entire world.
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Otter

As is indicated from the name, the Otters are not an independently
evolved race, but ratherwere artificiallymodified fromanon-intelligent
race. Their size, reflexes, and intelligence were genetically changed by
the Masters of the First Empire, and have remained stable since then.
It is not known why this race was created, as none of the planets that
they are found on have anything especially useful, and certainly nothing
that could not be better collected by a land-based animal, than a
primarily water-based animal such as the Otter.

The Otter remains physically identical to its unintelligent parent race,
with the exception that the average length for this race is seven to
eight feet, with the other dimensions expanded as well. The long,
tubularbody is set quite low to the ground, and is held up by four stubby
but powerful feet that are equipped with long claws for digging and
combat, and also are broad enough to propel the Otter through the
water at a high rate of speed. The primary power for movement in the
water comes from the large, ribbon-like tail that swings back andforth
under the control of the massive muscles that center around the
Otter's rear legs. By using his rear legs and tail for speed and power,
and his front legs for steering, the Otter can match the maneuvera-
bility of many totally water-based races.

However Otters are air-breathing, and can drown like any other raceif
denied oxygen. Their lungs are designed more efficiently thanthelungs
of the human race, so that the Otter can stay under water for longer
periods of time, but they still require breathable oxygen. The sensory
organs, clustered on the pointed head, aredesigned tobeusefulinboth
environments. The eyes are the primary sense, followed closely by the
gars.

The Otters are a live-bearing race, with the female carrying the young
for approximately eight months, then bearing them ina protected dry
area that the male generally guards. The young, until the first year of
age, are blind, and incapable of any but the simplest movements. After
the first year, the change in the infants is sudden, and by the end of the
second year, they are about four feet long, and are swimming and
climbing wherever their parents go. Theirlung capacityis stillsmall, but
during this period, until their sixth year of lifewhen they become adults,
they follow the mother at all times, and are trained intensively in
survival and non-technological sciences.

At the end of the sixth year, with the emergence into adulthood, the
Otter chooses which of the professions he wished to pursue, or
decides merely to remain with the majority of the Otter race as they
wander in the oceans of their worlds, Since all of the Otter-colonized
worlds also have large floating islands of moss that congest the
oceans, the Otters are capable of ranging the deep sea without any
difficulties. When tired (even though they usually sleep on top of the
ocean) they can simply climb onto one of many islands and rest. It is
even possible for these Otters to live their entire lives without ever
seeing stable, dry land, although this is increasingly rare. With the
advent of Second Empire technology, increasing numbers of Otters
are leaving the old wandering lifestyle and entering the stellar
community.

When decisions are necessary, it is very difficult to locate any sort of
governing structure in the Otter social setup. Apparently, any adultis
considered to have the ability to deal with any problem, or at least is
exrected to be able to locate anather individual with expertise in that
field. There is a small class of wandering "wise men" who seem to
handle most of the major decisions on their own authority, and only
later report on their decisions to others of their prafession.



Pakn

The Paknii are a common race that live in large colonies all over the
known galaxy, as they were much used by the Masters of the First
Empire. Approximately three feet tall, and humanoid in shape, they
share many planets with the human race.

Although they are humanoid, there are severalimportant peculiarities.
First, the Paknii has six major limbs instead of four. These six limbs,
arranged sround a tubular and reptilian body, are split into two
functions. The rear two, which are thelargest, are always for walkingor
running. The medium-sized middle pair is used either for additional
suppart and speed, or for gross control of objects. The upper pair, the
lightest, is almost neverused formotion, but is reserved forfine control
of abjects. Eachlimb is equipped with three fingers and athumb, all with
four joints and semi-suction tips. The second major difference is that
the Paknii has a stubby tail used for balance and water storage.

The head of the Paknii holds all of the sensory organs, including the
brain, and is equipped with a blunt muzzle and multiple rows of teeth
used for catching small animals and masticating vegetables. Like
humans, they are omnivores. Although the race is warm-blooded, they
prefer to live in constant sunlight.

In color, theracevaries from light grey toblue tolight brown. Thereis no
apparent social significance attached to this color variation, and there
is no color change between the sexes. Both sexes have atall crest on
the head, and half-way down the neck, but anly the male has an
additional set of bright red wattles below his chin. The skin is formedof
small scales, which are constantly shed and replaced. There is no
shedding of the whole skin, as in some reptilian species.

Note that the only native armament available to thisraceis the teeth,
as the semi-suction fingers are too soft for assault. The rear legs are
equipped with an efficient set of digging spurs, but these are not of any
use defensively.

The Paknii is an egglaying race, and the egg-carrying and layingis done
by the female of the race. The female carries the eggs until they are
about twoweeks fromhatching, at which time she canbarely move, and
must be cared for by the male. The egg-laving site is a burrow off of the
main burrow, usually in sand, and the male will die todefend this burrow
from anyintruders, even other members of his family. During this two-
week period the female and the male are both nourished by the stored
protein and water in their tails.

The entire dwelling is constructed under the surface, in clay, soil or
sand. There are many surface entrances, and also many traps and
deadfalls. Drainage is handled through a clever set of water channeling
traps and tubes. In larger, multi-family dwellings, such as thecities, the
entire tunnel complex is moved into an artificial concrete facility, but
the size of the tube still remains about 3 feet in diameter. In non-
technological areas, the largest group dwellings are tribes, generally of
the same blood line, that share connecting emergency and transit
tunnels, but have private complexes for-each family group. The size of
the family group varies from theinitial solitary male to the mated pair,
and the offspring may expand this mated pair into as many as twelve
Paknii. After three or four births, the female generally becomes
infertile, and both Paknii retire from the protected inner area of the
group warren.

Solitary, aged individuals generally room together, and are caredforby
the young of the entire warren. This race has aspecial casteof medical
specialists that can take a blood sample from a diseased patient,
usually by nipping him, and generate within their own bodies a unique
antidote to that infection or disease. This does not work on cancer, or
on several non-native diseases. Also, these individuals cannat heal
themselves. It is impossible to tell in advance if a particular offspring
has this ability, and at the rite of adulthood each is given a test forit.
Only a few of the tested individuals pass the test, and these areforced
to enter the almost holy order of healers. Healers are protected by the
community, and can be of either sex. They are expected ta pass their
genes on to many offspring, even without the protection of marriage.
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Pa-Liinan Y
Driginally thought to be a minor offshoot of the common human race,
the Pa-Liinans have finally been placed inta a seperate category. The
research of Tamako Nishiki of the University of Zacania into genetic
coding has praven that the Pa-Liinans and the human race could never
have been the same race. Due to their limited numbers, the Pa-Liinans
are still relatively uncommon inside the Second Empire, but becauseof
the location of theirworlds, they are quite commonon the outer fringes
of exploration. !

The Pa-Liinans are humanin proportion, but stand only about four feet
tall. Each of their hands is equipped with a four-fingered, one-thumbed
manipulative cluster, and each of the digits has fourjoints rather than
the human's three. The color of the skin is always a light cream or off-
white, as is the hair. The eyes are yellow, and quitelargeinproportion to
the size of the face. These yellow eyes are extremely good in low light
situations, but become effectively blind under intense or direct
sunlight.

Due to their white skin and obvious adaptation for nocturnal living, the
Pa-Liinans are extremely sensitive to sunlight and to radiation of all
kinds. When exposed to sunlight in large doses, they invariably burn
over the exposed areas of their skin, and often begin tosufferfrom skin
cancers. However, when out of the sun, they are stillable to synthesize
vitamin O, which the human being is not able to do without sunlight.

Curiously, in spite of their preference for living under the ground, andin
darkness, the Pa-Liinans show no fear of heights, and are able to judge
distances and sizes of objects very well from extreme heights. This
may be due to their traditional use of flying mammals.

The normal Pa-Liinan social system is designed around the feudal
mode! with small independant princedoms owing alliegance to a single
town ruled by a warlord who has risen to power through warfare. Each
prince is allowed to pursue his own affairs, as long as they do not
interfere with the safety of the realm, orits peace, or the prerogative of
the warlord. With the discovery of star travel, each prince launched all
the ships he could afford, and the bickering and combat was moved
from the planet's surface into deep space.

On at least one Pa-Liinan planet, the peasants that support the entire
economy have successfully revolted, and have installed an elected
government made up primarily of religious men, with agreat deal of off-
world influence. This planet has combined the captured princely fleets
into asingle government-owned fleet that is expanding rapidly inta the
relative vacuumin that area of space. Independent owners, while rare,
are encouraged to expand also,aslongasthey donotinterfere with the
government routes.

Many Pa-Liinans haveapeculiargem that resembles an opal, and which
the University of Zacania laboratories have not been able toanalyze or
duplicate. This gem is available only to members of a specific religion
that thrives on the home planet, and these members must make
periodic religious pilgrimages to maintain the virtue of their gems.
These gems produce ecstasy intheholder, andalsoimpart anincrease
in endurance and disease resistance.

On all the Pa-Liinan waorlds, the flying mammal used for transport and
combat is common, and remains a favorite mode of transportation
even with the importation of more advanced technology. The Pa-
Liinans, much more so than other races, are able to enjoy flight far
above the planet's surface with no safety devices.



Parotnian

The Parotnians live near the Guerr inside the Unity of Shildai, and
although the two races are similar in physical appearance and mental
outlook, they get along terribly. They tend to fight each other unless
restrained by various peace-keeping forces. These combats are
roughly even, as the Parotnians make up in speed what they lose in
weight and size. Fortunately for the Unity of Shildai, the Parotnians
enjoy temperatures near five hundred degrees Farenheit, while the
Guerr only tolerate temperatures up to around three hundredandfifsy
degrees.

Like the Guerr, the Parotnians are crab-shaped, and have a carapace
that covers all of the body, and protects it from damage. In the case of
the Parotnians, though, the body is anly about two feet long, and it is
much faster-maving than the massive body of the Guerr. The Paratnian
maoves on six long, four-part legs that raise it about two feet off the
ground, but which can be folded down to lower the body casetowithina
quarter of an inch of the ground. Each of the legs has complex sucker
tips, and an additional set of pincers at the base, forusein holding the
Parotnian steady in the high-speed winds of its world, which some-
times approach two hundred and fifty miles per hour.

The sensory organs are all contained in a fleshy head that extends out
of the protective shell at the front of the body. A set of four infra-red
eyes on top have excellent resolving power, and are supported by a
complex ability to send out sonic waves and analyze the echaes. This
ranging ability allows the Parotnian to scan the enviranment at
distances far beyond the range of his infra-red sensitive eyes, oftenup
to six hundred yards.

Directly below the eyes and mouth is a set of tentacles that hangs
vertically down. These tentacles can extend to a distance of about a
foot, and are used by the Parotnian for feeding. They are also used to
hold small instruments while the legs maintain the individual's hold on
the ground.

The Parotnian, like the similar race of Guerr, is incapable of utilizing his
imagination at all. However, unlike the Guerr, the Parotnian is capable
of learning a new technique or piece of equipment in a very short time,
and they have used this ability to raise the technology of theirworlds to
much higher levels than those of the Guerr.

The Parotnian culture is also based on respect for social rank as the
prime factor in relations with others. There are complex social rules
defining exactly what different classes must say to other classes, and
how they must act. These social classes are hereditary, and it is
impossible for an individual to leave his social class. As the rank
between twao individuals increases in distance, the politeness used by
the higher of the two decreases, until nobility are allowed literally to
ignore peasants. In addition, the law is severely constrained by this
social system, so that it is possible for a Parotnian to kill another of
much lower social rank without fear af reprisal. In cases like this, the
only opening for the lower class is to try tointerest another person of
high rank in avenging the death, for his own reasons.

Because of theirsocial structure, the Parotniansview allother racesin
the same light, particularly in matters of business. Avisiting Parotnian
may be exceedingly offended if he feels that he isbeinginterviewed by a
lower class being. For example, for the president of aParotnian trading
house to be met by a vice-president, even for a short time, would
probably be taken as an insult. Insulting a Parotnian usually resultsina
prompt challenge to a duel, or occassionally animmediate visit by paid
killers.

In spite of their difficulties in cooperating with other races, though, the
Parotnians are capable of very effective group action within their own
race. Due to the reflex of unthinking response to an order from a
superigr, it is commaon for Parotnian governments to work very
smoothly, and they are among the most effective forms of government
in the Galaxy.
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Pilosian

The Pilosian is another newcomer to the starports of the Second
Empire. Only recently discovered beyond the rim of Second Empire
space, the Pilosian race has been found on several planets. Ohters are
reported still claser to the core. Usually found living in savagery, the
Pilosians nevertheless have a few enclaves of civilization that escaped
the general destruction at the fall of the First Empire. Several of their
planets were clearly centers of First Empire civilization, as they have
large ruined cities of First Empire type scattered an their surface.

With a height of about eight feet, and a set of folded wings jutting up
angther six feet above that, the Pilosian isa gaunt-lookingcreature. To
intensify this appearence, the Pilosian physique is very slender, except
for the breastbone and the large back muscles that enable them to fly.
The wings are batlike, and when extended each is about 25 feet long.
The feet of the Pilosian are designed for two purposes: tolandonsmall
objects and grasp them securely, and to hunt from the air by grasping
small prey. The feet are widely maneuverable, and can easily reach the
top of the Pilosian's head to scratch, or to handle controls for
machinery. Each footis equipped with prehensile toes with long claws,
and a strong spur at the rear of the foot,

The sensory organs of the Piiosian are designed for maximum use
during night, which means that their vision is very weak, and good anly
for close-up viewing, but the ears are quite large, and capable of
detecting noise that most other races would not be awareof. Theears
detect higher frequencies than those of human beings, and can detect
ultrasonics easily. The Pilosian uses a methad of ultrasonic echo-
ranging, like the bat, to fly quickly and surely between obstaclesin total
darkness.

The Pilosian race has a mating season—very uncommon for an
intelligent race. Every four months, the female goes into a receptive
state, and during this time allthemales fight far the privelege of mating
with her. These combats are usually not to the death, but it happens
occasionally, and the winner is not expected to pay any price for this
murder of his rival. When pregnant, the female loses the ability to fly,
and is protected by all the males in the group, especially the father.
These mated pairs do not last longer than theinfancy of the offspring,
and if the mother should take a new male, then that male assumes
responsibility for protecting the infants of both.

The young Pilosian is incapable of flyinguntilabout his eighth yearof life,
at which time the muscles in his back and chest become large enaugh
to support him, and the muscles in his legs begin tomaodify, Prior to this
change, the Pilosian exists solely on the ground, as a fast and very agile
running animal. With the advent of the ability to fly, however, the
Pilosian assumes the rights and responsiblities of an adult, and
partakes of all adult functions.

The government of the Pilosians is one of almost total communism. All
equipment and facilities are owned in common by all the people, and no
one can claim any right over any other individual. The committee that
runs the worlds, and makes all the decisions, is selected by acombined
vote of the previous committee and the populace. This results in a
gradual changeover of the ruling committee, but there is usually
enough carryover so that the policies change only slowly. In major
matters, the policy of the Pilosians has nat changed for several
decades, but for more minor matters the paolicy has vacillated
depending on the current rulers. Thereis no placein Pilosiansaciety for
the individual who is after private ownership or private rewards, and
such anindividualis usually put todeath. With the advent of startravel,
though, the rebel is often merely exiled, and makes his way into the
Second Empire or one of the other star-traveling civilizations.
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The Praxim and the human race havelonghad anaffinity foreachother,
as they featurein each other's mythologies very strongly. Resembling
strongly the legendary centaurs of human tales, the Praxim have many
of the traits of their legendary couterparts, lending support totheidea
that the two races had contact in pre-historical times. The classical
human view of Praxim is of a race loyal to its own, trustworthy, and
peaceful, whereas the Praxim see the human race as characterized by
greed, suspicion, and war. However the two races manage toget along
very well in spite of their differences.

o

Praxim

The upper half of the Praxim body is very similar to the body of ahuman
being, except for some minor structural changes. The shoulders are
much narrower, leading to weakness in the short arms. Themouthand
the jaw are longer thanin the human, and the teethare entirely molars,
which limits the protein intake of the Praxim to vegetable matter. The
ears, unlike the ears of the human, are tall and erect, and point almost
directly forward.

The rear half of the Praxim body is similar to the body of a Terran bull,
with massive shoulders and a slight hump between them. All fourlegs
end in wide, splayed feet with hard calloused pads. At therear of each
padis asinglefighting clawabout fourinchesfong. The entire body of the
Praxim, both upper and lower sections, is entirely covered by a pelt of
short hair, usually brownortan, but occasionally ranging towhite, black
orarich reddish color. A short tailisused tokeeptheflanksinastate of
constant sheen and cleanliness.

Mentally, the Praxim are not well-suited for space-faring. They are
used to the wide rolling plains of their home planets, and confinement by
walls of any kind distresses them intensely. However, the Praxim have
solved this problem by a combinationof drug treatments and theuse of
complex illusion-producing devices aboard their ships that project
images of the plains of home. Occasionally these devices break down,
leaving the Praxim in the grip of a paralytic, sometimes fatal mental
breakdown. Usually, though, the Praxim will recover almost at once
when on a planetary surface, and some are not affected at all.

The society of the Praximis intensely male-oriented, unlike most of the
otherraces that ply the spacelanes. Thisis attributed by the Praxim to
the fact that a Praxim female carries a child for sixteen months in
pregnancy, and rears him for another seventy months before he can
leave her side. At the end of this rearing procedure, the female often
retires, exhausted. In addition, there are obvious signs in the Praxim
culture that females are seen as capable only of bearing children, even
though well-meaning social scientists have pointed out that the two
sexes are equal intellectually, and that equality could benefit therace
very much. However, the Praxim informed these scientists that their
opinions were not wanted, and have continued to keep to their own
opinions. A female Praxim is almost never seen on any spaceship,
unless accompanied by a large and protective escort of male Praxim.

Due to the long childbirth and rearing times, the Praxim grow in
population very slowly. Their society is still centered around the plains,
anditis notuncommon far the entire governing body of aworld tobe out
of touch, roaming the plains for exercise and relaxation. Open-roofed
anti-gravity fliers are now being used by many Praxim officials to
maintain contact between the complex of government buildings near
the spaceports and the open fields. Industrial work is done through
short term use of lower class Praxim, orlately throughintensive use of
computers and robotic factories.

Several character traits mark the Praxim as beings of the plains,
notably their total fear and distrust of any kind of open flame. In the
times before their civilization had mastered fire, the grass firewas the
anly thing that could destroy them entirely. Most of the historical
myths of their culture deal with fire as a malevolent and powerful god
that must be appeased at frequent intervals. Living on the wide plains
as theywere, it is easy toseewhy this beliefwas common.Inspace, the
Praxim control this feeling, butitis there, and occasionally the sight of a
human being smoking will trigger an instinctive flight or combat
reaction from a Praxim.
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Prontexi

The Prontexi are contained within the Empire of Cavoral, but several
minor colonies have beenreportedinthedistant reaches of unexplored
galactic space. Kept well-protected by the Empire of Cavaral, which
uses them primarily for research into weaponry and defense, the
Prontexi are the prime force allowing the Empire of Cavoral tomaintain
its sensitive balance of powerover the warring Brotherhood of Tarland
Unity of Shildai. However, due to a request by the reigning Emperor of
the Second Empire, several hundred Prontexi have been transported
to a suitable Imperial world for similar purposes.

The main Prontexi world, like all of their major colony worlds, is a
Mercury type planet possessingonly traces of atmosphere. Generally,
the sunsides of these planets have massive flows of molten metals,
while the night sides are frozen. Due to tidal effects, such planets
usually do not rotate. The Prontexi live in the areas of maximum
sunlight, and will soon die if taken out of the incredibly bright solar
illumination. Incapable of storing energy in any way, the Prontexi are
able to maintain all of their energy needs, both biological and industrial,
through the use of solar cells.

The Prontexiis quite similar to the commaonant, having three mainbody
sections. The front one carries the head and sensory equipment, the
center section handles all lacomotion and manipulation, and the rear
section controlsinternal maintenance functions. The front sectionhas
two large eyes which comprise most of its bulk, capable of sight only
under the intensely bright conditions on the surface of their planets.
Between these two eyes is a set of antennae that can detect the
temperature of any item within twenty feet to within a fraction of a
degree. Inaddition,amouth-like oppeningat the base of the front section
can analyze most metals in seconds, if molten.

The second section has three legs sprouting on each side, joined at the
base of the body section. The legs are multi-jointed, and can extend to
several times the length of the body, which is only twelve inches long.
This allows the Prontexi to climb almost any surface. Itis helpedinits
climbing by the two small triple-pincers that extend from either side of
the second section. These two pincers, though they appearclumsy,are
actually capable of incredibly small and delicate movements, as wellas
grosser power movements.

The last section is the smallest of the three, and contains what is
basically a very complex catalytic laboratory. Metabolic maintenance
of the Prontexi is quite complex,chemically, asits structureis made up
of complex and extremely large metallic molecules. The maintenance
consists of applying continuing new amounts of needed metals to
these molecular strings to maintain the delicate balance needed for
life. When additional metals are needed, they are usually found within
the Prontexi body, but thefeet canbe used toabsorbneeded molecules
directly from the ground.

Anindividual Prontexiis rather dumb, with theintelligence of aninsect,
but they can meld their intellects into a powerful group mind. Thus, a
group of sixty Prontexi within twenty feet of each other will be roughly
as intelligent as a human being. Thereis abottleneckin theability of the
larger mental organism to handle information flow, so that the
maximum size of a single individual mind is about two hundred
individuals, or roughly two and a half times as intelligent as a human
being. However, different mental groupings of Prontexi can communi-
cate with each other through telepathy, andcanworkinunisontosolve
a particular problem.

Reproduction is accomplished through a complex catalytic process
which produces the single massive metallic molecule that is the key
structure of the Prontexi. As this moleculedrifts about onthe Prontexi
worlds, it is either destroyed or it picks up enough additional atoms to
complete itself, and becomes an immature Prontexi. The first several
years of a Prontexi's life are spent completing and enlarging its body.



Rappi

Due to their rather restrictive living conditions, the Rappi are found on
only a few worlds in the Second Empire. They require almost constant
moisture on their skins, and large quantities of water are needed for
their style of living. However, these same conditions |ead tothe Rappi's
mastery of low-pressurechemistry, andtheirraceisindemandallover
the galaxy for their specialized knowledge.

Physically, the Rappi are very similar to the human race. While their
dexterity is slightlylower, their reflexes are slightly higher. The average
height of an adult Rappiis eight feet; thenormal rangeis fromsixfeet to
nine feet. The femalesareslightly smaller,usually fromfive feet toeight
feet. Rappi possess two lower legs for walking, and two arms for
manipulating. Unlike humans, Rappi have webbed fingers and toes, and
can swim quite well for humanoids. The skin is a moist, soft surface,
colored grey or mottled green.

Possessedof dualbreathing systems, the Happiis capable of breathing
either humid oxygen air or oxygenated water forprolonged periods. For
ease of visioninthese twoenvironments, the Rappihas twoeyelids, the
inner of which is a lens that adjusts the eye for underwater vision. The
outer lid is a simple protective cover, asin the human eye. Whennot in
contact with the very humid atmospheres of their home planets, the
Rappi must wet their skins at least every 24 hours. Either freshwater
or salt-water may be used for this purpose, and the Rappi may safely
drink either kind of water as well.

Almost all of the Rappi civilization is centered around water, usually in
the form of a swamp or a canal system. Most of their homes are built
half-immersed in water for ease in maintaining the submersion that
they find desirable.

Very similar to the human being mentally, the Rappi are a live-bearing
race that use a variety of different social constructions to protect the
individual. On different warlds, they have used elected councils,
hereditary councils, and dictatorships. Ingeneral, the average Rappiis
unlikely to question the commands of authority, although the less
docile Happi are more likely to be seen on the spaceways.

Rappi cities are works of art, thelayout being carefully designed tohave
several different levels. The lowest levelis entirely immersedin water.
This level generally includes all of the schools and internal government
offices. The second level is a level of private homes, and the business
district. This level exists half in the water, with three to four foot deep
channels and canals connecting all buildings. The upper level, whichwas
traditionally used only for pregnant females and other protected
members of the race, has become the home of the elite, and also the
location of most off-world facilities, such as hotels, restuarants, and
external government offices.

The most striking feature of all Rappi cities is anincredible profusion of
both canals and plants. Often it isimpossible to see buildings or canals
for the masses of creepers and algae that obscure them. Since all of
this plant life, and the animals it feeds, are edible by the Rappi.itis not
uncommon for a Rappi to merely step out into the street for a quick
snack. General dining, naturally, is done with more specific plants and
small animals, but no Rappi sees anything wrong with eating the city
plant life. Due to the constant low light level in these locales, which the
Rappi's eyes can easily penetrate, there have come into being large
artificially lighted towns, which are designed specifically for off-world
visitors.
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Raslet

The Raslet occur only in the superheated waters of their Venus-type
planets, and due to their size and temperature requirements they are
rarely seen at Second Empire starports. However, they do travel in
their own starships,and they dealwith the massive trading conglomer-
ates like other races. They have little to do with the Second Empire,
except superficially, and they remain almost totally uncontrolled even
within the Second Empire. No doubt this is due to the fact that there
are very few of them, and that planets of their type are difficult to find,
so that the Empire feels it does not need to spend as much energy
watching this race as it does with others wha have hundreds of balt-
hales.

Raslets come in lengths of up to two hundred feet, and their maximum
thickness is about twenty feet. In general shape, the Rasletis along
cylinder, broken at the ends. The head of the Raslet has twolargefins at
the top which are used to steeritunderwater, andjust below theseare
the enormous eyes, which scan the entire environment between the
four of them. Designed for constant immersion and constant dark-
ness, these eyes have no form of protective cover, and will go blind if
exposed to light of surface brightness. Just below these four eyes the
body splits into twenty tentacles, each covered with rows of muscle-
driven suckers of various sizes.

Among these twenty tentacles are four specialized tentacles that
have manipulative devices on the ends. Resembling two fingers,
without a thumb, these four specialized tentacles actinginunisonwith
a number of sucker-tipped ones can manipulate the most delicate
devices very easily. Inside the protected areaformedby thebase of the
tentacle is the mouth of the Raslet, which is fed directly byone or more
of the tentacles. In addition, water is constantly pumped through this
orifice from gills located between the eyes. The water is pressurized
inside the Raslet and then propelled at high speed through the rear
mouth, pushing the Raslet through the water at a high rate of speed.

The civilization of the Raslets is entirely constructed onthefloorof the
ocean, and therefore is very difficult for the average human to find.
Naturally they use no lights, nor any form of fire. To find their way
around, they rely on their incredibly sensitive eyes that can seein any
light, no matter how weak. In addition, their eyes are sensitive to
infrared wavelengths, and at those depths, anything artificial and
powered will radiate fiercely in the infrared band of the spectrum. The
Raslets base almost all of their civilization directly on the use of
radioactives, of which most Venus-type planets have a fair amount.
Due to their relativeimmunity to radiation, and theirinability tousefire,
the Raslets discovered and tamed radioactive power atamuch earlier
period than the human race.

The social and political structure of the Raslets is based on the fact
that they multiply only very rarely. Each Raslet has a fertile period
lasting only three standard years, and a gestation period of eleven
standard months, thus allowing a maximum of only three births per
individual. Therefore, there is much competition for the right to pass
on one's genes, and this competition results in the striving of almost
every individual toward the best possible results in whatever field he
or she has chosen to follow. Females share this competition; theywish
tobe the best possible female choice when a top-notch male becomes
available, thus allowing the maximum passible genetic quality for their
offspring.

Female Raslets are protected by both government and indivuals from
any possible harm during their pregnancy, and this attitude carries
over into their dealings with other races. A Raslet will finditimpossible
to damage a non-mature female of any intelligent race, and will never
hurt or threaten a pregnant female at any time. Not only the act, but
even the concept of harming a pregnant female is impossible for a
Raslet to entertain.



A common sight among the research and military establishments of
the Second Empire, the Rigellian is well-known for his superbly logical
mind, and for his ability to think in three-dimensions. Thereisaproblem
motivating any Rigellian to do anything, but there are enough of them
that a given job can usually find a Rigellian willing to do it

The Rigellian has a large body, shaped like an oildrum on its side. This
resemblenceiscontinued even to the supportribs, whichappearonthe
Rigellian at frequent intervals, From the four corners of the body
extend four very blocky and unjointed legs, that support the massive
weight of the Rigellian with ease. At each end of the oildrum body is a
cluster of tentacles, each of which splits into a number of smaller
tentacles at the tip. Atop the oildrum body is a single domed
protruberence with no eyes or ears. The Rigellian is totally incapable of
detecting sound, unless it is of sufficient volume to resonate his bady.
All sensing of the external environment is done through the use of a
specialized psionic sense called spatial sense. This acts to give the
Rigellian a total picture of the surrounding environment, in all
directions, andinalllights. Itisaccuratetofractions of a millimeter,and
can be adjusted selectively to penetrate many non-metallic materials,
and several of the lighter metals.

This spatial sense is especially useful when coupled with another
ability, the Rigellians tolerance of all kinds of radiation. This allows him
woark in reactor areas, and in radioactive mines where the radiation
would kill another race, or require costly shielding. Such work

sometimes results in the contamination of the Rigellian, but they can |

usually be decontaminated cheaply and fairly quickly.

Themindofthe Rigellianis mostinteresting. ltisincapable of any sart of
drive, or motivation. The Rigellian's sense of logic, and his ability to see
the universe in three dimensions, make him a very effective research
worker, but it is difficult to find a Rigellian who can actually make
inductive jumps of genius. In general, they are used for the basic
support work that makes up 80 percent of all research: the
monatonous repetition of the same actions under slightly differing
conditions many times.

In the Rigellian society, as well, a lack of drive and mativation is
apparent. The society of the Rigellians can best be described as one
that takes the easiest course at all times. There are no laws, no palice
force, and until lately, there was no military at all. Now, with the
increase in offwarld visitors, a defense force has been formed, but
Empire appraisers are unsure of its effectiveness due to the need for
rote and memarized drill rather than independant action on the part of
the defense personnel.

Their philosophy of life is one of fatalism, and a disaster is often merely
passed off as having been fated to happen, which results in many
crimes being committed against the people of the Rigellianrace. These
criminals merely wait for the Rigellians to stop their immediate panic
reaction, and classify their crime as a result of fate, and they can
generally repeat the same crime again. Several times in the history of
the Rigellian race, a mutant has appearedthatis capableof greatdrive,
and has motivated and directed the Rigellians to achieve the
technological skills that they have. Without this occasional push from
within, it is doubtful that the Rigellians would ever have made the
investment to gain space or star travel. However, even these
individuals never advocated an Empire of any sort, and the Rigellians
have trouble grasping the concept of Empire.
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Sander

The SanderFederation, which was actually alooseempire, was brought
under the control of the Second Empire after many years of bitter
fighting. Since the Second Empire wanted livable worlds, not cratered
ruins, they were forced to use soldiers rather than atomic weapons.
However, once the government of the Sander Federation collapsed.
and their starships were smashed into scattered remnants of fleets,
the ground conflicts rapidly degenerated inta fierce guerriallacombat.
Since the Sander were capable of hiding on their planets much more
efficiently than the invaders, the conquest took many years, and
resulted in an appreciation of the abilities of the Sander to hideoneven
the most forebidding desert in total security. They were finally
defeated only through the use of many teams of psionic detection
specialists.

The Sanderis a large, sand colored triangle of protoplasm. The color of
the skin is variable across a wide range of greys, browns, and tans.
Physically, the triangular shape of the Sander is made up of a six foot
long tube for a body and two large flanking triangular wings. At therear
of they body is a long stinger, capable of being smashed through steel
plate by the tremendous muscles of the Sander's back. Thefrontof the
Sander consists of a small set of eyes, and to either side of these are
located extremely efficient ears. Below the sensory organs, taking up
the entire front of the head, is agaping mouthwithamaovable flap below
to seal or apenit.

The Sanders traditionally feed on flying insect life, but have adapted
quite well to eating mammals and birds on other planets, since
their molar teeth are very strong. Generally, the Sander flys through
the air at evening and morning, sieninginsects from the airwithits net-
like inner mouth. Theexcessairis allowed toescape through the rearof
the mouth, at the base of the body.

Inthe harsh temperatures of the day and night on theirdesert planets,
the Sanders use their wings to dig shallow holes under the loose sand,
and sit all through this period with only the two eyes projecting above
the sand. However, the Sander is capable of launching to full flight from
this buried position, as many unwary Second Empire troops found out.
The tail is used only as a weapon of defense in the wild, but with the
advent of guarrillawar, the Sander discovered that a nan-metallic,non-
detectable weaon was worth much maore than a technological weapon
of vast firepower. Since no effective life-form detectar has ever been
constructed, the Sander were able to avoid satellite surveilence
merely by not carrying any metal.

With the advent of technology on the Sander worlds, they began to
alter their previous nomadic existance, and to concentrate in cities.
These cities, though, consisted of protected areas toguard machinery
and stores against the continuous wind andsand. The Sanders, inspite
of the options of a technological civilization, prefer to continue living at
unmarked, undeveloped locations scattered at random aover the
deserts. This use of unmarked and unremembered sleeping areasalso
results in the Sander having little use for personal possessions that
cannot be carried on the body. They have little emotional attachment
to any possession, and therefore the concept of theft is almost
impossible to explain to them.

The government of the Sander is a lazy, sort of happy-go-lucky affair,
which barely functions at all unless it is needed. When circumstances
requireit, each Sander takes the law into his own hands and does as he
sees fit. When the situation becomes grave enough for a government
to beneeded, alocal governmentis rapidly constructed, and works very
well forthe emergency. As the severity of the emergencyincreases, so
does the size of the power structure that is created to deal with that
emergency. In all cases, the populace obeys the directives of this
government, and after the crisis is eliminated, the government
dissappears.



Replus

Although still slaves on their home planet, the Replus have expanded

~ affplanet, and have several independent colanies scattered through

the Second Empire andits neighboring areas, Still rare, the Replus are
seen occassionally instarports, collecting money tobe used tofres the
home worlds from the grip of their slaver overlords. The Replus, unlike
many other races that exist in similar circumstances, have managed
tobecome financiallyindependent, mostly through theiruncanny ability
to calm and control all sorts of animals, an ability thatis clearly psychic,
but daes not seem to be associated with any other psychic powers.

Approxim'ét:e!y four feet tall, the Replus is physically very similar tothe
human being. The Replus stands out a little more because of its very

. thick coat of light blue fur, a coat that turns lighter with age, until it

becames white. In addition, the Replus has twoverylarge,droopingear
flaps that hang down either side of its head, almost to the chin. These
ear flaps ar movable to some extent, and the Replus is capable of
locating precisely the source of a sound. -

The Replus have two sexes, and these twa sexes are always equal in
society, except that the young-bearing sex is required to raise and
maintain the young entirely on her own. There is no permanent social
bonding betweenany twoReplus; even mated pairs areonly temporary.
Each Replus is primarily concerned with its own desires and needs,
although if one can convince another that group actionis needed, then

- theywilljoin forces promptly. The young of the Replus areusually bornin
" litters of eight to twelve, and these young share afeeling towards each

other found in no other relationship that exists in the Replus society.

“These relatives, and no others, will show each other protection, and
gift-giving, and apparent love, but these feelings are not carried on to
either of the parents, or to the following children.

This sibling bondingis the primary reason that the Replusis capabie of
competing in Empire society at all. Almost all of the companies and
businesses of the Replus are run and staffed byasingle group that was
born in the same litter. At the time of dissolution of the group, usually
=through death, the company or business is usually altowed to die.
Sometimes the name of the businessis continued, although the stock

.. i1s sold to a new owner.

In this way, a large group of litter mates that have access to alot of
money usually form the government of a Replus community. Through
the use of bribes and advertising, thesegovernments canconvince the
majority of the populace to agree with them, and to pay taxes for
community-wide programs such as protection from disease, running
water, space defense, and similar broad-based concepts. Inalmost all
cases, the ruling familyhas beenthe same forgenerations, aswhenthe
current family dies out, its offspring are in the best position to grab the
facilities and money. It is bitterly contended among the scientists of
the University of Zacania, but the current concensus of opinion is that
this still does not represent any form of emotional bond between
parent and offspring.

Since their colonies are still few and small, the usual Replus shipseenin
the Second Empire is a tramp freighter, or sorme other sortof ship that
can be purchased cheaplyand repaired by alitter-mategroup. Eventhe
ruling litter-groups'do not generally own new ships, and when asked,
they claim that secondhand materials accomplish the job as welland a
good deal cheaper than investing money in home-run ship manufac-
turing facilities, which would require the full time of yet another litter-
mate group. Many times offwarld companies have attempted ta
interest the Replusininvesting in plants of one sortoranother,but the
usual comment is that the money and personnelwould be better spent
elsewhere, and the Replus continue to purchase materials from
offworld at relatively high prices.
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Sapiot

The civilization of the Saplots has fascinated scholars for many years.
Itis only roughly similiar ta the civilizations of the Second Empire, andit
has produced several schools of philosophy that have taken some hold
in the Empire of Cavoral. Rarely seen off their few home worlds, the
Saplots do not actively seek either space travel or colonization,
although records from the distant past indicate that at one time they
were a spacefaring race. :

Only two feet tall, the Saplot presents a startling picture withits bright:
green fur, which is usually aninch or solong. The basic humanoid form of
the Saplot is marred by the addition of alarge protruding breastbane,
and the folds of yellowish-green wings draped at the sides of the body.
The center finger of each handis the main structural support for these
wings, and the rear fourfingers are the minor support ribs. The thumhb
and index finger are free of webbing, and have a long reach.

The entire body is composed of light, hollow bones, and the muscle
tissue surrounding them is very weak. The only muscles that are
developed to any extent are the massive wing muscles, especially
across the chest and the back. The legs are rarely used for walking, as
the flying membraneis attached down theentire sideof the body, tothe
base of the feet. In flight the feet and lower legs, with their rigid,
protruding vanes along the rear of the calves, are used to steer, and
occasianally to control braking.

Itis very commonto seea Saplotland fromextended flying and collapse
into totalagonyontheground. Thisis duetotwo things. First the Saplot
can feel no painwhen in the air, only euphoria. Infact, unless he hasbeen

' given special training, a Saplot in flight cannot think. Second the entire

Saplot race is susceptible to a vicious form of nerve cancer, which
causes themseverepainwhennotinflight. Theusuallifespanof Saplots
is 40 standard years, because at this age the pain becomes totally
unbesrable, and they usually commit suicide by flying over the ocean
until they fall and drown.

Their society is centered entirely on flight. The highest aspiration of
everyindividual is to be flying, at all times.Inflight therearenocares,no
waorries, no pain, no thought. Unfortunately, the saciety of the Saplots
requires the services of many of them for tasks such as preparing food
for others, raising children, and maintaining the society as afunctioning
whole. Therefore, the Saplot must alternate 24 hours of flight with 24
hours of service to the community, usually on the ground. Naturally,
none of these grounded workers are interested in maintaining the
community, only in enduring until their next 24 hour flying period.

This results in the haphazard style of life characteristic of Saplot
worlds. The main buildings of the Saplot are millenia-old towers,
crumbling away, each a mile tall and a half mile square at the base.
Covered with vines and the remnants of thousands of generations of
animals, these pylons resemble natural buttes rather than buildings,
but they have all been shown to be artificial. With the extreme age of
these buildings, it was not unreasonable for LaGrange and Cuth'li te
assume that artifacts could be found inside them, and after a brief
search they uncovered the largest cache of First Empire toaols,
equipment and manuals ever reported. Naturally, this resulted in a
wholesale flocking of thousands of artifact hunters from all over the
Second Empire to the planets of the Saplots.

While most of the Saplot planets arelisted as having port facilities of all
kinds, the prospective traveller should be warned that the usual state
of these starports is one of total disrepair, and the bored and
unresponsive Saplots can rarely be roused into helping a stranded
visitor.
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Sheel

The Sheel were certainly very highupinthe powerstructure of the First
Empire, but they were not the Masters of the First Empire. Until
recently, the race was thought to be extinct, eliminated during the
Interregnum, but recent scouting missions have found colonies of high-
level Sheel toward the galactic core, at distances that even the First
Empire was not thought to have reached. When questioned, these
Sheel worlds revealed that they were colonies formed by fleeing Sheel
during the break-up of the First Empire. Thus far, they have expressed
little interest in becoming allied with the Second Empire in any way,
excepttosignanan-aggressionpact.

The Sheel are one of the most inoffensive-appearing races to human
eyes, as they resemble closely a common human toy called a "teddy
bear.” Like teddy bears, the Sheel are rounded, and covered with short
fur, and are usually only three feet tall. Their heads are rounded and sit
flush on their shoulders, with no neck apparent. The claws are not
designed for combat, but rather for hanging onto trees and snaring
leaves from branches. In short, the Sheel appear to be one of the most
harmiess races in the Galaxy.

However...appearances are deceiving. The Sheel are actuallyone of the
deadliest races yet encountered. Although their claws are designed
only to snare leave, they are able to produce an extremely dangerous
poison on demand, and the speed of relexes of the Sheel enable it to
attack any animal or beast successfully, and escape any possible
counterattack through the speed of its flight. The poison, which
attacks the nerve cells directly, is fatal to most races within a short
period of time. The few times the Sheel have been involved in combat,
they won total victory. Even now there are tales told of the Sheel
diplomatic corps, which could lure an enemy intorelaxing, thendestroy
him easily, even under fire.

Mentally, the Sheel are even less like humans. The easiest way to sum
up their philosophy of lifeis tosay that they areamoral. Intheirview, the
end always justifies the means. If anindivudual oragovernmentgot the
idea that a particular planet should be mined, for example, they would
think nothing of destroying the entire occupying race. They would,
naturally, balance the possible consequences of this action against the
possible gains, but in an even situation, it would be easier for them
simply ta poison ar bomb the entire planet into a lifeless wreck.

Thereisonly oneguality thatisworth havingintheSheelrace,andthatis
the ability to suceed. It makes no diference to the Sheel how this is
accomplished, as long as it is. There are no words in their language for
the concepts of trust, lie, honor, duty, good or bad. Theonly termsused
to describe actions are effective or ineffective, productive or unpro-
ductive. Naturally, this makes it very difficult for the various groups
interested in talking to the Sheel to communicate on any meaningful
level, particularly the various churches that are attempting to
proselytize there. A cancept like “love for your fellow man” can only be
translated roughtly into such words as "letting your fellow man live
because he niether helps nor hinders you,” which loses much of the
meaning.

Because of the extremely effective government that the Sheel have
perfected, they are some of the most capable administrators in the
known galaxy. Naturally, many of their methods do not agree with the
feelings of the governed, butin most races the masses have always felt
somewhat out of touch with the government. The form of government
advocated by the Sheel merely accentuates this distance, and puts
total power into the hands of the government, with no public contraols.

In no case, though, will anindividual Sheel allow himself to threaten the
survival of his race, though the fate of a planet might not concern him
overly.
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Shen

The Shen is a truly bizarre life-form. Several dozen worlds have heen
discovered so far that either have it or once had it. Apparently, this
form of life was in existence even during the time of the Farerunner
civilizations, asrecords surviving from that time seemtorefertoit. ltis
not known whether the Shen posessed thesamedegree ofintelligence
at that time; they have shown a dramatic increase in intellectual
powers since their discovery during the time of the First Empire.

The Shen life-form covers an entire planet. Thereis nosuchthingasa
mountain, or asea, anywhere onthe planet; merely asolid grey covering
thatis perfectly flat over the entire surface. This grey surface is easily
pierced, and the underlying material is identical, down to the bedrock of
the planet. At special areas of the planet, though, the Shen has
secreted its brain tissues, usually under some miles of rock, and
communication with the rest of the body is accomplished through the
use of its peculiarly non-specialized tissue, whichis apparently capable
of doing almast anything without structural change.

Reproduction, when it occurs (very rarely), is handled by a vast area of
the skin which retracts to form a huge catapault, then springs back
over a distance of some miles to throw microscopic spores high into
the atmosphere, where a very few of them are carried into inter-
planetary and even inter-stellar space. The Shendoes not feelany need
to ensure its racial survival other than by this half-hearted, random
method. When a spore lands on a new planet, it remains a small and
insignificant growth on the surface for several years, storing energy
and material under ground. When it has accumulated enoughof both, it
rapidly grows to ahout amile across. After this point, the growth of the
Shenis aregular square mile per day, until the entire planet is covered.

Apparently, the mind of the Shen is as malleable as its body, and it
appears that the local Shen have learned science up to around
technology levelnine. They areveryinterestedin radioactives, because
they still do not understand them, and many of their planets do not
possessany.

The Shen, by utilizing its responsive body, can create anything that it
understands completely. By passing elements in molecular quantities
through its body, the Shen can localize and create any number of
objects using metals or other obtainable elements. Lately, some Shen
have discovered how to combine hydrocarbons into plastics, and has
added these to the inventory of substances it can manufacture.
Unfortunately, this process is very slow, requiring much of the brain
power of the Shen for a long period. The production process generally
takes ten hours for a single cubicinch of material, or even longer if the
material to be formed is complex,

The Shen are contactable by binary code, and are capable of decoding
and transmitting it through specialized extrusions that they create
and destroy at will. When sufficiently interested, and when it has
enough time, a Shen cancreate apparently humanextensiblesthatare
capable of carrying on a conversation with a visitar. They are, however,
incapable of moving out of contact with the surface of the planet, and
can move anly a few feet, by sliding the local piece of skin material.

When asked politely, the Shen will usually remove itself from a piece of
bedrock to allow a visiting ship to land, if the ship signals from space
that it is approaching. Signalling should be done through the use of
wide-beam lasers, which the Shen can detect easily.
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The Srill have only been encounteredonthreeplanets and four asteroid
belts. this is difficult to explain, since they are an energy race, and
planetary conditions make little difference to them as long as the
energy input is sufficient. Their records indicate that they once had
many colonies, but that they were almost totally destroyed at thetime
of the Forerunner civilization's collapse. Thereason far this is unknown,
and no records from any source shed any light on the subject.

The Srillis composed of almost pure energyinside asmalllattice ofiron
or nickel ore. It appears as a glowing globe about ten feetin diameter,
with a small open network at the center of it, about two feet in
diameter. This ball of energy can range in color from transparent,
through all colors of the spectrum, singly or in unison, ta absolute
energy-absorbing black. Srill communicate by controlling their spec-
tral output, and have two senses. The first is a reaction of their own
energy structure to incoming energy, which indicates the spectrum
and energy level of the incoming energy, and allows the Srill to decide
whether or not to attempt to absorbit. Most energies are absorbable,
and most can be produced by the Srill. The second sense is the
reatction of the iron or nickel internal skeleton to gravity waves. The
Srill, through the deformation of this iron framewaork, is capable of
detectingpieces of matteras smallas anicecubeamiledistant,solong
as the gravity well of that object is not masked by the larger gravity
wells of other objects, like planets. Due to their internal structure, and
their need to move themselves by utilizing magnetic attraction and
repulsion on other iron or magnetic ores, the Srill usually occur anly
near surface areas wherelarge amounts of magnetic metals are easily
available.

Srill have no gender, and reproduce only rarely. When, after thousands
of years, a Srill has expanded its internal skeleton almost out to the
boundries of its energy field, it organizes its internal structure to split
into eight new Srill. The mind and identity of the original Srill is totally
lost, and the eight new Srill are totally uninformed. They begin tolearn
at once, within the community of Srill, and reach their age of maturityin
about three hundred years. The growth of the internal skeleton
continues at a steady rate throughout the entirelife of the Srill, usually
around half a cubic inch each year. This material is removed by
magnetic attraction from surface iron deposits, and is gradually
alloyed to the main body structure by molecular welding.

The Srillmust always bein bright sunlight. They areincapable of storing
energy in any way, and must use tremendous amounts of energy
constantly to maintain their life processes. For this reason, Srill are
never found on planets with atmospheres, and are only seen in the
Second Empire starports inside complex protective containers that
serve to protect other beings fraom the deadly radiation that the Srill
find necessary to sustain life. The Srillareone of thefewracesthatcan
ignore radioactivity, and they could theoretically survive a nuclear
explosion, as long as their internal structure was not deformed by the
shock wave.

Themindand memory of the Srillis tied toitsironornickel core, possibly
through a sort of binary coding of magnetic impulses. If this internal
structure is deformed or damaged in any way the Srill may die, or at
least lose parts of its mind and memory, usually becoming a child Srill
again except in size., The deformed structure is then capable of
supporting a new personality and new set of memories, until it is
deformed again.
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S’Shula’a

S'Shula'a are common in this area of the galaxy. Due to their fast
reflexes and high dexterity, they are in demand as starship and
spceship pilots, and for highly skilled work of all kinds. In addition, their
size makes it possible to fit them into very small spaces, making them
economical for many jobs.

The S'Shula'a in general appearance is like a Terran crane, with a
shorter neck. Thelegs are very thin, and of little strength. They cannot
produce much speed on the ground, and are not very capable at
climbing. The wings, however, arefunctional, and give the species ahigh
degree of maneuverability. Below each wing, protected by it,is a single
thin arm with a six-fingered hand at the end, having four fingers and two
opposed thumbs. This gives the race a very high dexterity. The wings
must be eitherinuse or slightly spread for the arms tobe used, oreven
seen.

The feet of the 5'Shula’a are the primary defensive weapon, not the bill.
Designed originally for digging in light sand and soil, each toe has along
and well-supported toenail thatisgenerally verysharp.Incontrast, the
billis designed for cracking open small crustaceans and insects, and is
quite blunt. In spite of the weakness of the legs, the sharpness of the
claws enables the S'Shula’a to deliver severe wounds. Thus the
S'Shula‘'a is generally able either to defend itself or to escape from
attacking predators.

Each S'Shula'a has a coat of feathers that it sheds once every six
months, on the average. This coat of feathers ranges in color from
reddish brown to red to bright orange, depending on the home planet
and climate. Ingeneral, thewarmer planets seemtocausethebrighter
colors. All of the different types caninterbreed, and the offspring follow
the darker color, evenif the climateindicates adifferent color. It takes
generations for the lighter color of alocal straintoeliminate the darker
color of an off-worlder.

The §'Shula‘a are an egg-laying race, and treat their eggs in a peculiar
manner that offends many of the other races in the galaxy. After the
female lays the eggs in a protected nest on a raised platform
(traditionally made of mud on the seashore), both parents ignore them
entirely. In the event that the young survive to hatch, the first adult of
either sex that passes close enough to hear them will raise them. The
mortaility rate among the young is very high in primitive cultures, but
since the female lays one clutch of fifteen to twenty eggs every six
months, the population remains quite large. With the advent of
technology, and the control of various predators, the population grew
dramatically.

The S'Shula‘'a are a communal species. Since the offspring are usually
hatched by a totally unrelated set of parents, the adult community is
very conscious of its interrelation. Living in dense communities of
millions, the §'Shula'amake alldecisions through the electionof asingle
official who is not allowed to carry any sort ofweaponordefense.Inthe
even that this officials decisions are not adeguate, or he attempts to
arm himself or protect himself from thejudgement of his society, he will
be killed by any member of the populace that sees him. The only reason
this method of government works is that the S'Shula’a are totally
devoted to the race, and when one assumes the position of ruler, he
attempts to rule for the maximum good of the race. Trying to remove
himself from the judgement of his peers, though, is not tolerated by
their moral code, and results in immediate death.

Note that the §'Shula’a have extremely good close-up vision, and can
seevery wellin dim light, but cannot see distant objects atall. This fact
has shaped their civilization, in the sense that each community only
cares about its immediate vicinity, because the S'Shula'a cannot see
beyond that. This leads to total destruction of the environmentwhena
factory or mineral mine is started, because none of the locals is likely
evertoseeit.
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Well known for their surprise raid on the Emperor's home world, the
Sthori have since beome an integral race of the Second Empire. Their
microscopic vision allows them to produce many of the finest pieces of
electronic equipmentinthe Empire. Their previous dreams of conquest
have apparently been forgotten, as they amass vast power within the
structure of the Empire’s mercantile system.

Sthori

Roughly humanaid inshape, the Sthori stands about sevenfeet tall. The
legs make up most of this height, and they are equipped with two knee
joints. This makes the leg very flexible, and allows increased running
speed. At the base of the legs are four-toed feet; the entire weight of
the Sthoriis balanced on these taes. They are very wide, and have pads
alongtheunderside. The entire body of the Sthoriis covered withalayer
of fine, grey-brown feathers. The color of an individual may change
dramatically during different stages of his life.

The head of the Sthori is roughly hatchet shaped. with the edge facing
forward. Inset into the edge are two eyes, with the upper, larger eye
designed for both close and long-distance vision, and the lower, small
eyes capable of only microscopic vision. This means that the Sthariis
only capable of telling the distance of an object if itisin the visual range
of both eyes, which means between ten and eighty feet. Both eyes are
insensitive to yellow, and are quite efficient in the ultra-violet range of
the spectrum. In addition, the Sthari have two ears mounted on long
stems on either side of the head. These cup shaped ears are the
primary senseorgan, and candetect the sourceof asoundatincredible
distances, even under noisy conditions. The Sthori also has a
depressed area on top of his head that can measure the current air-
pressure, This allows them to detect incoming weather patterns, and
also gives warning of approaching shock waves, or anything else that
would alter the surrounding atmospheric pressure. However, this
same organ makes them sensitive to pressure changes, and they
cannot live under conditions where the presssure is either muchless
or much greater than they are used to.

The Sthori are a strongly religious race, and tend to support large
caommunities of priests serving one god or another. These gods are
often consulted in matters of importance, and the statements
received from the priests are treated as counsels of the highest sort. If
a decision turns out to have been wrong, the god that counselled that
decision is publicly chastised for not helping his worshippers, and the
temple is pushed further down the list of powerful temples. The temple
that offered the correct approach is given a boost in prestige and
income, and this elevates it on the social ranking of the temples and
their gods.

In spite of the fact that there are hundreds of these gods, the Sthori
take them seriously, and will often challenge a non-believer to a duel to
the death if they should be insulted. Each tribe of Sthori, while
wandering on the surface of a planet on its regular nomadic route,
carries with it a protector god, who is claimed to help the members of
that particular tribe. In addition, rare individuals may be apprachedbya
gadpersonally,andbeallowedtowearanamuletforpersonalprotection.
The government exists only to serve the needs of the religious orders,
and mostly exists to deal with events that occur off-planet, as the gods
are all planetary gods who make no claims about the rest of thegalaxy,
and rarely leave the homeworlds themselves, A Sthori on a distant
world may feel very vulnerable, as his gods are probably unable to hear
him pray, or respond to his troubles.

The Sthori, as arace, areimmune to concentrations of ultra-violet that
would burn or kill most other races. This allows them towork onworlds
with no protective atmospheric layers without undue hazard, and ta
deal more easilywith atomics. They are also somewhat more radiation-
proof than other races, although they still get sick or die if they absorb
too much.
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Tpictyl

The Tpictyl are beetle-like, and are perhaps themost commonlife form
in galactic mythologies. In modern times, however, they are very rare.
The most common form seen now is that of a beetle appraximately
three feet in length, and standing about two feet in height. Equipped
with six long andverymaneuverable legs, theyarealmostimpossible to
knock over, although they have trouble righting themselves once they
are on their backs.

The Tpictyl's large multi-faceted eyes reflect the light in many colors,
and are cavered with a thick, clear plate. Below the eyes, twa large
mandibles jut out over afoot. Eachis very sharp, on bothits edge andits
point, and guite strong. Above the eyes, located in the center of the
head, is a large point of chitin, which is very heavy, but not sharp. Tpictyl
rarely use this paint for anything.

In color, the Tpictyl range from dull green to vivid chartreuse. Usually,
each is covered with a number of brown spots, which are considered
beauty marks. The eyes are the only part of the Tpictyl that does not
follow this simple color scheme; they reflect all the colors around them.
Due to their faceted construction, the eyes of the Tpictyl are never
seen to mave or blink, and it is impossible to tell what one is looking at.
AIIJSD because of the faceting, they cannot read very fine detail on an
object.

The civilization of the Tpictyl is very difficult to monitor, so that much of
the information presented here is only obtained through hearsay and
official Tpictyl releases. How much of this information is true, we have
no way of knowing. :

In general, the Tpictyl is a clan creature, and likes to have lots of its
fellow creatures around it at all times. Each clan controls ahive that is
built entirely underground, and may hold up to one million individuals.
The tunnels and warrens of the hive are rarely more thantwafeethigh,
and the only illumination is from a dim type of phosphorescent fungus
that grows along all exposed surfaces.

The feeding of the hive is accomplished through the use of vast rooms
full of edible fungus, which is tended carefully by a hereditary caste of
farmers. These farmers are usually only two feet inlength, andlack the
brown spots common to the freer classes. The farming caste is never
allowed out of the hive, and can be seen only duringa mass migratignar
colonization. It is interesting that never in the recorded history of
either Empire is mention made of a revolt among these confined
members.

The methad by which these caste members were chosen hasbeenlost
in thepast, andonly the hereditarylineages remain. Allother Tpictylare
of the standard variety, although reports have been heard of a warrior
breed, which is six feet in length, with much larger mandibles. These
sightings have not been confirmed, but they do have supportive
evidence in galactic mythologies.

In addition to their grasp of Techspesak, the Tpictyl alsa have a natural
language in the ultrasonic registers, inaudible to the human ear. In the
event that a Tpictyl is injured or in danger, it may produce an inaudible
call far help, leading to the sudden appearance of thousands of hive-
mates.



Tran

Rarely seen inside the Second Empire because of their sensitivity to
heat, the Tran are common on frigid worlds, such as cool Mars-type
worlds. They are often used as garrison troops on such worlds, where
their ability to survive in very cold climates helps them to get by witha
minimum of equipment.

Standing about six and a half feet tall, the Tran is an outstanding
example of nature's ability to fit races to any environment. The Tran is
almast tour feet in width, and is lightly built. The barrel-shaped chestis
the most striking feature, and the legs are guite short. The feet, with
three toesinfrontandoneinthe rear, are relativelyinflexible. Theknees,
however, bend freely, and this is how the Tran is able tomove himself.

The Tran homewaorld is covered by vast expanses of frozen ocean, and
over these the Tran move by a novel method—ice skating. The four
claws on each foot are used as skates, and the rear claw acts as a
brake.Largenatural “wings” extend fromunder eacharmto the baseof
the foot, to catch the constant wind that sweeps the surface of the
planet. The Tran are able to skate at high rates of speed, and to
maneuver deftly, even into the wind.

The Tran are a two-sexed race, with live-bearing females, and a
basically human appraoch to living. The standard social group is the
town, cantaining smaller family groups. Like humans, the Tran practice
many different types of government, and the current favoriteis a sort
of royal dictatorship. The ruling monarch of the homewaorld can trace
hislineage back to the first members of the first expedition toreachthe
new continents on that world, an event that must have occured in
distant prehistory.

Ingeneral, the cities and fortified holdings of the Tranare built verylow,
and are always of stone, in spite of the availability of more durable
materials. They are combed with wide streets, and the wind is allowed
toblowintathe cityat fullforceand from alldirections, toallow the Tran
to skate the streets. Different levels are reached by ramps, and the
Tran can skate up these ramps with little efiort.

Inside, out of the reach of the wind, the Tran can walk slowly and rather
clumsily on their feet. Lately, though, the Tranhave takentotying small
repulsion units to the soles of their feet, and using wind currents to
push them where they wish togo. Naturally, thereis not always wind on
other waorlds, so that the Tran oftenuse artificial wind-producingunits
on board their ships, or in their off-world living quarters.

Mentally, the Tran are much the same as the human beings. They are
still ruléd primarily by the profit motive, and they look after their own
interest before those of the race, in most cases. There are several
religions that fourish among the Tran, but none of them is especially
unusual; most are variations of panthiesm. Interestingly, these
panthiestic religions each have a large number of converts who are
called nuns or monks, and who stay in small, restricted convents of
monasteries. They claim to be able to affect the judgements of their
particular gods upon the affairs of the world, and they survive primarily
through the donations and payments of believers. The government,
with several minor exceptions, does not support these religions at all.

The government is a distant force in the affairs of the Tran, as it is
difficult for the average Tran to find or contact the government. Thisis
due to the fact that the government has placed complex communica-
tion devices far down the list of needed technology, and relies primarily
on a sort of feudal structure to maintain order and peace among the
Tran. This breaks down occasionally, but not often.
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Trayle

The Trayle, though they appear hurmnan, are not. Genetic investigation
has revealed that unlike mast humanoid aquatic races, wha evolved
from land-based humanpoids, the Trayle evolved directly into their
present form from other aguatic animals. For this reason, and for
several others, they cannot breathe atmosphere, but must remain
submerged to breathe at all, Naturally, this makes themratherrareon
Second Empire worlds, as they have to wear environment suits and
artificial gravity generators, or bulky aquatic tanks, to go off-world.

In physical shape, the Trayle are very like the mythical mermaid. They
possess the upper parts of a human being, with minor alterations, and
the lower parts of a fish. The head is hairless, and comes to a point on
top tominimizedraginwater. The eyesaremuchlargerthanthehuman
equivalents, to facilitate vision in low-light environments, and also to
correct for the distortion caused by water. These eyes areincapable of
operating efficiently in a non-liquid environment, orin fluids which have
optical properties much different than water. There is no nose, as
constant breathing and tasting goes on through the mouth and the
neck-gills.

Unlike their human look-alikes, the Trayle have very sloped shoulders.
This aids their passage through the water, but also decreases their
strength. The lower part of the bodyis asingle joined tail; a continuation
of the spine extends toits base. At the end, it splits into a horizontally-
fluked tail. All propulsion and steering is accomplished with the use of
this split-tail; the arms and hands are not used unless the individual is
actually pulling himself along the ground. The entire body of the Trayleis
covered with a fine set of scales that range in color from bright blue
through blue-green, to a light lime color.

Mentally, the Trayle believe that all individuals in the galaxy are either
irrelevant or hostile to them. They will usually merely ignore other
beings, but at theslightestindication that anotherindividualis trying to
hurt himin some way, a Traylewill attack at once, and fight tothedeath.
This led to many misunderstandings, and much bad feeling, until
merchants discovered how to use the Trayle's awn customs.

Once every seven standard months, all the Trayle in a certain area
gather together to trade with each other, and to mate. During this
time. theracialparanoiais apparently forgotten, and all the Trayleleave
their weapons at home. The life-mates that individuals will defend ta
the death during other times of the year will be shared freely with any
Trayle that expresses an interest. There are never any fights oreven
disagreements between Trayle during this time, even between
individuals that actively hate each other at ather times of the year.

There is no governmental structure per se, but during these
gatherings, the nomadic Trayle decide tolocate or manufacture things
that the community needs, and these things are exchanged on a basis
of labor expended. The same basis, with minar changes, is used to
barter or buy goods from visiting off-world traders. All functions that
cannot be handled during this infrequent meeting are missing in their
government, and the entire responsibility for looking out for the
citizenry is put directly into the hands of the citizenry. The only crime
thatis punishable by others is to make a hobby out of botheringothers,
in which case the community gets together to eliminate both the
bothersome individual and his family group, except for young children
which are adopted.



Trident

Only rarely seen in public due to their inability to survive out of water,
the Tridents are well known to the star-faring races of the Second
Empire. colonies have sprung up on many planets that support
different races on the continents, the Tridents cultivating and mining
the sea in exchange for materials from the land.

In physical appearance, the Tridents resemble amix oflobsterand fish.
About six feet tall and thirty feet long, the basic body shapeis a long
cylinder. This carries the bulging eyes ontheir stalksinfront, and sharp
jaws underneath. The eyes are mounted on mavable, independent
stalks, two eyes on one-foot stalks, and twomareonthree-inchstalks.
These eyes focus at different distances. The primary visual range is
infrared radiation, although the inner, shorter-stalked eyes are
capable of using visual light also.

Next to the mouth, on either side, are two three foot long manipulative
organs, that combine selective sucker control with a powerful pincer.
The entire head section is jointed anta the middle section of the body,
and this center section sprouts two large pincers first, then sixjointed
walking legs. At the rear, a third section of the body shrinks toa small,
finny tail that can propel the Trident along the ocean flooratahigh rate
of speed. The entire Trident is covered by a thick protective shell of
black or blue chitin, that has overlapping plates far flexibility.

Normally basing their civilization on the ocean floor, these beings can
survive down to depths of four thousand feet (on one gravity planets).
The usual depth is three thousand feet for the living areas, and one
thousand feet for business and production facilities. Most of the food
production for the population is done through the well-regulated
herding of specially grown and protected food fish, each of which
weighs about two hundred pounds.

The society of the Trident is similar to the standard human society,
despite the differences in environment. The primary social unit is the
mated pair, which is live-bearing, and owes all allegiance to superiors
and elected officials. Social protest is a powerful force among the
Tridents, and often forces public decisions to be made or rescinded.
Small one-family dwellings are now being replaced by massive
structures that can hold thousands of Tridents.

Through the analysis of oceanic salt content and currents, the Trident
is able to locate itself at once, accurately, on the floor of anacean, ifit
grew up there. Evenon new planets, a Trident can begin to make rough
guesses as to his position within a few months. The usual way make
sure Tridents cannavigateonplanetsthatarenewtothemistoplacea
set. of navigational satellites in orbit, and supply every Trident with a
simple receiver.

Since the Tridents breathe oxygen-enriched salt water, they cannot
leave the ocean at all. On dry land, their muscles are tooweak even ta
support them, although they can slide along for a few minutes before
they die of oxygen starvation. Their ships are generally quite small, as
the volume of seawater they enclose causes adramaticincreasein the
mass of the ship. However, their space-only vehicles are large than
almost any other race's, due to the stabilizing effect of the masses of
water, and the ease of maintaining a ship in balance with water fillingit.
In addition, in emergencies, this interior water can be utilized by the
modified engines of their ships as ionic fuel, at a reduced thrust.

Theothermajorreasonwhy Tridentsare rarelyseeninpublicis the fact
that they are immune to radioactivity, except in very large doses, and
they are often used for deep-sea mining of radicactive ores. This
results in their gradual contamination, at a level of radioactivity which
may be fatal to other life-forms. Inany case, suchlevels would certainly
set off the bomb-detectors at starports throughout the Second
Empire and the Empire of Cavoral.

Twormin

The Twormin are perhaps the strangest race the Second Empire has
ever discavered. The Twormin do not even live completely inside this
cosmos. Encountered only on the frigid Pluto-type planets, the-
Twormin survive the extreme cold by storing most of their body matter
in hyperspace, with only very tough and replacable organs projected -
into realspace. Like many of the other animals that inhabit Pluto-type
worlds, the Twormins' use of hyperspace is the only thing that allows
them to survive at all.

The actual shape of the Twormin is anly visible after death, when its
mind allows the body to fall back into realspace. The only parts thatare
visible in the real world during the life of a Twormin are the eight eyes,
which appear and disappear with bewildering rapidity, and the
innumerabletentacles that dothe same. The Tworminis abletoregrow
anything that it projects into realspace, so that if a Twormin should
happen toleave anorganin the temperatures of a Pluto-typeplanet too
long, so that it freezes and shatters, he is able to regrow it quickly.

At all times, a Twormin must have some part of his body connected to
the real world. If he withdraws completely into hyperspace, he is no
longer able to project any part of himself through the barrier, and
spends the rest of his time in the transmundane dimensions.
Occasionally, specially designed University of Zacania robotic probe
ships have managed to recover bodies of those Twormin that have
been surviving in hyperspace for thousands of years. During their
involuntary imprisonment, they were notaware of any passageoftime,
and their bodies did not age at all. Advanced methods of tissue dating
show that the recavered Tworminare only decades old. Unfortunately,
the recovered Twormin have all been from the period before their
contact and conguest by the Forerunner civilizations, or else have
proven to be uninformed citizens with little or no knowledge of galactic
conditions. )

Just as the Twormin is incapable of remaving all of his body from the
realworldinto hyperspace, so heis incapable of removing all of his body
from hyperspace. In such a case, the Twormin is unable to return to
hyperspace, and usually dies due to the effects of gravity on a body not
designed forit,ormerely dies of cold. Occasional Tworminthat manage
tosurviveinrealspace are pitied by theirrace, but lookedupon asidiots
wha received only what they deserved.

In spite of their literal otherworldliness, the culture and civilization of
the Twormin is much the same as that of other races of the Second
Empire. They have no need for houses, of course, but they build and
produce machinery to manipulate their environment and produce food
just like other races. In addition, since a Twormin cannot maneuver in
the trans-M dimensions, but must rather use whateverlimbshehasin
realspace for movement, devices of transport are very common.
These include a very efficient normal space drive, a small but well-
charged battery for warmth, and a tiny space for a tentacle-tip to
grasp onto. Objects cannot collide in hyperspace, since they do nat
even exist, in spite of the fact that the Twormin keeps most of his body
there. Each hyperspace, except in complex and specialized circum-
stances, is different from every other hyperspace.

Due to their ability essentially to reduce their body weight to a few
grams, Twormin starships have crew quarters that are almost
microscopic in comparison ta other races. This is very attractive to
groups whowant starhip crew without paying exorbitant costsinmass
and energy for maintaining complex quarters and life-support sys-
tems. All the Twormin need is free-floating protein, in almost any
molecular format, and they can survive indefinitely. Any waste
materials that the Twormin generate are expelled from their bodies in
hyperspace, and therefore cease to exist as soon as they are
jettisonned.



Ulliv

Although the Ulliv were once a planet-dwelling race, millenia of living in
deep space have changed them almost entirely from the humanaid
race they once were. The genetic material is of course still inter-
changeable, but the physiological body type and mental attitude are
totally changed from the parent race. It is unclear when the Ulliv broke
free of their planet, but there are records indicating that they did so
before the time of the Forerunner civilizations. In addition, there is
sufficient evidence to show that the monstrous Wanderer ships, that
have never revealed the shape of theircommandingrace, were already
in deep space when the first Ulliv ships set forth.

Originally a human race, the Ulliv, through the action of zero gravity on
their germ plasm, have metamorphosed into something quite dif-
ferent. Now standing about twelve feet high, and exceedingly thin, they
look only remotely like their ancestors. All hair is gone from the body,
and the teeth are reduced to a single incisorin the center of the upper
jaw, with a large bony plate on the lower jaw for it to impact against.

The muscles of the limbs, while still able to move them aroundin free-
fall, are incapable of handling even gravities as low as .2 standard. In
addition, under these gravities, the internal organs collapse, and the
Ulliv dies within minutes. All Ulliv ships and colonies are either alwaysin
free-fall, or are equipped with fail-safe anti-gravity systems. Each ship
is totally independent from planetary materials, containing all needed
protein and air supplies, and acompletely balanced ecological recycling
system.

With the emergence of a new generation, new ships or colonies must
be created. For this purpose asteroids are mined, or remote devices
are sent down to planets to mine and refine the needed materials. With
the reemergence, yet again, of a star-spanning civilization, the Ulliv
have begun to exchange their knowledge and skills for materials that
they desire. They have no equals in the arts of zero-gravity crystal
growth, and do not share this priceless knowledge, though they sellits
end-products. .

To avoid internal dissension, and to relieve population pressures, a
group of Ulliv willlocate a large asteroid cluster, and form the material
into an enclosed cylinder filled with air. When atomics are available, the
rock is detonated into a spherical bubble, then cooled off and sealed.
These colonies, capable of holdingup to several thousand Ulliv, are then
launched into space, either on steady orbits aroundstars for power, or
into interstellar space with sufficient supplies of nuclear material.

The largest space colony recorded in the annals of the Ulliv is the
Serendipity, which at the time of the fall of the First Empire was
launched from the edge of the galaxy into intergalactic space. For
several millenia it will travel along the strands of stars that stretch
before it, and then engage a stasis device to protectit during its lonely
voyage. This colony was constructed out of anentire asteroid belt over
aperiod of three hundred years, and holds over three millionindividuals
in a number of separate environments.

Each Ulliv is totally committed to the survival of his ship, and not at all
concerned with the survival of other ships. Infact,whenanothershipis
in difficulty, an Ulliv may just sit and watch, if he feels that the empty
hulk would be worthmore to him thantherewardsof the survivors. This
attitude has not endeared them to the races that use the starships,
but since the Ulliv are perpetual wanderers, it is difficult to do anything
about it. Also, under Second Empire law, deep space is no man's land,
and altruism is not a universal trait.

The Ulliv have developed a sense that planet-based humans do not
possess, and this ability allows them to locate mass, through an
unknown process. It is useful mostly in locating each other in deep
space, or in locating the ship when out for a "walk.” Except in rare
circumstances, the Ulliv do not use safety lines.
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Uonter

Many specialists at the University of Zacania feel that the Uonter
should not even be includedin alist of the intelligent races, as they are
artificial creations. But such a standard could also exclude many
biological races, which were created by the Masters of the First
Empire. The Uonter are mechanical, not biological, and were created by
one of the Forerunner civilizations. The line between biologic and
mechanical life is considered to be very fine, evenunnoticeable, by the
Mechanists of the University, who consider all life-forms to be
essentially machines in any case.

The Uonter are of varying sizes, and have vastly different capabilities.
All of them have twao things in common, though: their almost
invulnerable synthetic armar, and their mechanical systems that
never break down and seem to never need refueling. In addition, they
share a highly complex caoded tongue that the Second Empire’s most
sophisticated computers are incapable of breaking. This appears to
have the highest density of any known language, carrying a maximum
amount of intelligence in a minimum volume of coded pulses.

The Uonters' memaries aretotallyblank beyondacertaindistanceinto
the past. For some reason, all Uonter were mentally destroyed at ane
time, erasing all previous memories, except for survival information
and knowledge of the battle code. All Uonter still have large areas
located inside their memory cores that are locked, and are unable to
penetrate these areas in any way. These areas are triggered to anti-
matter bombs in such a way that even toinvestigate the mechanisms
causes them to explode. The only information that the Uonter are able
to determine is that these memory cores are still active, and that they
contain sets of galactic coordinates.

Due to their almost invulnerable hulls, and their lack of need for repair,
the Uanter stay outside the palitics of the Second Empire, just as they
stayked out of the politics of the First Empire. They wander to and fro
among the stars, investigating whatever they have an urge to, and
rarely if ever take any interest in starships. Occasianally, they have
been known to supply a needed piece of machinery or a radio link to a
stranded starship, but they generally ignore all ships entirely.

Several of the more famous Uonter ships, though, have become
friendly with the planets they are in orbit around, although they will not
say or do not know why they are in orbit around those particular
planets. Two of these Uonter appear to be massive biological
laboratories, possibly designed to seed and contraol the evolution of life
on a previgusly lifeless planet. A third is sealed, and refuses to let any
starship investigate it or its internal devices. This ship, when
approached by a military cruiser that demanded to investigate it,
opened one port for a fraction of a second, and destroyed the cruiser
instantaneously. The method of destruction is unknown, although
immense bursts of cosmic rays were detected at the time of the
action. The last of these ships has allowed visitors on board, but keeps
them from investigating what materials are hiddeninside its armored
walls. This fourth ship is a massive colonization ship, with stasis
chambers for over four billion life-forms, each ten feet indiameter and
spherical. This ship either does not know or refuses to tellwhat raceit
is waiting for, and where it is supposed to take them.

A minor clique in the University of Zacania has advanced the theory
that the Uonter actually remember back to the beginning of the galaxy
and merely pretend to have lost memory at the fall of the Forerunner
civilizations. This groupclaims that the Uonterare actually responsible
for all of the life in the galaxy, and were sent from another, older galaxy,
for unknown purposes. Because of theinconceivable timeinvolved, this
theory has few adherents, but they are vocal.



Valerian

An offshoot of the human race, the Valerians are well represented
among professional fighters, bodyguards, and shock troops because of
their massive physigue and sheer physical power. During the Inter-
regnum, when the fragmented Empire was slowly beginning to regroup,
several of the smaller empires used only human troops. During this
time the Valerians gained a reputation as feared and efficient fighters.

Originally of human descent, the Valerians have evolvedinto something
quite different. The maximum height for a Valerian is five feet, but his
width makes him appear fat compared toa standard human. This width
is not fat, but rather a thick band of muscle evolved tomove himaround
in the three-gravity field of his home world. His tissues are harder and
denser than the body tissue of a standard human. Even under one
standard gravity, a Valerian would weigh four hundred pounds. Their
wrists and ankles are extremely thick, and appear to be undif-
ferentiated from the rest of the limb.

The population of the VValerian worlds remains quite small, becauseitis
common for a Valerian woman to have anly twa children during her life,
due to medical problems. The surface area of the Valerian worlds is
large, and the Valerians like to spread out ontheirworlds, whichmakes
it almost impaossible for a census taker to do an adequate jobwithout
rare and expensive orbital intelligence devices. All of the Valerian
worlds are exporters of special alloys and heavy metals, and usually
handle radioactives also. This means that almost any Valerian whois
encountered will have some expertise in one of these fields. Valerians
also export gems.

It is rare to find Valerian females off-planet at any time. Valerian
females are not interested in going off-planet, and the males of the
species have made a law recently that without permission of the
government, a female may not leave any Valerian world. This reflects
another important character trait of the Valerian mind—the ability to
maintain one's awn apinion tenaciously. In blunt terms, the Valerians
are famous for their stubbornness. Another quality Valerians are
famous for is their devotion to the defense of their home worlds.
Naturally, there are oathbreakers, but they are very rare in all of
Valerian recorded history. This trait, so sought after by governments,
has made them an important addition to Imperial Forces.

Valerian internal government is a very cumbersome affair that
consists ofalarge bureaucracy, largerand more cumbersome thanthe
Imperial government. Theonly reasonthat their governmentis capable
of responding to disasters and emergencies at all is because mast
Valerians are willing and likely to take the law into theirown hands and
resolve problems quickly by themselves. Fortunately, the average
Valerian is aware of planetary laws, and he usually acts in accardance
with the desires of his government.

Elections, when held, are very slow affairs, Each political party argues
that its stand is the correct one, and almost never do the issues
change. Duringa campaign, the platforms of the parties certainly never
change, though after the election, the current situation may force
changes. During election time, the number of newspapers published
increases five-fold, and all inhabitants start readingthem all. Valerians
areslow todetermine theirstanceonanissue, but once decided will not
change it.

Vermal

Vermal are rarely seen inside the Second Empire, although their ships
are often contacted while searching for new worlds to colonize. Dueto
their breathing mixture of almost pure liquid ammaonia infused with
methane, they are only seen inside complex, refrigerated, environ-
mental containers. However, they are often in demand for arbitration
of political and commercial disputes.

Vermal are about four feet in length, and only eight inches in diameter.
Their basically tubular body is broken only at the front, for the mouth
and the eyes, and at the sides, for the several swimming and
manipulative appendages. The entire body is covered with thick, golden
fur, and a large, very flat hairless tail completes the picture. The
manipulative organs are varied in type, which is quite unusual for an
intelligent race. The faremost set of organs are simple sucker
appendages that can exert several dozen pounds of driving force.
Directly behind these appendages is a set of normal arms that can
extend forward along the plane of the body and up to thirty degrees
sideways.

The Vermal's visual receptors areonly sensitive to black andwhite, but
in an ammonia atmosphere, they are adequate. The Vermal alsohas a
large area of sound-sensitive cells onits tail thatdetectandlocatethe
continuous sounds by which Verrnal communicate. As is reasonable,
the worst punishment that aVVermalcanimagine, orthatis dealt out by
Vermal courts, is amputation of the tail. This isolates the individual
from all communication.

The Vermal have auniguemental trait that makes themworth agreat
deal to other worlds inside the Second Empire. They see threesidesto
any issue, whereas the human mind has a strong tendency to see only
two sides, a "right” and a "wrong.” This allows the Vermal to decide
extremely complex and touchy issues without offending either party.
Several times, experienced Vermal negotiators have been calledin to
settle apparently insoluble problems concerning trading companies
and their respective trading areas. Whileneither company receives an
advantageover theother, both areusually satisfied withwhat they get.

The Vermal live inside large, living castle-like structures of coral, and
constantly prune these structures to the desired shape. They are a
compromise between beauty and defensibility, though these two
concepts are closely linked in Vermal esthetics in any case. The coral
grows approximately half aninch every twenty four standard hours,
andmany "'gardeners” areretainedtoprevent the corriders androoms
from becoming unusable. This speed of growth also means that Vermal
structures can expand and change rapidly, and also that they can
repair damage fairly quickly, with the new structure being at least as
strong as the damaged building.

The Vermal are a three-sexedrace. Thereisasexroughly equivalent to
the male in humans, and a sex roughly equivalent to the female. The
young are transferred to a neuter third sex while still embryos. They
are gestated inside the third sex until birth, and parented by all three
adults. This allows for more family connections between differing
groups, and it is possible for the entire population of a city to be
“related.”



Vulkshappi

The Vulkshappiare mastersof camouflageinunder-sea environments.
Able to blend instantly into any surface, even one with complex
patterns, the Vulkshappi have been used by the Second Empire as
scout and guerilla troops since the foundation of the Empire.
Unfortunately, they have a tendency to forget what they are doing and
revert to the wild state, hunting and surviving instead of doing
whatever job they were sent to do. The only way to keep this from
happening is to send along a contral unit of another race (whois usually
much easier to spot) and have this controller keep the Vulkshappi
aware of the job at hand.

A Vulkshappi reaches his adulthood at the age of twenty, at a size of
about ten feet. and keeps growing at the rate of three inches per year
until his death. Since they can live to the age of four hundred years
under ideal conditions, this results in remarkable differences in size
between different Vulkshappi. The Vulkshappi looks like a Ioose bag
attached to a group of tentacles. The bag of flesh has all of the internal
organs inside it, unsupported, and only three eyes an the outside. The
tentacles are the organs of motion, offense, defense, and manipulation
allin one, and there are more than thirty of them. Eachis covered with
thousands of suckers of different sizes, and each is capable of twisting
to almost any shape.

Since the body and tentacles of the Vulkshappi have no internal
supports, the Vulkshappi is able to fit his body through relatively small
holes. Any Vulkshappi can fit through a hole eighteen feet or less in
diameter, even though the length of the Vulkshappi may approach
several hundred feet.

The Vulkshappi are a race totally devoid of emotion, and devote full
attention to whatever job they are currently doing. Unfortunately, as
the age of the Vulkshappi exceeds forty years, he is more and more
likely to forget what he is doing, and relapse into a sort of mindless
savagery. In this state he forgets language and other matters of the
intellect, until another Vulkshappi happens to come within range of his
sonic pulses, at which point they both promptly “remember” what they
are, and continue where they left off, if they can find their way back.

The Vulkshappi have two sexes. They reproduce by external fertil-
ization of eggs, leaving the fertilized eggs to take care of themselves.
Mortality is high, but over a thousand eggs are laid at a time, and each
female may lay a clutch of eggs every year. In general, one young
Vulkshappiaut of every two thousand survives toreachadulthood, and
this is sufficient to supply a growing population.

Due to their ability to hide easily, and tendency to forget what they are
doing, many Vulkshappi have been lost an the job, and remained behind,
Whenever such an incident comes to the attention of the Vulkshappi
worlds, they send a group of twenty or thirty more Vulkshappi to that
same world, and leave them totally alone. In this way the number of
worlds with Vulkshappi colonies has been rapidly increasing.

Each Vulkshappi culture tends to create a slightly different type of
government, and a slightly different type of city to maintain its
technological devices in. All of these have one thing in common:
multiple safety devices on everything, because of the periodic
regression phenomenon. These safety devices allow the Vulkshappito
leave a thermo-nuclear mining torch burning, and return to find that it
has not harmed anything.
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Welcyksi

The Welcyksi are one of the few races that breathe atmaospheres of
almost pure carbon dioxide. Their home-worlds also have temper-
atures around eight hundred degrees Farenheit, which makes them
unattractive to other races. Welcyksi need either high atmaospheric
pressure or high-speed winds to be able to breathe,

The Welcyksi are realtively small crab-shaped beings. Usually they are
light red in colar, with whitish-pink undersides. The fleshy parts around
the mouth and the legs are black. Each of the eight legs has both a
walking foot and a manipulative pincer and sucker arrangement thatis
quite dextrous. The breathing system is very primitive, hawever, and
relies on high pressure to infuse available carbon dioxide into the bady
tissues.

The winds of their hame-worlds are capable of lifting the low-built
Welcyksi from the groundand destroying them. To avoid this, they have
always been a ground-burrawing race, and with the discovery of
technology, burrowed deeper into the earth rather than buildingupinto
the atmosphere like the human race. First used only for protecting the
rare eggs that were so often destroyed by wind or rain, these burrows
with their complex pressurizing devices to capture and contain the
wind gradually expanded into huge hives holding thousands of indivi-
duals in comfort and safety. Transport in these small-tunnelled
burrows is by linear-suspension devices that act on metal platesinset
in the Welcyksi to move them at speeds up to three hundred miles per
hour.

This efficient personal transport system, the pride of the Welcyksiand
possibly the most effective such system in the Second Empire, is
hardly designed for off-world visitors, especially considering the small
size of the tunnels. The diameter of these tunnels is about four feet,
which makes it difficult for any ather race to enter them, even if they
can withstand the pressure and the eight hundred degree heat.

The Welcyksi find it psychologically verydifficult toleave theirplanet. It
is not difficult to buildan environmental system capable of supportinga
Welcyksi, but it is difficult to convince their subconscious minds that
they are not going to die in space. To see a sky withaut low-hanging
cloud cover causes severe mental distortion, and sometimes
insanity or suicide, in the Welcyksi. The sight of a flame burning in
oxygen can cause similar reactions, or areaction of total mesmerism,
in which state the Welcyksi might walk into the fire.

Welcyksi governments are totally dedicated to the different commun-
ities that cover the surface of their planets. Each community, while
rarely resorting to war for fear of creatinganarms race that wouldend
in mutual annihilation, resorts instead to complex financial plots
designed toincrease theindependence and wealth of its own societyat
the expense of the others. The eventual goal is to determine the most
fit community on the planet, which will be obvious when it has taken
control of all the other communities. This goal is seen as a sort of holy
obligation, but is also seen as being in the distant future, and is not
seriously expected to happen any time soon.



Wibb

The Wibb had a major galactic empire, which the Second Empire
encountered in its drive for expansion. In the case of the Wibb, the
ensuing battle almost cost the Empire everything it had gained up to
that point, as the two empires were extremely close in size and
technical capability. What finally defeated the Wibb was the Second
Empire's discovery of anotherrace,the Cren'la. Through these mineral
intelligences, the Second Empire was able to penetrate and destroy
the nerve centers of the Wibb, and sabotage their plans and
strategies. Now, of course, the surviving Wibb planets have been
integrated into the Second Empire, and what troubles occur areminor
enough to be handled by local garrison troaps.

The Wibbareabout four feetinlength, and two feet tall. Their horizontal
bodies are almost conical, pointed toward the nose. The head takes up
over twenty percent of the size and weight of the body, and endsin a
sharply pointed mouth with a full set of teeth. To either side of the
pointed snout is a large ear, capable of hearing over long distances. A
small eye sits just insude each ear. Though well protected, its cone of
vision is restricted, and the Wibb must rely on constant head
movements for wide-angle vision.

The head merges smoothlyintothebody,andthebodyroundsoutintoan
ovoid. Each “"corner” of the body is supported by a clawed foot, guite
small, and the rear legs are much larger than the front. The Wibb is
capable of standing erect on his hind legs easily, and of using his hands
far manipulation. Inthis position, the Wibbis suppartedby his tail, which
is generally as longas therestof the body. Incolor, the Wibb range from
white through grey and into black fur on top, with lighter shades on the
underside. The tail and the large ears are always hairless andlight pink.

The Wibbis a communal animal, and will feel very ll at easeunless heis
in proximity to at least twenty other Wibb. When the two empires had
just met each other, Imperial Marines boarding Wibb craft were very
surprised by how many Wibb they carried. After a few incidents the
Marines learned theirlesson, and began boarding each Wibb ship with
threr.-‘e or four of their own, to even the numbers of troops involved on
each side.

On their home planets, the Wibb live in large cities constructed half
underground. Each city holds several millionindividuals. A Wibbcity can
literally be smelled dozens of miles away. The odor is not repellent,
merely the smell of furry bodies and warmth. The Wibb can actually
become schizoid when this smellis removed from their environment,
as they havelived with this tangible reminder of the presence ofothers
for their entire lives. If a Wibb is faced with handling a situation by
himself, heislikely torevert to childhood rather thanfaceit. Most of the
culture heroes of the Wibb are individuals that faced somecrisisalone
and survived. During the war withthe Second Empire, only afewmetals
were given out for feats of battle, but many for acts that required
solitary action, such as sabotage or ambush.

Each Wibb traces his connections with all other Wibb through the
geneology of the race, which all Wibbknow very well. Every Wibb, if given
enough timeto trace allthe connections, canfind hisrelationship toany
other Wibb, using computers to retrieve data more than a few
thousand years old. This information is used to grade the Wibb
according to their ancestry and each ancestral line attempts tooutdo
and conquer the others. Individuals born of twao lines are attributed to
the matriarchal line. Wibb are born in litters, and litter-mates are
inseparable. They are born together, live together, and die together if
need be.

Wunner

The Wunner fought the First Empire very early in its existance, and
they were very difficult to defeat. Apparently, the First Empire
succeeded only after using biological warfare agents of various kinds,
weapons that the First Empire’'s Masters were uniguely qualified to
develop and use. The Masters of the First Empire, biological geniuses,
created agents that destroyed fifty percent of the Wunner, then
vanished entirely. This ploy destroyed the Wunner as a war-making
race, but retained their abilities for the First Empire. Apparently, the
Masters felt an abhorrence for waste of any kind, and to kill a race
without need was waste of the worst type.

The Wunner evolved from insects. Adult Wunners are sixteen to
eighteen feet long, immature Wunners are three feet long. This large
length is even more striking when compared to the average thickness
of their tubular body, which is only a foot wide. Wunners are composed
of a head segment, followed by a large number of standard segments.
The head segment holds vision sensors and the mouth and four
manipular arms which are folded up under the chin. Each following
segment contains four legs and is covered with a thick dark brown
chitin plate.

The connections between plates are flexible, so Wunners can bend
themselves into a tight spiral, or literally tie themselves into knots.
Wunners avoid entering water, as this fills their long and complicated
breathing system instantly, and causes rapid suffocation. With
technological assistance, by placing the entire body of a Wunnerinside
an air-filled container, Wunners can venture undersea. Since all
portions of their bodies are covered with air holes, no part of them can
beallowedtobeimmersed.

Wounners live in groups of five, split between two sexes and a neuter.
The neuteris armed with asetoffootlongpincersathishead,andhasa
set of arms at the rear end of his body. Each of these five individuals
comes from a different litter, and they form groups at the age of one.
These groups remain unchanged throughout their entirelives, anditis
very uncammon to see any Wunner without his other four mates. The
neuter is specifically intended to stay with the eggs laid by the two
females, and guard them. He is fed by the other four Wunner, andwhen
theeggsarehatched heaidsin training the young.

The government of the Wunner is also based on a pentad-structure,
with each of the five councils being composed of twenty five
representatives, and the highest council being composed of a single
group of five Wunner. This group is dictatorial, and hereditary in that it
may pass the rule on to one of its offspring. Since each offspring
chooses adifferent set of mates, thereis always freshbloodintheroyal
family, and the policies of the ruling family continue aver time. With the
influx of four new individuals into the royal line, new viewpoints are
unavoidable, and the government tends to change as the needs of the
Wunner change.

One advantage that the Wunner have that no other race has is their
ability to digest anything at all, and extract some norishment from it.
While they are not able to chew rock, if they can swallow it, they will
extract needed mineral and salt supplements from it. Any form of
animal orvegetablematter can be eatensafely by theWunner.Theyare
immune to poisons that they swallow, as these arerendered harmless
by their extremely efficient digestive systems.



Yaman

The Yaman, once thought to exist only on the planet of Darkover, have
recently been dicovered living on another planet. They practice the
customs of solitude and xenophobia that their brothers on Darkaver
practice. The appearence of a second colony of Yaman indicates that
they too were shuffled by the Masters of the First Empire. It is not
known how they were used by the First Empire, as there is no mention
of them in the surviving records, and the Yaman themselves claim not
to have any information on the subject.

The Yaman remain a mystery to the scientists of the Second Empire.
Satellite observation has revealed much of their habitat and culture,
but there are still large gaps in knowledge available about them. They
are always seen in deep woods, and are primarily meat-eaters.
Standing nine feettall, their faces arevaguelyfeline, withwidewhiskers
and large protruding black noses. Their eyes are usually gold, although
occasionally blue.

They wear tall plumes in their head hair, and this adds two feet to their
height. Imperial scientists have only seen them using swords and
spears, and once bows and arrows. They are intensively studied when
the "ghost wind"” (a pollen) blows on Darkover, which causes severe
mental disorders. This pollen causes Yaman to go beserk and leave
their protective forests. No females have ever been seen during the
“ghost wind,” and this has been conected with several of the observed
facts about them to produce some good quesses as to their lifestyle
and culture.

The Yaman are a live bearing race, and the females have a breeding
season that lasts only several days each year, during the "ghostwind.”
The males that are unable to locate a female aretheonesthat raidinto
the civilized areas of Darkover. Gestation of the young takes eight
months. Theyoungareintensively caredfor by the parents untilthe age
of five, at which time they are sent into the wild. As each female
conceives a child every year, this method ensures that the population
does not exceed the available resources.

Government is handled by rule of the strongest. If a Yamandisagrees
with the rule of another, he fights him to the death. There is no rules
orquarterinthefighting. The only punishment for breakinga Yaman law
is death by public attack. There appears to be no exception to this, and
very few of the Yaman even make an attempt to fight back when inthis
situation.

Yaman housesareconstructedof wood, and are basicallylean-tos. The
use of fire is a new art to them, and only a small class of shamans are
able to use or understand fire. However, the Yaman have anincredible
knowledge of wood andwood products, and are able to produce types of
paperthat can support tons of weight persquareinch, and tousewood
in ways that metal-technology civilizations cannot. Their lean-tos are
capable of withstanding the direct impact of an all-terrain vehicle
moving at sixty miles per hour without noticeable damage.

Their recently discovered second planet is yet too new to reveal much
additional information about the Yaman, but satellite observation has
already revealed that the basic societal group is the family, with
extended ties being common between different families. In addition,
these Yaman have mastered the art of gliding, using paper and wood
gliders.
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Yiktori

Yiktori, also called Thassa, are seen infrequently in the centers of the
Second Empire. This is because they dislike advanced technology.
Specifically, they dislike technologies that cause pollution. Whenseen,
they are usually in the train of a noble who has bought or hired them as
animal trainers.

The Yiktori are humanoid in form, although they tend to be thinner and
taller than the average human. Their skinhas nopores; all breathingand
sweating is done through the soles of the feet and the back, whichare
always left bare. Their eyes are very large and totally balck, and are
capable of seeing in either darkness or bright light. Their eyes need a
long period of adjustment, and it can blind a Yiktori to go through too
sudden a change without warning. Yiktori never grow beards, and the
only body hair ever seen is the mane of pure white hair that covers the
head and the rear of the neck. The bushy eyebrows extendupintothe
scalp to meet the hair.

The hands of the Yiktori have an extra joint on each finger, and on the
thumb, which gives them a much higher dexterity than human beings.
Many of the childrens’ games of the Yiktori are designed specifically to
hone the reflexes and dexterity of the child. In the rare times when
Yiktori and human are pitted against each other, the Yiktoriis almost
alwaysthevictor, unless the humanmanages tograbhimin aholdwhich
renders his agility useless, and the human's greater strengthcantake
effect. Yiktori are good troops for specific military functions, such as
quiding missiles through defensive fire, and directing defensive fire to
destroy oncoming missiles. Their speed of reaction enables them to
destroy most computer operated, remotely guided missiles.

Many Yiktori are masters of a complex psionic discipline called
“moonsinging.” This psionic power enables the Thassa to control
animal completely, and on occasion to exchange minds with an animal,
or to exchange the mind of a third party with the mind of an animal. It is
strongly tied in with the psychological effect of the three moons upon
the mind of the moonsinger, and on planets without three moons, the
moonsinger will be at a disadvantage. There is a pseudo-legal
government of Thassa psionics specialists that controls the uses of
this power, and makes it very difficult for the Thassa to utilize
maoonsinging to transfer minds. In fact, use of the power without the
advance consent of this governing body can resultin death by hanging,
unless a writ of allowance can be obtained, which is rarely possible.

The main government of the Yiktoriis a standard structure of elected
officials, each town electing its representative toahigher body, each of
these electing an official to sit on the board of states, and the board of
states electing a council of three to rule the world. This systemis fairly
bulky, and results in much infighting over distribution of favors and
money, much like similar human systems of government. Each
township obeys the commands of the higher government, but these
commands neverinfringe on the ability of the towntogovernitself. The
laws of a town may vary widely from locale to locale, and as long as one
town does not attack another, the government will not interfere.

However, outside the towns there is continuous “criminal” activity:
hijacking and resale of goods, and whalesale robbery of citizens from
distant towns. The only time this agtivity is suspended is when the
biannual trade fair is held, at which time allhostile activityis punishable
by death. The trade fair is where most of the social activity occurs;itis
usual for citizens to marry outside their own towns.



Zhan

The Zhan are newcomers to the Second Empire. Until recently, they
were confined to a few planets in a sectar just outside the current
boundaries of the Empire. When contacted by scouting parties, they
obtained starship technologies quickly and spread throughout the
Second Empire. They are now used by many of themercenary forces of
the Second Empire, and have won recognition as skilled fighters.

The Zhan is a basically human being. The anly obvious differences are
the color of the skin and hair, but there are other differences in
physique. The hairis a mane of metallic crimsaonthatis never cut during
the lifetime of the adult male. [t grows toabout twofeetinlength, andis
contained ina leather headband to keepit out of the way. The skinof the
Zhanis adark metallic bronze, andretains this colorevenunderintense
ultra-violet that would tanotherraces. Theeyes arealways alight grey,
and are capable of seeing in very dim light.

The women of the race have the same features, but are kept shaved at
all times. In fact, if an old or untravelled Zhan sees an off-world woman
with long hair, he is likely to accost her and shave her head for her
presumed owner. Naturally, this tends toirritateother races. Younger
Zhan have learned that other races’ habits are none of their business,
and leave well enough alone.

Due to large amounts of metallic compounds in the air and water of
their home planets, the bodies of the Zhan are permeated with metallic
salts. These metallic compounds make their bones stronger and more
resilient thanthoseof theirhumancounterparts, giving them relatively
higher strength and constitution.

The society of the Zhan revolves around the warrior. In the social group,
the power structure is based an the strongest warrior in the group.
From birth, the youths are raised to be warriors, and trained in the use
of the sword andthe spear. Ranged weapons, such as slings, arraws, or
projectile or energy weapans, are prohibited in the Zhan culture. They
consider any person who uses these weapons to be either achildora
woman. In their culture, a woman is a slave, and existsonly toserve the
needs of the male and the state. Males who are not warriors are
considered to be children, and are treated as children. A male Zhanwill
refuse to answer a child's question directly, but will only talk to him
through an intermediary female.

The rite of manhood involves a hunt between competing males of two
different tribes. These two males meet in a duel to the death, and the
survivor is considered an adult. An adult Zhan considers himself
capable of daing any task he can envision, but is very cleverin avoiding
jobs that he is incapable of completing. If a Zhan should be forced to
attempt a job he cannot finish, he may well commit suicide to avoid
being considered a non-warrior.,

Suicideis lappedin ritual, and is performed with the dagger every adult
Zhan carries. If he does not wish to commit suicide, the Zhan goes into
hiding, and assumes a new name. In the future, he will avoid all places
where he might meet someone who knew him under his old name. If he
should meet an old acquaintance who publicly identifies him, he will be
treated as a female from then on.

Supporting the warriors in their non-productive role in society are a
number of lesser castes that doall the manuallabor needed for running
a society. The females are keptinside the home, and allfarming, fishing,
construction etc. is done by male slaves of lesser, hereditary castes.
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Zortanclian =

Mast races do not like the Zortanclians. This has been established by
research, and is not wholly attributable to the way they treat visitors.
Apparently the Zortanclians broadcast some sort of mental radiation
that causes almost every race, regardless of mental wavelength, to
find them repulsive and dangerous. This may be simply a subconscious
transmission of what they would like todo to thevisitor. Whateveritis,
the most gifted telepaths in the Second Empire cannot detect the
wavelength, Records from the First Empire indicate that they felt this
same revulsion, and could not analyze it. Scattered fragments from
one of the Forerunner civilizations suggest that the Zartanclians were
around at that time as well, and impressed those civilizations just as
little.

The average Zortanclian is about eight feetlong, and stands about four
feet off the ground, on hairy, multi-jointed legs. His entire segmented
body is covered by thick green heir. The body has three roughly
spherical sections, the brain and all of the sensory apparatus being
located in the foremost. This is also the smallest. merely a foot in
diameter. The upper front part of this segment is covered with over
twenty separate eyes, of different sizes. Each eye warksinunisonwith
its mate, and each pair is designed for a different purpose. This
multitude allows the Zortanclian to scan almost all spectra,andtosee
a full three hundred and sixty degrees around itself.

The second section is about two and a half feet long: the eight legs are
connected here. The legs, the heart and the massive muscle
complexes are the anly function of this section. The rear section is the
largest, and is so massive andunsupported thatitdragsontheground.
Unlike the other sections, itis not well-protected by chitin, and has only
a thin skin. This section cantains all of the life-support systems except
the heart, and also contains the all-important web-spinning organs.

The web-spinning argans are of primary importance in allowing the
Zortanclian to feed. Most of the heavy, humid planets that the
Zartanclians inhabit are covered by forests, and the Zartanclians lay
claim to areas of these forests. Despite the fact that all Zortanclians
are now fed by off-world food, or synthetics, they love to hunt as a
pastime. The feel of capturing a struggling animal and stinging it into
sleepis their highest pleasure. The venom theyinject (fromastingerat
the end of the third section) has no known antidote, and puts the victim
into a deep sleep that lasts until death. The venom apparently acts
directly on the brain, and even if the venomis removed atonce fromthe
body, the brain is totally destroyed, except for autonomous functions.

The government of the Zartanclians is much the same as many of the
other governments that exist in the Second Empire. Since each
Zortanclian is primarily out for himself, the government tends to be
very bureaucratic, andis riddled with inefficiency. Originally made top-
heavy in an effort to controlinternal misuse of power, the government
has become an organism that exists only to serve itself. Individual
Zortanclians enter the government, but initiate only an absolute
minimum of programs, feeling that the inertia of the governmentis the
safest guide. An official desires only to amass enough capital to leave
his job, retire to some dark, humid planet, and hunt in peace for the
remaining years of his life.

The urgetokillis strangin the Zortanclian's mind, and thismakesitvery
difficult for the telepaths of other races to share minds with them; it
would be dangerous, and might cause the entering telepathtabecome
insane. If the entering telepath is of a non-violent race, contact could
result in death.
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DeCamp, L. Sprague Rogue Queen Ace 18951
Defontenay, C.l. Star DAW 1975
Dickson, Gaordon R. Mission to Universe Berkeley 1965
Dickson, Gordon R. Spacepaw Berkely 1863
Foster, Alan Dean lcerigger Ballantine 1874
Foster, M.A. Warriars of Dawn DAW 1975
Fyfe, H.B. D—99 Pyramid 1862
LeGuin, Ursula K. The Word for World is Forest  Berkeley 1976
Lumley. Brian Transition of Titus Crow DAW 18975
MacApp, Colin C. Recall Not Earth Dell 1970
McAllister, Bruce Humanity Prime Ace 1871

Myers, Roy
Norton, Andre

Daolphin Boy
Beast Master

Ballantine 1966
Harcourt Brace 1959

Norton, Andre Galactic Derelict Ace 1959
Norton, Andre Judgement on Janus Harcourt Brace 1963
Norton, Andre Moon of Three Rings Ace 1966
Norton, Andre Plague Ship Ace 1964
Norton, Andre Starborn Ace 1857
Nourse, Alan E. Star Surgeon 5BS 1864
Phillifent, John T. King of Argent DAW 18973
Piper, H. Beam Little Fuzzy Avan 1962
Schmitz, James Deoman Breed Ace 1968
Schmitz, James The Universe Against Her Ace 1964
Smith, E.E. First Lensman Pyramid 1966
Smith, E.E. Skylark of Space Pyramid 1968
Smith, E.E. Skylark Three Pyramid 1967
Smith, E.E. Triplanetary Pyramid 1968
Stapleton, Olaf Last and First Men Dover 1868
Vinge, Vernor The Witling DAW 1976
White, James Hospital Station Ballantine 1962
Yep, Lawrence Sweetwater Camelot 1975

63



Also available from Phoenix Games

Dungeon Masters’ Aids

The Book of Shamans
The Book of Treasure

SF Role Playing Aids

Spacefarer’s Guide to Planets: Sector One
Spacefarer’s Guide to Planets: Sector Two
Spacefarer’s Guide to Alien Monsters
Spacefarer’s Guide to Alien Races

Role Playing Scenarios

The Lost Abbey of Calthonwey

Boxed Games

Streets of Stalingrad
Elementary Watson

Coming Soon

Role Playing Scenarios

The Fane of Kel ’yShendra
The Mines of Kegridav
The Courts of the Uncrowded Kings

Boxed Games

Dragonship
Mutiny in Space
Westmark I

Ask for our products at your local hobby store.
To get on our mailing list write to: Phoenix Games, 12180 Nebel St., Rockville, Md. 20852
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Greetings, fellow sapients. I'm Professor Starymaple of the
University of Zacania. | have compiled this treatise on intelligent
- races, and offeritforyourgreateredification.Initarelisted most
of our brother races who reside in Second Empire space. Itis my
hope that this presentation will promote better understanding
of our fellow beings, their strengths and their weaknesses, and
hasten the day when we will walk, crawl, fly and swim in greater
harmony.

If you should encounteranew sapientrace, orperhapsdiscovera
hitherto unknown ability of a known race, please communicate
with me care of the University of Zacania. May you learn
something new every day.

—Professor Starymaple
University of Zacania
4222

Preface to Terran Edition




