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OPEN GAME LICENSE Version 1 .0a

The fol lowing text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). Al l Rights Reserved.

1 . Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material"
means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction,
addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted;
(c) "Distribute" means to reproduce, l icense, rent, lease, sel l , broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content"
means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means
any work covered by this License, including translations and derivative works under copyright law, but specifical ly excludes Product Identity. (e)
"Product Identity" means product and product l ine names, logos and identifying marks including trade dress; artifacts; creatures characters; stories,
storyl ines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, l ikenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalit-
ies, teams, personas, l ikenesses and special abil ities; places, locations, environments, creatures, equipment, magical or supernatural abil ities or ef-
fects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifical ly excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Con-
tent. (h) "You" or "Your" means the licensee in terms of this agreement.

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

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

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

5.Representation of Authority to Contribute: I f You are contributing original material as Open Game Content, You represent that Your Contributions
are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NO-
TICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's
name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibi l ity, except as expressly l icensed in
another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibi l ity or co-adaptabil ity
with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly l icensed in another, in-
dependent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not
constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain al l rights,
title and interest in and to that Product Identity.

8. Identification: I f you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game
Content.

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

1 0 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

1 1 . Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

1 2 Inabil ity to Comply: I f it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

1 3 Termination: This License wil l terminate automatical ly if You fail to comply with al l terms herein and fail to cure such breach within 30 days of be-
coming aware of the breach. All subl icenses shall survive the termination of this License.

1 4 Reformation: I f any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it
enforceable.

1 5 COPYRIGHT NOTICE
Open Game License v 1 .0 Copyright 2000, Wizards of the Coast, Inc.
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Greetings, and weclome to the first accessory
pack for the Bastards of Foreven. This supplement
is a set of printable quick reference cards for the
first detai led subsector of the Bastards universe,
subsector P. Just spinward of the Five Sisters in the
Spinward Marches, the Halverdi Cluster is a group
of 27 frontier worlds that was first settled mostly by
Imperials. Imperial corporations have a major
influence in many systems, and these systems for
the basis of the Halverdi main. While many of these
worlds were surveyed, explored, and settled fairly
early in the history of Foreven, many of them sti l l
remain fairly underpopulated. I t is also the home to
several goverments with expansionist tendencies,
which has led to a notable level of tension and
confl ict across the Cluster.

This set of reference cards is designed to give a
brief overview of each of the worlds, basic world
stats, and other information essential for visitors.
These worlds wil l be further detai led in a ful l size
reference book, including world maps, ful l system
details, animal encounters, adventure hooks, and
other important detai ls.

These cards are also available as a deck of POD
2.5 x 3.5 inch playing cards, and are designed to be
used with the upcoming Adventure Deck products
designed to help GMs come up with quick
adventures (and solo players to easily run
structured campaigns, as well). We hope you'l l
enjoy using these cards as much as I 've enjoyed
designing them.

Details about the Cards

These cards are designed to provide most of the
information a GM or solo player requires when
visiting the worlds of the Halverdi Cluster.

The front of the card has the planetary hex number
and sector name in the blue banner across the top.
Below that, an image of the world is presented.
Underneath the world image are the world name,
standard UPP, trade codes, and a brief description
of that world.

The back of the card presents a variety of
information in an easily understood format. The first
section in the left column has information regarding
ownership and current status of the world, as well
as the date it was colonized.
World detai ls, essential ly an easier to read break-
down of the UPP, fol low. The items detailed here
include world diameter, atmosphere, hydrographics,
population, government, law level, tech level,
cl imate, and gravity. Below the world detai ls are a
list of commonly found trade items, standard trade
codes, and bases located within the system. These
are all essential for answering common questions -

what kind of survival gear do visitors need? What
kind of cargos are available? What kind of help or
resources an be found in the system?

The right hand column starts off with detai ls about
the star system itself - what kind of star, its mass
and luminosity, how far the mainworld is from the
primary star, how many planets are there in the
system, and the quantity of asteroid belts and/or
gas giants. The final section of the right column
details the worlds 1 00 diameter l imit in km, as well
as travel times from the mainworld to the 1 00
diameter l imit for various speeds of drives ranging
from 1 -G to 1 0-G. This data makes it easy to
calculate standard travel times to make
bookkeeping easier.

Notes about the Halverdi Cluster

There are five independent worlds in the subsector
with sufficient resources and population to begin
expanding to other worlds - Colleda, Irdonnia,
Ekeskho, Asherah, and Ashmeus. Of these,
Asherah is wholly control led by Vendenor
Endeavours, Inc, and is typical ly used as a jumping
off point by several megacorps. Colleda, on the
other hand, is not part of the the Halverdi Cluster
proper.

I rdonnia is a rapidly growing world near the center
of the Cluster, and is beginning to stake its claim to
other worlds for future expansion. These include
Arl ia and Trambenor, which has brought Irdonnia
into confl ict with the two other major powers of the
Cluster - Ekeskho and Ashmeus. Although
outnumbered by both of these worlds, I rdonnia has
a significant technological advantage over these
rivals. I t maintains a skil led navy of escort-sized
ships under 5000 tons.

Ekeskho, settled by refugees from the Sword
Worlds, is the more aggressive member of the
Cluster. While its tech level is significantly lower
than that of Irdonnia, it maintains a fleet roughly
three times the size. I ts ships are mostly escort-
sized, although it does have a few larger cruisers
and carriers. I t too has laid claim to Trambenor, and
has already begun expanding to Vansti ir and
Letkenglen, both neighboring worlds.

On the other end of the Cluster l ies Ashmeus, a
water world with technology similar to that of
Ekeskho. I ts claim to the world of Arl ia has brought
it into direct confl ict with Irdonnia as well . Given the
fact that the Ashmean navy is both lower tech and
roughly half the size of Irdonnia, the government of
Ashmeus hasn't dared yet to make any overt moves
toward Irdonnia, although rumors continue to
circulate that Ashmeus is looking to hire mercs with
sufficient technology to take on the Irdonnians.

Welcome to the Halverdi Cluster!
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