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GURPS Vehicles
GURPS Vehicles is your guide 10 any Iype of

transportation you can imagine. From rowboats to racing
cars. balloons lo balllesuilS. Greek galleys to GEVs - if you
can dream it, you can design it.

The second edition streamlines the design process,
using the design order found in CURPS Robots, also by
David Pulver.

GURPS Traveller: Alien Races 1
The human-descended Zhodani have long embraced psi

powers~ in contrast to the persecution that psis suffer within
the Imperium. The Vargr are a race of aliens descended from
u-ansplanted Ten-an canines. Both arc formidable rivals to
Imperial power in the Spinward Marches sector.

Alien Races 1 has everything you need to set a
campaign in the Zhodani Consulate or Vargr Extents.

GURPS Traveller: Alien Races 2
The second book in the GURPS Traveller Alien Races

series, Alie1l Races 2 addresses Lhe biology, home worlds,
culture, and society of the fierce Asian, the centaurian
K'kree, and two minor species. It details their historical
involvement with the Imperium, from first contact to
present. and presents racial templates, rules for playing alien
characters, and examples of unique technologies and ship
designs.

GURPS Traveller: First In
Beyond the borders of the Third Imperium, the

Interstellar Scout Service seeks out strange new worlds! A
Scout has to be ready for anytiling ... or die. This book
describes tile Scouts' organization, equipment, starships and
typical missions. To make running a Scouts campaign easy,
it also details the whole process of exploration, from the
initial sighting of a new star syslem to the integralion or a
world into the Imperium.

GURPS Traveller: Starports
Patrol, trade and Xboat routes are the lifelines of lhe

Imperium. and slarporls are the anchors to which lhey are
tethered. Serving as trade centers, customs offices and
outposts of civilization in far-flung systems, they playa
central role in the lives of slarl'arers, and are a crucial
source of goods, wealth and information for even the most
planetbound of souls. At the same time, they arc havens for
smugglers. fugitives and black marketeers.
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Introduction
This book contains detailed descriptions of four important alien races for the

(;URPS Traveller milieu.
The Hivers are the most alien of the major races, from the Human standpoint.

They are mute, six-limbed, and possess an amazing biology, but their most exotic
features are psychological. They lack emotion, fear violent confrontations, and still
are capable of manipulating entire races to serve their purposes.

TIle Droyne are a winged race existing on dozens of scattered worlds. They
seem content to live placid, pastoral existences. Thus, researchers were shocked to
discover that the Droyne were a major race, having had jump drives longer than
any other race. Nor only thai, but they are currently believed to be the descendants
of the ali-powerful Ancients, who once reshaped the galaxy.

TIle two new "minor races" described in these pages, the Lilhkind and the
Inheritors, provide a pair of alien cultures strikingly different from Humans.

All these races are intended to serve both as NPCs and PCs. Previous books in
this series portrayed the Asian, K'kree, Vargr, and Zhodani. The foutlh book will
illu.'>trate several minor race.'> of note.

ABOUT THE AUTHORS

Andy Slack has been playing and writing about Traveller since 1977, and
playing GURPS since its beginnings. He is a project manager in the software
indusuy living in Hampshire, U.K. with his wife, Constanza, son, Nicolas, and
daughters, Anna and Giulia. He is a member of BITS (British Isles Traveller
Support - www,bits.org,uk), and a technophile who wrote his share of this book
on a palmtop computer while traveling between offices.

David Thomas lives and works in London. He has been playing Traveller and
GURPS longer than he can remember. Like Andy, he is a member of BITS. Unlike
Andy, he has the requisite two cats.

David Pulver is a game designer and author based in Kingston, Ontario.
David'!> publi!>hed work includes more than two dozen RPG sourcebooks. includ
ing GURPS Traveller: Alietl Races I and GURPS Vehicles.

David Nilsen is a former employee of GDW, where he was the Traveller line
manager for several years. He currently Jjves in Kentucky, and is a civilian consul
tant for the U.S. Army. Dave has written many products for Traveller: The New
Era, includingAliells oltlie Rim: HiveI' alld [tllk/ur.

ABOUT THE LINE EOITOR

Loren Wiseman was one of the founding partners of GDW, Inc., original pub
lishers of Traveller, and spent more than 20 years there as a game liesigner, devel
oper, typesetter, and editor. After GDW closed, Loren freelanced for a time, and
then came to SJ Games, where he is Traveller line editor anli expert-in-resilience.

JOURNAL OF THE TRAVELLERS' AID SDC/ETY
The long-running Traveller magazine is now online at

www.sjgames.com/jtasJ. edited by Loren Wi.'>eman. It supports all version.'> of
Traveller with news, articles. discussion areas, and reviews. Sub.'>eriptions are
$ IS/year for 52 weekly updates l'lnd full access to archives.

The Traveller News Service is updated weekly. chronicling the life and times
of the Imperium, and is viewable free ;11 www.sjgames.com/gurps/travcllcr/
news.htmJ. The S1 Games Traveller page (www.sjgames.com/h·avcllcl·1) links to
the Traveller Web Ring, which includes most of the major Traveller-oriented weh
sites. For information on subscribing to the Traveller mailing li.'>t. contact traveller
owner@mpgn.eom.

INTRODUCTION



The Hivers arc the most atypical of the major races. While all the other
major races are vocal, bipedal, and bilaterally symmetrical, the Hivers are mute,
squat, and hexapodal.

The radical difference in appearance between the five erect rnces nnd the
ground-hugging Hivers is the least of the shocks to non-Hivers. To races used to
communicating via sound, the silence that characterizes Hiver interaction is
unnerving. For non-Hivers, it is easy to populate those silences with imagined
conspiracies and sinister forces - but then it can be said that the Hivers them
selves tend to imagine the same forces at work!

The Hivers dominate 10 sectors 10 the rimward/trailing of the Imperium.
They share a border with the Solornani Confederation and maintain a Il<'JITOW de
militarized zone between themselves and the Two Thousand Worlds of the
K'kree. Their trailing fronlier apparently holds lillie interest for them; they are
more intrigued hy exploring the potential of Ihe mces Ihey have already meL

The Hivers seem unlikely rulers. Openly cooperative. apparently pacifistic,
repol1edly cowardly, they arc even less likely expansionists. Although they havc
the complcte support of 170 allied races. incluuing minor Human races anulhe
Ithklur (reputedly the toughest troops in charted space), they have fought only
one major war, which they won llfter losing lill the battles. Inscrutable. palient.
and subtle. they puzzle their neighbors morc thanthcy worry theIll.

11 should be Ihe other w<'Jy around.

---".--

-- -.

PHYSIOLOGY
To Solomani observers, Hivers at rest look a bit like starfish: pinkish brown,

pebbly-skinned creatures with six flexible arms radiating from a large dome
shaped central body. However, an active Hiver does not give this same impres
sion. Although their gross morphology is a sixfold radial symmetry, the six
limbs have evolved specialized uses so that the Hivers exhibit a bilarerally sym
metrical functionality.

THE HIVERS

HiverNames

Each Hiver has several names. one
used oilly in its nest. and one or more
for use \Vith other races. A yearling

is assigned a neSl name \Vhen it is adopted
by a nest. and keeps thaI name for the
rcm:lincler of ilS tife. cven when it goes to
;lnOlher neSl The..e names :Ire never
revealed 10 non-I tiver.~. and are seldom
rcvealed 10 non-ncst memhcrs.

Each Hivcr chooses several names for
dealings outside the nest, one in Curvin for
usc with non-nest-member Hin:rs. and one
for each mce the HiveI' Ims l.lt:alings \Vith
(normally a single word. sornelimes two.
rarely three or more). Hivers often devote
great care to the sclc<:tion of their names.
:lnd most try to choose one that has rele
V:lnce to their occupation: others simply
choose a n:lme :It r:lndom. A merchant
de::lling with Solomani mighl choose to be
callecl Marco Polo or r'ngger. A 1·liver
lraveling in the Imperium to study I[uman
history might choose Herodolus or
Toynbee: a botanisl might choose
Linnaeus or Rosebud. It is common for a
Hivcr to usc scvcrlll names fur dcaling
with difrerellt nlt:cs or linguistit: groups. A
Hiver knowli as Kigiisii to Viblli might
dlOose to be t:alled Shenllull to Galanglit:
speakers and Helmut to Swordic speakers.

Characters from HiveI' history witl be
assigned names where necessary.
Sometimes these names will be relevant.
someriml':.~ nn! (M. Primus :lIlrl M. Eneri are
1"'0 examples or lhe laller). Thi~ is clone by
whatever oeSl lranslates a document firs!.

Interesting Smell
You Have

Only half the Hivcrs havc a sense of
smell. Thc anecstral species had thc
sense. but the Hivcl'1i themselvcs lost

UIt: ability at somt: point. A working nost:
re--emerged following tht: iCt: agt:, but ha:;
yet to propagate throughout the gene pool.
Until it does, those who possess it go to
remarkable lengths to take advantage of
their ability, collecting, recording, reproduc
ing. and synthesizing inleresting aromas.
J'livers being Hivers, they waste no time
telling their anosmic COlle.lgUes whm they
are mis.<;ing, e.<;pecially with regard 10 food.



You Eat With That?

J USI as "nosc" is not the corrcct term
for the breathing opening of a crea
lUre lh:ll cannot smelL "clo:lca" is nOI

the correct term for the Hh'cr mulli
PllrpO_~C \'cnlf:ll opening.

"Clo;lca" comes rrom Ihe L:llin for
··sewer." or ·'ur:Jin." and (in zoology)
describes a uniricd chamber inlU which
the intestinal. urimlry. and rC]Jfodul.:livc
tr'lI.:l:> emply (which Ol:l:urs in Tcrrun
bin.ls. for 1:.('11111111:). These arc all outgoing
functions. bUI the Hil'cn; add OJ disturbing
wrinkle to this OQ;an. The)' luke items in
through it: spc~·ilindly. they cat through it.
For Hin-I>, this is nOI unsanita~': Ihey arc
evolved for it. Powerful c.lc:losing
cnzyllWs arc nushed through this cavily
fl'.'riOtliC:ll1y (milch like Hum:tn S:lliva).

Fnr many. this arrangcmcni i~ di~lUrb

in!! hcCJUSC it foctl.~es all~mioo 00 whal is
so complctely wrong about the Hi\'crs 
biologically they arc so primiti\'e. They
uon'l scem likc the sort of ereuturc thut
\\'US ripe to uc\'elop siurfurin,g imelligcnec,
Other mujor nKCS c\'ol\'cu from l;fcaturcs
with u dOUl;U, but th..:)' no longcr hu\'e
thcm. Othcr mujor faccs ..:\'ol\·~u from
crc,llurcs Ihal eoulu reg~ncrme limbs. but
thc)' lost this primitil'c capabilit)' as they
c\'olVt'u more specialized. "higher" ~ys

lems - dilTercntiatcd intern:ll organs. dif
fcrell1iated wasle systems. ditTercnli.,tecl
gendcrs, In m:IllY w.,ys, I'liver biology is
not lhal much ditTercm from Ihal of some
Terran wornlS. mollusks. or anhrojllxls,

So hnw did lhey com~ tn Ihink? Why
uiu such intelJeelUally advanced ere:llurcs
rcmain physically baekwaru'! Theories
:tbounu. but few Hi\'cfS bolhcr with such
qucstions - they arc whalthcy urc. unu no
e,\planation is m:cess:ll)',

Hiver "Food"

Becausc Hivcrs desccnd from scav
engers, thdr digeslive syslem is
designed to de:ll wilh tl1:11cri.,1 that

is in an advancecl slate of decay. I-livers
revel in dishes tll:11 I11mt Hum,llls cannOt
el'en stand to look at (lei :lIone smell). and
for Ihis rcason. Human/Hiver dinner par
ties call for som..: curcful menu planning.
Hivers wilh cxperi..:nee in deuling with
othcr rolCCS rCl;o,gnil,e this.

Hin:rs tlmt cun smell prefer their food
as urQrnalic as possible. anu a wide I'ari~ty

of odors adds to their dining pleasure,

While each of the six limbs terminates in a Six-fingered hand, one of the
limbs additionally carries the Hiver's sensory organs. The most noticeable of
these are the six eyes, each on its own stalk between a pair of splayed fingers. The
limb directly opposite the sensory limb has a specialized reproductive
function.

With the sensory limb held upright, swiveling around to observe its environ
ment. and the reproductive limb folded beneath the central body. an active Hiver
more resembles a broad, squat quadruped than a sprawling starfish.

Resting on the ground, Hivers measure about 3' to the domed top of their
central body. <lnd 10' from outstretched arm-tip to arm-tip. In their usual stance.
sensory limb mised. they are about 5' tall at their highest pOilU. On average, they
weigh 330 lbs.

EXTERNAL ANATOMV

Hivers ,Ire laid out simply. Wilh a central body containing the vital organs,
and six evenly spaced limbs extending out from il.

Their outer covering of skin is tough and leathery. with a rough. pebbly tex
ture over the dorS<l1 surfaces. and a smoother texlUre over the ventral surfaces
and on the inside surfaces of the fingers where the hide is thinner and more sen
sitive. A very fine. invisible layer of down grows from the dorsal surfaces. This
down is sensitive to the movement of uir currents. in much the sallle way as a
eat's whiskers. Hiver skin color runs from pink to tan in adults. with random
blotches of brown in older individuals.

Central Body
The central body. or torso. is about 3' across. and just under 3' tall. It has

two central openings, one at the dorsal apex of the dome. and one in the center
of the ventral surface, The dorsal opening is the Hiver's respiratory stoma. oflen
called the nostril or '"blow hole." This leads down into the six lungs in the upper
half of the torso. and has a sphincter to close it off.

The ventral opening is a feature unique among the major races. an opening
that combines the function of mouth, reproductive canal. and urinary-excretory
opening. Formally called the uro-genital-oro-excrelOry or "UGOE" cloaca (even
though this term is inaccurate - see the YOII Em \Villi TIlt/I'! sidebar). it is fre
quemly euphemized. when its discussion cannO! be avoided. as ventral opening,
orifice. etc. Some avoid the distasteful dissonance by referring 10 it according to
its current usc - mouth when the Hiver is eating. anus when it is excreting, etc.
Humorist Anton Wilson Peale III. in his famous routine about the ugly habits of
other races. has immonalized it as "the potty mouth."

The UGOE cloaca is not actually the anus. nor the mouth. nor lhe binh canaL
but rather a common anteroom that serves them all. In the interior walls of the
cloaca are the una!. urinary. genital, und oral openings. ,III leading to their respec
tive orgi.ln systems. Placed centrally in the cloaca is ,I flexible muscle analogous
to a tongue. which moves the cloaca's various traffic into. past. and Olll of the
proper openings. The cloaca is served by numerous ducts. which regularly wash it
out with powerful sanitizing enzymes. Hivers often use this "saliva" for disinfec
tant purposes. Non-Hivers are not often pleased to witness this process.

Limbs
Each of the six limbs is a thick cable of flexible. muscular calcareous tissue

about a yard long. terminating in a six-fingered hand. Built like tentacles. lhe lin
gers comain no bony structure. but are composed of muscle and ligaments. They
are extremely flexible. sensitive. and capable of linely controlled movements.
The skin on the inner surface of the fingers is smooth and highly sensitive. and
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covered with small muscular suction cups running about halfway to the finger
lips. for traction on slick surfaces and gripping objects. The tip of each finger
h,IS a small horny projectiun, analogous to the Human fingernail. ami used for
similar pUflJuses. The uuter finger surfaces are the same thickened, leathery skin

as 011 the Hiver's dor
sal surface.

Sincc all of the
limbs are lIsed inter
changeably as feet or
hands, Hivers walk
with their fingers
balled up on all but the
smoothest surfaces.
This puts the thicker
outer skin in contact
with the ground and
protects the sensitive,
highly vascularized
inner surfaces.

The specialized
sensory limb which

defines the "front" of the Hiver is known as the prime or primary limb. This limb
has all of the eharacteristies of the other limbs, but is modified to indude the
Hiver's visual and aural organs.

Each of the Hiver's six eyes is mounted on ils own slender stalk, one in each
inter-finger gap. The stalks are flexible and independently moveable, allowing the
1·liver to look in six directions at once. However, 10 allow binocular vision and
depth perception, Hivers generally use the eyes in three pairs. The eyes can be
retracted into the fleshy lids at the end of the stalks for protection and routine
cleaning, which the Hiver does automatically every few seconds, When extended,
the eyes are about two-thirds exposed, giving a somewhat "bug-eyed" appearance.

The combination of mobile eyes and manipulative digits on this limb make it
an extraordinarily useful tool for Hivers, Objects or tools can be held by the
prime limb, examined at close range by the eyes, and manipulated with very fine
control. Since the Hiver can insert this unified examination-manipulation limb
into places it cannot take its bulk")' body, this provides a capability not available
to Humans with their separate heads and hands.

Six further sensory organs are mounted on the prime limb, in a ring around
the "neck" or "wrist" of the limb behind the base of the fingers, These are exter
nally indistinguishable from each other, but three of them are ears and the other
three are infrared sensors, placed alternatively. These organs are sited to the rear
of and between the eyestalk bases - i.e., behind the backs of the fingers, This
leads I livers to close their prime limb fingers to unblock these organs when they
attempt to listen to something or see something in the dark.

While it is natural for Humans to think of the prime limb as the Hiver·s
"head," as it is the sensory platfonn, this anthropocentric misconception belies
the greatest terror of any I-liver. A I-fiver's brain is located not in this primary
limb, but protected deep in its torso, virtually impervious to damage. This means
that a I1iver can lose any or all of its limbs and still remain alive and conscious
(provided it does not bleed to death from the wound). par a Iliver to thus lose its
sensory limb but be left blind, deaf, and effectively dumb (see the Ampurariol/
alld ReKrol\llh sidebar), is the worst fate imaginable, far worse [han even death.
The tenn "head" is properly reserved for a body pari that contains both a crea
lure's brain and the bulk of its sensory apparatus.

THE H,VERS

The Wilderness Year
"HulV mlldl. if £IIIylhillg, docs Ihc

al'cragc Hiw:r rClI/cmbcr of its year os a
lan'a.' Hil'ers refuse to allswer rhe ques·
lioll, explaillill8 Ihat Ihey are /l01 inlelli
sellf dllrill8 Iha/lime alld hare 110 rMiOll(ll
memory of e....nts. This fails 1(1 COllvinre
/1/(111.1' sopholltologists, who f ..eI tllOl .wclI

a traumatic experilmce /Illlst Icm'e //lcmo
rie.f, ,""1m ifonly ill Ihi! ullcollscious mil/d.
n,e whole poim of tile exposure of lan'oe
10 rlie wi/demen is 10 seleci/or Ihose lI'irll
intelligellce enough ro elude predators
(/lid sun'iI'e. (md il )'Iraim' ,-redlllit)' tJwl
rhis intelligellcc i:; lIul (ICnllllp(lIlied b)'
II/{:mur/{:~·.

"Du Hi,'ers suffer "isllll1lores based
all lhis e.rperiellce.' Flashbacks' Does
pari of their (10 Hlllllalls} ;"r(l/iOIl(l1
behavior hal'(' its roots ill their yea,- of
tr(/\'ail? Resreltobly, 110 1I01l-IIi"er knows
tile OIlswers 10 Ihese quesl;olls. ..

-Jakob Kln'i.~IIl1I1/,

Profe.uor ofSap/lOll/alasy,
Vl/il'asilY a/Terra OJ Vill!:ir

Amputation and
Regrowth

Hiver~ huve the Regrowth (~ee p.
el64) mlvantllge. which give~ tlll:m
the ability to regenerate limbs or

other body parts that have suffered severe
damag~.

Advane~d m~dical t~chnotogi~s can
aeeelenHe their n:l!ur.,l abilities_ In Ihe
nays befor~ rhe~e lechniqu~.~ ~x.penil~d

reeov~ry, amputation or [h~ ~en~ory limb
wa~ a traumatic event for Hivers. Unle~~

the wound wa~ .'\evere enough 10 cau~e

death by exsanguination or shock. the
Hiver would survive with mental faculties
intact, but be unable to hear. ~ee. or prop
erly communicate. Hiver~ can usc lheir
Ollll:r limbs to "speak:' bUI since the Hiver
sign language requires lheir eyestalks for
the formation of many word~, the vocabu
lary is s~verely restrict~d_ Since th~y can
nOI se~. physical eontael is required for
rhem to receive inform:llion. ann commu
nication is very slow. A "dee:tpilalen"
I-Ii\'~r wa.~ (in tho.~e limes) almo.'\! com
plelely CUI off from the world. and [ho.~e

who .'\urvived long enough for the ~ensory

limb 10 regenerate oflen suffered irrepara
ble mental damage.

Drugs, therapy. and rehabililulion ure
[lOW availubJc for any Hiver who ~uffers a
prime limb decapitation. Regrowth is
accelerated by drugs. and artificial sensors
can temporarily replace the missing eyes
and ~ars as they reg~nerate. Despite this,
prime limb amputation still makes Hiv~rs

nervous, especially when they are in areas
where proper medical care may not be
readily available.
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Timekeeping

The standard Feder-Ilion ye:lr is s3id [0
be lhM of Glc3, lhe c:lpital sy,aem.
which :Jt 358 ··sl.:Jnd'lrd'· (24-hour)

d:lYs. is .~lighlly shorter than the Imperial
yC:Jf. Olea spins on its ;)X15 once every 22
hours (so the Glean YC:lT is 390 local rota
lional periods).

This is strangely irrelevant. as the
Hi\"cr "day" (lIllns131l:u :IS crd<:) is based
all the day of Guurall. the Hiver home
world. Hivt:TS llivide the c)'de into six
equal pol1ions or boll 'aile;'\'. of about five
hours each.

The Hiver calenJar is said [0 have
begun when the Federation capital was
mO"cd from Guaran [0 Glc;l. in either 410
or 490 Imperial (repons differ). In gener
al. Hivers divide downward by SIX for pro
gressively sm:lller imen';l[s:

In practice. however, the Hivers do not
use their own time-measurement system,
but instead usc lhe terms of 01 her races
they arc working Wilh. I-livers do nOl nor
mally carry Timekeeping device.~. nor dis
play them in lheir common areas, unless
they a~ there 10 display time according to
another race's system. Some sophontol{}
gisls feel this ambi\'alcnce developed
because the Hivers were subsurface
dwellers during their early develupmenl,
am! diurnal cycles were nol relevant to
lhem.

Furthermore. some Hiver sources show
dalill~ equi\'alences basel! on not a 358
day year. but a 179-day year. When deal
ing with Humans. Hivers simply report all
dates and times in Imperialtenns.

It is widely thought (by those who
bother 10 notice the inconsistency al all)
that the discrepancy is due to some ongo
ing manipulation. or some old manipula
tion that someone forgO! 10 tum off. Since
the shorter year i.~ exactly one-half of the
actual Glean year, it is easy to sec thaI it is
actually a half-year. presumably mea.!iured
from solstice 10 solstice or elluinox. lu
equinox. However. the actual origin uf
this is lost in the murk of lilll\: aud eonlnJ.
dietory historical documcnLS.

Tndy aul!ueious scholars speculate thai
the discrepancy is due 10 lhe fact that,
somewhere along the line. some Hiver
forgot what the correci answer was, pub
lished an incorrecl assertion, and Hiver
pride has been unwilling 10 acknowledge
the error ever since (see A"oidml(Je, p. 12).

INTERNAL ANATOMY

The limb opposite the primary limb is known as tile "tall;' and is also modified
in form and function. although less so than the prime limb. The tail is the Hivers'
external reproductive organ, used to transfer genetic malerial between Hivers.

The fingers on the tail have been modified to remove reproductive cells from
the Hiver's internal reproductive sac via the UGOE cloaca, keep these cells alive
while they are outside the body, and to exchange these cells with the reproductive
cells held in the tail of another Hiver. Basically, a Hiver's own reproductive cells
are held in a trough where they are protecled from drying out and cooling off.
Two Hivers briefly clasp each other's tails in an act termed by Humans "shaking
hands," and a modified removal finger in each hand scoops the other Hiver's
reproductive cells from the protective trough. These swapped cells are then
retumed to the Hiver's intemal reproductive pouch through the UGOE cloaca.

Despite its specialization, the tail limb can be used for walking, standing, or
manipulation jusl like any olher Ii mb.

Underlying all of the other biological systems is the HiveI' skelelal structure.
This structure contains lWO basic systems: lhe heavy casing internal to the lorso,
and the light, flexible structure supporting lhe six limbs. Although bolh skclelal
systems derive from the same calcified cartilaginolls tissue, that of the cenlral
body is more calcified, and therefore stiffer, heavier, and "bonier."

The 1011:io's skeleton is composed of a number of subsidiary bones. but wilh
one exception these are all fused into one large protective shell by the time the
1·liver is an adult. This structure is like the shell of a tortoise, with a domed cara·
pace above connected to a flat plastron below. The carapace portion has a hole at
its peak for the respiratory stoma, and the plastron has a similar opening al ils cen
ter for the UGOE cloaca. Around the perimeter of these bones, where the bones
have sutured together, are a variety of openings that allow blood vessels and nerve
bundles to pass out of the IOrso's interior to the body's outer extremities. Six of
these openings, one for each limb, are very much larger to accommodate large

Translation Duration
Year 0.98 Imperial years
Cycle 30 hours
Interval 5 hours
Span 50 minutes
Segment 8.3 minutes
Minute 1.4 minutes
Breath 14 seconds
Blink 2.3 seconds
Pulse 0.39 seconds

Name
Fmnq
Rnqoc
Boh'oheiy
Boh'oherny
Chiybuhd
Dhiybubeh
Fiybohd
Giybohf
Kiybohg
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nervc trunks [wd cnpaciou~ arteries and vein~. Large crests around these six
openings provide alt<lchment~ for the muscle~ thai operate the limbs.

The fin<ll ~keletal element in the torso is the "skull" or brain case, a second
layer of protective bone contained within the carapace. This structure is roughly
spherical. with a hell-shaped opening at the bottom for nerve bundles and blood
vcssels. Already cu~hioned by the internal organs within the carapace. the brain
case is "bungec mounted" from 12 shock-absorbing ligaments - six suspending
it from the cilrapace, and six holding it tightly to the plastron beneath. The I-liver
brain is thus virtutllly impervious to damage, either by intrusion or shock. This
evolutionary investment in protecting this organ may be unique. in contrast with
the m,tiority of selltients, whose brain is stuck out in an extremity.

The limbs arc Suppol1ed by a series of bony rings, strung together with mus
cle and ligamenls in a tube running the length of the limb, similar in appearance
to electricnl conduit, or a vacuum-cleaner hose,

Limb movement is achieved by contracting the connecting muscles along
onc side of the lube. causing it to bend toward the contraction. At the same time,
thick-walled blood vessels along the extended side of the tube engorge with
blood, further supporting the posilion.

This so-called "erectile calcareous tissue" is a remarkable combination of
strength and nexibility. For example. unlike the Human ann or leg, the HiveI'
limb call belld al fllly point along its length, in any direction, in a combination of
directions, and to almost any radius of curvature, What it gives away is the
absolute strength provided by the load-bearing strut of bone. This means that
Hiver strength and cndunlTlcc are lower than those of creatures of similar weight
with skeletal limbs. While a Human can stand erect with hardly any muscle
activity, a Hiver is constantly holding ils limbs in their current position, with no
bony framework to rcst OIL

HIVER VALUES AND MOTIVATIONS
Hiver culture is for all intents and purposes homogeneous. which is remarkahle

for a starfaring race. Par the I-livers to maintain such a remarkable consistency over
time and the vast distances of interstellar empire implies a clear focus on their val
ues. Hivers are perfectly content 10 talk about these values at length. They arc: per
sonal survival, racial survival, reproduction, parenting, curiosity, individuality,
cooperation, and HiveI' superiority.

PERSONAL. SURVIVAL.

Although this is less a value than an instinctive drive, Hivers feel compelled to
explain their legendary cowardice. It is the expression of the value they place on
personal survival that leads them to avoid violence rather than become good at it.

They profess to extend this courtesy to other races as well, believing that waf
is a tragic waste of irrepl<lceable intelligent life, and regretting il wherever it
occurs. However, in practice they seem content to simply place Ithklur marines
into the dangerous places where they themselves would rather not go. Hivers pre
fer Iheir violence to be as remote and impersonal as possible. This does noL prohib
it them from carrying (and using) personal weapons - as a last resort, of course.

RACIAL. SURVIVAL.

The 1·livers seem to place a rather higher value on this lImn do other races, if
only because they think about it and talk aboul it so often. There is a strange
dark side to this in that one generally only thinks abolll survival when it is called
into question. A better term might perhaps be "the good of the race," but the
Hivers persist in translating it this way, This is related to reproduction. as well.

THE HIVERS

Psionics in the
Federation

The Hivers are nOl a psionic mce. They
are unable to acquire p.'\ionic abilitie.'\
:Inri C:lnnOI detect them in others,

P~ionic~ i~ .~omething the Hivcrs e:mnot
eomplelely undersmnd. never ha\'ing c.'\pc
rienced it firsthand. Telepathic tlnd tc!cm
patllie skills do nut work on lhcm till gener
al: see p. 42), but tclckillctic skills ilu. You
cannot rcud tl Hivc!"'s minu, uut you can
shove it anoss a room.

TIIC illuuilil)' IQ assess sOlllclhing from
firsthand experience is prob:Jbly as close
us the Hivcrs come to experiencing :I
SClise of inferiority to :Jllorher heing. or
another race, and they dOll·r like il. II i.'\
prob:lbly alw fair 10 say Lhal their uller
incapacity 10 understand and thereby
asscss the threat thaI psionies represents to
fhe Federation·s .'\lrueturc and the Hivcr
lVay of life i.'\ as close as Hiverli comc to
e.'\periencing inteJlcclLIal fcar.

Their pollC)' towtlrd psionics is that if
they cun't havc il. nu om: else can. either.
II is nul illegu! to possess or practice
psionic powers in the Fcderation, but [eg
isluting tlWtly problems is not Ihe Hiver
way. Insteud. they simply make il as ham
as possible to practice psionics.

Every Hiver ship and btli[din~ has ime
gra! anti~psionie fields. Siandard
FederMion design_~ inlenrLed for use for
other races h:lve the exact same features.
TheS(: are not labeled as anti.psionie mca
sure.'\, a~ these fields arc basic clcctromug
netic effects that can be gcnerutcu by secu
rity scanners. artificial-gravity lIluuult:s,
eJcctricul gcncmtOrli. \'clItil(Jlion blowers.
ctc, Howcvcr, as thcse fields must be tuned
Lu lhc brainwave frequencies of the indi
vidu"] race. lhe dead givcaway is thaI these
ueviccs are remarkubly poorly tuned: They
emit useless electromagnetic noise across OJ

wide band. effeclively covering all of the
Federation's races.

Given that so many I-livcr installmions
incorporate these crude psi-damping
device.'\, most potcntial FederJtion-dwelling
p.'\ion.'\ never get a chance to notiec lhcir
ahilities, and therefore nevcr PUrliUC psionic
training, which in lum limiu; thc numlx:r of
psiunic training institutes lhal serve this
population, Thcsc anti-psionic fields have
thc grcatcst effecl 011 individuals who
undcrLakc spuce travel or live in high
tcchnology metropolitan areas. It is easier
for psions to flourish in local backwater
communities. but then by lheir very ll:lnlre
they don't tend to spread their innuence.

Those psionic organizations thaI do
exist :Ire e:tsy enough to haras.'\ Ihrough a
variety or bureaucratic means. A small
army of Za'tachk Iieen.'\ing inspceto~ arc
kept husy checking on rumors of K'krcc
SUborning of psionic institutes, and chl:ck
ing on thc sort of substanuaru wiring tlnd
p]umbi'ng that somchow always gcts
inslalll:d in,psionics institutes.



The K'kree Border

The border between the Federation
and the Two Thousand Worlds is
policed in depth by both sides. The

frontiers are only close in two regions, and
there is a large pocket of unclaimed space
between them. This volume ;s patrolled in
force by the K'kree .md covertly hy the
lliver~. Many pirate bands lhat seem 10
favor aClion againsllhc Federation operate
from here.

While it is ccnainly tfue that raiding
the Two Thuusum.l Worlds would be fully
- visilillg lhut Ernpin: legitimutely is dilll"
gcruus enough - this offers no reason why
tllt: Fedcr.lliUIl should be considered a sort
touch in comparison.

The answer to why the Hivers allow
such conditions [0 persist is threefold.
First. it gives the Federation Navy valu
able practice in anli-pimre work.

Second, it enable.~ lhe K'kree to vent
_~nme of their feeling~ toward the
Federation, if only by proxy, so that they
do not quite become ~o annoyed that they
feel the need 10 invade, The HiveI':> do nol
fear the Two Thousand World:;; they jusl
find them a nuisan<:e, They wouldn'llcllIl1
anything from beating thclI1, and it would
be cl'pensive and time-cunsuming, so if
they can keep that border quiet. tiley will.

Third, and most important, it gives the
FDA the opportunity to sneak equipment
into their opponent's markets and, hope
fully, into their technology. Goods smlen
by pirates end lip all 3rOllnd the trailing
qu;\drants from Spica 311 the way to Star's
End and Gh!ken to Nuughe. Millennia of
experience have taught the manipulators
that their opponents believe more fully in
what they steal mlher than in what they
buy, and no one in their right mind buys
dangerous, Jogie-bomb-saturated, back
door-riddell, poorly designed, or irrelevant
technology.

So_ when technicians attempt to
reverse-engineer from a legitimate pur
cha.~e. they might look for defects. If they
find unexpected "fe:l!urcs" in something
they risked 3 diplomatic incident for
rhough, they assume they're an eXCiting
improvement which ~hould go into all
new sy~tems. ()ften these characteristics
arc individually innocuous. even helpful.
but tum into a lethal drawback when com
bined - dcdining to acquire:: Federatiun
Navy ships as targt:ls for instance. or turn
ing off life Support in a space station when
the state that owns it declares war on the
Hivers.

Another use for such equipment is to
provide red herrings to the opposition 
persuading them to expend time and
resources studying the function of an
object which actually doe~ nothing, hut in
a complicated way.

"

REPROOUCTION
Sincl: Hivl:rs have TlO cmolional drivc 10 reproduce, nor any concern for their

newborns. Ihis refers to Ihe deliberale efforts 10 reproduce in a fashion Ihat is of
the most overall benefil to Ihe race.

For example, the Hiver habil of "shaking hands" al every opporlunity is a
deliberate policy promulgatl:d over 5,000 Yl:ars ago, inlended to keep the Hiver
gene pool well-mixed and prevent Ihe nega!ive effects of genetic drifL Hivcrs
have a profound dislike for variations from the genetic nann, most easily exhib
ited by the preferred pinkish-tan Hiver skin color. Varialions from this (100 lTlueh
pink, or while or blue highlights) arc undesirable.

Likewise, the careful mainlenance of wilderness areas around all Hivcr habila
tions is La provide an adequate environment for the year-long trial of Hiver larvae.
While this is not kind 10 the larvae as individuals, it works for the best interest of
the race by ensuring that less viable genotypes are weeded from the gene pool.

PARENTING

Also related [0 reproduction, parenting has to do with the moral commitment
to the good of immature Hivers. The instinct does not seem to apply to young
Hivers until they survive their first year; see p. 13.

All Hiver young are effectively orphans, but all Hiver communities are
effectively orphanages, and all Hivers function as foster parents. The commit
ment on the part of each adult Hiver to the instruction and proper raising of
young Hivers is powerful and real, and is generally seen in the practice of
"storytelling" in which an adult Hiver tells stories to groups of young to share
personal experiences and life-knowledge. Storytelling is the Hiver equivalent of
school, and is no less serious for its more infomlal nature. Though it's unstruc
tured and voluntary, all of the young attend to this learning all day, every day.

The Hiver parenting drive is so strong that it spills over into a drive to edu
cate and improve other adult Hivers and other races as well.

The means by which this is accomplished is the Hiver art called "manipula
tion," in which a Hiver secretly and subtly influences the acts of its fellows to
guide them into a bener way of living. Manipulation is a sophisticated practice,
with many time-honored rules; see pp. 16-17. At this point it is sufficient to note
that a Hiver manipulator is setting itself up as putative "parent" to all of those
that it seeks to manipulate. In fact, the Hiver terms for alien races reflect this:
Fiil/II or "adult alien," and Fi)'ull, "yearling alien." Fiil/II include the starfaring
races, and Fiyult covers basically every other race the Hivers come in contact
with. The Hivers have never met a young race that could not use some improv
ing. Note that the term "adult alien" does not mean that Hivers do not seek to

111l1nipulatc these mature races. Hivers are pelt'ectly willing to manipulate their
fellow adult Hivers, and extend this cOUllesy to other races as well.

CURIOSITY

I-livers wax rhapsodic about the joys of curiosity and the drive to understand
how things work, as if no other intelligent race had ever heard of the concept.
They explain how the Hiver expansion inlO space was spurred by simple curiosi
Iy, the desire to know what was out there. They note thaI all Hivers are members
of at least one topical club devoted to a topic of interest 10 the Hiver. They speak
of curiosity as ifil were a hidden mystery and they its only prophets.

On the face of it, it is ridiculous to claim curiosity as a trait unique to a sin
gle starfaring race. Curiosity is the hallmark of any lechnological race, for with
out it science and research are impossible. Nonetheless. I·livers are adamant
abom assigning this trait to themselves in some unique fashion.
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Mathematics

The Hivers. and therefore lhe
Federation. use a b:lse-6 sySfem wilh
pl:lce order v:llue not:l1ion ;md ., 7.em.

They represent numbers eiTher :IS hex:I
gans subdivided inlO ~ix ~egmenTs or as
bel ween one and six lines radiming from a
cemral point. One filled-in segment or Line
drawn denotes zero: six of them indie-ule
the number five. Formally, lhc lcro (one
line or hexagon ~egmcnt) thaI bt:gins the
next order or ffiugnitude along should be
drawn. but is usuaLly umined. This
demonstrates that tilt: Hivers have the con
ccplual quirk of impLying that there. is
ulways something "beyond" .. the neXI
order of milgnitude is always implicit, as
the Hivers start counting nOI alOne. blll at

zero. This has ilS origins in the need 10
mime Ollt a blank space hefore ~peaking in
Hiver sign language.

AlThollgh eonle:H i~ an imponant eon
~ideration, "Oh"' u~uaLly indicates Ihat
There are number~ involved. "Oh·· itself
means ··zero,·· a coincidence whie-h ~enl

Ihe Solomani into paroxysm~ of spce-ula
tion about the Anciell1~. Vulucs abuve
zero wilhin un order of magnitude are
denotcd by -b, -c, -d. -g. and -k (I. 2. 3.
4.5) rcspee-tiveLy. Suecessi\'ely larger
orden; of magnitude get an initial eonso·
nant. from "B" upward. Orders below zero
have the augment··o."

INOIVIOUAL.ITV
Hivcrs make a great deal of their individuality. Many mher races do, too;

however. Ihis Imit is probably truer of Hivers than it is of any other major race.
Alone alllong the srarfaring races, Hivers experience absolutely 110 bonding with
their fellows as infants. Their first year is spent in the wilderness in solitude,
concerned only with avoiding predators and finding food and shelter. The
absolute lack of deep. lifelong ties 10 family and community in comparison to
olher races can no! be overstated, or completely understood.

This clues not mean Ihat Hivers crave or prefer 10 he alone. On the contrary,
their year alone (or what Ihey remember of it, anyway; see The Wilderness Year,
p. 7) appears 10 make [hem appreciate being part of a community. They derive
comfort and a sCllse of security from living with others of their own kind, and
value the opporLunity to do so.

This incJividuality can be seen in competitiveness hetween Hivers in discov
ering new things anu manipulating each other, and in the importance they place
upon personal sLatus.

COOPERATION
IIivers miss no opportunity to point out how perfcctly cooperative and

peaceful they are - in contrast to their paeans to individlll1lily. They go to great
lengths to point out that all Hiver acts are done for the grel1ter good and that they
have always found it easy to work in common cause. Competition for power
over others is also foreign to them, they reiterate.

As with their comments about curiosity, these remarks come off as racist
slurs, seeming to paint other races as benighted savages. reu in tooth and claw.
The reality behind this is that Ilivers do not have the same quantity of forrnalized
government apparatus that other races do. In some fashion they do find it easier
to get along without the dedicated bureaucratic overhead that other societies usc
to grease the social wheels.

However, in light of the Hiver institution of manipulation, protestations of
cooperation and the lack of the "will to power" ring a little hollow. Cooperation
can be thought of as an expression of the Hiver desire for comfort and security in
the company of other Hivers.

SUPERIORlTV
Every Hiver knows Ihat it is superior to every other sentient creature. The

species is profoundly racist, with an unshakable superiority complex and a large,
compliant multi-ethnic empire to prove its case. They are nOI xenocidal bigots like
the K'kree; they export their sense of parental responsibility to their neighbors. To
the Hivers, all other sentients are like larvae trying to survive. If and when they
reach a level of civilization thar their self-appointed parents find acceptable, they
are inducted into the Federation. The K' kree, AsIan, and Vargr have not yet
reached this stage and prohably never will. Humans and hundreds of minor races
arc suitable for incorporation. so they are taken gently and reformed to embrace
Lhe Fcdcration ideal. Droyne, with their psionics, pose a special problem ...

There is. obviously a lot left to do, but it is importam to nOie that the Hjvers
act out of parental duty to wayward children.

Numbers
Curvin
Oh
Ohb
Oh,
Ohd
OhS
Oh.
Bo'oh
Bo'ohb
Bo'ohe
Bo'ohd
Bo'ohg
Bo'ohk
Boboh
Co'oh
00'011

And~on.

Allglic
o
1
2
3
4
5
6
7
8
9
10
\I
12
36
216

HIVER SOCIETY
The Hivers have, to outsiders, a paradoxical way of life. They let their chil

dren die, cooperate freely and naturally with each other, then lie, manipulate,
and cheat, and admire each other's brilliance and success at doing so.
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Holiday Glea
"People say Ihal Qlle rich plrmel is

lIIuch like ollolher. LIlX/lrr resart.{. 1Ir1.~.

ell/l'rlaillment, museums, nigh/c1uhs.
pl'er:ahing yOlll1l'ed 10 reltLl". I'm here nil
{;fptl find il'.f all 111m, hur mild, more.

""Il1i,f f.f Ihe Cllpiw! of tile Pel/em/ioll.
a bf'ml/ijlli. III/spoiled lfOr/d. The Hirers
self/ed i/ abom 3.000 ycars "l;:O. l/IuJ ;,'s
hOllle /() t!relJ Fcc/em/ioll race. There urI:
Hj\'en" here. of nHfr.:re. and Ifflkllll".
Gun'III, Za'tachk. aml HI/mUllS mul hUlI
dreds of ()11sf:f"~'. )'Olf nm sel: pt!oph' from
ull VI'('" d",r/e(/ SpUCI: iterI.' . ..

"My holel {WI el'crythillg YOI/'djill(/ ar
a TAS lodef'. There's a 8.1'111, a pool. a
bar/restaurant. bur I wmll /0 show yOIl fhe
/N,{ Glen. ,,-!Iere Ihe locals live. This i.f
Prospt!cr HOl/lel'urn, rllllllillS from fhe

.uarpol"t /0 lire l:"lIIhll.UY di.wricl. As yOlt

call see. ''''S l'Uy lil·ely. lVe're going illto
this ell/b lIere. says 'Delllolilioll
Dallcillg' ...

··\Vell. 111(1/ 11"(IS bracing. Null' we're
guil/g 10 tlie walk-in illfim/(lry OIl Pr(}Jpecl
all/l Prmperity. The n:rllice is free: Ihey
llUl'e sUllie kind uf(Ielllwith the hUIel. a/I.
I sn·. So I I"f:dailll il.7 RighI. Geri, the
credils. please.

"lVe're walkillg throllgh the AI/
Wurlds 8a::'(/(lr; yOIl call bl/Y OIl)'lhillg
here. Well. lin! qllile nllYlhillg ... !.tIcal
fa.fhioll.f lire filllctimlt/f. bill Ihe Itilklllr are
j/nml}(J)'mrl dreHer.f. Hp.re·.f smne prell)'
jackel.Y. Look (1/ all If,e btuJ/{es tJlld Ihe il)'
all Iile col/or alld Cliffs. Cllle fit/Ie
epallfe/les. bllt is Ille fril/ge too much?
Hllllllm. I could make t!lis "·ork. What tlo
yOIl thillk £1'0. the S%lllalli wuif Iuuk?
Yes. 0111111" • •• Nu. Reiner. yOIl ('/11l11ul buy
II 1:relllltle lmmdlt:r. Oh. I see whut yOlt
nlt'tlll. yeoll. lI"il1l 1/1(> breeclr Opel! il wOllld
work os a calldleslick. sort oj eleginc chic
.. Hello sweelie. all. Ihnl's adomble. A

gnbol/e, yOIl say? ISI1'1 it sweet. £I'n. jllSI
like tI miniOlllre omllge flil'i~r. bill 110 fil/
gas. Jr's called a gO!}(Jlle. HOlI' IIwch do
.\·olll\"mrt. f50 Impninl? !'/I gil"i~ ynfl /(JO.
1'(/)' I/re girl. Cieri. So IlwI'S Ihe AI/Worlds
BII<Jwr. yOlt reall)' ell/I buy all)'lflilrg!

··IVell. fIJe lime has cOllie. lYe're !em'
ill.~ Cleo, SOyillg goodbye fU all ollr lIell'
friel/ds. bill 1'11/ wkillg olle hOllle I\"idl lIIe,
my BOlley. Gabr)lleJ //luke wunderful pet)·.
affet"liolllile. dellll. Ye)·. it's 111;111:. Geri.
what's tllis bird-thillg sayillg? Where's il
mk;l/g Bailey? Bril/g back Ill)' gabone lhis
secOlld. LeI go of 1/11' ~ 1'/11 till Imperial
cilizen!"

~ KOlli Glass reports
JOTlhe TNS

INTERACTION
A!> the raee is so powerfully oriented toward working together while !>imulta

Ileollsly prepared to be tricked into doing another's will. eCl1ain formulaic tech
niques arc common. These are cOl/frol/la/ion, COIIM-:l/SIIS and avoidal/ce. The
nests leach their yearlings to fespond positivcly to the first two tcchniqucs and
always 10 considCf thc fhird.

Confrontation
The communal impermive is so strong among the Hivers that they will respond

positively to this tactic. I\n aggressive, cogently reasoned proposal will often sim
ply overwhelm other Hivers who are not prepared to respond in kind. This may be
an echo of the Hiver aversion to violence, in that the path of least resistance is to
avoid the conflict, or it may be an unwillingness to risk disgrace in defending an
unprepared position. Either way, it is most effective if only used sparingly.

Consensus
This is the most common and time-honored of the Hiver social models. Hivers

place great stock in tradition and precedent, but not in a slavish, superficial appli
cation. Tradition and precedent must be considered against the specific details of
the matter at hand, and perhaps revised and modified to fit the new conditions.

This kind of deliberate, rational approach is that of consensus.
Every Hiver involved in the decision-making process fully expects its views

to be considered by its peers. Thus, most Hiver enterprises enjoy a lengthy dis
cussion of any new plan, ending in a mutually acceptable compromise solution.

Avoidance
This pauern is tfuly bafOing to non-Hiver observers. If confrontation fails, or

the group does not reach consensus, then the Hiver choice is to preLend Ihal the
problem has either gone away or was nOl there in thc first place. There arc quite
a lot of lhings that Hivers simply won't discuss.

This can also be seen a!;i an extension of the flight response to violence. Or il
can be !;ieen as eminently pragmatic: "If you have a problem, let il go. If it comes
back to you, deal wilh it then. If it doesn't come back, it was never really your
problem at all."

TRAOITION ANO INFORMALITY
Hiver society is decentralized, and almost anarchic. Nonetheless, it has a

unifornl nature across the 200-some subsectors of the Hive Federation.
One of the givens of this society is a high regard for tradition and custom,

which the Hivers use as the baseline for their minimalist legal system. if some
thing has been done a cellain way for a long time, it is a good bet that it will
continue to be done that way, and if a conflict arises, the side with the best claim
to tradition will have the upper hand.

Are the Hivers just inherently conservative? Perhaps, but the real reason is
the Hiver preference for consensus decisions. Tradition is the encapsulation of
generations of consensus going back millennia, and to tum one's prime limb
from this is unthinkable.

Visilors who look for organization or structure in Hiver society might be con
fused, or even frightened. Surely the expected complex structure must be hidden
somewhere, as pall of some kind of manipulation, some sinisler hidden hand?

Not necessarily. Cellainly there is manipulation going on; the Hivers are the
first to admit thaI. Simply put, however, the Hivers aren't heavy users of organi
7.alion. Their heritage of individualism makes that foreign to them. Hivers are
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doers, not beings who like to stand around and tell people what to do. (If they
really want someone to do something, they'll manipulate them into thinking that
they wanted to do it all along.) Hivers as individuals and groups go about their
business, and if connict arises, there are persons who can handle it as it comes.
Until it comes to that, however, the Hivers have no interest in setting up a pre
emptive bureaucracy to worry about it.

ROLES IN SOCIETY

There are three roles that every Hiver goes through in the course of its life,
based on its age.

Larva
First is the larva. This is more of a non-role, as larvae are not regarded as

Hivers, but as minor pests. Adults take no action to defend or preserve them, and
take steps which, while they are in accord with the Iliver values of racial survival
and parenting, can hardly be said to be in the inlerest of the individual larva.

Every I-liver habitation must have an adequate wilderness contiguous with it,
well stocked with predators. No larva can be allowed to find
its way to a place where there is no nest to welcome it if it
survives to be a yearling. Iliver starships are routinely fumi~

gated to kiJl all larvae aboard 50 they don't wind up on nest
less worlds.

Yearling
When they reach a year of age. yearlings somehow find

their way out of the wilderness amI into a nesl. Yearlings are
distinguished from larvae because their limb-tips have devel
oped fingers that can grasp and manipulate objects. Yearlings
arc fully aecepteo as Hivcrs, and are nourished. protected,
and most importantly, eoucateo. Yearlings remain in the nest,
growing and leaming, until they reach 14 standard years,
when they becomc scxually mature.

Adult
Any Hiver over 14 years of age is an adult, and is physi

cally and mentally ready for full pal1icipation in HiveI' soci
ety. An adull Illay leave ils current. nest to join another, based
on ils goals.

Senior
This fourth category is one that not all Hivers achieve. Senior status is grant

ed by general consensus of fellow Hivers following long years of worthwhile
service, for example as a nest leader or a judge. Generally, all manipulators (see
p. 16) are treated as seniors. Senior status can be a local phenomenon; a Hiver
who is recognized as a senior in its nesl may not be so regarded at orher nests.

NESTS

The building block of Hiver society is the lIest. Nests are simply groups of
Hiver.:; united by a common goal, who live and work together in pursuit of that
goal. Every nest has a stated goal, and Hiversjoin that neSI because they wish to
pursue Ihat goal. So a nest is a physical place as well as a vocation.

Put another way, all Hiver organizations are nests. A factory is a nest, a farm
is a nest, a s!arship crew is a nest, and a university is a nest.
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Adventure Seed:
The Great Teacher

M
.Dagog. the inventor of RighI
Growth Dynamics. is doing a lec
ture tOllr. The PCs are:

• True helievers who W'lm to direci
Ion hiv:ilm fmm lheir neSI to M. Dagog.

• Rivals trying 10 disrupl its lecture.
• The rnanipulalor"s agent~. intent on

making its visit as remunerative as
possible.

In any case. thcrc arc tickets to buy.
people 10 dupt:. stooges to drug. rivals to
compromise.

Adventure Seed:
Raptors for Sale

,
here's a bit of a problem on BoraX" 3
- 100 many larvae, too few vampire
toads. In 3n efrorl 10 keep COSIS

down, the Sept circul:lIes the following
challenge: The rirst predalor farming
opcnnion to reduce larval number.> by half
will get double ils usual fcc. The losers
will Jo:l;:! Ilothillg. AllY lakcr.>?



Adventure Seed:
The K'kree Perfume

Incident

The PC~ an: inl'ulved in a dHlr..ll:lcnsti
cally m:farious plot. They IUlI'i: to go
to a free JXlll in the Cruds Margin and

interfere with a transaction between some
Imperial Humalls and it K"kn::e herd. The
Humans are trading three meson screens
mul commUniC3[Or suites for it huge vat of
perfume. The pany'sjob is to interfere with
the s:llc as. if il succeeds. m:my Olhcr deals
will folio\\'. The be.~l possihlc Olilcome
would he for Ihe Humans 10 h~a\'e with a
shipload of sewage :mt1 the K '!;ree 10 lake
deliver)' of some sl;lUghlcrhul.l.~crobolS.

Adventure Seed:
Frontier Affairs

TIll,:rc afe specific. limited uccasions
when a Hivcl" world is closer to a for
eign supplier of some necessities

Ih;lll it is to a Federation source. When
this occurs. the Hivcrs trade with the out
siders for mere con1l110ditics, Apart from
Ihe foreigners. who find them~elve.~ gel
ling a good rleal. no one is delighterl when
Ihis happens so. like any other imperial
ists. the J livers t;Ike ,<;teps 10 inlern:lli7.e Ihe
problem. 1\'lost imerstellar empires either
invade or ,<;tagc a coup to put a sympathet
ic leader in charge. The Feder-uion docs it
differently. They invoke eomp.Hiltive
advantage (sec p. T:FTIO). For Hivers.
manufacture of uny item within the limits
of a nest's capabilities is cheaper than it is
for an)' other sociely. One of the major
problems is transport of good,<; to their
market. so il Ill:lkes sense for the external
tmding partners 10 allow the f'cdcr:lIion to
build;} trading encla\'e. lhus gelling the
goods involved al :I lower COST.

Once the colony nests have arrived. it
emerges lhal Ihey com prol'ide all kinds of
things cheaper than their hosls. who
should. according to orthodox economics.
cunccntrale on producing \VhOlt the Hivers
want. so Ihal all can guin.

They don't reulize Iheir blunder until it
emerges Ihatthcir guests have overoll con
trol of their economy. and can turn off
their generators and communications at
any lime. Should they decide to m:lke :l
stand. the Hivers bring out some Ithklur.

Nest membership is voluntary, and a I liver may change membership from
one nest to anOlher as its ambitions dictate. Most I-livers change nests several
times over a lifetime.

The nest is, in some ways. like a Human family. While members, Hivers dis
play complete loyalty 10 the Nest and its goals. This is partly self interest - Ihe
nest's success is the I liver's success - but it is also because the individual recog
nizes the comfort, stimulation. and security offered by Ihe group and responds
with efforts on the group's behalf.

There is something of the kibbutz abom the Nest. combined with the corpo
ration and, crucially, the orphanage. A nest will lake in any wandering yearling
lucky enough to reach il. The adopted infant receives schooling, housing, and
food unlil il reaches sexual maturity and adulthood. At this poim it is allowed
either to remain in the nest and further its aims, or to leave and seek its fortune
elsewhere.

Nests are all business concerns at some level. This does not mean that all are
primarily mercantile in nature. bUI that all nests must be self-supporting and
have a means to provide for their members. For example. a nest could have as its
goal pure research of some kind. Allhough it could not "sell" this research in a
retail fashion, it could be tied 10 an industrial nest, which provides food and
other upkeep to Ihe research nest in exchange for access to the research results.

Most nests provide at leasl some of their own basic needs. Some are com
pletely self-sufficient. Only the most specialized are completely dependent on
other nests for basic services. These services include leadership, health care.
technical support, power. and nourishment.

All nests have a leader; most have a medical specialist/coroner (a full
fledged physician/surgeon plus a small staff in large nests, a part-time medic in
small nests), a computer/data specialist, and a power plant.

It is the rare nest thai does not grow some of its own food. specifically cul
tures of fungus in the tunnels beneath the premises. This takes some of the pres
sure off of turning a profit. but the Hivers also enjoy spending time underground
with the nest's slIolII (see p. 32), trying their hand at the race's ancient art.

Each nest operates within a discrete sphere, interacting with other local nests
10 provide a comprehensive selection of goods and services to each nest and to
the community at large.

Depending on location. resources, and interests. a nest can have anything
from five to 500 individual members; 100 is most common. All nests have at
least one leader. The leader's status depends ultimately on the continued
approval of the nest members. The older individuals who are in charge are
regarded as senior wilhin Ihe nest, not necessarily so outside it. Some seniors are
sufficiently respected to act as a town councilor higher deliberative body.

Inevitably, nests inleract. Mosl nests, since they are focused on a specific
goal. are not autonomous. They must both specialize and cooperale to provide
each other with the network of services Ihat their technological society requires.
A collection of nests forms a community. Several communities of nesls can form
a city-state; several city-states can come together to form a nation-state.

A selection of interlocking interesls - a dockside. a factory, a warehouse, a
hotcl. and a communications cenler - would form a small trading enclave. The
Hivers have a knack for right-sizing - there arc seldom any shortages. surpluses.
or redundancy. More cosmopolilan communities maintain infrastructure suitable
for other Federation races, often for more exotic aliens, too.

Nest buildings are designed according to their function. but most Hiver
buildings follow the ancestral Hiver pallern: ovoid, ··hive-shaped·· buildings
above ground sitting atop an underground network of tunnels.
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Adventure Seed:
Rare Book Club

Weights and
Measures

The Hivers base their system of
lVeights all thclIlst:lves. An individ
ual masses about 330 Ibs.. and they

multiply upward or divide downward by
six lO get other values_

Linear and volumetric standards derive
from the gazufo. or "Mm's measure."
which happily is almost exactly 3' long.
Again, the Hivers apply six [0 [his length
for their olher measures.

Measure

"cubic yard
1.9801bs,

3301b5.

Name Translation
Gazufo Arm's measure
Gai7.0fo Limb-cage measure
Snohiyfo Snohl-wcighl, Ion
Zahysfo Body wcight

"Yes, I kllOll' these primilil'CS look
prell)" :fCCII)'. They (In: big, their god le/l~'

Ihem /Q h(lll! (lliclll-. Will (Ill Ihose slwrl'
~pike~·. ICJ{). Bill .1'011 H't' Ilwl if.wIII cOlljusl
l-lifJ into thl!ir te/llp'" Will "fOIlI /liest'
forged scriplures. il ",ill ehwl8e Iheir
t'll/ire olltfook. OOIl't bl/('k 0111 1I0W, Ihe
h(ll"d l,on "'(lS lmrkillg 0111 jllsi Ihe rig'"
illks alld parchmc/lts Ihlll Iheir prophet
would hm'e llserl. TII'ellty lIIillll/e.~ of tip
toeing, in alld alii, Ihar's 01/. A Gllrl'in
cOllld tla thi.~. I 1IIOIIgilt you gllYs said yOIl
lI'ue mllgll."

TOPICAL CLUBS

Thc Hivcrs sharc intcrests outside their nests and pursue these through special
intcrcsl associations. called CaIJjellg lIl/readl AIJl'ochy (literally. "self-learning
conclavc"), usually translated ;'topical clubs." In addition to promoting research
and discussion, these serve as tmining providers. A c1ub's size is limited by ease of
cOlllmunication betwccn its members. so each star system has its own selection.

Topical clubs arc long-standing institutions with ;'c1ub houses," extensive lists
of publicnlions. and usul1l1y good reputations throughout the Federation. Physical
facililies always include high-capacity. fast connections with the planetary datanet,
auditoriums. and meeting roOIllS, Depending on need, the club might also have
laboratory facililies and workshops. TIle club's own computer connects with the
ncL, but security protocols prevent non-members from accessing some of its files,

Topical clubs arc "pseudo-nests." Club members do not live in the club house,
nor is the lopical club their full-time activity. Some topical clubs aspire to become
nests, 10 advance their organization to the point where it can be a full-Lime, self
supporting nest. Topical clubs arc funded by a variety of means. usually member
ship fees, sales of items of interest, or grants from wealthy nests that either utilize
the club's services or supportlhe club as a constructive outlet for its members.

Clubs are self-governing and set their own policies about membership poli
cies and interaction wilh other nests. Some clubs arc Hiver only; some are open
to all Federalion races. Most topical clubs do not allow non-Federation citizens
to be members. Both the Legal Club of Glea and the Manipulations Club of
Guaran are open to all Federation races.

In principle. a topical club could exisl to cover any area of interest, and those
present on every world SIUlJy physical sciences, history, engineering and applied
sciences, and the more political subjects such as law or manipulation. As the
clubs are of interest to outsiders and manipulators, many Hivers spend a lot of
time attempting 10 hack into their secure syslems.

Hivers can have affiliaLions and accreditation wilh topical clubs in other sys
tems, but as a practical mailer topical clubs must allow for real-lime interaction.
so a star-spanning topical club must have local branches. There arc sometimes
parallel topical clubs in the same system.
For example, the Manipulations Club of
Tryylin is accredited to the Manipu
lations Club of Guaran, while the First
Manipulations Club of Tryylin is an inde
pendent entity. There is another star
spanning manipulations topical club open
only to Hiver membership, the
Manipulations Club of Centrax.

Membership accreditation with topi
cal clubs is recorded on tD chip-c'lrds
carried by the member. The older. well
established clubs often maintain hostels
for members traveling through their sys
tems. available at a nominal fee.

Many topical clubs perform a de
facto governmental role. For example.
the Legal Club of Glea performs the
coordinating and accrediting role for the
rederation \ legal system. and the Naval
Procurement and Fleet Tactics topical
clubs perform important roles within the
rederation Navy.
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Defense of the Realm
"Baltllil:ar? real/. I l1"(I~' Illere. Fitdd

met/-Iech. Bm\'Q CUIIlPOI/Y. 5fll B'lI/flliulI.
II lH/S hmwl. 11/111/. AI Ihe brifjill8 Iiley
luld liS i/ 1I"'~' WI ·,-.I"£'/IIf,lw:\· (/("/;011,' The
stU/filh 'wd b""11 bruinwClShillg people up
(/1/(1 d01l'1I tht'/Bm/it',.. Tilt' u"enk-wilfed
\l'('f(' going 0\"('1" 10 tIl<' f"n!£'ffltioll. We
\l't'H' 10 "how 111<'/1/ no (III" m".Hl~!i 1\"i,11 the

tnll' !II/mUllS.

""I1'e.l" Iren',,', hnml! Idll'lI 11"<1 jfllllped
ill, IJlII/lll'ir Incal fn,.ce.~ III/I III' fI hef! of a
jig!'" n"'y'rI' HUlllallS /nO, a/course. II's
ill Ille Mood.

··C(Jren.Op.~ knocked 011/ their meson
lwllery. /(Jelll /wrlisolls !Ouk (Jill lite

Quislillgs. alld I\'/:' illst'r((,d ill til(' C/urke
/)('/1, I U",'/ll Ilml"lJ lrilll ,III;: !in'oml "'un:.
Wt' WCrt' dmppillS 1)11 B/II//i. ",ilf, ord"I"S
10 ,"{'illjOlH' (h,' PiUtll,t'rs (1/111 pacify the
1011"11. 5t'I'('11 oj llrt' IIWIS/JQfls dit//!'I make
il. TII('I'I' 11'('1'('11', /11lwy of liS on Ihl'
gwuml, I 51'1 up (j lrioge eelller ;/1 rite aftl
TOll'/! //(Ili. LAid VI.I III,' ("(lSImlries OIl rite
fomm;T/I,,'·room rollll's. Na walking
1,'O/IIUI,'d, jusr g"y,f bloll'/! afllm or pl/fped
/lIul 11lI',u(,(1 111',

"I U'IU ilu/(iI! 1I'1Ieil Iher COIII/ler
mlllcked, SOIlk hlloms k"acked 011/ Ol/r
proximitl'-fllset! milles amilitere were
Ihest'luser ,wrikt'3'. Yon see (I gfowillg li/le,
heur 1/ CHick, wul Illere':I' a 1110/11'/1 IlFI'.
They n:mole-jifnl /lUI' ,'ollllllw,d charges,
nil' :lIlpflUS' Il'('n' slil/layillg Ihl'/II,

"/ tNdll'1 1'.lpl'(·lthe 11'01110 l'opo";:;.e, A
"1'111 bolt" u ,Hml lIt·ro)'s. wirlt lhis 10llg
Ihillg, like /I big hearer ,,.jIlt 100 mallY legs
slmggfillS Ihrollgh il. II 1111151 IUII'e missed
11/1', so I stmddled if (llId 1I,,;,uNI iu fiend
rollnd, Dit'd eos-," ellol/gh. II Jiad IIIi,f lillie
/IIbe lumgillS off ils lrebbillg. I kl/oll' a
tAtI IV when I see OT/e, so I ,r.:rabbed il alld
.oltlpped il open, The Rrip \I'as wrong, A
bi.~ din/! ill /Jalliedress llunches QIlI lhe
/TWSOlln', so I gil'e it the rockel, poilll
blell/k. Showed IIUlI k.::.ie, All Ihlll \l'tlS Itji
11'115 lire fet'lml" Ihe /cIil, :Iliff ill its armor,
:I'lllck ill /h,· grmillfl like II durl,

"TIII'f(' wus IlIis bllmHw:al sllldl. I'd
forgo//I'll /lbmll !mfkwf/sll ollli cooked tlJe
elllift' fit'ld sllliioll. I losl iI, They started
firillS Oil Ill)' "OSifioll nil/I I filII. I S/1lt' II
shill/it' sOlllewher,! lind jll,u lrem flat mil,
JO did (/ 1m IIJ guy,f, nil! liuies cougltlllS
ill rhe opell, On/)' me alld IJeach)' made it.
I'eacll)' doe.fTl 'I talk w/y mare, JUSI makes
lhis I/Iool/illg sO/IT1,1 and ducks for co\'er
II'hellel'er Imylfling with scale3' 5holl'3' lip
arollnd here, "

- from TI,ey Sen'e witll Pride.
SO/Oll/tm; N/:1I'3' 5en'i,'/:

EMBASSIES
Emba.'>sies are the lTIost visible fann of the HiveI' "government." An embassy

is a nest of individual.'>. mostly Hivers_ but including olher races, who lravel from
world to world. These nests' goal is to maintain the consistenl HiveI' genotype
and consistent Hiver culture.

The former they do by shaking hands with cvcryone Ihcy can find. prefer
ably every HiveI' on the world. if possible, The latter they do by sharing news
and information, conducting seminars and story-telling sessions, and observing
local variations from the norm,

Embassies also perform a legal/judicial function. When an issue cannot be
resolved by the leaders/seniors of a world, the cmbassy hears the case and issues
its judgment. All embassies include qualified judgcs as mcmbers,

The Embassy Directorate supports and coordinatcs all embassies (see p, 19),

COMPETITION ANO MANIPULATION

Manipulation is the distinctive peculiarity that captures all that is odd about
the Hivers, It is the lightning rod for all of the fears and misgivings that non
Hivers have about the Hivers, But no one even knows if it's true,

Hivers view the ability to arrange things so that others do a manipulator's bid
ding as laudable. Major turning points in their histol)' arc chalked up to important
manipulations, and the manipulators are folk heroes. They even have a special
social rank for acclaimed manipulators. Consequently they arc predisposed to being
manipulated by other I-livers or thinking that they have been when they haven't.
Hivers keep careful records of their scheming and, in the event of a success, parade
their origin>1l plans and claim to have brought the outcome about through sheer
brain power, Naturally, they are much less willing to publish unsuccessflll plots.

According to commentators, there is an element of self-delusion in manipu
lation, There are good, formal reasons why the process which the Hivers
describe to the outside cannot work the way they say it does. The phenomena
under discussion are variously chaotic or complex and that, to many commenta
tors, is thaI. Logically, wouldn't such a system eventually break down to a sort of
social Brownian motion, with each citizen conslantly moving in an essentially
random fashion without actually getting anywhere?

AI the very least, the notion of manipulation seems 10 function as a public
scapegoat to rationalize various events or inconveniences. This alone is a useful
effect, and many believe it 10 be Ihe only reality behind the idea, Nevertheless,
the Hivers have achieved remarkable successes in their manipulations, Witness
their well-publicized triumph in the K'kree war. or their taming of the Ithklur.

RULES OF MANIPULATION

There are formal, age-old rules for the performance of manipulation, all of
which must be met for a manipulation to be considered genuine ,Illd for the per
petrator to be awarded the coveted "M," (for Manipulator) in front of its name.

There are four elements of any true manipulation: tbe deed. the mal/ipl/lator,
the cOl/sequellces, and the claim ofcredir,

The deed is the stimulus that sets the manipulation in motion, The deed must
be premeditated, and must be the minimum necessary to attain the objective. It
must be documented beforehand, and the documentation must be rigorous
enough to SUppOrl the claim ofcredir,

The manipulafor is the individual who conceived. planned, and set into
motion the manipulation, The manipulator need not physically sci the deed in
motion: it may work through others, BUI it must be the sale responsible pany. the
one person who understands how it all fits together, A manipulation conducted by
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more than one manipulalor working together is not considered a true manipula
tion. The government-run manipulations of fiYI/II races (see p. 21) are not con
sidered actual manipulations, but follow the same process.

The comeqllences are the predicted result of the manipulative deed. Like the
deed, the consequences must be adequately documented. The consequences can
not be the obvious first-order effects, but must be the very subtle nth-ordcr
effects that prove the shrewd, predictive genius of the manipulator.

The claim for credit is the final step. The manipulator reveals the manipulation
and presents !.he evidence showing the deed and proving that the consequences
predicted were in fact !.hose that resulted. In practice, only fully successful manip
ulations have credit claims made.

The Manipulations Club of Guaran is the official ruling body for delibera
tions regarding manipulation credit. Other worlds have m::mipulations dubs, but
these cannot award the coveted "M:' and the-refore function as the minor leagues
for aspiring manipulators.

When the manipulation is judged, it is also evaluated for its artistry. The gretlt
est manipulations are the most efficient, those which get the most dramatic results
out of the slightest deed applied at precisely the right point at the right time.

A manipulation is much like a scientific experiment, where the scientist sets
up a testable hypothesis, controls conditions, and pre-establishes what cOl1sti
tutes proof and disproof of the hypothesis. Indeed, many Hivers daim that is the
only real reason behind manipulation. It is nor a sneaky control trip, or an under
handed political tool, but pure science. the study of why things happcll.

In practical temlS, just what passes for manipulation and, indeed. why lIlany
everyday acts manage to become regarded as manipulative, is a mystery to all but
the Hivers themselves (and perhaps even to them). Many commentators. includ
ing other Federation members, are baffled by the '-livers' belief in the institution.
The celebrmed First Manipulation (pp. 32-33) is instructive. The historical cir
cumstances described are patently absurd and the resolution quite implausible,
yet the Hivers insist that this is the signal event of their early history.

One suggestion is that every Hiver is so narcissistic that it can'l bear the idea
of having lost at anything. To get around this, the species perpetuates the fiction
of manipulation. While losing is not as good as winning, being able to applaud
the special qualities of the victor, especially the sneaky and underhanded virtues.
takes some of the Sling Out of defeat.

THE HIVE FEDERATION
The Hive Federation. located to rimward-trailing of the Imperium. covers

about 10 sectors and includes 170 member races, of which the Hivers are first
among ·'equals." Thc Fedcnltion government extends the Hiver nest system to
provide a bare minimum of star-spanning infmstructure.

The Hivers have a laissez-ft/in: approach to government, but are vigorous
about enforcing genetic and cultural homogeneity - so the Federation is a liber
tarian regime that's totalitarian about remaining libertarian. The Hivers leave a
great deal of leeway for self-govenullenf by other member mces - but the amount
of leeway that the member races can exercise is tirmly constrained in advance.

GOVERNMENT
Iliver government can be summarized as, "Only do the stuff that absolutely

won't get done otherwise:' Four functions fall infO this category: seUlement of
disputes, maintenance of homogeneous genotype and culture, defense, and devel
opment of new worlds. Three government arms handle these - the Embassy
Directorate, The Federation Development Agency. and the Federation Navy.

THE H,VERS

Adventure Seed:
Chopper's Tasks

Chopper. a warship l.:aplain. has u
stnJngl.: idcu of l.:hullo:nging drills.
During thl.: PCs' limo: 011 lho: Hil'er"s

ship. who:tho:r lhty're Federation person
nel. passo:ngo:rs. or prisoners. they suffer
o:Xlrtme indignities as Chopper encour
agts versatility llnd laterallhinking.

The life support on :Illernale deck.~

faits_ The gmvity changes wlthemt w:lm
ing. The bridge and engim:ering pretend to
have been blown up. so the crew must
improvise_

When the crew h:l\'c bccoml.: so blase
ahout their captain's surpriscs thaI Ihl.:Y
think it's crying wolf. SUlm.:lhing 11"111.1'
nasty huppcns . , .

Adventure Seed:
Solomani Raid

T
he Fo:deration can't be everywhere.
llnd the Solomani frontier is long and
thick with vutnerable pl:tnels.

The PCs are members of a palrol ship's
crew, enjoying shore leave on :t frontier
seutement.

The Solomani knock out the world·s
communications satellites. knock out the
patrol ship. and land. The ship's crcw has
to fight back with whalcver comes Lo
hand.
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All three agencies are set up like huge, Federation-spanning nests (see pp.
13- [4). Any Hiver may join a federal agency just as if joining a private nest; that
i.c;, the cultural loyalty required in private life is sufficiently rigorous to qualify
for government employ, too. Many Hivers who enter Federal service never leave
it, but just as many return to a private nest after a short tenure.

Each agency has powers of taxation, which the Hivers view as liule different
than an industrial nest trading account credit for infonnation from a research nest.
The only difference is that the agencies are perceived to provide services to all
private nests in the Federation, something no private nest could claim. Some pri
vate nests pay in services rather than account credit; for instance, shipyard nests
usul'llly provide ships and maintenance to the Federation Navy rather than credit.

The Embassy Directorate
Humans find it ludicrous that, out of all of the issues in the univen>l: that the

Hivers could choose for their three indispensable roles of governml:nl, ulle of
them would be to support traveling cocktail panies. or all the fishy Hiver behav
iors, this is certainly among the fishiest.

To the Federation at large, "embassy" has a special meaning. It denotes the
cominuing audit of the Federation's worlds to assure that they are all developing
within parameters. To the Hivers, the embassies exist to preserve the generalized
Hiver genotype. The Embassies Directorate alone, of the Ihree governmenL arms,
is the result of a Hiver manipulation.

During the early Hiver starfaring period, M. Fioran forcefully demonstrated
that 100 much genetic isolation of Iliver populations was bad for the race. The
Embassies Directorate was set up to achieve the goal of a single generalized
genotype for the entire Hiver race.

The Embassy Directorate is headquartered on Glea. It schedules and routes
embassies to visit all of the worlds of lhe federation. Each embassy stays on a
world for a local year. When it leaves, a new embassy arrives to take over.

What it accomplishes by doing such a simple thing is far-reaching. II is,
effectively, the Ministry of the Interior, identifying cultural largels for lhc
Federation and sending out directives to local ("subsector" in Imperial lerms)
embassy offices. These infonn and assist lheir worlds accordingly. The flow of
infonnation is two-way - the embassies report back to their regional controllers
so, ultimately, to the Directorate. There, Directorate officials ensure that follow
on embassies are organized and equipped to address local conditions. For exam
ple, they would bring information and experts to aid locals in bringing their
institutions in line with Hiver standards, Ihey would be staffed with judges quali
fied to deal in detail with local conditions and issues, and so on.

Embassies are carried by embassy ships, which tour a pre-scheduled roule of
member systems. The Directorate uses standard 1,200-ton vessels (see p. 61)
which carry a full team of diplomats, social scientists. researchers, teachers,
judges, and bureaucrals, The embassy visits every settlement on the world. Ideally,
they greet every Hiver inhabitant of the world, to exchange genetic material,
engage in cultural events, share news and infonnation. and advise the locals on the
latest developments elsewhere in the Federation. Where necessary, an Embassy
will also act as a superior court or provide fair arbitration for local disputes.

Embassies also serve to identify talent. Suitable local citizens are free to join
the ship, even if only to hop off at the next pall of call. Officially. unsuitable
individuals never feel the need to migrate,

All Federation citizens are encouraged to participate in the program and many
have traveled on such a ship. All of them look back on the experience fondly. The
non-Hiver elements of the Embassy participate in the cultural and information
exchanges, but their impact on genetic-material exchanges is incidental at best.

THE HIVERS

Money

The Hiver economy has been
described as an "economisl's ni~hf

mare" or "C:lpit:lliSlic t::omnmnism"
by Human writers. tl is veT)' rlifficult for
non-r'cder:nion memhers to understand.
rhough it seems to work admirably for
them. Basically. Hivers havc u strong
desire for material eumforts and, ho..:nce.
the wealth that makes these things possi
ble. Buttho..:y rdy on a s)'stem of credit in
which un individuul has u pOsiti"e or neg
utivo..: credil buLance with a particular nest.
When an individual changes nests. the
Ill'\\' lIest acquires the individual's credit
balance. either paying to or being p:lid by
the prc\'ious nest. In the interim. indivirlu
:lIs e3n dr:lw on thc nest's accounts for
virtually any :lmoulll. whether for simple
necessities sueh as food or shelter. or for
large malerial items.

Just how this system is regulated is a
maner of some uncertainly tu Humans; it
seems to be Largely a combination of
honur and ambitiun 011 the pari of the
Hiver no..:sl-member which limits unre
stnuned lapping of resources. Because the
Hiver knows it will be moving into :tnoth
er nest. and it also wants to enjoy a t::ert:lin
degree of stability and comfort, Hivers
seem to regulate their own desire to tap a
nesf's resourc:es so as 10 end their service
with :l panlcubr nest Wilh a positive hal
ance; they can earn credit according to the
quality and quantity of work performed.
JUS! as Humans cam money. Thus, a Hivcf
may receive large amuunts of o..:xpensivt'
equipmelll for a particular projo..:el. which
the nest pruvides; at the ellu of the project.
the Hivo..:r returns the equipment. and the
value of the returned items (less a "depre
cimiol! allowance" jf applic:lble) is used to
offset the amount originally ch:lrged with
the Hiver's account with Ihe nest. 111e bOlI
anee is mnde up Ollt of thc valuc of the
individunl's bbof_ This syStem is vaslly
oversimplified in rhis ltescription. hut in
essence conforms to these lines.

The rest of the I"eder:ltioll use the same
monetary units us the Hiver (bfyzillll, liter
ally ··hourly exehange-vulue notution,"
worth about CrI5). but the Gurvin insist
un a systo..:m closcr tu ImperiaL nom1S than
that of lhc Hivers.



THE HIVERS

The Federation Navy
All Federation armed forces are part of their navy; there is no sepnrate

ground force, Given the HiveI' altitude [0 violence ("farther away is better"), the
Federation regards military activity as space-centered, with nil other forms being

SUbsidiary exten
sions of that.

The Federation
Navy is the descen
dant of the HiveI'
Navy, and was born
of necessity along
side the Federation
with the onset of the
Hiver-K'kree war
3, J00 years ago. The
HiveI' Navy of the
time was an explo
ralion and patrol ser
vice, and was not
capable of waging
Irue inlerstellar war.
The federation Navy
therefore was raised

to address that shorlcoming, but has not fought anOlher interstellar war since.
The Federalion Navy has two missions. The first is 10 defend the Federation

from aggression and to fight ils wars, in all environments. In peacelime, which
has been its prevailing environment. the navy's main battle force is maintained at
reduced readiness levels, and patrol forces form the bulk of Ihe active force.

The Federation Development Agency
The Federation Development Agency erDA), like Ihe Embassy Directorate,

dates from the early days of Hiver startlight some 5,000 years ago. The simple divi
sion of labor is that the Embassy Directorate is inward-looking, maintaining condi
tions on member worlds, while the Developmenl Agency is outward-looking.

The FDA has aUlhonty for exploration, first conlac[ wi[h newly discovered
cultures, survey of newly incorporated worlds, and diplomatic contacts with
polities outside ot' the Federation. Thus, HiveI' ambassadors to the Imperium fall
under the FDA's purview,

The Federalion provides programs of technical assistance and "self-improve
ment" to newly contacted races, and the administration 01' these projects is also
an FDA responsibili[y,

The FDA and [he Embnssy Directorate share Iheir intelligence -the ED will
eventually inherit the Agency's work, so the dis[inction belween the two is less
clear-cut than it might seem. This is fUllher confused by the exchange of person
nel between them and the occasional borrowing by the FDA of embassy ships.

The hand-off from FDA responsibility (frontier worlds) to ED responsibility
(Federation worlds) is often stickier than it ought to be. This is thoughl to be
because there is unfinished covert work (read: manipulalion) being done by FDA
personnel who want time [0 complete it before the embassies take over.

In addition (0 its Ovetl work in contact and exploration, the FDA also main
tains covert listening posts hath along and across the horders, often in conjunc
tion with the navy. These stations are usually Hiver-staffed - they are doing
interesting work, after all - but can call on local security forces if needed.
Forward outposts have a team of Ithklur Marines.

- ..

The K'kree
The Ft.:lkwliull <Jllllthc Two Thousi.l1ll1

Worlds Urt: 1101 fficm.!.'> and have lillIe for~

mal. face-to-fllCC contact (usually beyond
spilling nl1lgc ilnd 011 Capital). Despite
their localized successes in the war. the
Hivers regard the K'kree as probably too
inlrinsically barbarous to civili;o:c. The
Feder:llion consilters genocide repugn:InI.
~o the rDA limit them.~el\'e~ to maim3in
ing the status quo along their common
harder, pcrfonnillg deep-cover rn:lnipula
tion to keep the K'kree too scared to
:llIaek, ami eOnl:lining K'kree-spunsored
pintte raids intu the Fedewtion.

The K'kret: 3rt: not h3rd to beat in
space - their ships art: unusually prone to
explosive decompression and they arc
incapable of oper.lting small cr.lfl. On the
ground. it's a different m:lller. The K'krcc
are firm believers in tailored plagues
dropped from orbit ..~alllralion nuclear
bombing. allll hllge :lrtillery harrages.
They h:lve a 100aily c3v3lier 311itude to the
environlllenl. They don't care if they can',
live there, provided no one else e3n,
either. Although pound-for-pound the
Ithklur arc beller soldiers than K'kree,
e:lch K'kree mllsses 1,000 poullds to the
ilhklur average of 400, and since they
move in large groups. K"krce allHeks ha\'c
a mass and shock effect that can be dirfi
cult to blunl. lthklur tactics coneentr:'lte on
breaking up K'krec units and cultil1g indi
\'idllals out of the herd. where they panic
and hecome pathetically easy prey, Also
(they joke), K"kree ta.~te good.

The Imperium
The Hivers find the Third Imperium to

be the least backward and contemptible of
their neighbors. It is despicilbly autOCf"<Itie,
its nobles serve no useful purpose. and
none of its rulers seem interested in their
socicty's progress. only in their own com
fort. The Imperium also has an alarmingly
wide range of ethnic, racial, or cultural
identities, praclices, and appearnnees.

COlllillllCd 011 ncxt pust! . ..

The Hivers have a well developed. if
unusual. parental urge. They arc
Urlconc~med about newly deposited

larvae. but worl.: for the well-being and
happiness of yearlings :1nd 13ke morc con
sTructive nolice of their older chilrlren.
actively manipulaling their dcvelopmem.
molding them into u.~cful fUlUre citizens.
The Hivcrs view their alien neighbors as
children ut various Sli.lgcs of del'elopment
uou with differing pon:nliul fur growth.

Foreign Policy



With these. the navy patrols the Federation's borders to deter aggression and
counter infiltration. It patrols and monitors the Federation interior to maintain
order, and respond to internal violence. It also maintains aids to navigation, con
ducts emergency search and rescue. and other civil functions.

The Navy maintains the only standing ground-combat organization in the
federation, the Ithklur Marines. The marines are used for boarding parties. police
actions. and all planetary surface operations. The Ithklur Marines arc eorrunanded
by Hiver naval officers at high levels, but are predominantly non-Hiver. The close
combat troops are entirely Ithklur.

If large-scale combat is required. the battle and other reserve squadrons would
be fully mobilized. for ground combat on the same scale, the navy would raise
local units from nearby worlds that maintain such things. and hire rnercemuies.

The navy's second mission is in support of the Hiver's parental instinct. and
was in fact the primary mission of the old Hiver Navy. The navy is responsible
for the quar,mtine of dangerous Fi)'ull (yearling alien) races whilc they are suit
ably modified to be accepted into Federation society. Overall responsibility for
this modification also falls to the navy, which maintains numerous coverl opera
tions and observation/listening posts for this purpose.

Thus. the navy functions as the Federation's de jacfO training academy for
manipulalion. The navy's manipulations are conducted by a staff of Hivers.
effectively manipulator "apprentices" to one or more manipulation project man
agers. Since true manipulations, recognized by the rules of the Manipulations
Club of Guaran, must be conducted by just one manipulator. not a leam, Ilaval
manipulations are not true manipulations. Nonetheless, the basics and principles
of manipulation can be learned here by the ambitious young Hiver.

It is ironic that the first such FiYl/1l race to be so quarantined by the Hiver
Navy, the Ithklur, has become the indispensable tip of the navy's spear.

The Topical Clubs
Although lIot formal governmcnt bodies, topical clubs perform many func

tions lhal are considered government roles by other races. Because Hiver society
emphasizes custom scHing the norms for behavior where other societies place
government,,1 regulntion. Hivcr non-governmental bodies carry the load of main
taining amI communicating these values where required. The crucial example of
this is thc Hiver legal systcm.

LAW, CRIME, ANO PUNISHMENT
The Federation has a large body of common law and precedent, maintained hy

the Legal Club of Glca. but no explicit legislation in the Human understanding,
because there is no Hivcr bureaucracy to oversee such things.

Indeed, Human terminology obscures these issues. The usc of terms such as
"legislate," "Iaw:' "trial." "lawyer:' and the distinctions between criminal and
civil law presumes institutions that are not present in the Hiver model.

Hiver Law
As previously seen, disagreements or contlict in HiveI' society are dealt with

by confrontation, consensus, or avoidance. These frequently succeed in solving
any difference in opinion or approach.

When they don't, the Hivers must appeal to a higher authority. In the nest, this
would he the nest leader, or another senior in the nest. When this does not solve the
problem. or two nests have a dispute, it must be taken [0 a mutually higher authori
ty. Where nests have formed a community, community seniors or leaders will adju
dicate internest disputes as needed. Communities banded into city-states and city
states handed into nation-states possess ever higher levels of authority to petitjon.

THE H,VERS
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It is nol, however, without its good
points. The Imperium recognizes the
rights of senlients by \'iJ"/lie of thei,. sell
Ih'/I("-,- it incorporates many non-Human
races without deliberatety oppressing
thCIlL It fights defensively. containing
aggressors rather than COl1Cjuering them.
lis meddling in the arf;tir!: of it.~ _~atel1ites

even ~how~ a mdimemalj' form or m:mip
ulation.

The Imperium i~. thercrorc. thc most
~uitablc candidate for long-lernl. cJundes
line work. It is utso u convenient ~ource of
intelligence un lhe other major powtrs 
ulltn::at with the Imperium und most hil\·e
embassy facilitits on CapilUJ. so the
Federution can both observe their interac
tion and luy the foundutions of truly subtle
plans.

The Solomani
The Solomani Confeder:uion is on lhe

Hive pedcration's spinward fromier. :md
while it is nO! a friendly horder. eontliet
remains on a low level. In generat, lhe
Hivers view the Solomani Confedcr:uion as
;I much snmtler and slightly less imcrcsling
version uf the Imperium. A small urtluunl
of cross-fromier pirucy occurs. which the
Sutumani ConC!.:demtioll seems unwilling
ur unublc to cUlltplctdy cradicule.

Some observtrs feel Ihut the only rca"
SOil the Solomani Confederation still
exists is due to Hiver manipulations. The
Hivers. they believe. prefer the continued
existence of the Confederation 10 Imperial
an<Uor Asl:m expansion imo lhe region.

The AsIan
The Hivers have Iinle to do with the

Hierale. and would prefcr to keep il thm
WilY. Inilial studies have shown that the
Fteirle (Asian) arc every bit as uggre~sive

as the K·kn:e. if less focused uml (in prin
ciple) eilsier 10 manipulale. given lheir
obsession with honor. Although it doesn't
wilnt to do it. the Federation docs not
imagine thilt fighting the AsIan would be
too IllUch of a chore. if it ever came to
that. The hhktur are bigger. tougher. !Jel
ter e<luipped. and don't ha\·e the Achilles'
heel of foolish pride.

The Zhodani
The Consulate is sufficiently far from

the FederJtion thilt it hardty features ilt all
in planning. Thc Consutate's stability and
unifornlity arc encouraging features. While
the Hivers like to imagine they might get
on well with the Zhodani, the reality is that
UICY would probably attempt to shut down
their psionic lalents and force a confronta
tion that they couldn't handle.

Contillued on /Ie.tf page . ..
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The Vargr
The FcdcT:l.lion likes the WllY this nice

keeps the K'krcc and ImperiulIl busy
without being stimulating cnough to pro
mote un)' new developmellts ill military
tCl;hllology. The V,Hgr <.Ire also rather easy
to model psychohistoricaJ1y. Create a
power vacuull1 and they will infest il.

This predictable. non-life-enhancing
bias also shows the Hivcrs th:ll the VaTgr
:'Ire vcry childish. ;1111ong the !C<lsl likely
c:mliidalcs ror Fcdcr.llion citizenship.

The Oroyne
I·liver.c; arc ilHrigued hy what turns

Chirpers into Droync. They arc also inter
ested in the Droync hislOry us U siurfuring
rJCc. which is at oods with their curn:nl
SUllUS. DroYllc psionics Icrrifr the Hivers.
how,,:v,,:r! Many topic,1I dubs study the
Droync. but cautiously and at a distancc_
TIle Ithklur h(wc come up with answers for
such sle,llthy lroops - (Of.{ of recon by fire.

Hiver Judgments

Hiver legal judgmems focus on a
rclUrn III business as usual. as rapidly
as possible, r.lther than interrupting

the nonnal flow of life while thl: Il:gal sys
tcm grinds alung. Whcn:ver possible. they
decree repaymenlli or payment uf dam<.lges
tu redress any il\cquitil:s that occulTed.

Comparcd to Human justice. Hiver jus·
ticc is !l:SS concerned with apportioning
blume tl\<.lll <.Iboul finding a way to clean
up the mess al1d get everyone back to
work. This SOllletimes results in what
HUllwns would call a "OJsh 10 judgmem:'

For example: S:JhOlage in a manufac
turing nest h;JS c:JlIsed valuable production
to cease. 1·livers from anothcr (afnuCnl)
ne.~t are accused. In thc course uf the judg
melll. it becomes clear thai the accused an:
not to blamc. but th:.!l there is IIU way lu
rind out who is responsible. The judge
rules lhat gelling the manufacturing nest
bllck in operation is of the most value to
the community.•.IIld orders Ihe accus..d.
althuugh ilillocenL to split the cost of the
fepuirs with the manufacturing neSl in the
intefCst of gelling things back III nom1;t1.

Thus.judgment ag;tinM a Iliver d()c':s nm
carry the same onus a.s in Human society.
so long as restinnion is made. A Hiver who
rloe_~ nOl make restitution IS considcrcd
crimin:llly seltl!:h. This system also pro
mOle.~ "out-of-court scnlcmcnts," particular
ly where a dispute might be calling unwant
ed :mention 10 lin in-progress mllnipulation.

Cascs of serious uffense, unrepelltance.
or rcpcatcd mulfcusum:l;: require sterner
mcasun.:s to ensure that rehabilitation
occur.;. See MCII/u/ //Il/ess. p. 23.

Where such authority does not exist, or has not reached a ruling that is
acceptable to the panies, the local embassy fills the gap. Embassy judges, carried
explicitly for this purpose, are brought up to date on the details of the dispute by
the lower judges who have already sat on the case, or by an appointed recorder.

If an embassy is not present, the dispute is postponed until one arrives.

Higher Appeals
The I-liver fondness for consensus allows panies unhappy with a judgment to

take it to a higher level. This requires the permission of the judge who rendered
the disputed judgment. Normally, the appeal is 6'Tallted for two reasons: I) if
both parties to the dispute express dissatisfaction with the judgment, or 2) if the
judge can be persuaded that the case involves expert subject-rmHter precedents
with which the judge does not have surficient familiarity.

The judge's approval is required, because the higher judge will demand a
briefing from the lower judge on the precedents ami dctails 10 date. The lower
judge may appoint a recorder to deliver this informal ion. Recorders arc accredil
ed by Ihe Legal Club of Glea. and are basically judges in training who record
dispute proceedings for archiving by the Legal Club.

On the other hand. a party in a dispute can simply walk away. This is Ihe most
common form of "appeal" at the nest level; the dissatisfied party simply changes
membership (0 a new nest where it feels it will be judged f<tirly in the futufC.

Hiver Jurisprudence
The body of HiveI' law gcncnltcd over millennia and maintained by the

Legal Club of Glea is vast, complex, and subtle in its interaction. No judge can
possibly know all of it. and in specialized disputes where specific, technical
precedents should apply, there is nOI always lime or ability to send 10 Glen for
the required inlerpretation. Judges will often have to make decisions based on
the portions of the law they are familiar with, applying them to local conditions.

The following principles arc strongly supported throughoul the body of
Hiver common law.

"Individuals have Ihe right to life."
"Races and communities have Ihe right to prosper."
"Individuals have a limited right 10 property, which is superseded by the

nest's righl 10 properly, and above that, the race's right to have property used for
its bellerment."

··Individuals have a right to be judged by their own race. if possible.'
·'Hivers have the right to be judged only hy Hivers."
"'Local conditions and traditional understandings of processes lake priority

over "absolute' conditions and understandings."
'"Suceessful manipulations arc for the good of society:'
'"In all disputes. the Legal Club of Glea scts the standard for precedents and

is the final authoriIY:'
The Legal Club of Glea publishes the Federation's eoul1 rep0l1s. collales and

rationalizes findings. Ihen distributes a digest of this information to all member
worlds. through the Embassy system as well as its local afliliatcd branches. This
club has effectively become !he Fedcration's judicial)' - all leaders and judges must
work with and abide by its precedents. In ,I characteristically HiveI' way. Ihe Legal
Club ranks precedent in terms of c1evcmcss. subtlely, and usefulness rather than
hierarchically (the norm in Human societies). Givcn a choice. judges will favor
decisions and rulings which serve 10 slrenglhen Ihe Fcderation's goals rather than
those necessarily most to the point ill Ihe dispute undcr considemtion. Judgmenls
which can be seen to benefit a large number over a fcw arc also favored. This is Ihe
case even if the few are in whal Imperial HuntanS would regard 10 be lhe righl.
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Equal Justice
The discussion above is of Hiver legal principles. which are naturally also the

official legal principles of !.he Federation. However. !.he Federation grants significant
leeway in the local affairs of non-Hiver rdces. ,md this includes legal principles.

Whenever possible, disputes involving non-Hiver races are resolved by 'hal
race's local law. including penalties and punishmenl. (If asked. Hivers do not
approve of capilal punishment. However, in prdclice, neither are they interested
in getting too involved in the details of local administration.)

If multiple races are involved in a dispute, Hiver judges handle the dispute,
and the parties afe generally sentenced according to Hiver law, Lo ensure fairness
to both races. Whenever a Hiver is involved, the dispute is resolved via Hiver
law by a Hiver judge. The Hiver's sentence is applied according tu Hivcr princi
ples, and the nun-Hiver(s) are generally handed over to their own people [or sen
tencing. In a case that is important to the Hivers, they will observe the non
Hiver's local sentencing to eonfirm that they are satisfied wiLh it.

Hiver judges are empowered to hand disputes over to "expert judgment" in
cases where the subject is sufficiently specialized. Observers note with no sur
prise that cases remanded to the Manipulations Club of Guaran generally disap
pear without a bubble. What is less appreciated is thai there are Hivers who fight
very hard to prevent a dispute from going to the Manipulations Club, which has
the right to revoke Manipulator status as part of its judgments.

Mental Illness
TIle Federation assumes that it is sane and healthy for it<; citizens to want it to

prosper. Thus, those who do nor must be ill. TIlis applies to individuals who are
found guilty of serious or repeated offenses. or even those who press frivolous dis
putes; presenting dishmlllony for public display is clearly against the public interest.

Of course, many disputes simply require rationalization into Ihe scheme of
things hut, when the litigants fail to grasp that the puhlic good would be hesl
served by their walking away, then both palties will he tested for sanity.

The test for sanity has two halves. First, the litigants must show that they
understand that their actions are damaging the body politic. If they cannot grasp
this, they are mad. If they do acknowledge this, then they will also he found mad
if Ihey cannot show Ihal sociely stands 10 bcnefil from the case being heard.

Special nests exist for the treatment of mental illness, where the patients
remain until they arc cured.

POL.ICING

The Federation recognizes Ihc need for public safety officcrs, who arc
regarded more as social workers than stllle-pl'lid muscle. Maintaining public
order is hardly a chore, so the force lliso puts ouf fires and provides paramedics
and ambulances. In wartime or civil emergency, Ihe police tllke charge of food
and energy rationing and coordinate search and rescuc crrorts.

Mosl cOllllllunities have a nest specializing in providing this scrvice, while
Snllll1 setllemcnts llll'ly have 10 gct by with II parl~time public~sarely topical club.
In regions with mixed populalioJls, lOallY of the officers are non-Hiver and the
buildings arc adapted 10 accommodate Ihem.

Powers and Resources
Federation public safety olt'icers have the rights to stop and search, and enter

premises which they have reasonable grounds to suspect are associated with crime,
and the powers of arrest and detention. In disllsters, medical emergencies, or risks to
public safety, they can go anywhere and commandeer any items or property they
feel will help, a<; all such items are ultimately the property of the community.
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The Rights
of the Citizen

F
ederation cilizens and bona-fide visi
toni (paying tuurists. merchanls, wcll
behaved mereenilrics) lIlily reilsun

ably expect thaI lIlt: Slale will leave lhem
alOlle. They are elilitled 10 lhe quiet eujoy.
ment of lheir own lives. 10 benefit from
lhe successful work of lhe members of the
Manipulations Club of Gu;triln on their
behalf. and to receive the ilssiSlance of lhe
Slale in redressing any wrongs <lg.linst
Them.

They may own any ilems which do nOl
endanger lheir fellows. and which do not
offer an inherent lhreat IU lhe IUCill bio
sphcre. lhe citizcnry. ur property. Since ulL
Hiver worlds eUlltuin eXleusive wiluer
nesses udibcrall:ly slockeu wilh uangcr
ous preuiltofli. lhis really meaLlS that smaIL
urlllS are acceptabLe. but main bUllle items
and biological or chemical ilgents are noL

The Hiver Language

Other races developed more sophisli
cated verbal communicalions 10
supplant hody l:tn~u;lge amI facial

e;>;pression$, bIn lhe I liver!> did nOl h<lve
lhis verh'll mUle 10 follnw. Thus. lheir cur
renl language .~till includes many of lhe
sume c1cmcnts - body languugc and louch
- lhut were used in the dim pruw-hiver
lunnels tens of lhousunds of years ugo.

Hiver Sign Language
The Hivers cOllllllunicate by makillg

complicated gestures with their prime
limb. Every conceivable combinatiOll of
finger and eyestalk position in three
dimensions has a meaning. In such an
exchange. parallax C<ln lead 10 difficulries.
so {here is :T recognizee! imagin<lry pbne,
which lhe speaker defines hy Iwitching its
prime limb out and splaying its fingeT'll as
wide as lhey will go. Only hand signals
following lhis gesture and taking pluce
within the buunduries set by il arc wurds.

Limbs olher than lhe prime limb call
be useu for comrnuniculioll. but the ges
lures requiring eyeslulks Cillluot be used.
and the vocabulary is limited. Non-prime
limb communication is primarily used
only when the prime limb is being used
for Olber purposes. Rarely. it may be a
severely injured Hiver'S only me<lns of
communication (see sidehar, p. 7).

The language's grammar has a slrong
malhematical basis, and is ideally suited
to expressing logical and technical
euncepts.

Coflt;nuelloll lIext page.



The Hiver Language
[Continued]

Hiver Script
The Iliver~ use an ideographic script

derived from their hand signals. Each
character stands for a discrete. individual
concept and. except for "beginning" amI
"emptiness," then: ;m: no synonyms. The
majority of the idcogrolllls are hexllgonal.
thl: vcrtil:cS n:prcsenting the fingertips of a
fully splayed Hiver hand. Inside this field.
shapes and ure3S of shading indicate the
positioning of the digits and eyestalks and
the precise orient<ltion of the hand ilself.
The three dimensions of I.he original are
traditionally represenred hy larger or
smaller areas of decoration within the
fidd Modern holographic inks and
3D displays gel around this problem
complelely.

There arc. of course. many thousands
of idcosrams to remember. This was not a
huge problem for the Hivcrs. to whom it
was rHlti"t:. or for the cOmputer-using
slXiclit:s lhey mel. but it slows the accep
HUlce of the Federation by new neighbors
and puts up barriers 10 commUnicaTion.

The Hivers write their language in
lines of hexagonal glyph.~ imended to he
read in sequence. The most common
:lrrangemem is to have the vertices poim
ing tip anrl down and read horizontally.
Very careful arrangement of the eharae
ter.~ allows them to be read diagonally
instead (which sequence is intended is
immedialcly apparent to lht.: Hivt:rsJ. More
suphislieated draftsnrell l:all also hide
tllcssagcs ill lines of hexagons with touch
ing t:omers.

The Hivers would very much like the
eleg3nce. power. and inherent subtlety of
their written grammar to milke it into
GUlVin (see the sidebars beginning on p.
29). but it isn't catching on. lIalf of the
GUlVin r:H;e cannot follow the conccpt at
all. :mrl the llhklur have choscn 10 lam
poon it by designing a spiml foml. whieh
reads out from the center of a cluster of
glyphs. reminiscent of a mandala. They
also usc lhe varyiug slmding density of the
ehameters to prodUCt: poirrtillist artwork.

Officers are entitled to use non~lethal force and may request naval or local
militia assistance. Lethal force is serious business, and is only rarely required.
Officers are equipped with tangier grenades (p. 579) or tranquilizer rounds (p.
GT Ill) only if trouble is expectcd.

CITIZENS OF THE FEOERATION
The Hivers proudly call attention to their multiracial Federation at <lny

opportunity. While anything that the IIivers repeat too frequently ends up allract·
ing skeptical atlention, the integration of 170 different races into Federation
society is impressive by any standard.

Where Humans have to invent phony distinctions between Solornani and
Vilani and Zhodani and other forms of Humaniti to make themselves look more
inclusive, the Hivers really do have a truly integrated interstellar civili"latiOIl,
with member races occupying prominent positions in such crucial roles as gov~

ernment, interstellar trade, and the military.
The non-Hiver races are happy, productive, and have full access to the bene~

fits of the Federation's success.. so it is strange to hear the Hivers speak so
openly of the high-handed way that they deal with their co~equal partners. They
think and speak of these races as children. on which they exercise their parental
instinct, shaping them and manipulating them as mommy knows best.

The Federation's real owners and controllers are actually not all that good at
ruling. They are just too individualistic and curious to entertain the idea of per~

forming the same repetitive tasks for their entire working lives. Where the
Hivers excel is at innovation, research, discovery, and long~range planning. But
they are not stimulated by routine middle-management or routine commerce,
and are stimulated in all the wrong ways by actually having to light to defcnd lhe
clever empire they have built for themselves.

For these reasons, they choose to delegate many of these actual responsibili
ties to assistants who are happy to help out, especially if they were modified in
advance [0 be specialized for those roles. There will also be Hivers on the staff,
in senior managerial or policy roles, not because they are some kind of maSLer
race but because policy is more interesting than administration.

Of course, the Hivers manipulate their fellow members to bring out desirable
qualities and (Q suppress inconvenient fealUres. The most objectionable of these is
violence. Although they spent 1,000 years making the fearsome Ilhklur accept~

able, Hivers maintain that some races are irredeemable, that they can never be
remade into civilized races. Usually though, the undesirable qualities are things
like a lack of discipline or focus - rough edges that can be manipulated away.

They do this through patient, long-term work rather than through explicit
selective breeding or gene-modification. The end result is the same: co-operative,
notahly specialized species who fill niches in Pederation society rather well. The
Hivers point out unashamedly that it is desirable [a assure that the people of the
Federation can fully participate in its stable development.

THE ITHKLUR
Despite the more generally useful qualities of tbe other main races of the

Federation, the Ithklur rank conspicuously higher in the lIivers' esteem. As
noted, they represent the most impressive vindication of manipulation, both as a
technique and as a social policy. They also perhaps remind tbe Hivers (hat it is a
good idea to keep some violent friends around for a rainy day.

The Ithklur are the Federation's shock troops and its predominant source of
soldiers. They are big, muscular, reptilian, tailed bipeds, evolved from
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camivore/pouncers. They arc the only species the Hivers know of where violent
behavior and intelligence are strongly linked. Hunmns regard it as intelligenl
to behave viulently only after deliberation. Ithk[ur feel thaL an instant. violent
action is imelligellce {If work, as well as being fun. spiritually fulfilling. and life
enhancing. Hivers find thaI it is handy to keep such enthusiastic killers at hane!'
provided that there is something for them to do. They claim to have given the
Ithklur at least some restrainl and sensc of responsibility, The Federation's Ithklur
kill when it is tactically desirable. not (as did their ancestors) seemingly at random.

NORTHCOTT 2000

In and near the Federation. lthklur is a synonym for "shock trooper." Despite
being exuber.mtly violent. the race is likeable - its members display a guileless hon
esty, which channs rather than nauseates. They are straightforward, but are given to
philosophical contemplation. They have a childlike fascination with trinkets and
novelties. They read books, They love plants and keep pets. Their typically ebullient
greeting - a body check - is somewhat brutal but there is no malice in it.

A chief feature of the Ithklur's manipulation into a responsible species is
their substitution of spon for combat as recreation. Playing competitive physical
games is almost as good for the reflexes and keeping fit as killing people. and
the team elements also appeal to the IIhklur pack instinct.

THE H,VERS

The Federal Agenda

The Hivers' criteria for stability and
development of member races are
rather well-defined. The Hivcrs rio

not like or mllch approve of diversilY. :lnd
manipulafe Ihe r'eder:llion's eiri7.ens
row:lrd a narrow r:lnge of preferred alti
tudes and behaviors.

The Hi\'ers do nor understand frivolity.
fun. or recre:ltion for their own sake
(though the)' might cng,lge in such activi
lies !Juring research into other nll:es' Ps)'
chology). Consequently. nom: of the plea
sures of the Federation arc empty. They
sen'e to in~tmct or invesligate. They all
ha"e a point. The Hi\"Crs feel that the oth
ers would benefit from the same kind of
focus in their 0\\'11 lives. In shon. the 170
citi7.cn race.~ are heing manipulated into a~

close to rhe Hiver l!lind~CI as is possible
for atiens.

Thc Hi\'crs :11\: as intcrcsted in bring
ing about a convergem:e in other races'
physical appeanmcc as they arc in doing
this tu thelllselvcs. The)' have noteu wilh
irritation the wide sprcau in physiognomy.
especially among the HUlll,U1S and Gurvin.
As this variation is. in the Hh'cr view. at
best pointl.-:ss and at worst a C:luse of
unn.-:cessary trouble. it is steadil)' being
muted. E\'entually, each race will have a
single genotype. the same acsthetically
p1c:l.~ing (ir monotonous) look. smell. and
sound.

The grc:ltest lalitude the Hivers allow
thc other members is in self-government,
The Hivcrs rule thcmselvcs through a
mi,~lure of conscnsus. subtle manipula
lion. anu <.I SOrt of cnlightcncu anurchy.
TIlis works for Ihel11 in part Occause Ihey
uon't come to blows over anything :lnd
admire their peers for oulsm<lrting them.
but is inappropriate ror most other peo
ples. Where different races sh:lr.-: the same
planet. fhe tendency is to balk:'lni7.e the
local governments and regulare planeraT)'
mailers through :l governing council.
J lenee. the Hivcrs leave olher raccs ro
govern themselvcs and pull Ihe strings at
the fcdcrJllel"el.

The Hi\'crs uu not rule by uppressing
their fcllow citizens. but with their carc
full)' erarteu. prc-programmed consent.
The citiz.:ns ar.: happy p<.lrtneni. b!:c<.luse
they have been uesigned to be.

Of the Federation population. Hh-ers
do not form a !O:ljority but are the largest
single group (45%). The others in order of
size :Ire Gurvin (15%). Za'taehk (13%).
Hum:tns (8%), Ilhklllr (7%. nOl counting
rhe independent clienl slare), and others
ineludin~ the Young Wortds (t2%).



Ithklur Psychology

T
he hhklur arc the "poster racc" for
Hivcr manipulation. but exhibit \'cl)'
few Hivo:r-ul'provccl traits. They

bcha\'c rashl)'. They like jokes and
ganll:s. TIt<y claim that tho: Hh'crs did not
change them. but merely gOI tired of
Iryinj;. lberc is c\·idence Ih:lt suppons the
hhkluT position.

The hhklur. although genuinely will·
in:; to fight :lOci die for the Hh'crs'
Fcder:llion and readily acceplin,g thcir
su!xm:lin:lle role in governmental and mil
itary SIrUClUfCS. ::Ire nonetheless actin.:ly
insuhordinalc to their l'ffilSICrs. They n:!lIin
their own lanyuage. which they stubbornly
usc instead of Guryin. forcing Hi\'cr n:l\'al
orficcrs to leam hhklur. Tile)' keep dan
gerous pelS (whk-II they call :lJII/.;tI(,,,k,
-ornamental carni\'ores") that tcrrify the
Hi\'ers. They profess to believe thaI
Hiwrs h:l\'e gender. tl'C'aling them as malc
or fClIl;lle (<Ipp.1rcnIIY:ll mndom). Enlisled
llhklur deliDcmlcly hair :md annoy !"Iivcr
associau::s. and compete with eaeh olher to
be lhe mOSI irrilating.

Among lhemselves. however. hhklur
:Ire cheerful. slmightforwl.lrd. and nutabl)'
eoopcrutlve. Revisionists cite this as evi·
dence th:l\ the Hiver mllnipulatioll wus
not the one·sided victury Ihcy proclaim.
The Hivcrs. lIot surprisingl)'. cite these
behaviurs us proof of basic .. lthklur hard·
headedness" and their decline in intelli
gence with lhe remo\'al of their more vio
lent behaviors.

For all their comb.1l effectiveness.
hhklur arc nOl cruel nor mean.spirited.
They lake pleasure in simple activities:
handcrafts. collecling interesting objects.
gardening. and keeping pets. lthklur like
to laugh. which moges from a soft hissing
sound to a rumbling gloltal "purring:' all
the way 10 snuns. bclluws. and full-bodied
paroxysms.

On the negative side. the Ithklur approach to injury is callous. ir strai£ht
rorward. If the patient is in pain and a ready cure unav;lilable. the doctor kills him.

The IIhkJur have a reputation (which they spread themselves) ror eatin£ SCll'
tients. There is no documented evidence that they do so. despite hearty jokes
about things "tasting like Hiver:'

Physiology
The Ithklur are big, carnivorous beings. They :Ire superficially lizardlike.

warnl-blooded. and mass about 400 pounds. They reproduce sexually and come
in two genders. but apan from their primary sexual chamcteristics. there is no
significant difference between male ~lnd female.

The Ithklur have two hearts (one arterial. OTIC pulmonary). a short digestive
tract, and a highly efficient urinary system.

They have a good sense of smell with a useful directional comjX>ncnl. and an
infrared sense organ. Centered in the face beneath the cyes (where Ihe nose is in
Humans). it relays its information to the visual {:urtex where it is integrated with
the visual spectrum data. Otherwise. Ithklur senses are eompamblc to a Human·s.

Their skeletons. joint articulation. and limb proportions are very different
from a Human·s. hhklur cross sloping or rough termin in a scmi--crouch. using
their arms as much as their legs. They have sharp. needle-like teeth and function
al claws on both hands and feet.

Their skin is lightly scaled. blue. green. or an intennediatc blend/combina
tion pattern. Skin color holds no social significance ror them. although they do
appreciate its lovely aesthetics. Of course. the Hivers keep trying to encourage
the eradication of one hue or the other. but without success.

A female Ithklur gives birth after 17 months' geslation to a well-developed
infant able to walk and eat solid food. The child does not exit through Ihe pelvic
girdle, but through an anterior opening in the abdomen.

Social Values
At the same lime. the Ithklur rCl:lin II serious and robust set of core values,

encapsulated by their concept of illlegri/)'. Simply put, an object or being divided
against itself cannot stand. Just as objects that defy the laws of physics cannot exist
in a world governed by those laws. beings thai do not llhide hy social laws cannot
expect to partake of the benefits of such a socicty. In ShOI1, "Act as if the maxim of
your action were 10 become through your will a universal law of naturc." Thus, the
concept of laws binding on others requires law-abiding hehavior from oneself. The
concept of userul communication requires a commitment to truthfulness. One does
not expect others 10 behave by standards that do not apply to oneself. These values
teach that a bein£'s (rue self (in lthklur, ella/or) is fully integmted, and therefore
honorable and trustworthy. IthkJur. Ihcrcrore. believe in honesty, duty, responsibili
ty. commitment, and raithfuilless. and do not approve of Ilhklur who do nOi.

Ithklur believe that the true self is not expressed without effort, but is discov
ered through a liretirne of st:lf-irnprovcmcllL This involves some introspection,
reflection, and meditation ill the Human style. It also requires a great deal of
peculiarly Ithklur spirituality - a vigorous. committed, physical acting out of
various principles being examined. followed by an honest examination of the
outcomes, both anticipated and umlllticipated.

As a race. the IthkJur believe violence to be a powert"ul learning tool, and the
orderly lTansmission of infonnation eUIl easily be taken for a series of brawls by
outsiders. This is especially true in schools. where simple discussion of the
nature of existence and the illljX>rlancc of vividly existing in each moment are
driven home and comparatively amllyzed with cuffing, shoving, chasing and
tackling. emphatic tail Slapping. and nipping.
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While errors in such acting out of ethical discovery can be quite vivid, true
crime among the Ithklur is remarkably rare. Although it is not unknown, and
given the sheer power and exuberance of an Ithklur. would be impossible 10 con
ceal. Ithklur crime rates are well beneath the statistical levels of other races. The
Hivers typically take credit for this state.

Given the Ithklur concepts of the self, and of the virtuous nature of the true
self. the highest Ithklur value is that of fi·eedolll. This should not be understood as
license to do as one pleases, or freedom from any constraint, but the freedom to
live in accord with the positive structure of one's true self. and to become and
achieve all that one was bom capable of. Another useful translation of Ithklur free
dom is alltllellficifY. Lives and acts and moments should grow organically from the
truth in individuals. their relationships with each other. and the context of those
relationships. They oppose artificial or arbitrary constmints, which they act out by
their dis<lpproval of caging wild animals, and their opposition to selective breeding
programs, including the creation of artificial strains of plants and flowers.

Living in free, authentic. consonance with one's ellalol' yields joy, which is
the goal of all Ithklur.

Ithklur virtue also shows in their once-and-for-life marriages, their loyalty to
each other, their trustworthiness. and their tendency not to lie out of malice. A
fibbing Ithklur is a joking hhklur.

Society
The Ithklur govcrn themselves on Illany wcll-run. productive worlds. Their

prefelTcd organization might be called an informal theocracy; the lUore enlight
cned take charge llnd the less so leam from them. Thus. the JLhklur rule them
selves through community councils of warnors and cIders. Their soldier's mcn
tality conditions thelll to accept hierarchical structures, and their view tlutl war is
spiritUlllity gives their rulers priest like kudos. Sometimes, ingraincd respect for
one's officers is not enough, so the authorities retain the services of very cheer
ful Ithklur policemen.

Ithklur art; naturally respectful of anyone with superior understanding; thus
they do not distinguish between mnk ill different organizations, although they do
recognize thai the context of thc wi:;e one is derived frolll his voclltion. An
Ilhklur recognizes the greatcr achievement of a seventh-grade bureaucraL over a
fiflh-gmde tacticlll cOlllmandcr. for example. but would not follow the adminis
trator's orders over a tactician's on the ballieficld.

The job-based distincLion is morc truc for the "fascist" path (see sidebar)
rather thal1 for the "phalangisls." who always study morc lhan onc occupalion.

Technology
The Ithklur enjoy thc same level and scope of tcchnology as the other

Federation races. They do have a few cultural preferences. mainly concerning
weapons: see pp. 51-52.

Ornamentation
The IthkJur draw plain. robust uniforms. weapons, and armor from the

stores. then use their considerable artistic talents to customize them. The uni
forms get embroidery. accents, frogging. and badges according to the owner's
taste. Anything solid (weapons. armor, AFYs) gets intricate carving. tassels,
bells, enameling. and inlays. The final result is baroque and astoundingly gaudy.
with the marginal benefit of no longer presenting a crisp profile. It doesn't quite
glow in the dark, but its camouflage value is nil. so the Ithklur have a darkening
ritual. where they apply a camouflage patlern over their equipment and them
selves before going into baltle. They don't wash it off until they've won.
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Ithklur Philosophy
and Theology

The tlhklur believe lhal lhere i.~ a
divine eoncep!. Ihe /llliI/Hilt' COIICt!n1.

which is not open to diree! appeal and
whil"h docs Ilut promisc lilly kind of
ilftcrlifl:. but whidl l"ill\ ncvcrlhc!t:ss bc
clIlulated. Through Ihat cmulation. it
gives meaning und beUul)' 10 life. The
lthldur intend their llctions 10 be living
rituuls. assisting thcm in bctter knowing
and appreciating thcir place in the cos
mos. Although the terms confuse r:l\her
more than Ihey help. lhc ultim;lle concl:",
has Taoist. exislenlial. and Nicl1.xche;l!l
nvertones.

Assisted by a mentor. seekers of
enlightenment climb the eight sleps of the
Four-FolU Way. u regillll,:ll of spiritual and
physical exercises which is (roughly) the
rucial religion. They choosc belween one
of t\\'o paths. Thc "holisl'" "coherenl'" or
"parallel" is one; the "radial" or "hand" is
the other. Finding the Solomani tendency
10 rl:nder ide:ls in dC:ld languages (10
enhancl: gravitas o\'cr comprehensibilily)
:lmusing, Ihe llhklur Ir:lnsl:lled lhe regi
men :lnd its tWO palhs a_~ ··Telramnmu.~,··

"Fascist:' and ··l'halangis(· respectively.
That lhey knew the last two \\lords \\Iere
saturated with historical connotations for
the Solomani is beyond uispule.

Follo\\'ers uf thl,: holist palh Slick to
OllC occupation :Iud purpose for life.
Radialisls tr)' different things. looking for
understanding in \'arious e.~periences.

These attiludes to enlightenment are
mutually exclusive. and both sects
acknowledge th:lt thc mdialislS are closer
to lhe original doctrine. but this dis:lgree
men! hus never lUnlcd inlo lme ideologi
cal confliet.

On a mundanc le\'el. and one which is
as true to their path as picking fights.
Ithklur arc fond of nature. natural ecosys
tems. and unfellcred evolutionary pres
sures. They rlli~e c\Jmp:.mion animuls and
plunt gurdclls. These are us l"10S\: to l1uturc
as call be lllllllagcd; lUI tthklur wuuld pre
fer a mongrel to ;[ pedigree dog and a
weed to an expertly bred rose. They also
take delight in breeding away from refine
ment :lnd back 10 the anceslral slock.



A Gurllin Glossary
Aog: Beginning, Void.
Boll 'olJciy: The Hivcr "hour:'
B(I"~ill1l: "Hourly Exchange - Value

Nutatiun (realized)." Tltt: lmsic unit of
t:urrem;y. worth ahoul CrlS.

Ci/III. "Exchange~\'alue notation:'
money in general.

E(ICOIL- Genetics.
Fiillh: "Adult alien" - the Hivers do

nol make the major/minor race distinction.
FiJI/II." "Ye:lrling alien:'
F/ngidh: SI:lrship_
(lnzu: Arm.
Ciieill: Ship.
Gizillll: "Planned Exchange - Value

Nutation:' Bolh an cstimulion of fulure
gruwth of the moncy supply und a sum
lIlury of likely productive capucity.

Gil: Soil.
Gil": "El'u1h" in the mystical "this land

is ours" sense.
ClIale": Fanning.
GIIIl: Regolith. leeched out dusl.
CU,-.- "Performers of the :lelion" -

work detail or learn.
Gle: Growth.
Glee: Decay.
Gte": Life.
Glea: Purposcful Dcvelopmcnt (rising

abovc naturc).
kill: Trude.
Iiguh: Manipulation.
IYXiyklly: War.
Iyl"u: Gambling.
Noq: Circle.
No1lq: Ellipse.
Nooq: Sphere.
Dc: indieme~ that the word is a com

parative adjective.
Og: indicates that the word i~ a ~imple

adjectivc.
Oz: indicatcs that thc word is a

superlativc adjcr.:tivc.
Phla: Stur.
Ubu: Gem:rJ.l (as OppOSl:U to spt:r.:ifir.:).
Ylfryiyu: Resean:h.
Zdly.- Body.
Zidllll: "Realized Exchange - V.nllie

Notation." Very vaguely, current money
supply.

=

THE GURVIN
This racc of strikingly auractive tailed, hexapodal, scxually dimorphic,

onmivorc/huntcrs is peaceful, sociable, highly individualistic, and proverbially
materi(llistic. They represent Ihe Federation's mercantile shock troops, not taking
no for an answer nor accepting a credit less all along the Solonmni and Imperial
borders.

Their sturdy, compact bodies and covcring of short, glossy hair gives the
Gurvin a look something like Temlrl otters or mink, especially with their mobile,
Iril'1ngular heads sel with Iheir bright cyes, which seem to miss no detail. Their
pelts range in color from blond through caramel to cinnamon. chocolate and
auburn to gray. However, they are not aquatic, and their six long, almost spindly
limbs break the 1l1ustelid resemblHnce. They walk eilher bipedally or
quadrupedally as cireumSlanees dictate, and the middle pair of limbs is used as
an extra sd of amlS when not being used as legs. When stationary, they squat on
their haunches and usc all four hands for manipulation.

They have two sexes. thc relllales gest2ting for II months 2nd giving birth 10
live young, in multiple births of two \0 four. Males are smaller and slcnderer
than the fCIIlllles. coming lip to about their shoulders. and posscss bony proec-"s
es 011 both sets of armS, n2tural weapons which scasonfilly grow and shed
wicked blades, in the style of antlcrs. Howevcr. Hiver squcnmishness about vio
lence and the mcans for conducting it ortell requires lhat males in mixed society
keep thcir anller arm-blades trimllled to the nub. This is generally nol much of
an issue, as the males arc nlrcly scen away from the surface or the Gurvin
worlds, and even thell don't stray far from the famjly ships.

Psychology
Gurvin society is dominated by their females, who exhibit a remarkable love

of money and the things it buys. Their eaSy-la-learn language is the linguo frall~

co of the Federation's races, although some compare it more to a pidgin. Their
female merchams work in all of the Federation's mercantile concerns, and often
serve under Hiver officers on b"ederation vessels as brokers, pursers, and quarter
masters, or operate their own family-staffed free traders. They do most of the
routine buying and selling in the Federation, and almost all of the foreign trade.
If supply needs matching to demand, there's a Gurvin who'll arrange it, but
she'll demand money for doing so, and lars of it.

Gurvin traders are said Ia have an uncanny ability to show up at a market,
whether a trading post on a Federation world, or a starpol1 on the Imperial trail
ing frontier, with just the right cargo that is in current short supply and high
demand, and extract every advantage from it. Gurvin negotiation is referred to as
"Ninja math," because there are always invisible factors sneaking around in the
calculations that don't leap out until it's too late 10 back out of the deal. The
Ninja numhers always favor the Gurvin, of course.

Society
Curvin worlds are ruled by matriarchal collectives. The women compete to

accrue wealth for the family and, by extension, for the world. This assures that
the basic commerce of the Federation is cut to the bone, and that all possible
avenues for greater cost efficiency are exploited to the fullest. Strangely, Curvin
males are much less intelligent than the females, who run everything and have an
adventurous streak that their males lack. Males work as devoted servants in the
"hunter" (industrial or agricultural worker) and "entertainer" (dancer/acrobat)
fields, and have little pan in the affairs of state, except appearing as "geisha boy"
consons at the side of the female leaders.
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THE ZA'TACHK

These trisexual, quadrupedal omnivore/gatherers developed in the tr.msition
zone between the forests and steppes of their homeworld, Loza'ieh. They are the
Federation's premier administrators. Mentally, they are far more similar to the
I-livers than any of the other member races. Whether this is because they were an
early contact, thus being available for manipulation for a longer period, or just
an accident, is unknown. Outside analysIs lean toward the fonner interpretation.

The Za'tachk have less pronounced fanTIs of several Hiver traits - they are
non-aggressive, pacifistic, and highly cooperative, but lack individual initiative
and curiosity.

Biology
TIle Za'tachk have a ShOft spine, connecting 10 huge bony gtructure!\. which

combine SOllie feaLures of both the shoulders and the pelvis, The head is at one
end, on an extension of the backbone that resembles a stubby tail as much a!\ it
does a neck. Za'tachk can lise any of their limbs for walking or grasping. The
Za'tachk have deep au bum fur which shades to black at the limbs and to golden
brown over the face. In winter. each Za'tachk molts and grows a thick while
coal.

The Za'tachk are trisexll<ll, with a complicated and nexible reproductive pat
tern. There arc two subsidiary sexes, the oygui "scouts" and oYZKl/i "homestead
ers," and a master sex. the ohY/fguo "rmHriarchs." To understand the role!\ of the
three sexes, it is more helpful to think of social insects rather tlHIll lllale vs.
female. The o)'gui "scouts" can be compared to soldier ants. the oyzgui "home
sLeaders" to worker ants, and the ohyuguo "matriarchs" to queens. Unlike social
insects, the soldiers arc "male" in nature because they cannot gestate young.
while the workers and queens are female.

All three sexes produce g<lmdes, and the gametes can produce viable off
spring either ill the diploid (two gametes conjoining) or triploid (three gametes)
configuration; however, diploid offspring an: sterile "mules." Thus a scout and a
homesteader could mate to create a sterile version of eiLher sex.

Matriarchs. scouts. and homesteaders all carry triploid gelles. and are the
result of tri-fold mating, with Olle of each sex participating. Impregnated home
steaders and matriarchs give birth to live young. young homesteaders and scouts
after six months' gestation. and young matriarchs after 12. All three sexes arc
capable of feeding the young from pseudo-mammaries, glands that secrete a
nourishing semi-liquid into their belly fur.

Society
Like the Hivers they resemble in many ways, the Za'wchk are quite alien

from Ihe Human perspective. Although individual Za'tachk are sentient individ
uals, their psychology and social behavior is highly structured and stylized, mak
ing them often appear to Humans as programmed automatons rather than as
independent individual intelligences.

The matriarchs are the center of society and its leaders. A Za'tachk commu
nity generally has a "court" of fettile matriarchs and a group of "courtiers" 
scouts and homesteaders who are the favored mating partners of the fertile
matriarchs. Older matriarchs past their days of fel1ility also participate in com
munity leadership.

Scouts and homesteaders specialize in the daily SUppOI1 of the community
scours in exploration, hunting. warfare. policing, and heavy labor; and home
steaders in administration, education, child-rearing, crafts, managemenl, and dis
tribution of basic goods and services.
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THe Gurvin Language

When the Hivers encountered the
Gurvin, they were t:'lken by the
coincidence that both species

used an ideographic scrip!. The grnmmar
of ~ach wa.~ re::gular and possessed a simi·
lar range of concepts. Translation between
the::m was quite easy. Conveniently.
Gurvin script also had a syllabary, so il
heeame possible for the first time to makc
Hiver pronounccable, Thc Hivcrs SCI
about adupting thc ncw Fcdcll.Itioll mcm
bers' tongue fur thcir slat\:'s bt:ndil.

Gurvin became the Federation lan
guage for severol reasons. First. it filled
the need for <I re;ldily exportable:: longue
which could be tied 10 Hiver. Second. as it
arose :lmong well-traveler! merchant<;.
who needed to be:: abh:: to talk to strangers.
it is rc:ulily comprehensihle. It has a regu
lar. inflected gr:lmmar. E:leh word is shon
with a !;ingle. unique. unambiguous mean
ing. There arc no synonyms and a quanti
tative measure. the degree of similarity,
repluees the conccpt of IIlClUphor.

Gurvill's small vocabulary is nOI
\:lllirdy cornpn:lIl:lIsiv\: - some words
have no Gurvin translalion and a lot of
awkward concepts arc unavailable to a
speaker. Also. the tongue is wholly unsuit
ed for cre:::Itive expression. so there is no
poetry. no whimsy. and no humor.

By removing redundant and inconve
nient concep!.s. and by rc::placing shacks of
meaning with quantities, the I·livers made
the tongue ideally suited for statistical
m:lIlipulation and modeling. Gurvin can
not express the sentiment "less is more:'
fur cxumplc. amI would be seekill~ the
eOUlitilig ml:thoc.l behind "no grealer tOl'e
Ihun lhis:'

It is wOl1h nOling here Ihal the Ithklur
defiantly cling to their 0\\'11 tongue. and
profess 10 not understand Gurvin. The
lthklur tongue allo\\'s its speakers to deal
wilh abstract and philosophical concepts
:'Ind especially to liSe:: mCf:lphors. Recall!\!:
of this, Lthklur pidgin is widely used as an
auxiliary lO Federation Gurvin among
races that need the additional breadth of
expresSIOn.

As no rct'ord of primcval Gurvin
cxists. there is a scholarly. soml:tillles
hcutcd dcbalC as to how mueh the Hivers
changed th\: tougue 10 their own euds. The
Federation regularizes the language.
Embassies circulale a slyle guide to dis
courage toc:ll divergence. Linguistics
clubs review any spont:lneously :lrising
usage :'Ind consider its lJIility to the 1:In
gll:'lge as a wholt.':. If a cluh finds a change
10 be good, it lobbie!; for iL~ introduction.
The Embassies Oireetorate is, for exam
ple. promoting the usc of the consonant
"z," liS most of the Federation's n1ecs find
the sound easy to pronounce.

Comillued 011 1le.\1 pace, , .



The Gurvin Language
[CDntinued}

Thi~ i~ the main diffil.:ulty with Gurvin
- the language is nol alive. TIlert: are no
l;hungt:S to it except by committee. so it
IUl;ks llHilly concepts important to other
species and commOn alllong the major
races.

Initial Leiter Sound
Consonanls FrequcnCJ'

(lllll)
n. p 8.J Either "ath or

pain.
e.s '.3 Century.
D 6.48 Dolphin.
F.Ph 7.4 Physics.
G 13.8 Goal.
J 2.8 Jump.
K.CK 4.16 Oock.
KK 4.16 "K'stuttered

to produce a
double sonnel.

L 4.16 £.ook.

N ].7 Note.
p UK Pain.
Q.KW 2J! Queen.
R 5.' Rope.
SN 1.39 Snow,
T 5.6 Time.
V 5.6 VOlt:.

W 5.6 lVomb'll.
X 2.8 Edt.
Z 2.8 Zoo.

Cmufl1lled 011 /lext page • ..

This biological-social structure makes the Za'tachk predisposed to firm
structure and rules, even of a very detailed nature. It is the homesteaders amI
matriarchs that are the most creative in this respect, and actually form the bulk of
the Federation's famed Za'tachk bureaucrats. As the Hivers feel that this is a
really useful trait in a subordinate, the f"ederation publicly admires it in the
Za'tachk.

Their worlds tend to bureaucratic governments with voluminous. yet consis
tent. helpful, and thorough sets of regulations for people to follow. The Za'tachk
seldom intentionally break the rules, but visitors sometimes do, so the authorities
retain small police forces, composed of scouts on predominantly Za'tachk
worlds, but often employmg other Federation races on more cosmopoliLan
worlds.

FEDERATION HUMANS
The Hivers are strangely reticent to discuss the Uuman members of the

Federation. They do not attempt to conceal the fact that it includes a handful of
minor Human races from Ancient-planted stock along their spinward frontier.
But they don't call attention to them either, preferring to talk all about the won
derful Gurvin traders with their useful language, the challenging Ithklur manipu
lation, and the lovely Za'tachk bureaucrats.

The Hivers were able to handle Humaniti well. The species is violent but not
irredeemably so, inquisitive, adaptable but in no way equal to other Federation
species in anyone specialization. Humans are handy for the initial stages of any
enterprise. Their flexibility and initiative mean that they can be deployed as dif
ferenl needs show themselves. When the likely structure becomes evident, the
Hivers bring in optimized workers and deploy their primates elsewhere.

The presence of two nearby Human-dominated superpowers, and knowledge
of a farther one, makes the Federation Humans especially interesting to the
Hivers. Human citizens are occasionally trained as spies and deposited in deep
cover.

The Hivers do not like the Human
tendency toward autocratic rule, so
encourage democratic institutions for
local self-government. They have also
noted that Human atavism flows more
from their literature and entertainment
than from their historical experiences or
religions. Federation Humans tend not to
lake part in competitive games. Neither
do they encounter the heroic ideal very
often. They often find themselves work
ing collectively against an impersonal
force, repairing a generator failure on an
iceball, for instance, or building nood
barriers in the middle of a stonn. Those
Humans who join the navy are thorough
ly persuaded that it is a dirty but neces
sary job. rather than a big adventure.

THE YOUNG WORL.DS
A statistically improbnble number of

worlds clustered in [he Centrax,
Lorspane. and Drakkcll sectors are home
Lo promising primitive races. These
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youngsters are just crying out for the kind of parental guidance that only the
Hivers can give. Since 410 (Imperial), the region has been the beneficiary of a
massive manipulative effort. The Federation capital was even moved from
Ouaran to Olea to facilitate this.

The Young Worlds initiative is very important (Q the Federation. Historical
accidents meant that a lot of the other members' basic traits had been developed
before contact. thus thorough manipulation proved difficult, sometimes even
impossible. In a sense, that work represents a preliminary sketch, and the eventu
al form of the Young Worlds' peoples will be the I-livers' masterpiece.

Six Arms, Long Reach
The Hivers' activities extend far beyond their fonnal boundaries. and indeed

considerably farther than what other states consider 10 be the Feder<ltion's
sphere. Diplomatically. it is reasonable for a power to involve itself with the
affairs of its immediate smaller neighbors. even to l11<1ke clients of them. II is
also unremarkable thaI the Federation might want to initiate long-term, deep
cover work inside powers with a proven record of hostilily. All states do this.

What would not be acceptable. indeed what is lIot even appreciated, is that
the Hivers have sleepers, stooges. and discreet helpers all the way across charted
space. These people implement instructions from detennined manipulators. who
then wait years to see if any ripples reach them. The Federatioll can also activate
them when something new and interesting COUles 10 light. TIle high level of traf
tic to and from the Federation disguises movement of operatives, intelligence,
and orders. It would he possible for security agencies to infer the existence of
this network but for two things: its huge size and the belief that all of charled
space is too big a canvas to work with.

Public Relations
On first sight, it is bizarre tha! a race as publicly devious as the Hivers has

anyone left to manipulate. There are several reasons why neighbors deal with the
Federation at ali.

First, there is the unavoidable fact that there's money in it. The Hivers pro
duce very high quality goods, and trade is about individual gain, not the good of
the larger society. There's no reason not to buy Hiver products, and their quality
provides a strong incentive to do so.

Second. discussion of conspiracy theories inevitably falls prey to positive
feedback ~ as soon as it SlallS. the conversation spirals so far out of control thai
participants are left feeling that the universe is out to get them, everything is a
spiteful lie, and they have no free will at all. There might well be conspiracies
and plots - indeed there are many - bOl sane people recoil from the idea (for
instance) that the Hivers began their alleged plot to murder Dulinor 1,200 years
ago.

Third the Hivers are cure. They're like hig startish. They're amusing and
cryptic and are always engaged in silly experiments. Whenever one docs any
thing. it looks like a selection of well-coordinated finger puppets. They arc
famously non-aggressive. It is difficult for Imperial Humans to look at them l'Ind
not go h aww ... ,- let alone think that they want to conquer the universe. Even
the Ithklur guards with the diplomatic missions seem playful and exuberant
rather than overtly dangerous.

The Federation uses these observations as the basis for its chaml offensive into
the Imperium. Hiver products prove to have unexpected benefits - a traffic-control
system might prove to be optimized to deliver rescue services to accidents, ror
instance. Whenever there are public discussions into manipulation and conspiracy.
they soon become so obviously paranoid that no one sane would agree wilh thelll.
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The Gurllin Language
{Continued}

Vowets Letter Sound
FrequenC)'
(IOU)

A ~Ll Mmh. a shon:
"'a."

AA 11.6 Fan·c. 11 long

".
AH 5.1 Ach ~o (Holly-

wood Gcnnun).
E 8.3 P'1. il short "e.'·
EA 5.6 Frtja. a Norse

goddess.
EE 5.6 Fr('('ze. il long

"e:'
Ell 5Ji ,Ur.
I 5Ji OiL
IH 2.K ft:h (llolly-

wood Gemliln).
IY 2.8 t.~l'e.

II 2.8 lei.:1 truncated
tong "c.

..

0 2.8 HorriJ. a ~hort

"0.
..

OCH t.85 Loch (Holly'
wood Scots).

OH 1.85 £nu (French).
a long "'0_

01 1.39 Hoy.
00 1.39 Doom.
nu 139 Ouv/.';nr.

(French - tike
00. hut shoner).

U 1.39 Jump. a shon

"UA 1.39 lVossuil.
UH 1.85 Ruff
UU 0.93 JIIII<:. u 1011/1

"u.
UY 1.85 Hollywood

Yiddish. defies
phonetic ttan-
scription.

YA 2.8 Kenya.
YAII 2.' A noise stage-

coach drivers
make in
Wc~tcms.

YE 2.8 Yes.
YEE I.' "Hear yeo heur

yc:'
YO I.' Yoyo.
YI 1.4 "Hear ye.·' but

shOrter.
YU I.' SeeyuJimmy

(comedy
Glaswegian)

YY I., Hollywood
Yiddi.~h, defie.~

phonetic tran-
scription.

1.4 A gtottal stop.

COl/til/ued 011 11eJ:'( page; ..



The Gurvin Language
{Continued]

Federation diplomats are always available to talk to public forums: schools
can usually arrange tours of Hiver ships or consulates for their children. In short,
the Federation doesn't discuss peoples' fears at all. it just shows itself to be too
nice for such suspicions to have any credibility.

EilCh vowel ha.~ a ShOft. long. and aspi
rate I'alue. The short value indicates the
base cOIKepl. the long (ide.tlly) its eX:lct
opposite. but usually its negation. and the
aspir...!e some kiml of sYllthc.~i.~ hctwec:n
lhe previous [11'Il, or ,",tiling thaI. aClion
IOw;m{ a n::soltnion.

Diphthongs provide the langu:I£c wilh
some hadly needed euphony. standing for
ordinary vowels. bill occ:lsionally have
significance of their own. generally cast
ing the word in a speeiully impoTlanl
form. "Gua" !IIC;ln.~ "Earth:' with over
tones of Solomuni-stylc selllimentality.
while "gu" means "c<lrth" as in "soil:'

Presence of the y- diphthongs will
show that the word refers to a hybrid of
aile of the base concepts. Presence of the
-y diphthongs will indic:lte thM rhe C0I1
cept is OUlmoded. III Guryin COStume dra
mas. all the firsl vOlVels are of the -y
form. rhe Fcdcr:uion equivalent of '"thou
sh<llt:· "forsoOlh:' and so on.

Where possible. the initial conson:ull.
if any. illdic<ltes the purposc of the con
cept: "g" denotes a word concerned with
action. "p" imJicalcs cuntt:mp[<Ition. and
""I':' closure. "B" and "p." although distinct
for most Humans. are indistinguishable
for Za·t<lehk. thus can be read for each
other when tranSliterating Gurvin into
Anglie. The Hivers sometimes render
identical-sounding consonants differently
as well. like 'T' and "ph':' They claim the
distinction to be impon:lIlr for their own
symbolic logic, bUI that statement is prob
3bly untrue 3nd intended to mislead.

Finol
Consonants

".P

C
Ch
D
F. Ph
o
J
K.CK
L
N
NO
P
Q. KW
R
SN
T
Tl{
V
IV
X
Z

Leiter
Frequenc}'
(100)

2.8

2.8
2.8
2.8
2.8
8.3
'.3
'.3
$.3
5.6
5.6
5.6
2.8
2Ji
IA
1.4
1.4
2.8
IA
2.8

16.6

Sound

Gilher hath or
p:lin.
Ccmury.
Church.
Dolphin.
Phy~ir::;.

Gu~1.

Jump.
Clock.
Look.
NOle.
Going.
Pain.
Queen.
Nope.
SIH}\\'.

Jlmc.
Ccnmll.
1'01C.

\\'ulllbill.
Eril.
Zou.

HISTORY OF THE HIVERS AND
THEIR FEDERATION

The Hiver approach to history seems unusual to a Human observer. Hivers
are not concemed with names, dates, generals, and great deeds by great leaders.
Hiver history concentrates on the recording and discussion of manipulations
great and small, with a few other topics seemingly selected at random. They
keep records, of course, but analyzing them for patterns and lessons is not com
monplace. Much of the material below has been assembled by non-Hivers.

PREHISTORY ANO EVOL.UTION
Hivers traditionally claim that they are unique among sentient races in that

they had a culture and language before they developed intelligence. As bizarre as
the claim is, it is a constant refrain in the Hiver self-image. and is no more
bizarre than many of the other claims they make about themselves.

The proto-Hivers were opportunistic scavengers who developed a symbiosis
with the snohl, a species of massive tunneling worms. The Hivers followed the
snohl into their burrows, dragging carrion and decaying plants into them. The
organic matter served as food or as fertilizer for underground gardens of fungus.
The snohl and Hivers shared the fungus harvest, and both species thrived.

The proto-Hivers successfully co-existed with their snohl partners before the
development of intelllgence. which took place during a recent climactic change
- the Guaran ice age. The key survival mechanism for the species had been its
prolific nature. Hivers produced, and still produce, huge numbers of offspring
for their size and intelligence, averaging nine offspring per adult per standard
year. In the wiJdemesses in which they spend their Iirst year, most Hiver larvae
died, but a substantial minority escaped the attention of predators because of (he
wide variety of other food sources. The ice age changed all this.

Intelligence arose as a benelicial trait as the climate worsened. The smarter
Hivers adapted better to their new circumstances and passed this advantage to
their children. The huge die-off of (he less bright contracted the gene pool so
that imelligence was common to all survivors.

FEOERAL. HISTORY
The history of the Hivers and of their Federation is, for them, a gratifying series

of great manipulative achievements punctuated with minor crises. The response to
lhesc obstacles is always innovative, practical, and benel1cial to the swelling Hiver
confidence that there is 110 development that they can't manage into submission.

The First Manipulation
The most significam event in Iliver history is confusing to outside observers.

The story is hard to square with economics or the J-1ivers' probable engineering or
logistical capabilities at the lime, yet the Federation \ historians insist that the
details are correct and that the events really did take place as described.

Some 10.000 years ago. Guaran's most recent ice age was ending. The
Hivers were seuled in mountainous. coastal areas around the planet's equator,
Most of their trade was by sea. Their typical social organization was independent
city-states. A Hiver, remembered by posterity as M. Primus, was a resident in
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one of 10 states at the conjunction of several river valleys around a rocky penin
sula. It observed that the sea route!> were inconveniently long and !>ugge!:ited thal
it would be u!>eful to develop the interior valleys. Primus persuaded the states to
undertake a program of tunnel building to replace the sea trade and to open up
the peninsular interior. In the short time of 15 years. lhc cities were connected by
roads winding and tunneling through the mountains. and senlements served by
them grew up in the interior. After 30 years, the region had changed from a
selection of isolated communities to a single nation-slate. When this happened.
Primus claimed thai it had intended this outcome all along.

Here accounts differ. Primus was either appointed ruler of the new polity or
driven out as a threat to the community. In either case. the state grew as out
siders observed its success and applied for membership, and Primus'
account of its act was lauded as the first great Hiver manipulation.

Expansion and Manipulation
As the elinmte improved. the Hivers spread along the coasts toward the

poles. principally from Primus' state. The salutary benefits of unity, the
Hivers' dislike of violence. and the scope to satisfy their curiosity and
make a profit made this a good. prosperous time for them.

It also hastened the acceptance of manipulation as a social force. This prac
tice became an institution. Following M. Primus' example, the more ambitious
Hivers took to performing manipulations of their OWll, always making sure thaI
they got credit for work done well. Ahhongh Hivers detest being upstaged by
onc anothcr. there was sufficient glory to be gained from being associated with a
distinguished manipulator (even if as a dupe) thM the race took to enjoying see
ing thc masters at work.

Industrialization and the Guaran Breeding Crisis
HiveI' technology advanced smoothly toward its industrial revolution. Native

curiosity more than compensated for any supposed loss to inventiveness through
lacking war as a stimulus. The Hivers came early to the concepts of zero and
place order notation, so were able to measure and study processes precisely, and
express their results in rational terms.

The nest system was admirably suited to the first stage of industrialization, job
specialization, which led to greater efficiency; the Hivers' individualism and joy at
being tricked cleverly mitigated against any development of a class-war mentality.

Their manual dexterity enabled them to work metal to very fine tolerances.
This. coupled with the formalism of a sign-based language. enabled them to devise
mechanical computers; they could produce intricate yet long-wearing moving parts
to manufacture reliable machines. Their early development of telegraph and fac
simile transmission enabled coordination of effort over the entire planet.

The HiveI' industrial revolution was remarkably thorough and consistent. but
it was not without problcms. The spread of factories and unrestricted building
was tuming the wild lands. essential for the tirsl year of larval life. into deserts.
There was 11 real danger of either being overrun with larvae who would not leave
the nests. or of losing llll of the larvae to poisoning in pools of toxic industrial
waste and mine tailings. Locnl communities responded with local initiatives,
fencing off proving grounds for their own offspring and dumping pollutants else
whcre. but the inevitable far-sighted nmnipulntor (known to the Imperium as M.
Eneri) saved the day.

M. Ellcri's intricate plans preserved areas or Guaran for larval development
and introduccd stringent pollution controls. M. Eneri's tcmplate for planetary
management is now slandard throughout the Federation. In HiveI' cyes it certain
ly deserves its "M,"
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The K'kree War

AImos! a millennium after their tri
umph with the Ithl:.lur (~ee main
lexl), the I river.~ h<ld rcason (0 be

grateful Ihal they'd bothered. In -2045
(Imperial) the Hivers first encountered
another starfaring race. also hC:ulpodal.
bUI bilulcnll in layout. Due to th..: cuutiOll
they hud learned from the Ilhklur con!<Jcl.
the Hivcrs kcpt their distunce ;jnl! the
aliens did nOI even know they had been
sighted. As the frontier was open and
broad. there was reason 10 believe they
woulcl be able to observe this race from a
distance. ;md contact them at an advanta
geous time and place.

This did not come to pass: the alien_~

\Vcre :lggressivcly expanSionistic, anrl by
-2038 h:HI eSlahli!(hed a presence on a
nuroher of Hi\'cr-scnlcd worlds. As fellow
frontier homesteaders. perhaps they could
coexist. but the Hivers were dismuyed to
sec that the newcomers wcre soon
engugcd in wiuespreud extenuillation pro
grams 011 the worlds they huu sclllcu.
apparclltly targeting earni"orous and
onmi\'orous species.

The Hivers had llever seen anything
like Ihis. and although they disagreed with
lhe <lliens' policy. had no policy of Iheir
own wilh which ro counter;!CI the holo
e:llJsls. Tile HivJ::r_~ WJ::Tt: fonlln:ne lh:n Ihe
K·kree. as rhese murderous <lliens IVere
called. were expanding slowly. taking Ihe
time to consolidate each new world by
freeing it frolll Ihe tuim of llle:.Il-ealing.
"Illis :rlloweu time for the Hivers to rcael.
though pn.:eisc!)' how they uid so no olle
has ever explained to Irllpcri<.rl historians.
[I took nine long years from ~2038 before
the K'krce-Hiver confrontation erupled
into open warfarJ::_ Historians of Ihe
Hivers assume this period to be filled wilh
manipulations so miserably inadequ:lte
th;!l 111eir delails haw: heen lost ro (or
expunged from) hisrnry.

In -2029. a Hil'er vessel escaped from
a huge. disk-shaped craft in a system two
.~ubseetors cor..:wurd of Tryy[in. For the
next si.~ )'eurs. Fedcrution worlds fell III

the invading K'kn.:c. and Hi"cr forces !\lst
el'<:f)' eng<Jgelm:rrt <.rguinst tIn: ill\"lucrs.
The Hi\"<:rs hau no war nt:<:l to SIX'<Jk of.
mn.! this kind of large-scale. naked a~grcs

sion was beyond Hiver experience.
The Hivers fin:llly began to successful

ly Iighl baek in ~2023. wilh lhe ronmrtion
of their ~upr:l-racial Slale. rhe I"'eder:llion,
intended to unify opposition 10 the K·krcc.
The memhcr races ralified the "Tre:LlY of
Eternal Alliance" in -2018.

CQlllimlellOIl /lexl page. " .
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Spaceflight
The Hivers laud their manipulators, but seldom bother students with the names

of illvelltors. In -4698 (Imperial), a ship from Guaran made a jump to another star
system using a jump drive invented by ... some Hiver. The Hivers were delighted.
TIley took readily to space flight and set out 10 explore and colonize the nearby
systems. Their first efforts were hampered by a poor jump drive design - the
devices would melt after lOuses at mosl, and were limited to jump I.

In -4212 they developed more efficient designs, equivalent to modem jump-I
drives, and the rale of their expansion accelerated. They made new contacts, meet
ing the za'iachk in -41 (Xl and the Gurvin in -4050. Both races were technologically
primitive, pre-industrial, and grateful for the Hivers' development aid. From these
contacls, the Hivers fomled the opinion that all species were basically cooperative.

The Ithklur
The Hivers' rosy view of space exploration changed when, in -3986

(lmperial), they met the lthklur above Iheir home planet of Tryylin. This species
had space travel, but no jump drives. They were also extremely hostile, reacting
violently to the explorers. The Hivers quarantined their system until they could
decide whm to do with them.

Manipulation won out. Nearby nests set to work and over the next 1,000
years, the Hivers molded the Ithklur into the cheerful maniacs they are today.
This large-scale manipulation became the model for the work that Ihe Hivers
have performed - and still do - on Iheir fellow Federation members.

The firsl big decision the Ithklur had to make was nOl whether or not 10 ally
with the Hivers. but what 10 do with the dissenters. Killing them all was morally
repugnant. and considered only so Ihal it could be rejected formally. Instead, the
Hivers suggested thai those IthkJur resistant to manipulation be given a territory
of their own to develop and a promise of non-interference from the Federation.
Recognizing [hm malcontents would arise spontaneously in each polilY. the par
ties agreed to free migration of dissidents in each direction. Even today. some
lthklur make the trip to or from their feral slate.

True to form. the Hivers tricked the feral Ithklur. They lent them their older,
more primitive jump technology and gifted them a large cluster surrounded by a
Iwo-parsec demilitarized zone, The independent Ithklur cannot go anywhere in
significant numbers withoul Federation help. The Hivers do honor the word of
Iheir treaty. whatever their breach of failh with ils spirit.

The Great Civilizing Mission
Since the K'kree war (see sidebar) ended in -2013 Imperial. the 1·livers have

been busy with their Federation. They huve decided thai their civilization's
promise of pe;:lceful co-existence across charted space is too good to be refused.
They know thai good work can'[ be rushed, and are prepared 10 take the long
view.

The war. Ihe only one they've fOllght, reinforced their commitment to diplo
macy, and especially to manipulation, so they expand deliberately now. satisfy
ing (heir curiosity by studying what (hey have_ rather than going on to new pos
sessions. This caution. and the paucity of reports reaching their neighbors from
the Federation's outward frontiers. tends to lead to (he Hivers being underesti
mated. That's the way Ihey like it.

They hi\ve since met all the govemments of charted space. and have estab
lished reasonable relations with most of them. Officially. the Solomani
Confederation is a good neighbor and valued tr:lding partner. whatever the tnle
picture on the frontier. The I livers have plans for all their neighbors. but these
will wait until the Young Worlds program comes to fruition.
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COMPOSITION OF
THE FEOERATION

The Hive Federation has existed for just over 3,000 years. In that lime it has
spread from the homeworld to a few systems in fOUf adjoining subscclOrs of
Ricenden. then on to its present boundaries {see map on p. IS}. lis expansion has
slowed so that the increasing number of new worlds can be absorbed. but the
Federation is still growing.

ASTROGRAPHV

The Hive Federation dominnles a rectangle six seclOrs from spinwan! to trail
ing and four from coreward to rimward. Its aggregate area is about 10 sectors. On
its spin ward and coreward flanks. it abuts the Solomani Confedcl1Itioll and the
Two Thousand Worlds.

Between these thealers. the frontier bends back to avoid the broad sweep of
independent or client states thm stretches all (he way from the Lesser Rifl 10

Spica sector. Oven expansion in thm direction would alarm neighbors premature
ly, so the Hivers have contented themselves with leaving the independent Ithklur
state as a stalwart redoubt in this area. sufficient to at least slow down any hostile
incursions. The Federation is far more active with the wholes:lle development and
assimilation of the cuhures lying to trailing and rimward.

WORL.OS
The Federation has the usual assortment of planet types. Most have a federal

presence. sometimes Hiver, more often anolher species. Sinc..'e not all worlds arc
ideal for selliement, the Hivers. as is the tradition for a dominant species in
a cosmopolitan society, reserve the choicest real estate for themsclves.
Less choosy races inhabit the majority of worlds. with their less·lhan·idcal
conditions,

Preferred Climate
Hivers like their worlds moist. with 1lI0dcrmcly dense atmospheres. They

need a size:lble piece of rough terrain where larvae C,lIl wander and expect to
survive the climate if not prediLlOrs, so seldom choose hostile worlds for their
own colonies. A robusl fauna is preferred. If there ,Ire insufficient predators to
make a real impact on larv.il numbers, Ihen suitable species arc imported.

Settlement Patterns
Hivers live in collections of interconnected buildings. with residential. busi

ness. and environmental functions. The need 10 provide accessible wild land for
larval development me.lOs that Hivcr SClllemenlS are dispersed. Historically. this
meant ribbon development along artcrhll roads or railways. the added dan2er
from traffic contributing to a challenging cnvironment for the larvae, Currently.
with the widespread availability of gmv transporl and telecommunications, nests
are scattered across a planetary surface. their numbers varying according to land
quality and available resources,

Other Federation races settle according to thcir preference, whieh is usually
for more concentrated developments separatcd by countryside, The appeal of
dense senlement is particularly strong for Federation Humans, who lind them
selves colonizing more than {heir fair share of hostile environments. The Gurvin
are less keen on physical hardship, preferring areologies and park land. Za'tachk
are commonly found on new, underpopul<lted worlds with thinner atlTlospheres.
which their castc-based society can r<lpidly and effectively colonize,
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The K'kree War
(Continued]

Fonunalely again for Ihe Hivers. the
invading K'krcc stopped once mOil: 10
absorb Iheir new possessions, which
slowcd Iheir ;J1I;Jek between -2018 Ilod
·2013. TIle K'kree were nllPllreluly puz
zled by lhe Hil'ers. who were nOt them
selves cnrni\'orous, but :lidcd ,lOd :Ibellecl
subject r:lces who were. Adding to this.
the Hivers' almost ludicrous nOO\'iolenee
made the K'kree \'CT)' snspicious. indeed.
What son of &:Ilne wcre Ihey pla)'in,g at.
:Ind how hesl 10 he:1I it'! Pondering this
look lime, and laking this time wns a
K'kree mislake. The FI,:dcrJtion USt'tl it 10

huild a technologieall)' imprcssi\'e navy,
and 10 Irolin and el(uip impo:.iu}; ground
forccs. recruited from Iheir new allies,
Thesc Ihey deployed 10 Ihe front lines,
wilh onkrs 10 hold where ocressary. and
allac:k if possible. This cautious response:
puulo:d many of Ih.. allied conting.enls,
bUI Ihe Hi\'ers had a different game in
mind Ihan a mililary counter-offensh·e.

During Ihis holding <leI ion. lhe Ilh'ers
slipped team" ootO four cardull}' selecled
K'kree world" in Kilon~ "cctor, deep
wilhin enemy "pace. The"e agents set
:lboUi m:mipulaling the K'kn:e aud I;eep
in~ dcmiled records, The K'krcc /;0 mad if
separJled from each other and are mililant
\'egelarians, When the Hivers Ilnished
with their wurk. there were planets full of
K'l;ree who cnjo)'ed meat sauces and
spent time alone.

When their worl; was done. the
Fcdt:ration lured Iheir enemies inlo negoti
alion wilh an offer of sum:ncler. When the
K'kree arrived. Ihc ~Ih'ers presenled Ihe
resulis of their work. The K'!;ree were
appalled and terrified, came 10 imlllCdiatc
temls. and sierililcd the worlds conccrnt'tl
(lhey are sliIl embargOl.--d). The fronlier is
closed in each direction. with a dcmilita·
riled zone of bacl;waRl syslems between
II'Ic: twO pow.:rs, Pimey. cfft~ti\"Cly war b)'
proxy bctwl,,-cn the IWo sides, remains in
Ihe urea. bUI no K'bee in\'llsion has
occum.'tI since.
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WORL.O GOVERNMENT STRUCTURES
Except in the case of Gurvin planets, which are Gurvin representative

democracies with a female-only franchise, and with the reservation that mean
ingful categorization of Ithklur power structure is futile, Federation world
governments are consensual, whether an anarchy, a committee, or a participatory
democracy. In all of these systems. nests cooperate if they feel that is good for
them, hut can he manipulated into acting against their own interests for the
COllllllon good. Governments can switch between these forms according to the
inclination of the nests or the masterful work of a manipulator.

Anarchic systems are extremely laconic - if any problems arise an infor
mal, shon-term committee arises spontaneously to sort it out, provided, of
course, thalthe committee members believe that they can provide the solution
without danger to themselves. Some of these anarchies are supervised 
Federation ob.-:.ervers will intervene if things get out of hand. Other.-:. are not.
Although these systems are unlikely to sink into violence, if the system hreaks
down then.-:.o do food and power supplies, so failure is a real danger.

There nrc somc authoritarian regimes, ranging from company boards or
colonial administrations to the Sept, a uniquely Hiver form of administration
akin to a seven-member supreme court, but these are exceptions rather than
rules.

Control Levels
Federatjon planets are remarkably free places with low control levels,

usually ranging from 0 to 2. Occasionally, the weapon control can be
higher, bUl only in matters of genuine public safety (annor-piercing

rounds in a pressurized dome, for example). These higher values are
only acceptable to the citizens if they obviously work to the public good.
The locals accept that the authorities have the technological capability to

keep them under continuous surveillance and intercept their communications,
but also accept that this power will not be abused beyond the Federation accep

tance of manipulation as a normal means of governance. Federation
citizens trust and approve of their governments, if only

because they have been manipulated into doing so.

Starports
Although the Federation likes to think that its ports

are of class III or above, there are many worlds with
more primitive facilities. The Federation prefers activity
to be orbital, so the down ports are usually concerned
with servicing passenger and cargo shuttles. There

invariably is a small, unobtrusive security force,
drawn from the most suitable (which means easy
going and self-confident) members of the local
militia and stiffened with navy regulars.

Starports are prime sites for criminal activity and
inter-species contact. The density of ancillary build

W/..,."",-,. ings means that they aren't good places to build
nests, so settlement near a port favors a world's non

Hivers. These communities are difficult to build into
!J predictable social models ~ their personnel change,

numbers fluctuate, and they have more opportunities
for unsavory behavior. Consequently, the Hivers plan oIVlIIld them, working
with sealed bulk transport and direct nest-to-nest communication, so that
the main thrust of federation traffic passes them by emirely. The remaining
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facilities run on incidental trade, opportunity buying and selling, and intangi
bles such as leisure.

Imperial visitors lind the absence of bureaucrats puzzling, and arc seldom SUfe

where the port boundary is. There arc no ligid immigration or customs controls, no
tariffs or duties, and no obvious searches. or course, the Hivcrs aren't stupid. Prior
intelligence work, such as cross~rcrcrcncing ships' nUlI1ifcsts with security databas
es, brives a good idea of who and what is going where. Hivcr robots. Festooned with
cameras, densiLomelers, and sensors (including X-rays), arc almost ubiquitous
around SI,uports, ,md are leavened with warbols around Federation naval bnscs.

Of course, no ship that has been in contact with Hivers is ever allowed to
depart a world without mandatory anti-larval fumigation.

Bases
All worlds have a militia, tasked with its defense. The Federation aspires to

equip them all at TL12, but for the moment, these troops have the best equip
ment that can he supported hy local industry, so are usually at least TLR-IJ. The
navy disapproves of this slackness; TLI 0 is their minimum approved standard.

The main purpose of fhe militia is to provide personnel to work the local
deep meson guns and associated sensors, but they also keep bases wilh missile
batleries and 'lllllospheric fighter craft.

hnporlant worlds havc II base llssocialcd with their support squ'ldron and
system defense bO'lts, (lnd an orbit'll platform for the fighter squadrons.

The most significant world in 'l subsector has a large basc for the palrol
squadron, whieh includes barracks, arlllS stores, and mothballed lransports in
case the navy needs to mobilize ground troops.

A battle fleet's home base is in the most suitable system, considering logisti
cal support, the diSlance from must likely threats, the suitability of the locale [or
crew rest and recreation, and the presence of a main trade route.
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Glea

T
he Federation capital orbits a hot,
yetlow star at I AU. There arc two
hot rock balls at 0.2 amI 0.46 AU,

then a desert world al 2.04, three gas
giants III 3.08, 5.16. and 8.32 AU, then
tlm:t: il;e balls at 14.64. 27.28. uud 5256
AU. Glt:a has no moon.

Stellar Data
Type: GOV. L!llI/il/osil,\': 1.21. Radius:

1.03. Muss: 1.04.

World Data
StOlpQrr.- Class V. Diameter: 5987.5

miles. Dellsil)': 5.52. Gral'ily: 0.75.
Atmosphere: Sfanrlarrl. oll:ygen nilrogen.
SlIIfaee lV(l/er: 70%. Clill/(l/e: \Vann anrl
moist. Papulation: 650 million.
Gm'emmem: Supervised anarchy. COllfrol
R(l/illg: O. T!-' 12.

Atmosphere and Hydrosphere
The planet is slightly younger and more

geologically active than Earth. and some
whut smllller. The atmusphere is a SlanuunJ
oxygt:n/llitrogell mix. with no pollutants or
irritunts. It has three oceans and three
major land masses. Two of its continents
straddle the equator; tlle other reaches up
from the South Role. Poor water circula
tion ill the two southern OCe:tllS means that
the southern latitudes are wann except for
very close 10 the polar cap.

€cmlinlled QI/ ne;tl puge . ..
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Two of the oceans, the Northern and the
Spreading, are very deep. Two continental
plates grow from a ridge under the
Spreading Ocean. The Breathing Ocean is
much more shallow. nowhere deeper than
100 fathoms, although it is sinking almost
as fast as its sourt:C rive~ deposil their sitl.

Geography
The elluatorial continents both have

considerable ranges of mountains. First
Reserve. the Hiver-settlcd land on the
equator. also has a high central plateau
and a substantial high-I:llitude snowfield.

The southern continent. pan of which
actually reaches into rhe northern hemi
sphere. rises in a dome ovcr Ihe sOUlh
pole. The hump is due to an active mag
malic province :lnd (in all prohability) an
emergent plumc of epic proponions. Sume
gcologists postulatc un il11min<.:nt <.:lI:tin<.:
lion episooe in 1.000 yeun; ur so. with an
alumling margin of error.

Flora and Fauna
Glca lacks woody plants i.llld grtlsses.

bUI has abumlanl fern. c)'cud. moss. and
lichen allalogs_ Where there is abundant
moisture. lhe plants grow into thick forests
with noors of decaying veget:ltion. Growth
is more sparse in colder or drier climates.

The fauna re.~el11hlcs th:1I Clr the 1:lIe
Dcvoni:m period on Terra - cephalopods
and gianl insecl.q. The chicf predator of
larvae is the wind wasp. allying pred:uur.
It resemhlcs a hawk·sizcd wasp. but with
small crablikc pinc..:rs.

Federation Settlement
Gteu is a pteasant planct with a rela

lively luI" popul;llion und a stutuloril)' pro
ICl:ted ecosyslem. lis inhabilants arc half
Hiver; the other races arc pn::sellt in pro
portion to Iheir ~harc of the Federation
population. ~'Io,;t of the nests are on First
Reserve. where they climb the plare:lu
sides. :lllowing lar\'al access to thc high
plains. Other nests dOL the world's surface.
but the only significalll cilY is Phiikkoh.
wilh a population of 25 million. Nonc of
the other cOlllmunities havc murc Ih:.ln
IlXJ,{XlO residcnts.

The lVorld and Federation ciJpital.
Phiikkoh. is immense und very cosmopoli
Ian. M<.:mbers of ;Lll the Federation's
spcei..:s lil"e close together. 111e starport is
here. as ilre lhe main FedeTtltioll govem
ment buildings and most prestigious topi
cal clubs. There are facilities for visitors
from across charted space. and the super
powers' "high commissions" (the Hivers
reserve the term "embassy" for their own
interior ministry). Inevimbly. the size and
vimlilY of the metropolis supports a crimi
nal class amon~ the non-Hivcrx.

."

Architecture
Physically. Hiver nests are conglomerations of hive-shaped buildings. usual

ly tallcr than Ihey arc wide. The operators sometimes paint their property with
largc logos or distinctive livery. but just as often leave them unadorned.

The ml:mbcrs' qllHrters havc windows looking out over the settlement and
doors opcning onto a ccntral chamber about 50' across. A spiral walkway winds
round the imjidl: wall. stopping in a widc promenade where the walls begin to
bend in again. This 1cvellisually has windows or even balconies.

Each building has a house computer. usually linked to a planetwide dala net,
with a terminal in each room.

Under the noor is a wmTcn of lunnels. which often runs beneath the enlire
selilemenl. Hivers usc this space to grow fungus, to access other buildings, and
as a horne for the Ilcst's pet snohl. These crealures are no longer required to
excavate the Hivers' homcs. but the Hivcrs like having them around.

GM's SECTION
This section is intended for lhe use of GMs running campaign$ featuring the

Hive Federation. Some of thi$ information will of necessity be used by rho$c
laking on Hiver pes. but otherwise it should not be madc generally available.

As should be clear. there ,ire a greal many fishy things going on in the Hive
Federation. This section sheds light on some of these.

OVERVIEW
The material presented in lhc open section of this book is nOl entirely true.

Some of it is truc. such as the physicnl and biological detnils of the Hivers. Some
of it is incomplete. such as the discussion of their behavior. society, and govern
ment. Some of it is simply wrong. pal1ieularly in portions of their history and
descriplioll of thc Fcderation's non-HiveI' races.

The material is valid because il is the story that the Hivers present as the
truth about themselvcs and their Federalion. The previous material is whm a
well-informed Imperial citizen would know nbout the Hivers. and would be
accepted as lhe broad trulh by most any individual in lhe Traveller universe. As
the text itself points oul, there arc many points that seem odd. which might be
doubted by the thoughtful observer. but there is no one outside the Federation 
indeed, few wilhin it- who know the answcrs that clear up lhe ambiguities.
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Most outsiders accept this Hiver propaganda at face value, if only because
there is no alternative. In fact, much of what is "known" about the Hivers is
derived from Hiver material planted in lIuman media sources in the period circa
-1750 Imperial, within a century of their first contact with IIumans. This materi
al, when found in its original form, is remarkable for its style - rambling, repeti
tive, self-conlradictory, and tautological. The overall effect on the reader is to
paint a picture so opaque and confusing that disbelief is almost too much effort.
Whether this is a deliberate, masterful psychological coup on the part of the
crafty HiveI' authors or an accident of woefully poor understanding of I-Iuman
psychology and language cannot be determined almost 3,000 years later.

GOVERNMENT OF THE
HIVE FEOERATION

As has been discussed, government in the Hive Federation is minimal. The
only true governmental bodies are the Federation Development Agency,
Embassies Directorate, and Federation Navy. But these bodies merely execute
policies whose necessity must have been determined by a pre-existing delibera
tive body or bodies. There is not a policy-making or executive branch among
them. There is no Federation head of state or head of government. h is true that
the Hivers are not much interested in government. and yet there are certain func
tions that must take place for an interstellar polity to exist and prosper, as has the
Hive Federation in the past three millennia.

The true HiveI' government is the topical clubs. These do not exercise govern
mental authority in a formalized way. but rather as a form of ··shadow" government
in which the impol1ant policy issues are derived. discussed. and acted on by the top
ical cluhs within whose areas 01" concem they fall. The Hivers do not think of the
topical clubs a<; their govemment. because to them, they are not. ·[bpical clubs act in
the arenas they are interested in, thal is all. Members of topical clubs make deci
sions and carry out actions or manipulations according to their interests, and these
decisions and actions become Federation policy based on their success over time.
These are not governmental actions, but merely the aggregate effects of Hivers act
ing in areas of their own interest. Government is the effecT. not the cause.

Just as the Manipulations Club of Guaran is recognized as the governing
hody for manipulations and the Legal Club of Glea is the repository for HiveI'
jurisprudence, fields such as diplomacy. naval appropriations, and domestic poli
cy are handled in part by the Fiiuh Guidance, Naval Procurement, and Fi)'uh
Management topical clubs, respectively.

Some Human concepts of government, such as ministries of housing or envi
ronmental protection, are unheard of in HiveI' culture. There is simply no need to
centrally manage something that is so effectively handled at the local level. And
environmental protection was handled once and for all by M. Eneri's manipula
tion following the Guanm breeding crisis, and does not need to be learned again.
Should conflicts or differences in inrerpretation arise, they are handled by HiveI'
judges on a case-by-case basis, and that is the end of it.

SECRETS OF HIVER PSYCHOLOGY
As with any race, the forms of HiveI' society and government are derived

directly from their psychology, which in turn derives directly from their biology.
As with many HiveI' '·secrets," this one is hidden in plain sight, and it is not

even clear that the Hivers attempt to deliberately conceal it. As has been observed,
HiveI' physiology is "primitive" when compared to that of other intelligent races.
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Guaran orbi[S :l. close binary pair of a
white dwarf (Phlaguu) and an
orange main .~equenee star

(phlahsniy) al a mean 0.682 AU. Only
Guaran and the gas giant Ohsnay ("'fuel
stop··) survived Phlaguu's gravity.

Stellar DatE
Type: KIV. Lumilwsily: 0.35. Radius:

0.834. Man·: 0.77.

World Data
SlurpfJrr: Class V. Dialllt:ler_· 4.940

miles. Dt!lISiIY: 6.2. GI"llI'ily: 0.70s.
Atmosphere: Standard. oxygen nitrogen.
Swface \Va/er: 70%. Climate: Wann and
moist. Popllia/ion. 870 million.
GOI·en1llIe'l/: SepT (see p. 3/1). Cml/rnl
Rming: O. TL I:t

Atmosphere and Hydl'Ospher'e
AI Il.X slandard atmospheres. Guar:lII·s

air has an o.~ygen/nilrugen r.:umpusiliun
with Inlr.:CS uf r.:arbun diu"iur.: ami u strung
n:prcScntllliun ur nuble gus~t:S. e~per.:ially

neon <Ind argun. Combim:u wilh u strung
IImgnetosphere. these provide spectllculllr
polllr aUl'Orue and thunderstorms. Guarall
htlS six sellS and two small icecaps_

Flora and Fauna
Unusually ror a rich. civilized world

and as a direCT re.~I111 of the lIiver hreeding
crisis. Gllaran rel:lins its emire ;Tnce.~tral

ecosysTem. lurgely imac!. Mohile life fonns
usually foliow the Hiver model - many·
limhed invenebr:.Iles. Plants arc U~U:llly

woody ur grJss)'. bUI wh<ll woulu be c<llIcu
rungi on TeIT'J is WI)' well represenleu.

The Tourist Trade
Guamn has 110 special ...dmiuislr... li"e

~igllifil:aTTl-e lUly more. bUI is still the home
world. " allr.lCTS millions of HivcP.'. curious
aboul their origins. II is also ideal for long
term conference or diplomatic work;
Guamn has gt":IviTaS bll! no poliTical cloll!.

The planet has a decayinr;. old world
chann. The olt! capiTal buildings are STili
there. some parrs lavish and well main
Tained. mhers in picturesque ruin. l:Ji[s of
[he world arc like a theme park. The lourist
board presents re-enaetmcnts of imponunt
events. Historically signifir.:<Int pn:-rusiun
industries survivr.: lIS living JIIUSeUIllS, aTlll
...dv<:nluruus visitoP.' CUll try their h...nd at
sailing replica barques around Sunset Cape.

Beyond the fumed Manipulations Club.
GUMan hosts the biggest. if nOI most impor
tanl. topical club: the Mushroom Society.
Often Trivi:l1il:ec1 by ollt~iclers. this organi7;1
tion keeps genetic records of I'erleration
rungi and lichens. and doeumems
hybridi7.3fion and breeding effons from all
over ehaned space. It also breeds snohL



Topical Club
Shell Game

An Imperi31 official wishing to mect
wilh the "Hiver secretary of sUlle" would
be sorely disappointed. Whih,: the Impc:rial
official might eventually work 001 Ihal he
would need to deal wilh the FUllil
Guidance IOpical dub. Ihel'c is no presi
dent or leader of the club. Fortunately. the
Hivcrs ha\'c come 10 recognize the Hum3.n
need for (annal channels of communIca
tion. and maintain 513ffs of officials 10
dc.al wilh Imperial and Solomani st:lles·
men. particularly on Glea. where the main
Human emb.1ssie... arc mainl3ined. These
staffs arc I liver seniors drnwn from a vari
ely of organizations; Hi"cr embassies. lhc
Dc\'clopment A~cncy and Embassits
Directorate. various IOpiclil clubs. or
iroponant local nests. BUL Ihey arc nOI
dnlwo by IIny fonllaliLc:d s~lem; t~y are
lhcre Ix.~~ tht:y wish to be there. 1lJeir
inteR:~ts amJ goo.ls cause them to deal wilh
Humans.

Stl1lngely. one of Ihe main roles of
Human diplomats on Glea is to accredit
Hiyer officials who wi1ltr:m~1 on "official
government" business ;nlo the Human
domains. Since Ilh'er tradeJdiplom:llie
de!eS:lIinns do n(ll have the son of internal
credentials Iluman govcrnmcnts an:: used
to. their legilimacy is derived differently.
They inlroduce themselves to Humun
ambassadors on Glea. who pro\'ide for
them the propt:r secure credentials for
them 10 prcscnt when they arrive at
Humau capitals. By thus empowering
Hivcr envoys to deal with their own .'loci·
eties. Human ambassadors 10 Ihe Hivers
work rather more for the Hivers than They
do for Their own go\·emmenTS.

The oTher trick for discerning Hiver
government is to know which topical club
i$ :IC1u:llIy in charge of a given area. There
are a variety of duplicate topical dubs
covering a topic. and clubs whose urcu.s of
interest o\'crlap. Based on the current sue·
ccss of its manipulations, a given club's
policies may Ix: ascendant. but this can
ehan,gc ovcr time without warning.
HUluaus who become aware of this may
assume that this is cunning Hi\'cr duplici
ty. but this is not necessarily the c:lse.
Hh'ers themsekes h:we no way of know
ing which club is doing beller than :lI1oth·
er without :an:lt)'7.ing the is..\ue. usually by
:another m:anipulation, whieh itself affects
Ihe halance of power. This assumes. of
course, thai a Hivcr cares to know who is
"in charge." Most Hivcrs simply pursue
!heir own manipulations and don', con
cern themselves with keeping any kind of
aggn:gatc club scorecard. And Hivers can
join nc:w clubs whose assets 01" capabililies
assist them in Ihc:ir current goa.ls.

COlI/in/inJ 011 n~.n POR~ . ..

-.

Rather than achieving inlelligence aner developing efficient. healthy biolog
ical systems, Hiver intelligence is overlaid on somewhat defective biological
structures. suffering from unreliable sensory capabilities and delieiency diseases
caused by the failure of internal organs to funclion properly. This is because
Hiver selective pressure functions on a completely different mechanism from
that of the other major races.

All of the major races besides the llivers are social crealures that care for
their young. Selective pressures thus function on the population as a whole,
rnrher than on individuals.

Hivers, on the other hand, onJy become social creatures aner spending their
crucial first year alone in the wilderness. Selective pressures therefore opcrnte
most dramatically on the individual, when it is the most vulnerable in its firsl
year. Given the high Hiver birth rate, any mechanism that increased Ihe percent of
larvae that survived their first year would have a greater populalion impact lhan
one that extended the life of adults without changing the larval survival rate.

Such a mechanism was the rise of intelligence. Intelligence did nol gel Iixcd
in the Hiver genotype because it was advantageous to adull social Hivers. It
became fixed because it allowed larvae to survive Iheir critical Iirst year ill the
Guaran ice age. Orange proto-Hiver larvae. flopping around in lhe cold. while
snow, almost denuded of plant cover. suffered terribly from exposure. starvation.
and predarion. Only intelligence saved them, rapid opporlunistie inlelligencc
geared to allowing the individual larvae to spot food and shelter. and to scc a
threat and evade it. The ice age's impact on the proto-Hivers' reproductive
behavior wouJd likely have resulted in the species' eXlinetion otherwise.

The Hiver race survived because the larvae became quick-witted enough 10
live for a year and make it back into the protection of the nests. But this intelli
gence was not geared to routine, steady, daily aduh social interaction. nor for
farming, nor organizing and planning other collective lasks. In short. this intelli
gence did not help the adult Hivers. It had at best a vesligial role for adulls. but
al leaSI it was not detrimental to their survival. so was retained. The only pres
sure 10 concentrate the genes for intelligence into the proto-Hiver population was
the fact that only larva with the genes for intelligence made it through a year in
the icy wastes and back into the nests. Over generations. higher levels of intelli
gence developed and became concenlr:ued in the nests populated by surviving.
bright yearlings.

The result is the central trait of I·liver psychology: I'Olarile i/lteflige"ce 
intelligence that ebbs and flows with environmental stimulation.
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Aflcr the developmcnt of larv<l1 proto.Hiver intelligence. the next rno~t

importalll event in Hivcr evolutioll waS the ability of adult Hivers to take :ldv:ln
tage of the intelligence that had seen them through their first year. Adult proto·
Hivers, whellunder survival·levcl. "flight"-quality stres~. found their lar"nl intd
ligence re-aw:lkened. and wen.~ ahle to perform acts that henclited their nests.
These na~hc~ of inlelligence werc short and sporadic. hut over time. proto·
Hi\'er~ learncd to reliably triggcr thi~ response in Ihern~c1vcs. The next step was
10 invoke it in. ami teach il to. olhers. It is likely Ihat lhis early lenching involved
such e1emcntary techniques as ~caring each other by poking their fellows with
sticks or chucking rocks at them. ProlO·Hivers lIlay havc taken turns at being
intelligcllt. and thcll. when group couperation W:l~ required. :1I.:tiv:lted each other
by suitably shocking behavior.

This capability probably took longer to develop than the mw material of
intelligenr.:e itself. as it~ mechani~rll was less sure. The use of spomdie nashes of
intelligence tu makc :l differcncc in fungus farming or tunneling had fewer
immediatc u~es than it did whcn dodging a raplOr or finding a warm plnee to
spend the night.

Thc nexl crucial developmclll W:1S tu streIch the dural ion of intclligence ovcr
time, The lrkk was to "!"nrJ the fl:ul1e~" uf this intelligelll:e by continuing 10 stim
lIl:tte thc menIal process. :tIld the eventual successful mcan:. 10 do this was 10
keep the intelligence focused on a problem. to wllmill ;1I/t'I"l'.\'ft'(1. Proto-Hivers
that wcn.; able lu do this wcrc the tirst true Hivcrs_ and this is Ihe source of the
provcrbi;ll Hivcr curiosity. Curiosily is the rnC;lllS by which Hivers daily main·
tain thcrnsdves as 1m inldligcJ1t racc. It is this insighl thai makes ~cnsc of the
otherwise dubious Hiver refrain uf huw curious they arc. and also shows the
iruny that a fundamcntal Hiver "secret" is hiddeJl in plain sigh\.

CURIOSITY ANO VOL.ATlL.E INTEL.L.IGENCE

The mudem Hiver ducs not recetle to anirnal illtdligcrlcc when its mind IS

not aruuscd. The passing gcneratiuns uf evulution have develuped a higher level
of volatile intelligence in the species.

But a Hiver is fUllctiuning;lt welt beluw its true c;tpabilities without illtellec
tll;11 stimulus. specifically upon first waking up. In ordl:r to function at the intel
lectual level Ihat alluwed them 10 achieve tcchnulugical civilizatiun and
slarllighl. 1·livers rum:t !lug their brains t'ontinllullsly tu keep them "revving at
the required rpIllS:'
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Topical Club
Sheff Game

{Continued]

SOll1e C<l~C~ <Ire ,jclib~'f[llcl~ trick~.

hU\\'~·ler. Fur c.\;unpk. the ~lanipuIUJion~

Clun of Tr~~lin i\ an ,,(filiat." of lhl'
~lanipulation,Club of Guaran, which i~

open to all F<'dcr:ltinn ral·... \. The Fir~r

i\tanipulaliolh Cluh ,If Try~·Jin. howc\·cr.
i';1 Ilil'crs-eml)' duh.

When Ih... i\tallipLllation~ Club o(
Tryylin wa~ fir~t opclIed tn non-Hil"crs.
Itl1klur fiockcll tu join. l'a.cer to learn the
tl"\nh o( what hall been dune to them, nle~'

Iler<.: diM1pJluinL<.:u by lhl·ir ill<lt>ilit~ tu
!c;lrn :.III)" ull;lmt>ij:ul)u~ ilifurlllatioll.
Wh<.:ll it Ila~ lli~o.:u\o.:rl·d thai th<.:re W<l~ a
parallel Firs! ~1;lIlipul;Hiun~ Club of
Tr~~lin. it 1\;.1\ dl·;,r \h;ll lhe
i\1anipulalion~Club ":1\;\ \l;lll..ing hON;C

intl'nded 10 ~'onfll\L' non·Hiwr~ whill' lhe
Hiwrs-only FiN Mallipu1alion~Ctuh die!
the re;tt work.

In n:aliLy, 111<.: Fi~t M;lIlipulalinns Club
was LI1.:: sl;llking hOl"J>e. di\'<.:ning anemioll
from Lite i\'1;mipulalions Cluh of Tryylin.
which oversees the aCluul l'ontinuing work
of lhe llhldur manipu!:uion in plain ~ighl.

The First 1'-lallipul;Llion~Cluh pril11<1rily
proUul'c~ ui~in(l)rlllaliOll intcnUo.:d tu l'on
fus<.: those II hu uppu~o.: thl' hhl..lur lIl<lllipu
lalion. HOllel·cr. un'r time indil'iduals
will learu Lo disrcgard in(Mmmion from
lhc Firsl i\'1;1nipul;lliolh Club, allowing it
10 become: ferlile ground for rcal manipu
lalions, and lhl.' balalt<,:<.: nf [>Owl.'r of suc
cessful 11l;tnipllJaLion will shift over 10 il.
away from Lite curr.::mly "11"\1(:" m;.l1lipula
lions duh_



FEOERATION CHARACTERS

The avemge Hiver is 3' thick, 10' across when outstretched.
5' high in its normal stance on four limbs with prime limb
raised, and weighs 330 lbs. Add or subtract 20 Ibs. and 2" for
every poinl of ST above or below 10.

Attributes
The Hvcmgc Hiver has ST 10 [0], DX 10 [0], TQ 10 (0], <lnd

lIT 10 [0]. While comparable to I·ruman abilities, cheir ST and
HT. panicularly their ability to endure damage, are poor when
cOlTlplucd 10 their massive size. FUr1hcmlorc, Hivers arc rather
slow-moving: see Reduced Speed under Disadl'amages.

HIVER RACIAL
TEMPLATE

35 POINTS Manual Dexterity see p. CI27
An added benefit of their flexible limbs and eyes sel next to

their finger equivalent.., Hivers have a +2 bonus to finc-dctail
work. for a 6-point advantage.

Panimmunity see p. CI28
Given the deficiencies of their primitive physiology, l-liver

medicine excels at improving their resistance to various infec
tions and internal disfunctions. Most Hivers enjoy two levels of
this advantage, worth 5 points. but its bcncfits are halved (to
+4) because of their Weak Immune System disadvantage,
described under Disadvalf1ages. Rare Hivers from lower-TL
backh'Tounds might not enjoy this benefit.

ADVANTAGES

As befitting the most alien of the major races, Hivers possess
scvcrallldvanlll£cs rarely secn in olher scnlicnls.

Damage Resistance see p. CI52
Their Ihid, rubbery hicks give Hivers DR 1, 11 3-poinl

advantage.

Extra Arms see p. CI54
Hivers have four extra arrns of ordinary length, costing 40

points.

Extra Flexibility see p. CI55
1l1is IO-poill1 advantage retlects the Hiver arms' tentaclelike

nature.

Faz Sense see p. CI55
Though the hivers don't use this name for il.they do possess

the ability to sense vibrations in the dark. worth 10 points.

High Technology see p. CI26
Most Hivers enjoy a TLl2 background. effectively requiring

that the entire race take two levels of the High Technology
advantage for 50 points. Individuals wilh unusual. perhaps
frontier. upbringings may reduce this investment to one level
(TLII for 20 points) or none (TLIO. the GURPS Traveller
default) with GM permission.

Psionic Resistance see p. CI42
Psionics believe it impossible (though in reality it's merely

extremely difficult) to mentally influence Hivers. The race pos
sesses no special defenses vs. physical psionic manipulation.
however. This is Ilille levels of Psionic ResistlHlce wilh the
-50% limitation "Vs. Psionic Vampirism and Telepathy only:'
for a net cost of9 poill\s.

Regrowth seep.C~4

The race can regrow most any lost extremity. a 40-point
advantage. Sec p. 7 for more illfonnatinll on the trauma llssoci·
ated with losing a prime limb.

360-Degree Vision see p. CI68
This 2S-point advantage reflects the race's six radially set

eyes. furthennore, a Hiver eye can be squeezed into or around
bmTicrs in ways that no other mee CUll clllulate.

DISADVANTAGES

Most of these reflect the essential two drawbacks to the
Hiver raec: They arc lInsurpllssed cowllrds and suffcr from 11

surprisingly primitive physiology.

Callous see p. CI86
Their treatment of their newborns alone qualifies the Hivers

for this -6-point disadvantage. 1l1Ose ullfruniliar with the race
may relict ill shock when exposed to their early pllrenling.

Hivers have heat-sensitive sense organs, giving them this 15
point advantage. These organs are distinct from their eyes: the
oretically. a Hiver could be visually ··blinded" but still see heat
emissions or vice versa. This is a O-point racialtmil.

Injury Tolerance (No brain) see p. CI58
Though Hivcrs have a brain. it is centrally located and can

hardly be damaged withollt killing the Hiver before reaching it.
Therefore. the race enjoys this 5-point advantage in practice if
not in theory.

In/ravision
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Chauvinistic see p. CI87
1llis -I-poillt disadvalllage rr:nects the Hivcrs' hdicf in their

own racial SliperiOriry.

Combat Paralysis see p. 832
Even if a Hiver felt compelled 10 fight. it might find itself

rooted in place. a -15-poim disadvantage.

Cowardice see p. 832
1\ fundamental of Hiver psychology is their desire to save

their OWIl hides. This -IO-poin! disadvantage will illnict var
ious reaction penallies when dealing with other rllces.



depending on their familiarity with the Hivers and own per
spective on martial valor.

ITHKL.UR RACIAL.
TEMPL.ATE

75 POtNTS

Hivers need to stimulate their brains more than other races;
very few individuals will lack this -I O-point disadvantage.

Low Pain Threshold see p. 829
This -IO-point disadvantage is a side-effect of the racial

aversion to risk.

Invertebrate see p. CI102
While Hivers have bunelike stmetures. these don't extend to

their limbs. Thus, they suffer this -20-point limitation on thcir
ability to movc heavy objects.

Mute see p. 829
Hive[;; can't speak (though they eml hear). bUI ,II TL8+ the

race's chest computers (see pp. 49-50) give this the ~75% limi
tation "Commonly circumvented with technology" lor a nct -6
point disadvantllge.

Racial Skill Bonuses
Animal Handling + I [I]: Appreciate Beauty + I f41:

Gardening +211].

The average Ithklur is 7' tall and weighs 400 Ibs. Add or
subtract 25 Ibs. and 2" for every point of ST above or below 13.

Attributes
ST 13 [301, DX II [lOj, IQ 10 [OJ, HT II [101.

Advantages
Acute Taste and Smell +3 f6]; Claws [15i: Extra Hit Points

+1 [5]: lnfr:.lvision [15]: Sanctity [5]; Scales [3]; Striker (I-hex
tail) [10].

Disadvantages
DloodluSI [-10]: Code of Honor (1Ihklur: see pp. 26-27)

1-IOJ; Obsession (Enlightenment) [-5J: Odious Racial Habit
(Exllbemnt pmllksler) [-5]: Overconfidencc 1-10].

see p. C/89Curious

Hivc[;; may hllve their own bizarre sense or hUlllor. but thcy
regard the variety enjoyed by Humans. Vargr. and Ithklur as a
nuisancc at best. 10f a -I O-point disadvuntage.

Post-Combat Shakes see p. C/93
This -5-poinl disadvantage is yet another rel1eclion of the

fllce\ inlense self-preservation instincL.

Selfish see p. CI94
Hivers as a race arc selfish. though less so as individu:l1s.

This racial trait is 1I -5-poil1t disadvantage.

Ithklur Status
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Substitutc Glol)' Hound [-15J for Overcontidence and add
Primilivc -3 [-IS] andShorl AlIClltioll Spall [-10].

The Ithklur revere progress along their spiritll:ll plllh. which is
graded. This grading in the degrees of enlightenment works as
Status. Military Rank, Administrative Rank. Clerical Rank. ctc..
depending on the Ithklur's position in society. All Ithklur must
have at le..st 1/2 point invested in Theology (specializing in
Tetramorous Way; see sidebar, p. 27) for every 5 points invested
in SlaWs and the various Ranks. (I.e.. an Ithklur with Status 2 and
Administrative Rank 3 would need 2112 points invested in
111cology. which rounds up to 4 points 10f Theology at IQ level.)
It is not necessary 10 buy Status or Rank 10 study 111cology.

see p. CI92No Sense of Humor

Weak Immune System see p. CI85
While the Hiver"s relatively crude physiology confers many

benelits (primary among them their Regrowth mJvlllltage). it
also creates problcms. Foremost among these are frequent
breakdowns in their endocrine system, represcnted by a racial
We:'lk Immune System worth -30 points. Tlley should suffer the
disadvantagc·s normal chances of infection as a result of this
naw.

Reduced Speed see p. CI13
Further making their lives miserable in Iight-or-night cir

cumstances. I livers do not move quickly. They subtract 2 from
their Basic Speed (and subscquenlly Dodge). This is worth -50
points (and is technicallY:1 reduced allribute rather than a disad
vantage. but is listed here for convenience).

No Sense of Smell/Taste see p. B29
Half of all Hivers do enjoy a sense of smell (see IJl'erc.~tillg

Smell YOII Hove. p. 5)•.~o llny individual should be allowed to
buy off the No Sense of Taste/Smell disadvantage at character
creation lor a cost of 5 points.
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:30 POINTS

5 POINTSZA'TACHK RACIAL.
TEMPL.ATE

TIle average za'tachk i~ 5'6" tall and weigh~ 165 Ibs. Add or
subtmct 10 Ibs. and I" forevel)' point ofST above or below 12.

Disadvantages
Cautious [-I): Pacifism (Complete) [-30J: Gregarious [-IOJ;

Obsession (Order) [-5].

Since they can manipulate items as nimbly with their "legs"
as with their ··anus:' za·tachk must purchase their legs as Extra
Limbs. 1l1eir aversion to violence is not a~ all-con~uming a~ the
Hiver example. lind ir lllily be lhal ccrtllin nlrc 7;t'tachk individ
uals are capable of physical aggression.

Attributes
ST 12120), DX 10 [OJ.IQ 10 10J. HT 10 10j.

Advantages
Braehiator f51; Extra Arms (Two, normal) [20J; Fur [41.

Racial Skill Bonuses
Administration +2 [2].

Notes

GUFIVIN [FEMAL.E)
RACIAL. TEMPL.ATE

TIle average GUll'in i~ 5'2" tall (8' from tip of nose to lip of
tail) and weighs 175 Ibs. Add or subtract 10 Ibs. and I" for every
point of ST above or below 10. Males tend to be 4" inches shon
er and correspondingly lighter than females of equivalent ST.

Advantages
Versatile [5).

Attributes
ST 10 10j, DX II IIOJ. IQ II IIOJ. HT 10 10j.

Advantages
EXlrll arms (Two. nomllll) [20]; Fur [4].

Disadvantages
Chummy [-51; Curiou~ [-51; No Sen~e of Humor [-101.

Notes
Gurvin tails are useless as manipulators or weapons.
Most Gurvin women 1cllrn and practice Ecollomics,

Merchant, Politics, and Xenology. By and large, they disap
prove of fighting; female soldiers will be rare.

Male~ may have been early hunters, but Hiver influence ha..
blunted their instincts. Some do serve in uniform. but are more
likely to be found in planetary militias than the Federation Navy.

MAL.E GUFIVIN C POINTS

ST drops to 9 [-10]; IQ drops to 8 [-25]; add Claws [15],
Hidebound [-51, and Incurious [-5]. Males who mingle outside
Gurvin society routinely trim their aml-alllkr.~; Lhey have 110

Claws advantage for a racial cost of -15 points.

Racial Skill Bonuses
Merchant +1 [I J.

FEDERATION HUMAN -15 POINTS

RACIAL. TEMPL.ATE

Disadvantages
Greedy HOl: Reduced Hit Points -1 [-5].

Whether the rcsulL of Hiver nmllipulaliol1~, or simply the fall
out of Federd.tion culture, those Hum,ms in Fedemtion space tend
to share cenaln characteristics. These are not universal, however.
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SKILLS
Certain unique conditions apply to vllrious skills in

Federation-based campaigns.

None of !.he Federation races described 111/151 use el'el)' limb
for full-speed movement so none qualifies for this disadvantage.

OTHER ACVANTAGES
The following advantages are treated slightly differently in

the Federation.

p. B47Artist {Scent}

Phys~mn p. B56
This needs to be specialized by race. The Hiver version

deals almost exclusively with the malfunctioning of their
endocrine system, since their natural Regrowth ability makes it
less essential to treal injuries, beyond the initial firsl aid
required to stop the bleeding and control shock,

This covers the composition of scent works, or artistic
arrangements of odors, Anist and Mist (Scent) are separate
skills with no default to one anmher.

Bard p. B47
HiveI' players need to specify whether their pes possess this

skill for their own sign language. or for spoken language. In the
latter case, the I-liver's skill cannot exceed its Computer
Operation skill.

Bardic Lore p. CI146
ntis skill covers knowledge of HiveI' cultural and historical

trmlitiolls, ami is usually presented as a litany of successful
manipulations. It is /101llistory (Hiver) or even a serious acade
mic discipline: rather it is an overview of their culture and tradi
tions, illustmted with il1.~truetive tales of cunning and subtlety.

Languages pp. B54-55
All I-livers should know their own sign language. This is

MIA for Hivers; other races can read Hiver script as a MIA
skill, but adding "verbal" communication changes this to a
MlYH skill. usually requiring TI..8+ eompulers and the proper
software to communicate.

All Federation citizens should speak Gurvin, a MIE skill, but
many IthkJur refuse to do so. (Whether or not any individual
Il.hk1ur actually comprehends the tongue is ano!.her question.)

The Ithklur and mOSI practically minded Federation Navy
offieers speak Ithklur. a MIA skill.

Computer Operation p. B5B
Almost all I livers will have tins skill, both because they rely

on their chesl compUiers (pp. 49-50) for talking wi!.h non-Hivers
ami because the technology generally fascinates the race.

Karate p. B51
For the Ithklur, this skill includes the offensive use of the

tail, generally combined with a sharp twist oflhe body.

Climbing p. B57
Hivers do IIOt like to climb, but can when they must.

Climbing skill will be rare. but is not forbidden.

Seamanship/TL4- {Hiver} p. B57
The Hivers' traditional sailing ships did not use the tall

masts and rigging familiar to Humans, As the Hivers preter not
to climb. the sails were worked from winch stations on deck.
This skill is required for their use. lIuman and lIiver
Seamanship default at -3 to one another,

p. CI102Horizontal

Social Stigma {Visible Cyberwear} p. B27
1llis is only available in call1Jlaigns where a Federation citi

zen will be active in Solomani or Imperial space,

OTHER OISACVANTAGES
These disadvantages create special circumstances or are

woIlhy of note in !.he Federation.

Voice see p. B23
In the Hiver language. lhis refers to panicularly graceful fin

ger movemenL", and ha.o;; allthc same advantages as dc~rihed for
the vocal version. Hivers may also buy a similar upgrade in one
or two levels for their uunsJation devices. The first is identical 10
the Vo[ee al..l\'~IIl!llge; the second add" Silver TOllgue (p. UT69).

Appreciate Beauty {Smells} p. CI129
Hivers who eml smell tcnd 10 go overboard, so this special

ization covers the ability to appreciate scent compositions.

Cyberwear see pp. UT104-110
Bionics do not create a social stigma in the Federation as

lhey du in the Imperium. but bionics are rardy manufactured 10
enhance performance. Most models merely replace a missing
limb or organ. pes may not purchase devices concealing
wC<lpons or giving .'jupcrior slrcnglh or n:nCXl;S.

Artificial eyes affording ullraviolet or infrared vision are per
missible, at the usual COSI. Hivers would need six tor full benefit.

Hiver Combat Skill Limitations
Hivers much prefer to do !.heir fighting through subordinates

and from at lea"t the next star system over. They do recognize
that sometimes there might be some unpleastlnlness, so some
naval personnel train with guns and knives. As 300 yards is a
much safer range than a tentacle's length, they emphasize
lireanns. A Hiver would need an Unusual Baekh'TOIHld 10 have
more than 2 points devmed to combat/weapon skills. Unanned
combat skills are simply forbidden, as even training in them is
more violellec thml 11 Hiver Cllll stam!.

. . .. I .
.' , '., . -~, ..... :.. , ':', :' ~~". . . .'.. . .. '" .,... .~. .." '.," " .. ,

, . . ., • oJ. .. . . '. ~ ~.
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HIVER STATUS EGUIVALENTS

Status

Once again. the Hivers aren't prolle to dwell on pay stubs. In
Hiver nests. or the equivalents for other Federation races. "pay"
is deposited in an individual"s account varying with need. per
ronnancc. and olher qualifiers. Onc week's deposil mighl be
ten timcs ~ or one-tenlh - the previous week·s. depending on
how skillfully the account-holder l1:1s displayed his needs.

On Gurvitl worlds and many Olher local jurisdictions. jobs
are handled nonnally. at pay rutes comparable to those found
on p. GTl06 (divided by 15 if distributed in biyzihll. of course).

Description
Planctary leader. legendary manipulator
City-state leader. embassy judge
Community leader. great manipulator
Nest leader, experienced manipulator
Nest senior. new manipulator. storyteller
Good citizen
All non-Hivers in good standing
Crimimll. larvae

SlaT/IS

5+
4
3
2
1
o

-1
-4

Jobs

Social prominence is even more fluid than money in the
Hiver culture. Hivers have never had a class system, so Human
style Status isn't really relevanl. Reputation Js more so; for
instance, a well-regarded manipulator may enjoy a +1 to +4
Reputation, perhaps extending across the Federation. This
would serve as the equivalent of Status I to Starns 4 in Imperial
society.

For prominent Hivers. use the table to determine equivalent
Imperial Status, then spend a similar number of points on
Reputation. This isn't hard and fast; a Hiver negotiating a vital
point with the Imperium might have but H local +1 rcputation,
while his attache enjoys a +3 across the Federation!

The Ithklur system makes even less sense to Imperial
observers. "Holist" Ithklur (sec sidebar. p. 27) tend to IUlve
eiTher Status or a single son. of Rank. "Hand" Ithklur tend to
have a few points in Status and several Ranks - but Ihe Ithklur
add all thcse modifiers up in figuring 11 "hand" follower's
prominence! Thus. a "holisC with SlaWS 5 and a ··hander·· with
Status I. MilitUC), Rank 2. Administrativc Rank I. and Clerical
Rank I are social peers, as much as thesc things can be gauged
among the Ithklur. See p. 43 for more infonnation.

WEAL.TH, STATUS, ANC .JCBS
The Federation's strange economics and the Hiver govern

mental philosophy create a very fluid background in which to
mea~ure an individual's fiscal or social worth.

Wealth
Hivcrs don't usc true currency, per .'Ie; see the MOlle.)' sidebar

on p. [9. Instead, !.hey have an account at their current nest
which they debit: indeed. they can incur a debt on it should they
choose. (Cultural values and central oversight keep them from
abusing this system.) At the same time. being limited to elec
tronic, centralized transactions limits a Hiver's purchases to
goods and services that would meet community approvaL

In game terms, the benefits of being able to draw a deficit
cancel out against the drawback of having every purchase mon
itored. Hivers, lhereforc. p!-lfchase Weallh nomlally.

Varying wcallh really renects various nests' relative amu
ence ruther than the individual Hivers' net won.h ~ usually. a
struggling Hiver belongs to a down-on-its-Iuck nest and a com
ronable Hiver bekmgs to an umuellt [lest. Also. Hivers rarely
amass great wealth: a nest profiting this much won', redistrib
ute obscene sums to its members, but invest them elsewhere.

Other Federation races may belong to a community set lip as
a "nest.·· and use the I·liver currency system above. Local gov
ernments do have the right to use true currency. and many do,
must Ilntahly all those led by the Gurvin. In these. cash is dis
tributed nonnally - whether in something identical to Imperial
credits. Hiver bi)"::illll. or a uniquc currency - and individuals
arc free to make their fortunes as Ihey see fit. As twturul mer
chants. the Gurvin thrive in these circumstances. ,lIld arc loalh
10 work under the Hiver nest system.

FECERATICN CHARACTER TEMPLATES

Most uf the slanrJ<lnl CURPS Traveller templates work well
for Fcdermion citizens.

Players should bear in mind thai the Hivers detest fighting.
so should dircct any or all poinls spent Oll combat/weapon skills
in a standard template elsewhere.

111e rogue template is only really useable at the imerface
between Federation llml outside society. 011 the frontier and
especially in the criminal subculture associated with starpons.
In the Federation interior. such behavior does not lasl long.

The following are not appropriate for any Federation
species: corsair (except for feral Ithklur). hunter. marine (sol
dier or ofncer). rich traveler. and spec in] forces (soldicr or
oflicer).

The Ithklur Marines have their own lemplale (p. 48). While
players may take the soldicr or aviation templates to represent
full-time professionals in a planetary army, the Federation mili
tia template (p. 48) more accurately renccts the training of
many Federation ground forces.
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HIVER LEADER 35 POINTS

Some I-livers take personal charge of society and force lheir
way into the forefront of public life. "Iltis template is an add-on;
Hiver leaders always did something else fin;L

Attributes: ST 10 [0], DX 10 [OJ, IQ 10 (OJ, HT 10 [0].

Advantages: Rcpuilition +2 (10] lind 20 poinl~ ~pcnt Hmong
AHies [varies]; Ally Group (varies]; additional Reputation
[variesJ; Luck [15J; Voice llOJ; and additionallQ [variesJ.

Disadvantages: A total of -20 points from Charitable [-15]:
Enemies [varies]; Delusions [-I to -15]; Extravagance
[-10]; Intolerance [-5 or -IOJ; Pliralloili [-10]; lind
Secret Enemy [varies].

Primary Skills: Admini~lrHliOIl (MIA) IQ+2 [6]
12: Fast-Talk (MIA) lQ+2 [6]~12; and
Leadership (MIA) IQ+2 [6]-12.

HIVER SO POINTS

MANIF'UI.ATOR
Manipulating for a Jiving is the zenith of a

Hiver's career. The best are celebrities and the focus
uf grcat inlercst, cvcn occasioJlally of pen;lmlilily culls.

Attribute" ST 10 [OJ, DX 10 [OJ.1Q 13 [30J lIT 10 [0].

Advantages: A lotal of 30 points spent among Charisma
[5/Ievel]: Reputation [varies]: Intuition [15J; Luck [15 or
301; Mathematical Ability flO]; a.nd Voice rlOl

Disadvantages: /\ total of -20 points from Enemies (Other
manipulators. foreign governments, etc.) fvnries];
Intolerance [-5 or -10]: Obsession [-5 10 -15]: and
Overconfident [-I OJ.

Primar~ Skills: Fast-Talk (IvUA) IQ+3 [81-16: Politics (MIA)

IQ+318H6: nnd Psychology (MiH) IQ+3[IOJ-16.

Secondarv Skills: Spend 4 points among Intelligence
AnalysisfIl. (MIH) and Merchant, Politics. Strcclwisc, :md
Research (all MIA).

Background Skills: Spend 3 points on skills from the Leader's
previous career.

Customization Notes
Thc leadcr had nllolhcr job previously, whieh should provide

useful skills and possibly a selection of Contacts. Leaders Slay in
power through lheir usefulness to lheir triends, so they will be
helped immcllsdy by additional Allies, Duties, and Dependent"

of the sort that are still useful despite their low point lotals
making them technically a disadvanlage.

Depending on the nest's circumstances, levels
in StalU~ or Administrativc Rank might be

required for its leader.

Secondary Skills: A tOlal of II points spent
on: almost any scientific skill (varies, usu

ally MIH): Area Knowledge (any), (MIE):
Intelligence AnalysislTL (Mnl): and

Research and Writing (both MiA).

Background Skills: A toral of 3 poims in Scrounging (M/E):
Adminislralion and Streetwise (bOlh MIA): and Slrategy
and Tactics (both MII"I).

Customization Notes
Plnyers should buy other skills that suppol1 how lhe manipu

latnr obtains its tlllla and illScrts it inlo Lhc propcr Vl:llue; for
instance. Electronics Operation (Securily) could come in partic
ularly handy.

A rnallipulator possessing high honors also should have a
convincing history. detailing the effol1s that have earned its dis
tinctions to date.

The sloryteller is the Hivcrs' comhined tCllchcr alld cJllcr
tainer. As lhe job offers the opponunity to COffilpt young minds
long before others get the chnnce, it is highly sought after.

Even more so llulIl other Hivers. storytellers havc heell
around - many lravel the Federation telling their lales.

HIVER STORVTEI.I.ER SO POINTS Secondar~ Skills: A total of 7 points spent among Past-Talk.
Petionnance. Research, and Wriling (all MIA), plus one or
two ~kil1s reprcsenting areas of SPCCillliZ<lIiOIl (varies).

Background Skills: A lotal of 3 points spent among Area
Knowledge. Savoir-Faire. and Scrounging (all MlE): and
Streetwise (MIA).

Allributes: ST 10 lOj. DX 10 lOj, 1Q "l20j, HT 10 [OJ.

Advantages: A tOla] of 20 points in Charisma [5/1evel): Claim to
Hospitality 11-1 OJ: Reputa!ion lvaries]: and Voice [I OJ.

Disadvantages: A total of -20 points from Chummy [-5] or
Gregarious HOI; Intolerance [-5 or -10]: Jealousy I-IOJ;
Obsessions [.510 .15]; ;1IIt! XCllophili:l [-5 or -15].

Primary Skills: Bard (MIA) IQ+2 [61-14; Bardic Lore (MIH)
IQ+2 [8]-14: :md Teaching (MIA) IQ+ 2 [6]-14.

Customization Notes
A slorylcller could have a 101 of Conlacls. Enemies, and

Allies. as well as Claims to I-Iospilality and an interesting back
story. The best ones should know a wide vnriery of skills and a
wcll-Lravelled individual should have appropri:lte Area
Knowledge.

The storyteller can be added to any other template. to illus
lralc the maSler sharing ilS experience, streng.lh. and hope with
youngsters after a life in lhe field.
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The fearsome Ithkluf Marines are regarded by many, both
inside and outside the Federation, as the finest soldiers in chart
ed space. They fill the role of shock t.roops and special forces.
Allhough all are battledress-capable. they often perform covert
missions, so learn conventional and unamled techniques. Many
arc tmilled in resisting interrogation.

The Ithklur culture leaves some question as to the cxll.::nl of
their devotion to the Federation per se. but none doubt their
Fanaticism on the battlelield. Whether it reflects devotion (Q the
Federation or just the cOflJs, the rcsulls me !Ill: same.

Attributes: ST 13 [0]. DX 12[1O].IQ 12 [20J. HT 12[10].

Advantages: Fit lSJ and a lola I of 25 points spent among
Combat Reflexes [151: Fearlessness [2Ilevel); Extro Fatigue
[3Ilevell: Extra Hit Points [5Ilevc1]: High Pain 1llrcshold
POj; Military Rank [5Ilevel]; Rapid Healing [5];
Reputation (Medals) [variesl: Strong Will [4/Ievel]; and
increased at!ribllies [10 or ISllevcl].

Disadvantages: Extremely Hazardous Duty [~20]: Fanaticism
{-IS]: and Sense of Duty (Unit) [-5].

Primary Skills: BattlcsuitffL (PIA) DX [21-12; Climbing (PIA)
DX-l [1]-11: First AidfTL (M/E) IQ-l [1/2]-11: Free
FalVTL (PIA) OX [2H2; GunnertrL (Missile Launcher)
(PIA) DX+2 [2]-15*' and (iunncrrrL (Laser or plasma can
non) (PIA) DX+I (1]-14*: GunsfTL (Light auto) (PIE)
OX+3 [2J-15*: Interrogation (MIA) IQ (2J-12: Karate
(P/H) DX [41-12: NBC Wao'faoerrL (MIA) IQ [2J-12:
Piloting (Contragravity) (PIA) OX-I [11-11; Running (PIH
- HT) HT-3 [1/2]-9; Spear (PIA) DX-l [1]-11: Stealth
(PIA) DX [21-12; Swimming (PIE) OX [lJ-12; Tactics
(Mfl-I) IQ-2 [1]-10: and one or the rollowing MOS options:

Chal'/l/ill: Teaching (MIA) IQ+I [41-13 and Theology
(MilO IQ+ I [6]-13.

ITHKLUR MARINE 75 POINTS Communications: Electronics OperationffL (Communica
tions) (MIA) IQ+1 [4J-13 and SIGINT Collectionl
JalllrTlingffL (MIH) IQ+I [6]-l.1.

Engilleer: EngineerrrL (Combal) (MlH) IQ+I [6J-13 and
DemolilionffL (MIA) IQ+ I [4]-13.

Forward Ob.\"erl'er: Elcctronics OperationrrL (Sensors)
(MIA) IQ [2)-12 and Forward ObserverfTL (MIA)
IQ+3[8J-15.

Imelligellce: Intelligence AnalysisfTL (MIH) IQ+ I [6]-13
and Intimidation (MIA) IQ+1 [4J-I3.

Medical: Diagnosis/TL (MIll) IQ [4]-12: Electronics
OperationffL (Medical) (MIA) IQ [2]-12: PhysicianfrL
(Ithklur) (MIH) IQ (4, but frees lip 112 point by replac
ing rirst-AidfTL from primary-skills listj-12: and
Surgery (MIVH) IQ-4 [1/2]-8.

* Includes +2 from IQ.

Secondary Skills: Armoury (HattJedress}(M/A) IQ-I [1]-11:
Armoury (Gauss weapons) (MIA) IQ-l [I J-II; and
Survival (any) IQ [2]-12.

Background Skills: A total or 6 points in Area Knowledgc and
Scrounging (both MIE); one Hobby skill (varies. but pllr~

chased aI half cost); Breath Control and Meditation (both
MNH); other Survival specializations (MIA); and skills
from another MOS (varies).

Customization Notes
This package reneetS time-consuming training, so a wide

range or unrelated skills or ouL<;idc interesL<; is unlikely. (In ganle
terms, the 75-poim lthklur racial package and 75-point marine
template perfectly consume the standard ISO starting points for
a GURPS Traveller campaign. with a few more points made
possible by adding quirks.) One hobby and some detailed
knowledge of a uivial subject would be appropriate.

FECERATION MILITIA 10 POINTS

Most of the federation's anned forces are part-timers. serv
ing in the local militia.

Attributes: ST 10 [OJ. DX 10101, IQ 10 rO]. HT 10 rOl.

Advantages: Extra Fatigue +1 [3] and 5 points in one of
Absolute Direction. Absolute Timing. Collected.
Composed. Fit. or Mililary Rank I.

Disadvantages: Duty [-5].

Primary Skills: First-Aid/TL (M/E) IQ-I [1/2]-9: Beam
WeaponffL (Lasers) or GunsITL (Light (lUl0) (PIE) OX+ I
LI]-11 "': GunnerrrL (Grenade or missHe launcher) (PIA)
OX [1]-10"': NBC WarfarefTL (MIA) IQ f2HO: Stealth
(PIA) DX-2 [lf2]-8: and one of the following MOS
options:

COli/bar: Beam Weapons or Guns increased to (PIE) DX+2
l2J· I2'" and Gunner increased to (PIA) DX+I [2)-11 "'.

Commullications: Electronics OperationfTL (Communica
tions) (MIA) IQ [2J-IO.

Fo/ward Obsen'el': Forward Ob~erverrrL (MIA) IQ [2]- JO.

lIeavy Weapom: Gunner (Any Olher than one previoll~ly

chosen) (PIA) DX+J [2J-II*.

1;YIIISPO/1: Piloting (Contragravity) (PIA) DX [2]-10.

'" Includes +1 from IQ.

Secondary Skills: None.

Background Skills: NOllc.

Customization Notes
This i!5 ,I wcekend wanior. a lemplale uesigllcd LO he super

imposed upon a civilian profession. Mosl planetary mililias in
the Federation will have a small cadre of fuJI-time profession
als: thesc will lise Ihe appropriale miliLllry templates from
GURPS Traveller.
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TECHNOLOGY
I-liver technology is gcncmlly TLI2. with some planets lan

guishing as low as Tl8. The Federation has twO strategic
advantages over the Imperium - bcucr infoffimtion technology
and central government involvement in local development.

Hiver infolcch is TLl2. except that their computers have
twice the storage capacity and cost half as much as their
Imperial equivalents. Their robots have much the same capabil
ities as Imperial versions (balling the improvements ingrained
in their computer "brains"), bUI cost only "!h as much as an
Imperial counterpart lind are much mon: l:ommon.

The GM may wam to rule thaI these cost breaks result from
uhraefficicnt mass production. and that non-standard Hiver
computers and robots '-"OSI as much as
Imperial versions.

10 buy it for the nes\. then lease it for private use. A Hiver may.
if it wishes. purchase on "credit:' effectively indcnturing itself
for a while to enjoy the item now rather than later.

A second price. in Imperial credits, indicates how much hard
currency a buyer needs to own thc item outright. TIlis should
not be taken as indicating a standard exchange rate: there is
none, and prices arc sct to assist expoilS by the sectors where
1·liver manufacturing tends towan! chmnic ovcrsupply. A Hi\'er
purchasing anything for hard currency. while not illegal. is
interesting. Other Federation worlds. particularly Gurvin
worlds. will deal strictly ill a currency system akin to Imperial
credits.

Chest Computers
Every Hiver usuOllly wears a ponOlble computer, fully iote·

b'TIlled into the local communications network. This is worn on
a harness fastened al the base of ilS prime limb. on what
Humans think of as its chest (hence the name).

TIle Hiver would feel lost without it. Hivers usc these indis
pensable machines to keep notes on projecls. manipulalion
results. reminders. calibration data for curiosity routines, and as
11 lranslator for speaking with the majority of non-Hivers. who
can't interpret the H.iver sign langu:lgc.

CONSUMER Gooos
Each item in this section has two prices. One. in biy:ilm (s<'''C

the MOlley sidebar on p. 19). is how much it costs Ol Hiver to
acquire the itcm through legitimate channels. slrictly speaking

Using Hiver Technology
Most Federation machines have

completely reconfigurable controls.
and respond to verbal or visual inputs
as well as more primitive devices like
keyboards and switches. In principle.
lhcy arc usc<Jble by all Federation citi
zens. External purchasers need to
become familiar with them (per p.
843). Items designed primarily for
Hiver use impose a ·6 penalty for
other races. and vice versa. Humans.
Gurviu, Za'11lchk. and lthklur are at-4
to usc one another's species-specific
equipment

ROBOTS
Robots are a mainstay of Federation

society. They are the usual foml of non
skilled labor ,lnd the most eommun
construction workers. The navy uses
rohots bOlh as economical flying
weapon plalfonns and liS sensor dCOlles
and decoys.

Civilian units arc freely available.
While private Imdc ill military models
is not illegal in the Federation. the pur- L---,N~O~Ro..cTH""C~O~T~T..£.20~O~O,-- ...J
chasers are objects of imelligence-
community curiosity. Note. however,
that il violates Imperial high justice to impon Hiver warbolS.

All exponed robots have anti-tilmper security which melts
their pro(:essors shoultllhe "No User-Serviceable Pans Inside"
plate be removed.
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smelling Hivers can describe their sccnt-loving eOlllllerparls as
dupes, Should anyone wish to buy one outside I-liver markets. it
would cost Cr500 and Cr20 for refills.

Cybernetics
The federation employs many cybernetic prostheses as

needed; see p. 45 for limitations to those available. Some cul
lures prefer body parts harvesled from a brain-dead clone, and
some nests provide this service, but by and large the Hivers and
their allies use mechanical replacements.

Prices are per GURPS Ultra-Tech, divided by 15 for Hiver
"purchases" in biyzilm. A nest member need not pay this up
front- the hospital can place it<; account in arrears for the cost
of surgery and the hardware.

The f'ederation takes no position on elective, non-essential
surgery. so anyone odd enough to desire it can have cybelWear
fitted. Hiver hiollics rarely lire cXjXlrted, so tbc price in credits
might be at a premium in Ihe Imperium due to rarity.

Clothes
The I·livers do not wear clothes, but the other Federation

species do. Prices are entirely subject to the vagaries of fashion,
rather than lilly uther factor. The Hivcn; are completely
bemused by the range available and its IUmover. Any citizen
may draw appropriate basic garments (polymerized beige paper

,-
NORTHCOTT 2000

These are smull computers and a terminal. They weigh [2
lhs. (with the tenninal's functionality limited like that of a lap
top computer until TLIO+). Standard models have Complexity
TL-6 (Complexity 6 for the stand,u-d
TLl2 modd), plus the usual Hiver
double storage capacity.

Should a Hiver need such a device
(at character ercaliOIl or to replace II

damaged unit), its nest simply debits
its account by 17 bini/III. They are
available for sale at Cr250+ at TLlO+.

Hivers use their chest computers as
translation devices when speaking to
other races. The software is installed
in the "chest computer" above. The
Hiver types its message into the com
pUler keyboard, and the translation
program outputs it as the language
previously selected by the Hiver
through the computer's speakers.

This system is far from perfect 
rale uf communication is nll:diuere,
and accuracy can break down given
the very alien nature of the original
langwlge. Neither the Hivcr hmguage
nor Gurvin have Ihe conceplUal range
necessary to precisely translate most
of thc alicn longues. though Ihey lend
to translale 10 one anOlher fairly
smoOlhly. IthkJur often creates prob
lems. The Hivcrs suspect thai Ihe
lthklur retain their own language 
and provide their masters with a slant
ed version - oul of either inscrutabili-
ty or spite.

Many Hivers prefer to program or modify their Ifanslator
software personally, to bener SUppOlt the nuances in communi
cations needed for expert manipulations. The result depends on
the owner's linguistic flair and technical compelence.

Translator software for one language incurs a debit of 167
biYZi/lll. Altcrmltively. lhc Complexity 4 software sells for
Cr2.500. Most Hivers possess software for several tongues.

Translation Software

Scent Organs
The Hivers who have a sense of smell like to celebrate it. so

have developed machines which can record and synthesize dif
ferent scent<;. TIle sallle tcchnology cnab1cs the Ilhklur 10 smell
things through their bauIedress.

A scent organ weighs 10 pounds at TLS with a volume of
0.4 cf (most of this is the chemical supplies used 10 recreate
smells). It will run on building power or for 12 hours on a
rechargeable A-cell.

It will incur a dchit of 100 hiyzillll. Chcmical refills arc 2
biyzilm. These prices in no way reflect the manufacturing costs
of the item. It is deliberately marked up so that the non-
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Race
Gurvin
Hiver
Human
Ithklur
Za'tachk

shoe'> and a L:Uvcrall with 11:lppcd lincr) from the nearest social
welfare nest: few take advantage of these goods. Allylhillg
more showy must be purchased at prices comparable 10

Imperial costs.

Furniture
Humans, Ithklur, and Za'tachk usc ordinary chairs, with a

perforated back 10 allow for the Ithklur tail. Gurvin lounge face
down on couches.

Hivers don't actually need furniture. but tind some items
useful. A common ilem is the work stoul. a shallow cOile. rcst
ing at an angle. This seat has :1 breathing hole, and is quite
strollgly made. [t is 110t comlonable ror anyone else. Its main
function is to enable thc siller to bring all its limbs into play
when pcrfonning inuicate work.

Another Hiver item. used at banquets. is a dining stool.
which resembles an ··0·' OIl kgs. The Hiver rests on the ring and
raises all its limbs. This piece is not much seen Olltside the
Federation. Food is served via a sluice from a centrJ.1 reservoir.
and the sight of Illl: Hivers sucking it up is too much lor most
alien sensibilities.

As all pieces are practical. hard-wearing. and dcsigned with
alit nair, Fe{lcmtion fumiture is not in heavy demand elsewhere.
It therefore makes an ideal lemon cargo for trade-orientcd
games. Purchase price is around 5 biy:.ilm (Cr75) per item.

Armor and Protective Gear
The Federation issues its troops with atmosphere-sealed

cloth annor and solid helmets (equivalcnt to the combat envi
ronment suit. p. GTI18). Certain units have bclter protcction
and a few wear battledress. but the Hivers have noted that very
little personal armor stands up even to light weapons. so prefer
to equip their soldiers 10 survive NBC wllrfarc and teach them
the value of cover.

111e hhklur wear open-face, plate armor by preference, but
are sensible enough to know that they mx:d proper equipment
(0 survive on the battlefield. Unlike their Federation allies. they
pick the heaviest gear they can manage comfollably, which is
usually some fonn of combat annor. Some of them wear heavy
duty battledress similar to the Marine commando model (see p.
ToSM61).

The Federation does not usc rcnective annor, which gives its
wearer a huge radar signature.

The different Federation species require different sizes of
armor. as ~hown by the following table. 111e price adjustments
reflect the difficulty in tailoring to some body shapes as well as
Ihe cost of materials.

ARMOR MOOIFIERS
Weight Cost
x2 x2.5
x 3 x 3.5
x I xl
x 1.5 x2
x I x I

WEAPONS
Although the Ithklur show a racial preference for Gauss

guns, the Federation issues compact. high-powered. relatively
sholt-ranged X-ray lasers to everyone elsc. These weapons are
expensive, butlhe savings in logistics suppon and the ability to
bum Ihrough an APC a1500 yards arc well worth the cxlm cost.
Unlike the Imperium, the Hivers prefer lasers to fusion guns (in
smfnce combat). since lasers are longer ranged. slightly more
accurate. and a lot less indiscriminate.

While the Fedcration is a richer society than any of its
neighboni. and docs not balk at the cost of good material, the
selection which follows is usually in the hands of marines or
regular navy soldiers. Local militias often have more primitive
equipment. In fact, nothing listed in GURPS Trm'eller or any
of the chemically propelled weapons from Space or Ultra-Tech 2
would be out of place in the Federation.

Weapon and armor prices are quoted in Imperial credits.
only for the purpose of comparison. Transactions would nor
mally take place in Hiver biy:ilm (see the MOI1l'Y sidebar.
p. 19).

Insight's Barb
Although the Ithklur use swords, machetes. and similar fare

as touls - and occasionally mcditate 011 their utility in combat
the traditional melee weapon, much-used in spiritual self
discovel)', is Insight"s Barb. This slightly imprJctical device, a
6' pole wilh 18" scythe blades on each end protruding in oppo
site directions. has an elongated "z" profile.

Insight's Barb is only available as a very fine quality
weapon, but is scldom on sale. True devotees make their own.
The popular Imperial vid-show heroine Lizzie TIIl.'lIlle ha~ a col
lapsible model, but this triumph of imaginmion defies material
science.

Treat the weapon as a two-he<ltlcd, very fine scythe (see p.
B206), weighing 7 Ibs. but otherwise identical to the listed
implement. 1l1Cy fetch at lea<;t Cr600 when found for sale.

Gauss Weapons
1lle Ilhklur strongly favor electromagnctic guns. They use

two calibers, 5.5mm and IOmm.
GOliSS Pistol. An lthklur is naked without his pistol. These

COlIIC ill hath the 5.5mm "Linle Iron" and IOmm "Mig Iron"
varieties. The smaller weapon is for nuisance largets and sup
pressive tire. while the Big Iron is renowned for its Slopping
power, and is the weapon of decision and honor when facing
down a respected opponenl.

THE HIVERS 51



FEOERATION WEAPON TABLES
GAUSS WEAPONS
Weapon Malt Type Dam SS Ace 1/20 Max Wt AWt RoF Shots ST Rei Costs LC Hid TL
5.5mm G. Pistol V.".. Cr. 6<1+2(2) 9 5 390 2,700 2 0.12 3- 20/fA 8 -I 1,350/12 2 -I 12
lOmm G. Pistol Ver. Cr. 9 (2) 10 6 640 3,700 3 0.3 3- 81rA 9 -I 1,500/15 2 -2 12
5.5mmG. Rit1~Ver. Cr. loa (2) .. 12 10 900-4,400 6 0.6 16' lOOlrB 9 -1 2,100140 0 ;~5.5riurl G. SAW V.".. Cr. .16<1+2 (2) 20 12 1,200 5,300 30 } ~ ?O* 2001~ 11 -1 8,~00I14O 0 No 12J
IOmm Heavy G. Vee. Cr. 6dx5 (2) 20 13 2,400 8,200 48 3 1 35"C 13 -1 13,5001140 0 No 12

LASERS
Weapon Malf Type Dam SSAcc '/20 Max Wt AWt RoFShots STRc! Costs LCHld TL
Laser Rifle Ver. (Crit) Imp. 9d(2) 12 15 1,700 3,500 6.25 5 8* 54/rD 8 0 1500/500 0 -4** 12
Support Laser Ver.(Crit) lme. 6dx5(2) 17 153,400 10,200 24 24 8* 1401rE 10 0 4,80012.000 0 No 12
,fk",vy LaSer VedCrit) Imp. <?<ix9(2) 20 IS- 1,500 4,600 33' 24"4* 431rE io 0 . 6,50012,000 0 No [2]
:AkkagL Ver. (Crit) lmp. 6dxlOO (2) 30 2739 mi. 117 mi. 16,2.9Q 6<L 8~_ 113rli__~~~rl.l1Q:.OO6~ No 12]
'" Can be.fired ut e.ither RoF3- (.n:mi-uu/o with three roll... 10 hit) or RoF 4 orS (full-outo using laser-autofire niles).
** Holdolt/figure isfor laser weapon ollly. Power packs are separate items at -2 to Holdout.

RAM GRENADES
Weapon Mall Type Dam SS Ace 1/20 Max Wt RoF Shots ST Rei Cost LC Hid TL
5cm RAM-8 HEAT Crit. Exp. 6dxlO (10) 20 11 290 460 1.5 1/6 I 0 35 0 -3 8
5cmRAM-8HE Crit. Exp. 6<1><4 [4d] 20 11 290 460 1.5 1/6 I 0 30 0 -3 8
Scm RAM:9 HEAT Cril Exp. 6<1><15 (10) 10 II 370 720 1:5 1/6 1

, O· 25 0 '3 -9
5cmRAM-9HE Cril. Exp. _6<lx6 [4d] 20 11 370 720 1.5 1/6 1 _0 20 0 -3 9'
* Holdoutfigure is/or the grenade alone. Attaching the grenade to a weapon lowers the weapon's Holdol/t by -2.

TAC MISSILES
Weapon Guidance Malf Type Dam SS Skill 1/20 Max Wt RoF Shots Cost LC Hid TL
6cm kinctic aloo OH CriL Cr. 6dxSO 17 - 2,000 13 625 0 No 10
6cm HEAT lof/ar NH erit. Exp. 6dx30 (10) 16 - 2,000 13 1,200 0 No 10
Disposable tube launcher 12 7.8 1 1 6500 No 10'
Breech-loaded launcher 20 43 4,2 4 3,250 0 No 101

Gams Rifle. This is the Tlhklur soldier's prcfcm.:d longaml.
When asked for reasons. soldiers say they find its kick reassur
ing. Kinetic energy is just so much more trustwoilhy. Also, it is
ea.~ier to move around stealthily without a backpack powcr sup
ply. IthkJur rifles universally feature a RAM grenade launcher
incorporated in the muzzle brake. The price does not include
la.~er sights or gyrostabilization, but these and other options arc
commonly filled.

GOliSS Squad SIIppOl1 Weapon. This is a more robust 5.5mm
rine, normally fired from a bipod. As with the rine, laser sights
and other accessories often are fitted to it.

Heavy Gallss GIIII. This weapon is intended for use with
battledress, although a slrong Ilhklur can handle it without. It
is auractive as an anti-material or sniper rifle. It incorpomtes a
bipod; a 45-lb. tripod also is issued in cenain circumstances.

Lasers
The standard longarm is a TLl2 X-ray laser rifle.
The SuppOil laser providcs ~quad- or platoon-Icvel support

fire, and is nonnally fired from its integral bipod. Battledress
troops often use it as their standard longarm.

The heavy la.<;er is intended a.<; a medium-range, high-impact
squad-supporl weapon for battledress troops. fired from its

integral bipud. Non-powered troops often use it as company
suppon, fired from a 33-lb. tripod (Ace. remains 15). It also
commonly serves as a light vehicular defensive weapon.

The akkagi is a 583-megajoule vehicle-mounted main
weapon commonly used by Federation AFYs.

RAM Grenades and Rockets
The Federation uses 50mm RAM grenades, lired from

hardpoints on their Gauss rine muzzles or from dedicated
automatic units. The ammunition is heavy and bulky. so
soldiers often carry small quantities, if any. Conversely,
the rounds are far more robust than their 40mm Imperial
counterpailS.

For heavy targets, the Hivers issue two 60mm supersonic
missiles, the cheap but effective kinetic-kill aloo with optical
homing, and the more expensive, neutrino-homing shaped
charge lof/ar. These come with a breech-loading four-tube
launcher or as one-shot disposables (add missile and launcher
weights and costs together for disposables). Federation troops
tend to favor these over RAM grenades, as their guidance sys
tems meau the user spends less time aiming under fIre.

Federation troops can also be found using other sUppOil
weapons commonly seen in the Imperium.
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FEDERATION VEHICLES
The Pederation's civilian vehicles are similar in perfor

mance to the higher end or the Imperial range, although differ
ent military <Ioclrincs result in some variation in fighting
machines.

The following seleclion presenls vehicles commonly found
around l.he Federation. Where water perfonnancc is given, it is
for situations in which the contra-graviry has failed or is nOl
used. while the thrusters still work.

Ciycuu "Floater"
The Hivers prefer 10 employ a small, simple TLl2 floating

platform where Imperial citizens would use an air/raft. It can
not be pressurized: pilot and passengers must wear protective
gear if venturing inlo the upper atmosphere or orbit. This
would be a IOllg trip, so the floater rarely is used for such
operations.

• Subassemblies and Body Features: Top surface has a conuol
column and 25 sf top deck.

• Propulsion: Vectored TL12 Ihrusters for 6 Ibs. tllrust (0.45
Il1s., 0.009 cr, 3 kW).

• Aerostalic Lift: 2,000 lb. TI..I3 COlllmgrav generator (II Ibs.,
0.22 cr. 2 kW).

• Instruments and Electronics: Short mnge mdio (500 miles,
0.07 Ibs.• O.(XH kW). Global positioning system (0.25 Ibs.•
0.025 cr.). Terrain-following mdar (1.25 Ibs., 0.0005 cf, 0.25
kW). Hivcr small computcr with compact and dumb options
(I lb.. 0.02 cf) and one temlinal (10 Ibs.• 0.02 cf).

• Software: Regional charts, Datalink, Computer Navigation.
and Routine Vehicle Opemtion (Piloting)-12.

• Controls: Computerized.

• Crew Stations: "Cycle seat" crew station for pilot (5 Ibs.).
The top surface has foot straps and D-rings for passengers to
employ eargo space.

• Power Systems: Rechargeable energy cell provides 6 kW
for 24 hours (0.005 lbs.).

• Access, Cargo, and Empty space: 7.975 cf.

• Surface Area: 76.

• Structure: Very cheap, medium (1521I1s.).

• Hit Points: 114.

• Armor: Cheap metal, PD 3, DR 5 (27.36Ibs.).

• Other surface features: Waterproof ($156).

• Statistics: Weight 208.38 Ibs. External payload 1794.62 Ibs.
(crew,400 Ins., cargo, 1,391.62 Ins.). Loaded weight 2,000
Ibs. (I ton). Volume 8.75 cf. Size modifier +0. Price
Cr6,819. Slnlctural HT 12.

• Water Performance: Top speed 2 mph. wAccel 0.06 mph/s,
wMR I, wSR 5, wDecel 10/s. Draft O.

• Air Performance: Top speed 25 mph, aAccel 0.06 mph/s,
aMR 6, aSR 4, aDced 24 mph/so

• Space Performance: 0.02 Gs.

Ziysnu {G-Carrier}
This is the Federation's standard TLl2 goods-mover. Many

ships carry one as a planet-side utility vehicle. Often, the cargo
bay is fitted out with pa"senger seats.

• Subassemblies and Body Features: None

• ProJlulsion: Vectored lLll st,mdard thrusters for 2.000 Ibs.
thrust (150 Ibs., 3 cf, 100 kW).

• Aerostatic Lift: 11,000 lb. lin TLI3 conlragrav gcncrlllor
(5.5 lbs.. O.ll cr, Il kW).

• Instruments and Electronics: Medium range radio (5,000
miles, 0.25 Ibs., 0.005 cr, 0.01 kW). Radar (200 mile range,
no targeting, 0.5 lbs., 0.005 d, 50 kW). Global positioning
systcm (0.25 Ihs., 0.025 cf). Terrain-following radar (1.25
Ibs.. 0.0005 cf. 0.25 kW). Small computer with dumb option
{3 Ibs., 0.01 cO and two tenninals (20 Ibs., I cO.

• Software: Rq,.-ional charts. Dajalink, Computer NllViglllion,
and Routine Vehicle Operation (piloting)-12.

• Controls: Computerized.

• Accommodations: 'l\vo roomy crew stations (80 Ibs., 80 ct).
Complete life support for two (40 Ibs., 2 cf, 0.2 kW).

• Power Systems: Rechargeable energy cell provides 162.5
kW for 40 hours (0.24 Ibs., 0.005 cf).

• Access, Cargo, and Empty space: 313 cf.

• Surface Area: 400.
• Structure: Very cheap, medium (400 Ibs.).

• Hit Points: 600.
• Armor: Cheap metal, PD 3, DR 10 (400 lbs.).

• Other surface features: SCi.led.

• Statistics: Empty weight 1,122.75 Ibs. Usual payload
9,877.25 Ibs. (crew 400-1,000 Ins. depending 011 spccies,
cargo 8,877.25-9477.25 Ibs.). Loaded weight 11,000 Ibs.
(5.5 lons). Volume 476 cf. Size modifier -t4. Price Cr25,979.
StrucLuml HT 12.

• Water Performance: Top speed 24 mph, wAccel 8 mph/s,
wMR I, wSR 5, wDecel 10 mph/so Draft 1.2'.

• Air Performance: Top speed 195 mph, aAccel8 mph/s, aMR
3.5, aSR 4, aDecel 14 mph/so

• Space Performance: 0.4 Gs.
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Gui'chka (Attack Craft)
This is a TLl2 flying gun. Its inertial damping and veclOred

thrusters enable it to spin around its axes to.shom and move in
different directions.

For weaker targets, the pilot. who flies the craft from a prone
position, lying along the main gun's barrel, has a pair of heavy
l<lsers. Their bcmns intCr.>Ccl al half-damage range. Pilot" like
the Glli'chka for its speed and relatively comfortable cockpit.
although the Ilhklur complain of lail cramps.

• Subassemblies and Body Fealures: Radical streamlining.

• Propulsion: Vectored TL 13 lT1cgalhrustcrs for 18,000 Ibs.
thrust (27 Ibs., 0.54 cf, 900 kW).

• Jl.erostatic Lift: 66,000 lb. lift TLI3 contragmv generator (43
Ibs., I cr, 66 kW).

• Weaponry: Akkngi laser can nOll and two heavy lasers (fixed
forward mounts. 22,906 Ibs., 391.72 cf), includes 312
rechargeable E cells for akkagi (104 ShOIS or 13 tank-melt
ing eight-shot bursts) ;lIld 20 rechargeable E cells for the
heavy lasers (86D (Olal shots). Full Siabilization for all
weapons (1626.6 Ibs.. 33.53 ct). linkage for the support
lasers.

• Instruments and Electronics: Radio
with scrambler (5 million mile range.
2S0 lbs .• S cL 0.4 kW) Tighl beam
radio wilh scnlmbler (S million mile
range, 125 Ibs.. 2.5 cr, D.I kW). Laser
communicator (200,000 mile range,
250 Ih. 5 cr. I kW). AESA (1.000
mile range. 375 Ibs.. 7.5 cr, 250 kW).
PESA (3.000 mile range. I.SOO Ibs..
30 cf). Global positioning system
(0.25 Ibs.. 0.025 cf). Terrain-following
radar (1.25 Ibs., 0.0005 cr. 0.25 kW).
HUDWAC. Advanced radar/laser
delector (1.5 Ibs.. 0.3 cf). Deceptive
jammer (Rating 16, 1,000 Ibs.. 20 cf.
50 kW). Blip enhancer (50 Ibs., I cf.
2.5 kW). Six decoy dischargers (12D
Ibs.. 6 cr). Hardened. compact. genius
lIIicrofmme (75 Ibs.. 1.5 cf, 0.1 kW)
wilh one tenninal (10 Ibs.. 0.5 cf).

• Software: Planelary chal1s, Datalink.
Computer Navigation. Vehicle
Recognition dmabase. Gunner-I 8. and
Routine Vehicle Greralion (Piloting)
14.

• Miscellaneous: Ejcctor seal (100 lbs..
5 cf).

• Controls: Computcrized.

• Accommodations: Roomy crew station
(40 lbs., 40 cf) for pilot. Full life sup
port for one (2D lbs., I cr, O. 1 kW).

• Power Systems: NPU (1,500 kW with
230.9 kW excess, 309 lbs., 3.09 d). with to-year intcmal
fuel supply.

• Access, Cargo, and Empty space: 47.29 cf access space.

• Surface Area: 500.

• Structure: Very cheap, extra heavy (2,000 lbs.).

• Hit Points: 3,000.
• Armor: Advanccd laminaw PD 4. DR 4,000 (30,000 Ib~.).

• Other surface features: Sealed, radical emission cloaking
(2.000 Ibs.), rlldiclli sound barnillg (2,000 Ihs.), radical
Slealth (2.000 Ibs.), and instam chameleon surface (250 Ibs.).

• Statistics: Weight 65.204.6 Ibs. Usual pllyload 150-500 Ib~.

(pilot only, depending on species). Loaded weight circa
65,500 Ibs., allhough the vehicle is rUled for 66.000 Ibs. (33
tons). Volume 600 cr. Size modifier +4. Pricc MCrl5.92.
Structural lIT: 12.

• Water Performance: Cannol nOal, crush dcpth 7,050, ~ub

merged speed I] mph (using comragraviry 10 provide neu
tral buoyancy), uAccel 5 mph/s, uMR l, uSR 6. uDecel 10
mph/so Draft 13'.

• Air Performance: Stall speed 0, top speed 3,286 mph,
aAccel 6 mph/s, aMR 5. :ISR 5. <IDt.:ccl 20 mph/so

• Space Performance: 0.27 G~.
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FEOERATION STARSHIPS ANO SMAL.L. CRAFT
The Fcdcr.tlioll·s slarships arc buill:J1 TL12. although some

member worlds' loc:llly produced vessels are more primitive.
Where possible. the hulb om: boxes with a sloped front. (Most
Hiver gr.!\' vessels share this design philosophy.) TIle Hi"ers do
nOI share the Human fondness for exposing the bridge. prefer
ring to locate it in the prOlcclcrJ center. precisely analogous 10
the placemellt of the hmins in the respective races.

The gUllS arc lin.:d from the bridge - silting in a IlIITel. invit
ing counter-fire. is nOllhc Fcdcrmion way.

Apart from the benefits of a generally higher TL. the main
differences from Imperial vessels are the absence of ami-theft
me;.sures and the adaptable controls - all Federation vessels
must. ill principle. be opcr.lblc by all member r.J.ces. This means
non-Federation Humans should be able 10 operale Fetler-Ilion
ships withoul retrofitting their own controls.

111e following selection portrays the smaller. more comlllon.
and more ilHercsting cr...n found in the Feder-Ition. the kind of
ships thm adventuring panics are mosl likely to cnCountcr.

TL12 GIICUYCHE-CL.ASS 10-TON FIGHTER
Although untried ;(gainst the Imperium's comparable

ROlllf,ar, class (p. GTI3M). this tighter scares the Solomani. II
has heavier armor th,m the RlIIll/1lIr'. and this front-line model
mounts a single fusion gun, ;llthough much cheaper craft have
twO lasers.

The lightcr is ullstrcamlincd. apparcntly serving to discour
age its pilots from surrendering the high-guard position.
Published manuals insist that. in Federation doclrine, the proper
place to fight for a planct is from orbit a stance belied by the
streamlining of SDBs ,1111.1 heavy fighters. The overwhelming
likelihood is th,lI streamlining would have reduced space for
engines. forcing ,I s,lcrifice of cither armor or acceleration.

• Crew: Pi lot.
• Design: 10-lOn USL Hull. DR 1.680. Radic:ll Slealth.

R.\dical Emissions Cloaking. I hull-mountcd Fusion Gun
(sec p. T:SM67 or usc laser option below). Modufe.\·:
I Cockpit Bridge, 7 Maneuver. 0.5 Cargo (usually em])ty).

• Statistics: EMass 116.4. LMass 116.4. Cost: MCr29.9. HP:
3.000. Sile modifier: +6.

• Performance: Acccl6.01 Gs.

The l:lsCr-t11ounting version substitutes two Lasers for the
Fusion Gun and Cargo space. Mass rises to 118.5 (OilS, Cost
falls 10 MCr9.7. and Acccl drops to 5.91 Gs.

TL12 ZOFAG/C-CL.ASS UTIL.ITY VESSEL.

This lillIe ship is the Hiver equivalent of the S/lleimall-class
scout (p. GT130) and can be seen throughout Hiver space. In
the eunfiguration below. it serves as a jump-capable ancillary
crart in the development zones. The ship's crew are highly
trained and multi-skilled. except for the gunners, who aren't
always earned. Illlhis case.lhc guns call bc slaved to lhe pilot's
controls. In the interior, the utility vessel is slripped of turrets,
weapons, and probes, and referred to as an £1;plorel; presum
ably to confound foreign intelligence. The ship can carry up to
five passengers (seven if no gunners are aboard) in double
occupancy.

Typical missions arc courier work, pa<;senger transport. re
supply, survey and explor:ltion, and posing as an innocent tr.ld
er from foreign pans.

• Crew: Pilot/astrogalor, engineer. slewanVmetlic, anti two
gunners.

• Design: 200-ton SL Hull. DR 300, 2 Turrets, one with
3 Lasers, one with 3 Missile Racks. Modules: I l3asic
Bridge, I Engineering, 8 Jump, 60 Fuel, 1 Fuel Processor,
25 Maneuver, 5 Staterooms. I Utility. I Sickbay,
38.5 Hold.

• Statistics: EMass 414.8. LMass 607.3, Cost MCr51.4. HP:
22500, Size modifier: +8.

• Performance: Aeccl4.12 Gs (6 Gs with no cargo). Jump 3,
Air Speed 3,361 mph,
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TL12 C/G,YSNA-CLASS 3c-TON SHIP'S BOAT
This is a common surface-Io-orbit or ill-system vessel, onen

carried by the 400-lon general trader (p. 61). Tramjfcr traffic
between Federation highpolls and planetary surfaces will oflen
be earned inlhis vessel. Common variants sacrifice cargo space
for more passenger couches. or vice versa.

• Crew: Pilot and navigator.

• Design: 30-ton SL Hull, DR 100. Modllles: 1 Basic Bridge.
1 Engineering. 1 Utility. 2 M.mcuvcr. 1 Passenger Couch
(12 sears). 16.5 Cargo.

• Statistics: EMass 41.04. LMass 123.54. Cost: MCr4.8. HP:
6,000. Size modifier: +7.

• Performance: Aceel 1.62 Gs. Air Speed 1.937.

TL12 GAHCUYCHE-CLASS 3c-TON HEAVY FIGHTER
Resembling the 30-ton boat, this craft is fielded in a variety

of configurations. The example illustrated is an expensive,
flexible-response. long-duration model. The fusion gun amI
missile launcher allow a variety of tactics. including the ability
to allack over-the-horizon targets. lllis model is used extensive
ly against the Solomani.

Cheaper and more common models substitute lasers and/or
deadfall Immb bays for the fusion gun, or lose the lile suppon
to produce a shon-duration fighter with either two fusion guns
or three lighter weapons - usually a mixture of lasers and mis
sile racks. The front-line commanders usually ask for fusion
guns. but the cost and Hiver preference fur long-range weapons
mean that the federation Navy docs not always oblige.

• Crew: PilOt and navigator.

• Design: 3D-ton SL Hull. DR 2,050, Radical Stealth. Radical
Emissions Cloaking, 1 hull-mounted Fusion Gun (see p.
T:SM67 or use laser option below), I hllll-mOllmed Missile
Launcher. Modllles: I Basic Bridge. I Engineering, 14
Maneuver. 1 Stateroom.

• Statistics: EMass 265.5. LMass 265.5. Cost: MCr3?5. HP:
6,000. Size modifier +7.

• Performance: Aced 5.27 Gs, Air Speed 5.123.

lllC laser vcrsion substitutes .I Laser .md 0.5 Cargo spaces
for the Fusion Gun (Mass 259.8. MCr! 6.6. AecclS.39 Gs).

TL12 CIIGUSNA-CLASS 1 CO-TON SHUTTLE
lllis boat is a common pllsscnger and cargo mover - most

Iaf£e ships carry at least one. and they arc a COlli ilion sight at
downpor1s.

The Federalion military often convens these to their own
purposes - although unlike purpuse-desigm::d lookalikes. the
convened shuules rarely feature stealth or emission-cloaking.
RClrotining these fcaturcs to the hulls is expensive.

• Crew: Pilot and navigator. plus any additional per military
eustonlization.

• Design: lOO-ton SL Hull, DR 100. Modules: I Basic Bridge.
I Engineering, 16 Maneuver. 3 Passenger Couches (36
seats), 57.5 Cargo.

• Statistics: EMass 101.62, LMass 389.12, Cost: MCr9.7,
HP: 15,000. Size modifier + 8.

• Performance: Aceel 4.[ I Gs (15.74 Gs empty). Air Speed
3,464.

TL1 2 C/HZ/C/H-CLASS TRANSPORT
This vessel works in the Federation's development areas on

the trailing and rimward borders. The ship carries personnel
and materials to forward zones. Il is moderately well-armed 
!:iufficienl to drive off lhe typical raiding ship, but inadequate for
independent oper:ltion.

• Crew: Commander. pilot, astragalar. four gunners. defensive
systems operatur. three engineers, and medic. Suitably
trained crew members or passengers operate the shullle.
depending on mission profile.

• Design: ROO-ton USL Hull, DR 300. Basic Stealth, Bask
Emissions Cloaking. 5 Turrets. fuur with triple Lasers and
one with triple Sandcasters. Mod,des: I Basic Bridge. [
Engineering, 24 Jump, 160 Fuel. I Fuel Processor. 50
Maneuver. 25 Staterooms, 2 Utility. I Siek Bay, I Vehicle
Bay (IOO-Ion shuttle), I Nuclear Damper. 347.5 1I01d.

• Statistics: EMass 1.017.2. LMass 2.856.3. Cost: MCrl40.8
(plus shun Ie). HP: 60.000. Size Ill{Klilier: +10.

• Perlormance: Accel 1.75 Gs (4.92 Gs without cargo or shut
tle), Jump 2.

THE HIVERS 57



o ONE HEX
EQUALS 1 YARD

GUN
DECK

OPS
DECK

SCALE IN YARDS
i I I
369

SIDE CUTAWAY
SHumEBAY
(RUNS THROUGH~
SHIP]

/ GUN DECK "-
GPS

QUARTERS

QUARTERS

FUEL
(PlANS NOT SHOWNl

CARGO
{40' HIGH)

DRIVES

DECK PLAN SYMBOLS
Iris Vl'llvp. .'-". Iris Valve, Overhead ® In!'! Valve, Floor- '.

c@; Iris VelvA, Bot:h Sliding Door Maintenance I-latch

--- large Hatch 0 Personnel ute g Accelftnltion Couch

IQ) ."" C Chair D F....".".

Interior Par-tition Bulkhead



d

rl1C8
QUARTERS
DECK

.~. "

H 'l-H HH~HH~... '

U

H r
b W,H

.

>1'8

CARGD
DECK

DRIVES
DECK

KEY
I. LaserTurrct
2. Fuel Scoops
3. Nuclear Damper
4. Sandc3sIerTurrel
5. Avionics
6. M:tinlen:mce SlOres :mri

Sand Magazine
7. Central Access Conduit
K. Shuttle Bay
9. Bridge
10. Captain's Office
II. Conference Room
12. Sickbay
13. Airlotk
14. Stateroom
IS. Common Area
16. Cargo Hold
17. Cargo Lock
18. Engineering



TL1 2 CIIGUSNA·CLASS 4C·TON PINNACE
This is a standard Federation ship's boat, carried by civilian

vessels and warships alike. It's a particularly comfortable small
emf!, given thai artificial !,rr'<lvity i~ installed, which is why it's
often reserved for high passengers in civilian use and line offi
cers in military applications.

• Crew: Pilot and navigator.

• Design: 4O-lon SL Hull, DR 100. Modl/les: 1 Basic Bridge,
1 Engineering, 6 Maneuver, I Utility, 2 Passenger COllches
(24 seats), 19.5 Cargo.

• Statistics: EMass 60.0R, LMa<;s 157.58, Cost: MCr6.2, HP:
7,500. Size modifier +7.

• Performance: Acce! 3.81 Gs (9.99 Gs empty), Air Speed
3.000.

TL12 ZIIGUYSNA·CLASS 4C·TON MILITARY PINNACE
Superficially identical 10 the civilian version, this boat han

dles troop deployment, coven insertions, and recoveries no
matter how hot the landing zone.

• Crew: Pilot and navigator.

• Design: 40-ton SL hull, DR 2,000, Radical Stealth and
Radical Emissions Cloaking. Modules: I Basic Bridge. 1

Engineering. 20 Maneuver. I Nuclear Damper. I Meson
Screen (DR 4,160), 3 huH-mounted TLl2 Lasers, 2
Passenger Couches (24 seats), 1.5 Cargo.

• Statistics: EMass 337.98, LMass 345.48, Cost: MCr23.7,
HP: 7,500. Size modifier +7.

• Performance: Accel 5.79 Gs (5.92 Gs empty). Air Speed
5,477.

TL12 FAZACHU·CLASS 4CC·TON SCB
This craft has a similar role to the Imperial Dragon class (p.

GTI44). It is, however, much bener anned, faster, more com
fortable. and far beller armored. To encourage its crew to attack
enthusiastically, the main weapons - four fusion guns - fire for
ward. The lasers are for minor threats and point defense. Unlike
the 10-lon fighter, whieh llcts from 11ll orbital platform or a
spaceship. the SDB is streamlined. to enable it to be based on
less developed worlds or even hide in oceans.

TIle cargo space is provided just in case a crew on Customs
duty feels like confiscating something. Less expensive versions
moum lasers and missile launchers instead of the fusion guns.

• Crew: Pilot, navigator, two cnginecrs, two gunners, and
medic.

• Design: 400-toll SL Hull, DR 6,300, 2 Turrets (3 Lasers
each). 4 hull-mounted Fusion Guns. Radical Stealth, Radical
Emissions Cloaking. Modules: I Basic Bridge, I
Engineering, 27(, Maneuver. I Utility, 7 Staterooms, 3.5
Cargo.

• Statistics: EMass 4,632.85, LMass 4.650.35, Cost:
MCr257.6. HI': 37.500. Size modifier +9.

• Performance: Aced 5.96 Gs (5.94 Gs if cargo carried), Air
Speed 8,822.

TL12 G,CIIF,CHU-CLASS 1 CC-TON CISPATCHER
The Federalion does no( possess an Xbo<lt network (pp. GT8.

31). Embassy ships take care of general communications, so this
vessel primarily serves the government and other special
interest groups. Most are required to carry ordinary mail as well.

These ships can carry a complement of four, but they are
cromped. Given so little living space and the inadequate medical
facilities. passengers are only carried in extremc circumstances.
The dispatcher seldom has a Hiver in its crew. unless one hap
pens to make a hobby of epidemiology and requests the posting.

• Crew: Pilot/navigator and engineer.

• Design: 100-ton USL Hull, DR 300. Modules: I Basic
Hriugc, I Engineering, I Utilily, 6 Jump, 50 Fllel, I Fuel
Processor, 12 Maneuver. 2 Staterooms. I Communications
Module (see p. T:Fl35), 6.5 Cargo.

• Statistics: EMass 367.7 LMass 400.2. Cost: MCr39.4. HP:
15,000. Size modifier + 8

• Performance: Acce! 3 Gs (3.26 Gs empty), Jump 5.
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TL12 I,GICIHlGIIPHICIH-CLASS 1.200-TON

EMBASSY SHiP/LINER
The ubiquitous embassy ship is the keystone of Federation

homogeneity. The government is emphatic that an embassy
ship slOpS al every scHlcmcnt at least once 11 year. Many plm.:cs
have weekly visits. The embassies camed by these vessels rrav
eI around lhe worlds, calling in, exchanging data, checking cul
(un,1 drift, laking t1iscrccl remedial m.:tion, shaking hands wilh
local Hivers. setting down and taking up passengers. The
embassy carries Ilel")' complete surveillance and modeling
CquiJlIllCllIlO assist ils monitoring and adjusting roles.

The vessel is extremely comfortable, with lavish entertain
ment and conference facilities. It is unstreamlined and is /lever

anncd. A substantial escorting force - tx=rhaps a small destroy
er group - accompanies an embm;sy to the frontier.

Although all Federation citizens can, in theory, join an
emba..~sy, only Hivers routinely do so. Identical ships, designat
ed liners (further evidence of the true Hiver/other citizen rela
tionship) carry other member species working in this field.

COlllmercial passenger transpol1s are similar, but mount a
Basic Bridge and gain 2.5 Hold spaces.

This ship is designed using only modules from GURPS
Traveller. Some embassy ships - pal1icularly those that fre
qlll.:nl troublesome worlds - may substitute Staterooms and/or
Holds for communications and survey gear as described in
First III or Starports. Others may tit luxury passenger features
as described ill Far Trader or Starport....

• Crew; Captain. pilot, navigator, two sensors operators, two
communications ottlcers, computer oftieer, engineer. three
medics, and one to seven stewards. Any mission specialists
are housed within passenger staterooms.

• Design: l,200-ton USL Hull, DR 300. ModifIes: I hardened
Command Bridge, I Engineering. 36 Jump. 240 Fucl. 30
Maneuver, 2 Fuel Processors, 150 Staterooms. 3 Utility, 2
Sick Bays. I Vehicle Bay OOO-ton shuttle), 176 Hold.

• Statistics: EMass 1,266.2, LMass 2,247.9, COSI: MCr182.9
(plus shuttle), HP: 75,000. Size modifier: + 10.

• Performance: AcceJ 1.33 Us (2.37 Gs withoui shun Ie or
cargo), Jump 2.

TL12 G,Z,C,H·CLASS 400·TON GENERAL TRAOER
This ship fills the roles of the free, far, and subsidized traders

of the Imperium (pp. GTI32-135, 146). It is an unremarkable
vessel and tempting for pirates, hence the Q-ship version. The
navigator usually nics the ship's boat.

• Crew: Pilot. navigator. two engineers. medic, and steward.

• Design: 4oo-10n SL Hull, DR 100. Modules: 1 Basic Bridge.
I Engineering. I Utility. 12 Jump, 80 ruel. II Maneuver.
I Fuel Processor. 15 Staterooms, I Sickbay, Vehicle Bay
(30-toll Boal), 119 Cargo.

• Statistics: EMass 313.45, LMass 949.49, Cost: MCr61.2
(pIllS ship's boat). HP: 37.500. Size modifier +9.

• Performance: Accel 1.16 Gs (3.51 Gs with no cargo or
bO:tI).Jump2.AirSp/"'Cd 1.817.

TL12 ZAHZICIH-CLASS 400-TON Ql-SHIP
111is vcssel is superficially identical 1011 gcneral Imder, righl

down to lacking EM masking. stealth. or turrets. Repons from
the Federation suggest that the Q-ship will act like any other
mcmber of a cOllvoy ullless atlacked, thell it will launch its fighl.
ers to englobe the threat, then intercept the enemy head-on. At
the captain's whim, the opposition may be invited to surrender.

Q-ships hath accompany convoys and work proactively, vis
iting dangerous areas 10 entice combat. There is provision to
take some prisoners and 10 transport valuable items, but the
ship cannot recover much contrahand - the crew must hide
lar~e recovered cargos and direct other vessels to retrieve them.

Many corsairs don't believe that these ships exist. Since
none of their own ever return from an engagement with the
Ulhzieil/ class. and those who know of its existence don't
advertise it, the outlaws remain in ignorance ...

Crew: Captain. pilot. navigator. gunner. three engineers. Iwo
medics. two stewards, and four fighter pilots.

Design: 400-ton SL Hull, DR 4,000, 12 hull-mounted (all
pointing forward) Lasers. Modules: I Basic Bridge.
I Engineering, 12 Jump. 80 Pue!, 118 Maneuver, 1 rue1
Processor, 15 Staterooms, I Sickbay, I Utility, Vehicle Bay
(four 10-lon fighlcr.;), 1.5 Cargo.

Statistics: EMass 2691.45, LMass 2698.95, Cost: MCr115.7
(plus fighters). HP: 37,500. Size modifier +9.

Performance: Aecc1 3.73 Gs (wilh four fusion-armed
Giiel/yelle-class fighters aboard, 4.38 Gs with no fighters or
cargo), Jump 2, Air Speed 5,950.
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Rule~ are made to be broken.
Academics introduced the term "major race" to de~cribe tho~e specie$ of

sophonts that had independently di~covered jump drive. Politicians (e~pecially

those who were members of major races themselves) ~pread the terlll, and u~ed

it to "prove" that major races were ~uperior to Illinor ones. Since jump-drive
technology gavc its uscrs an obvious and pawed-Ill advantage, the minor race~

found this clas~ification hard to disputc.
So il carne as a shock whcn researchers provcd that the Droyne were a major

racc. By thc standards of most spccics, thc Droync havc no ambition; they are
content to lead placid lives on bucolic plancls. At first, people thought of the
Droyne as many separatc minor races. Once it became clear that the various
Droyne communities were the colonies of a single race, they were still consid
ered a minor one, perhaps sprcad by the Ancients like Hurnaniti.

It was most inconvenient 10 leal11 that Ihe Droyne have jump dlive, thar they
have had it for longer than <'lilY other major race, llild they just dOll't bother 10 use it
much. The underpinning for a basic scientific and political definition was sha"crcd,
allhough the definition and the habit$ it c.:ngc.:mlcrc.:d arc.: still vc.:ry mueh ",live.

PHYSIOLOGY ANO PSYCHOLOGY
Droync and Chirpcrs (see sidebar) secm to mutate readily, so their

communitics scattered across charted space show great external varia-
lion. Skin colors range from the usual grays to purples and grcens;
wing sizc varies; average height and weight diffcr from world to
world; the mtio of trunk 10 leg 10 arm lcngth shifts. Undernealh
the exlemal differences, however, all Droyne share many Imits.

Droync and Chirpers have extensive psionic talents.
Fortunately, thc average Imperial citizen is not aware of Ihis.

EVOLUTION

The Droyne evolved from hexapedal omnivores - probably gatherers - on the
lost world called Eskayloyt, a small planet with a dense atmosphere permitting the
evolution of large flying creatures. Physiological and genetic evidence points to
the proto-Droyne having been amphibious creatures, which moved to the forest
floor and thence to the treetops. Some have speculated that the world had a high
level of background radiation, causing a correspondingly high rate of mutation
that became a racial trait. Other observers point out that existing Droyne commu
nities also tend to reside on worlds with high background radiation, so the muta
tion is less a racial trait than a byproduct of the racial preference in habitat.

Mutation is the leading theory as to why the Droyne became a race that
forms castes, because DNA analysis (and the Chirper nature) suggest the trait
isn't inherent. The Droyne subject their children (heretofore idemical to Chirper
youths) to a casting ceremony when they are 12 years old.

TI-IE DROYNE

Chirpers:
The Dying Races
Should We Help?

Chirpers. u semi-intelligent minor
ruce nutivc Lo muny worlds. urc
in fuct populations of Droync \\'ho

havc for SOllie reason lost Ihe ability
10 caste. TIlt:)' therefore engage in t\\'o
sex reprodunion. though often not at
l)()pulation-lTItlintail1il1g rates.

A typical Chirper weighs alrout 55 Ibs.
and has opposable thumbs and vestigial
wing_~. Some populaTions rcla,n thc anility
to ny.though r.lrely for long disT:lnces.

Most Chirper worlds have very low
tech levels and primitive societies. though
the occasional Chirper planet. like prehis
toric Zhdant (sec CURPS Tral'eller:
Aliell Races 1) exhibits relatively large
and complex social organizations.

Adult Chirpers all': a.~ slTlart as Droync
workers - vUl the Droyue treat them us
tesser sentiellts. Chirpers do seem to have
a much harder time maintaining a high-TL
sodelY. for reasons not entirely under
stood. Chirpers can learn Human speech.
often developing Ml impressive vocabu-

lary. although their conversation
Ollways rl':lains the sharp, chirping
tones for which they are named.

The Imperium recognizes Chirp
ers as intelligent. and accords them
the nonnal protections of sophonls.

Within thc Imperium, Chirpers most
ly livc on reserv<ltious. amI have linle

contact with Humans.
Most Chirper worlds seem to show a

slow but steady decline in numbers.
Imperial authorities are currently debating
whelher or not the Droync should be invited
10 teach their less fortunate cousins how to
caste.

Adventure Seed:
Teach a Chirper to Caste .

Authorities on a world with a small
Chirper population have resolved 10 bring
in Droyne 10 sh:1re the secret of casting. The
Pes may be senl to find 1e.1ehers :lnd bring
them hack, or hired hy powerful intere.~t<;

(perhaps a megacorp thaI covet~ the Chirper
land) to prevenl iL Several NI'Cs should
present different, but convincing, views of
which course ~s morally correct_



But I'm Too
Young to Die!

KrillUYISYII (voluntary death - see p.
70) is e)(peeted of all Droyne in the
appropriate circumstances, but there

are always a few who resist the urge 10

self-destnlclion even after Ihe community
wilhdT:lIVS irs support. Some find another
gO<l1 supplanting the hasic need 10 serve
their (Jyrrip, and Ihis becomes the new dri
ving force in their lives. (In game [cnns, iln
Obsession or a Higher Purpusc would fit
the bill.) They postpone or ignore tin: call
to krillaytsyll, pcrlmps for yt:ars. in pursuit
of their new goal.

SUl;h Droynt: an: known as the /;'rinayl

soy"! (tilt: Deathless). a term of scorn
among norlllal Droyne. They live Olltside
society. without the support of family or
comlllunity. and are characteristically
melancholy. lonely w:mdcrcrs. ohsessive
and prone to kill Ihemselves (or at least
threnlen m rio so) in the face of failure or
diS:lppoimmenL

Leaders, Spons. and IJrones arc most
often able 10 makc this transition; the
lower castes hal'c 100 strong a necd for
leadership and company 10 survive with
out their family's suppon.

Reud Llrry Niven's Prull:dOf for onc
possible insight into Ihe mind of a
Dt:iJlhless One.

Adventure Seed:
Waiter, There Are

No Flies in My Soup!

I n the 800s a Droyne Sport n:lmecl
Osseskil. visiting Earth on a diplomat
ic mission. discoven:cl black beetles.

Delighted ;,n their enmchiness and flavor
(especially when roasted). he arranged to
imp0rl some to Droync communities in
the Spinward Marches. where they turned
out to bc very popular. His uy/rip,
Kroputhyath. has been importing them
ever since (tbough imports art: sometimes
sporadic and always in smull numbers
given the distunces iuvolved). and they are
u popular delicacy among the Drayne.

Another v.I"trip. Esiskpilk. has been
trying to raise them on Andor, bUf ha.~ not
met with any success. However, Ihe word
is that they intend 10 lTy again and are
importing a Solomani biologist to help
them. There are romors that KropUlhyath
oJ/rip feels threatened by this project and
i.~ trying to stop it.

The PCs are employed by Esiskpilk
"J/rip, or by the biologist, IU guard her
during her tmvels to Alldor and her work
while there.

The Droyne possess six castes. Some castes do nul directly take part in
reproduction, but they do make communities of crealures morc sllccessful, and
therefore more likely to survive and reproduce.

Though the period in which they began casting is unclear. most current [heo
ries suggest the Droyne evolved through several primitive castes. The carliest arc
alleged to have been the Hunter, the Nest-builder, and lhe Mothcr. Computer
modeling suggests that the next caste to appear was the Leader, perhaps as some
Hunters look on a guiding role in their communities by virtue of lheir hcighlclled
initiative. Evolving later from the Hunter caste came present-day Sports and
Warriors. The original Hunter caste was no longer necessary. and so died oul.

The Nest-builder caste gave rise first to the Worker, and later to the Techni
cian, then died out itself some time thereafter, and is no longer seen. Thc fact that
Droyne have a Technician caste is itself evidence that they have had intelligence,
and possibly a technical civilization, for hundreds of thousands of years.

The theory further posits that the Mother caste slowly transformed into the
modem Drone, responsible for procreation and managing the family unit.

PHYSICAL ApPEARANCE

All Droyne have six limbs, arranged in three pairs. The lowest pair arc legs,
ending in sharp, strong claws; the middle pair havc dcveloped into extensive
wings, with a wingspan of roughly 3 yards; the upper pair arc amlS, equipped with
four-fingered hands. Size varies with casle and homeworld; adult Droyne range
from 3' 10 6' 6" tall, and from 55 to 130 Ibs. Their weight is low for their height,
primarily because their bones are hollow and briltle like those of Terran birds.

The two most noticeable features of the skeleton are the wings. and thc
unusual geodesic arrangement of the ribs. On closer inspection. onc notcs that
the limbs have different numbers of joints. The skin is lough, lISllfllly marked
with black patterns according to caste. and scaled. The wings arc batlike and
usua"lly black. The four digits on hands and feel are long and ncxible. eflch being
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fully opposable to the other three. (Only thrce oftllc laCS arc: fully developed. On
most worlds, the fourth has degenerated illto ;) bony spur used only in combal.)
The rear limbs are digitigrade - Droyne walk on their toes. like Asian or Vargr.

Droyne have two large. wide-set. compound eyes. set atop a heaklike
arrangement of nose and mouth. The eyes' facets are too small to see easily, and
so the eyes appear smoothly blank.

OIET
Droyne are omnivores. In prehistoric times, the Droyne ate local fruit and

nul analogs. and used their wings to catch small animals. Droyne dietary prefer
ences remain similar today. They show a general taste for crunchy foods; partic
ular favorites are sweet fruits. nuts. and insects. Their omnivore nature makes it
easy for them to adapt to foreign cuisine. They do well with Human dishes. lik
ing SOllle more than others. For example, many have developed a real fondness
for Solomani garlic bread. and ohen make their own version (with nuts).
Conversely, they don't have any greal desire for spagheni (too squishy), though
some feel that covering it with roasted beetles makes it bearable.

They arc known, almost to an individual, to detest Vilani dishes. Asian and
Vargr food has 100 llluch emphasis on meat, hut Droyne can put up with it.

THE CASTES
Droyne are unique among the major races in being ·'casted." Adult Droyne

belong to one of the six £sorde (castes) which - unlike the castes of Human or
K'kree societies - affects their physical and intellectual development as well as
their social standing, There is far more difference between Droyne castes than
between Human sexes, for example.

Each caste in turn is divided into many subcastes, specializing in various
functions. For game purposes, the fine distinctions between these are abstracted
into three main divisions in each caste. While a Droyne may not change caste
once he has undertaken the iska)' ceremony, it is possible for an individual to
change subcaste (after an appropriate coyn-casting ceremony; see p. 73),

Casle is the single most important factor influencing Droyne per:>onality; it
determines the lypes of skills and careers available to the individual. as well as
almost every other fealUre of his mental and physical make-up.

Which caste a Droyne belongs to seems to be triggered by environment and
diet. the effects of which are awakened in an individual by the ceremony called
the IsJ..)w: At the IsJ..)w: Droyne youths are assigned a caste. and aspects of the
ceremony initiate and reinforce existing genetic "programs" latent in the sophont.
The ceremony is liule understood outside Droyne society, and is shrouded in
mystelY. hut what does seem clear is that any youthful Droyne has the potential to
become a member of any caste. Some researchers speculate that the ceremony
depends on rhe use of psionics. hut this is neither proven nor widely accepted.

The Uncasted
Those Droyne who don't undergo casting are Chirpers (see sidebar, p. 63).

Chirpers tend 10 remain small and perhaps a bit less intelligent th,lIl the casted
Droyne, They eventually develop male or female sexual characteristics. Usually
Chirpers live on a planet with no population of casted Droyne, or in an isolated
pocket on an otherwise Droyne world, In some cases. Droyne and Chirper popu
lations co-exist. with the Droyne apparently feeling no urge to share their ability
with their brethren. Some Droyne communities even exploit Chirper neighbors,

The Droyne castes are:
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Thinking Like a
Droyne

F
or those GMs or players new 10 Ihe
Droyne. here arc some l:olll:ise guiue
lines 10 their menl:ll set;

Tile flllllilr ('/JIII('S fir.fI. The lleeus of
the family. or thc comlllunit),. lake prece
UCIICt: o"er those of the indi"idual Droyne.

CUlIIlIIllI/if,l" 5£'/"1';("(', All Droyne need
10 feel uscful 10 thdr community. If lhey
belic"e they are lIot making :I usefut con
lribution. they become listless :mrl c1es[>fIn
den\. and will e\'cl1luaLl~' lake their own
li\'es.

Trndiriml! Drayne arc deeply conscrv
:llive. and typically do nOl scck out. or
even like. new things. NOIC that Droyne
serving as pes. or willingly enl:ounlering
Ihe group. arc likely to be more open to
ncw iueas than thc a\"cmge Droyne. but by
Human 5tandards they arc still hidebound.

M.HlicislII. Droyl1e c0l15ull the coyns
before allY major undcf1al.:ing. 10 deler
mine whal Ihe future holds. They are con
vinced th:lt lhe coyns aecuratcly forelell
coming events, :lnd skilled al interpreling
those evenlS 10 m:llch Ihe carlier predic
tions. The spooky lhing for non-Droyne is
th:ll Ihe pn::c1iclions lire correct more oflcn
lh:ln nOL

Sources of
Inspiration

OI' the many SF works fcaturing alien
species Wilh subcasles. the author
recommends Niven and Poumelle's

The MUle ill God'y Eye auu C.J. Cherryh's
Serpell/ 'y RelIC:" as offering the mosl
Droynelike entities.



Campaign Seed:
Never Darken My

Doorstep Again . ..

Aydin: Worker
Workers specialize in manual labor and other mundane activi

ties. They are the least inlelligent, mosl placid. and mosl contented
of all Droyne. Si"lc varies from 3' to 6' 6" depcnding on their func
tion. There are three main subcastcs:

Farming Workers speciali"lc in agricultural tasks - raising
crops, herding, gathering wild food. amI so forth.

Laboring Workers carry Ollt the heavy, un!:ikilled labor their com
munity needs: digging, hauling, mining, loading. etc. They also serve as

clerks and receptionists, if their community requires these functions.
Building Workers build, and assist the Technician caste. These arc the con

struction workers and cnlftsmen of Droyne society.

Aydih: Warrior
Trained for combat and possessing well-developed muscles and reflexes (at

lc~st by Droyne standards), the Wan·ior is Droyne society's enforcer and protec
tor. Hc is more involvcd with lactics Ihan STrategy, and better at accomplishing a
mission than defining what it should be. Warriors are the
largest and strongest caste, sometimes reaching 6' 6" tall
and 130 Ibs. The Warrior subcastes are:

Hanling Warrian' arc combat Troops, used for sur
face battles, as well as bodyguard duties.

Guard Warriors arc primarily used as hunters or
sentries, but their brief is to guard the community in the
broadcst sense of the terru. so they are also found as fire
men, paramedics, and police. Unlike Sports with similar roles,
guard Warriors are deployed in groups.

Voyaging Warriors take on military or paramilitary roles that call for travel,
such as ship's crew functions.

Aydirsoth: Drone
The major role for drones is that of reproduction and rearing the young.

including playing a central part in the casling ceremony. This gives them great
influence in Droyne society, and a detailed understanding of the goals and needs
of the other castes. As a result, they form a sort of middle-managemem casle
which handles the routine functions of business, trade, and administration.
grasping and conveying the internal consensus of the oy'rip 10 its Leaders much

as Sports mediate between oytripill. Drones can handle day-to-day work
_-.,..,...~ effectively alone, and make good managers so long as there is a Leader

to whom Ihey can refer problem.'> requiring long-range. strategic plan
ning. The subcastes are:

Family Drones make up a large proportion of all Drones in a
small family unit or community, less so as community size increases.

'\._ They are responsihle for hearing, raising, and educating the young.
.....""'="J"{/ Priestly Drones are essential; each dreskay (see pp. 76~77) needs one or

more of these, a" they playa key pm1 in the caqing ceremony rmd other uses
of lhe coyns (see pp. 70-71), such as predictions.

Social Dmllt:s provide Droyne society with its administrators and middle
m~nagers.

What Do l'ou
Mean, the

Dreskay Needs
Workers?

Droyne Clothing

The OM may rule thaI the cast
ing ceremony (p. 73) is not ran
dom afler all, or al k3S1 Ih3t il i~

mmon-:d nOl 10 be.
If so, then the circle of LJrones sur

rounding Ihe youth who draws the coyns
arc focusing their psionic energies on the
coyns liS they arc drawn. Elich ha:; decidcd
fur herself whal cliste the young Druym,:
should bcCOIII<,:, bm;l,.-d 011 its performance
lu date, the needs of till: dreskay, alld ils
personal preferences. The outcome is lhus
an election - the majority will decides the
new adult's caste. with morc powerfully
psionic Drones gelling more ·'votes."

The young Droyne. conditioned from
binh to see .his as their imp.lnially dl:cicl
l:d fall:. accepl wilhoul qUl:~tion; only
tho~e who hecome Drones themselves
have Ihe secret revealed 10 them.

Adventure Seed
Supposing the above to be true. what

would happen if the Pes discovered it, and
revealed Ihe lruth to Ihe dresk(lY? Would
they be believed. ilnd if so. would the
Drvyne conlinue 10 support the troldition?

The pes are young Droyne whose
drcskay can no longer afford to sup!X'J1
them (the crops are so bad this year

that k,.iIlQYfSYU among the olcll':r J)mynl: is
not enough). Armed only wilh .heir wits.
and appropriate group and ['CTSOnal basics.
they are ca.~t OUl of the community.

A neaThy starpon beckons them
to a life of adventure ... if unly
they can persuade a ship to take
Ihem On.

This is limited. and varies from
oy/rip to oy/rip. Some Droyne weM
nothing but a harness for lools and

Olher essenti.:lIs; ~ome we3r 3 simple, one
pi~ce wrap-around Olllfit on Ihe tor!(o,
le3ving Ihe head and limhs bare.

Aykrusk: Leader
Leaders manage and direct Droyne society. They are the most intelligent and

intuitive Droyne. and the caste most capable of initiative. They are about the same
size as a Drone or 1echnician, and outwardly similar except for a larger braincase.
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Droyne Art

Oroyne:m tends 10 be luilit:lrian. pro
Viding lessons. reminders. edue:lllon.
or inslruclion. The creation of art is

lhe responsibility of the Drone easle. A
Leader is usu~lly consulted as 10 wh:u he
needs the group In know or think aboul.
and what fits best with the directions tht:
group will be t:lking. Drones also try and
stay st:nsitive to the artistic needs of thc
other castes. Most of 11K' actual crcation of
art and entertainmcnl is done by Drones.
but some tasks may be delegated to other
castes if n("eessar)' ~ a Technici:ln may
need to writc :I lechnic:ll section. :I Spon
m:lY need to adllress a philosophical prob·
lem th:!! a Drone would never run inlo. etc.

An intended just for Leaders lends to
address broad iSSll":.~ of policy :lOd the
moralily und responsibility of groups.

Enterlainment follows similur lillcs.
e.\cept thai for the Workers. who are often
pltysiculLy lirrd oy lheir t<lsks i1nd need to
pass tillle as they rest. 111(,y :lrc the only
group that can be suid to gct purc enter·
tainmcnt. which is directed .. t the lowest
common denominator. The themes :lfe
simple olles Ihill a Worker can underst:lnd:
owrcoming :ldl'ersity to meci a prorlllction
quot:l. bllilclinl.! the bridge in time for the
gmup. working efficiently together. and so
on. Solomani alllhropnlogists have been
reminded of Soviet industri:tl art of lhe
1930s on Tcrra. bUI unlike lhut :Irt. Droyne
elllenainmen! is not :limed :It mukiog the
viewer think along lhose lilies: r.Jllter. it is
illleodcd 10 reassure SOlllconc who ulready
thillks thai way that illl is well and he is
lruly "uluable to the l·ommunity. By
Humiln stand:lrds it is app."lllingly trite. but
there is no doubtillg its sincerily_

Entertainment for Sports is designed 10

expose them 10 new sitll:lrions Ihey may
one d:ly enCOlllller :llld snmetime_~ has :l

snpertici:ll rescmhlance ({J J-[um:m Clller
tainmelll. ("The SPOrt b,lllling through a
slOnn 10 bring vilal supplies b:lck homc.'·)
The other c:.I.stes gener.JlIy go for technical
programming on their ~rcus of lllleresl:
jump·drivc repair. di:lgnos:ng wing fever
in young DroYllc. und so on. Simplified
lreatmenls of these subjects an: also some
times watched by Sporls. who lIIay find
the need for almost any skill while far
from the family which would normally
provide support.

Leaders are driven to lead. and take jobs which allow thcll1 10
do so. Sometimes they arc forced inLO roles as advisors Lo OLher
Leaders. but they always struggle to make decisions personally
and gain more responsibility. They nonnally accept the authori
ty of their superiors, but constantly strive to increase their own
power wiLhin the system.

Leaders are the exception La the rule thaL Droyne arc not posses·
sive: they are extremely possessive. both for their cormnunal organiza-
tion ami for themselves. Caste bonds ensure that Leaders within a comHlunity work
together for the common good. but such co-operation rarely eXlends from olle oylrip
(see p. 77) to the next. because the Leadel"j are typically unable to grasp the concept
of answering 10 another eOlmTlunity for their actions. The needs of a Leader's own
oyrrip come lil'.)(. ,md if something essential is in short supply. he docs whatever is
necessary to ensure that his oylrti) gels as Illlleh as it needs. This originally led to a
number of unnecessary wars. until Ihe advent of the Spon eaSle provided a ehmmel
for negotiation and compromise (amJ beller yet into barter. and thence to tn"Ide).

Leaders typically act as patriarchs, corporate or military officers, or ship
captains (however. unlike the Human or AsIan norm, Leaders are more likely 10
be astrogators than pilots). The Leader subcastes are as follows:

Miliral)' Leaders are responsible for organized groups of Droyne. such as
military or paramilitary units, starships, and fire or police departments.

Pries/I)' Leaders lead small family groups. such as dreskayi/l or oylripill, and
also work as merchant or company officers.

The Leader of Leadel:~ is the Droyne who gives orders Lo other Leaders. A
large group may have a number of these, with rank determined by expericnce:
this is usually equivalent to age, as a Droyne serves his oYlrip from casting until
death. but since it is possible for them to change subcaste. there is some scope for
contention as to who has the most re!el'alll experience.

Praytsirv: Sport
The Sporl is the deliberatc exception to the rigid Droyne

casLe system. a special individual who can function alone for
long periods wilhout a Leader's guidance. Thc dosest parallel in
another major race would be a Vargr emissary (see p. TAI92). In
the Imperiulll they are most often compared to nss scouts.

Ayssath: Technician
Technicians form the scientific section of Droyne

society. and arc concerned with both research and its
practical implications. Thcy arc small, but nimble and
inlelligent They arc decisive and display initiative. but

only within their own narrow llrcas of cxpel1ise. They are
highly competent 'II assembling or repairing mechanisms:

invention requires direction from a mcmber of the Leader
caste. Technicians also have Lhree subcastes:

Fixing TechllicillllS repair and maintain devices. When the hlSk is complicm
ed (such as repairing a baltle-damaged jump drive). thcy arc frequently direclcd
by an artificer Technician.

Arrificer Tec!mici{/IIS build machinery and Lechnology of alllypcs. and pro
vide the Droyne wilh their engineers, computer programmers. chemists. physi
cists. architects. and so on.

Dreaming Teclmid{/Ils focus on pure research, and are generally only found
in the larger communities that can afford such luxuries. These are Ihe theoretical
scientists of Droyne culture.
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Droyne Architecture

Oroylle buildings tend to have cleaner
designs than Human ones. Art is
present, but abstract ornamentation

is much simpler. Like many Olher f.:lCes.
the Droyne have "crean nest" instincts,
which in modem lime.~ manifest lhem
selvl':s as an appreciation of clean lines
and finished detail in architecture.

Overall architectural direction and
ornamentation is lhe responsibility of the
Drone clme in consullation \Vilh a Leader.
Busic architectural design is usually done
by a member of the Technician caste
under the supervision uf a DrOlle who
iuJds OIlli.llllClilatiOIl.

The Droyne
Alternative to

Prisons

The Droyne neither have prisons nor
nced them. The typical Dmyne mis
creant breaks with tradition because

he does not understand the implications.
or because he truly believes it is in the
best interests ()f his fumil)'. Either uf these
is mklresseu by re-euueutiun (if ncccssary.
tclcpathil; Minuwipe). Particularl), n<lgrtn11
!;rimcs (such <IS dlult<:llging a Leader's
wisdom without due cause) lead to invita
tions to kr;IIOY/syu, which are usu:\lly
accepted.

Recidivists and the unrepentant, who
will nOt Jive according 10 Ihe way~ of the
OJ/rip, are casr Olll of the community.
L1cking both !(Upport and a reason to live.
.c;uch unfortunate... usually die swiftly.

The Sport caste is thought to have emerged as a subrace of professional
diplomats. When war threatened. Sports were dispatched to represent the needs
of their community to their opposite numbers. who then used the normal
processes of appeal and suggestion to convey those needs to their own Leaders.

Sports are about 5' high and roughly as intelligent as Drones. Sports are
used as messengers, representatives. pilots. drivers. and explorers. There are (as
ever) three principal subcastes:

Finding SportS locate required resources, such as raw materials, lodes of ore,
and so on. They are prospectors, brokers, surveyors. representatives to other
communities. and so on.

Speaker Sports carry messages between Droyne families and communities
of all sizes and locations, even between worlds. These are the Droyne emissaries
and diplomats.

Seeking Sports wander far from their community in search of knowledge;
they are explorers, spies. and scouts.

REPRODUCTION

Droyne have three genders, designated nmlc. crmblcr, and female. Gender nor
mally develops only after casting. Drones arc female; l.caders. SpOI1S. and Warriors
are males; Workers and Technicians arc enablers. When new tyaJe/mill arc fonncd,
enablers lend 1O join ones containing male or fcmalc relativcs; it is thought thnt this
serves to ensure that they are supporting children as closely relatcd to thcm as possi
ble, rather than rival genes. The "outsider enabler" occupies thc samc placc in
Droyne folkJore as the "wicked stepmother" in Human tales.

Early Solomani researchers, noL reali:t.ing thaL the Droync have three genders,
assumed that the only difference between males and enabkrs WllS social position (as
is commonly found on Earth) ,md dubbed them "alpha malc" and "beta malc." TI1CSC
terms are still frequently found in textbooks, evcn though they aren't strictly nccurate.

Mating and Gestation
Reproduction is complex; females can only ovulate and be fertilized by

males if pheromones from enablers are present in sufficient quantities. In
cffl;ct. a 'yaJe/1II (sec p. 76) must have at least one member of each gender, or
it is infertilc.

The Drones lay clutches of six fel1ilized eggs and nurture them when they
hatch, aner roughly 60 days of incubation. The hatchlings are then fed predigest
ed food reduced fO a manageable consistency in the Drone's mouth pouch; they
arc "weancd" from this at about I standard year of age.

Droync havc a long childhood for a species with their lifespan. They have an
elementary vocllblilary by 2 ye.ars old. and commence education at 4 years old.

Education
Droyne education occupies their young between the ages of 4 and 12. This is

nOl formal classroom schooling, but a program individualized for each Droyne.
New learning builds on success; additional training addresses problem areas.
This education includes psionic training. varying with individual potential.

Socialization
To the Droyne, socialization is just as important as education. During their

formative years, young Droyne are constantly exposed to social situations. so
that they learn what is expected of each caste in any given circumstance, and
what is allowed to members of that caste. The primary focus. though, is to
ensure that each understands his responsibility to the whole.
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Adolescence
At age 10, the young Droyne begins a two-year period of preparation for the

casting ceremony alld the transition 10 adulthood. The Drones, acting as "priests"
for the ceremony. exmnim: and evaluate their charges both formally and informal
ly. Deficiencies arc identified alld remedied; :.he Drones [arm an opinion of the
strengths and wcaJUlcsscs of cach adolescent Droync in their charge.

Pari of this process is normally for the youngsters to make short expeditions
ouL of the community in small groups, so Ihallhey gain praclical cxpcricncc in
working togelher withollt adult supervision. Expeditions are usually organi:tcd
with somt: specific goal in mind - a hunt, exploration of a specific place, or per
haps a visit to an archaeological site. Reports and debriefings after the trip pro
vide additional infonnation to the Drones about their students.

Casting
By the age of 12. an uncasted Droyne has developed as far as it can, physi

cally, intellectually. and emotionally. Casting is necessary for further growth.
At some point during the Droyne's 12th year, the Drones of the community

arrange a casting ceremony for the eligible youth. This rite of passage is con
trolled by the coyns (see Mysticism, pp. 70-76). The young Droyne draws coyns
from a bag or other container. surrounded by a circle of Drones who officiate at
the ceremony and record the outcome. ileyond the Drones, the whole communi
ty is watching with interest. Theoretically, the coyns are drawn at random, and
fate decides the outcome; for an alternative approach, see Whm Do You Meal!,
the Dreskay Needs Workers? on p. 66.

However the result is arrived at, the whole community witnesses the ceremo
ny, and (heir reactions to the outcome reinforce its effects on the newly casted
individual immediately, and continuously thereafter. The present members of the
caste welcome their new comrade; members of olher castes change their percep
tions of. and reactions [0, the new adull.
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Adllenture Seed:
Rule of Discretion

An oytrip rhat ha~ an exce~.~ of one
ca~te and a deficit of anOlher may
occa~ionally trade memhers with

anmhcr o)"lfip. These tmdcs arc usually,
but nol always. tcmpomry 10 meet shorl
term nccds and a Lcudcr will considcr
bolh thc nccds of thc individual illld thc
v.wrip before makillg such u trude. Om:e
the circumslances are arranged.lhe Leader
informs the Droyne in question that
henceforth they are to obey the new oy/rip
and sends them over. In a few rare
instances. therr. may be a breakdown in
commun;ca,ions between ,he I.eaders
involved, and a Droyne i.~ sem to an fly/rip
that i~ not ready to receive him. While this
i~ usually ~traightened OUI hy the Leaders.
it occa.~ionally results in a Droyne getting
cut off. If thc other Lcadcr doesn't acccpt
him, lhe original Leader Cllnnot recull him
sine\: h\: has l.n:en told to obey the new
Leader. and will dQ so, accepted or not.

The Forgotten Ones
The pes are part of an v.l'/l"i{'. or are

off-worlders studying one or trading with
it. and notice a small group of alien
Droyne skulking around the edges of
town. They m:ly be taken for spies or
Deathless, bur in fact [hey are Droyne
traded to the OJ/rip and nOl accepted
because of a communication breakdown
between the Leaders involved. They are
simply hanging aruund. waiting fur their
new Leader tu give them orders. lind help
iug th\:ir new f<JllIily as best they ean
while laboring under lhe limitation tlmt <.IS

aliens, tlll~y face a hostile reception.
As the days pass. thc Workers.

Technicians. and \Varriors in the group
will find themselves unable to cope_
Believing that neither vyt,-ip has a use for
them. they commit kril1(Jrt.~.\"II one by one;
the pes m,ly lind [heir bodies. or see them
heing removed hy local workers to he
huried or humed.

The Drones and Sports arc made of
sterner stufr. ilml seck 10 kcep themselvcs
alive in C:lse the new oy/rip necds thcm
after all, and will du what they eatl to aid
it. (Finding loslthings and returning them,
rescuing 10Sl childrell frOIll avalanches 
that sort of Ihing.)

111C ad\'ellturers must figure out what
is happening. and intervene. The sooner
they do this, the more Droyne lives they
will Sa\'e. It is even possible that they can
persuade the ourcasls to become their fol~

lowers, loyal unlo death (if a hit on the
dim side).



Drovne Historv

While history all most Droyne plan
ets is remarkable for its dullness.
archaeologists and historians find

a common pattern of four phases.

Decline
From a (presumell) s!arr<lrin~ civiliza

tion arounrl -3(1)JKlO. the lypical Droyne
world btles IOw3rd extinction over the
next quaner of a million years. Since the
Droync arc found un many worlds. and
their original culture is roughly I:ontcmpo
mry with lhut of the Am;icnls. some hold
lhal the)' wcn:: lrunsplantcu from their
home pluutl. EskayloYI. by thaI met:. much
us HUmo.lllS were relOCillcd frol11 Earth. 111e
low poillt for most Droync worlds comes
at uround -75.000. by which lillle most had
lost e\'en the ability to caslc. and wefe
prime examples of a dying mel:.

Recovery
Around -75Jl(Kl. on ahoul 20 worlds.

Ihc I1royllc almo~t «;mullaneClusly under
went a renaissancc. The key to this wus
the revival ofthc ahility 10 caste. bascd on
the introduction of small J:!old disks \:allcd
eoyns (sec Mysticism in the main tell I).
These bc\:ume th\: busis for mUIlY ;Jspccts
uf Droync \:ullure. Sillce most people balk
at th\: idea uf l·UYllS simultaneously
appearing on a score or widely separated
planets. the aCeepled wisclom is. that one
of thc Droyne cultures dis.\:overed jump
drivc and spread the coyns to the others. 11
is this theol)' which led 10 their cktssifica
tion as a major r.1\:C.

Stagnation
The recovcry or c;l.~ting halted and

rever.~ed the decline in population (for
reproduction is strongly linked to casting).
and Icd to a revival of culture lind
advances in lc\:hnology.

Strangely. the re~'uv\:ry did nul trigger
a rcsurg<':llce uf interstellar tmvel. Ellcept
for the sudden ..pp<.:.. r..m:e uf the co)'ns.
tln:re is no evidcn\:c tlwl indicates a jump
in either the sophistk'ltion or the sprcad of
Droylle tcchnology: ill fact. 110 archaeo
logical cvidcncc ...xists for more th"n earl)'
TL5. Spac.. Iravel should not have been
possible for them. However. as Dro)'lle
culture from this point evolved along
cIo.c;ely parallel line~. there must have
been .~Ol1le ongoing contact.

Contact
Over the lifctime of the Ziru Sirka.

Vi1:lni explorers repeatedly contacted
Droync worlds. For variuus reasulls. lhe
Vilani never gr.c;pcd that the DroYllc wcre
a single rucc. lIor did thcir successors
under the Rule of Man.

Cmuinrlltd 011 lIar page . ..

Aging and Voluntary Death
Il is a central tenet of Droyne society and behavior that

lhe individual exists for the good of the community, ralher
than the reverse, which is the cuslomary view among
Imperial Humans. For this reason. a Droyne who is no

longer valuable to the oy/rip usually undergoes krill{/yl,~YJl

(voluntary death). unless he can be "lraded" to another oytrip
who need members of his caste. which bendits everyone and is

the preferred option.
Dthen-vise. he spends several hours in meditation. making use of his powers of

psionic self-awareness to deactivate his body and mind. He dies painlessly, and
entirely by the force of his own will.

This is the fale customarily chosen by those whose usefulness 10 the com
munity has been undermined by age. infi.nnity. or an ill-omened reading of the
coyns (see Mysticism, below). It is also tradilional for one who challenges a
Leader's judgment and is proven to be drastically wrong to commit krinaytsYII.

Leaders themselves may choose voluntary death after a disastrous decision,
dearing lhe way for new Leaders to resolve the issues. Finally. a Droyne who is
pennanently cuL off fwm his oytrip or dreskuy (sec pp. 76-77), beyond hope of
rejoining iL. is bereft of purpose and usually wills his own death in lhis way.

This sort of death holds less lerror for a Droyne thnn it would for a HUlllan;
this is partly because lhe average Droyne values the needs of the community
above his own, and partly because the custom of using psionics in education
means that significanl porI ions of a Droyne's cxperienee and personalily live on
in the next generation - the living Droync has fragmentary memories of earlier
lives. and the dying one knows lhal some of his mClllorics will live on in lhe nexl
generation.

A Droyne wishing to perform ",.il/a."tsYII llIust IIwintain the Concentrate
maneuver for at least 30 minutes x HT. The process may be Imltcd at any time if
he finds a new reason to live.

MYSTICISM
Droyne culture has a strong mystical slant. emphasizing cerelllonial rituals

that regulate and reaffirm the whole direction of a community. M.lIlY scoff al
Droyne mysticism. bUl since lheir psionic powers became known to a few
researchers, the possibility lhal the ceremonies :.tct as a focus for psi talents. and
actually work, has been discussed ahhough not accepted as proven.

Castes are assigned by one rilual, individuals join or leave a dreskay (sec pp.
76-77) by another, and a third is used to predicL the succcss or failure of any
endeavor.

Leaders and Drones ofliciate in community ceremonies: eaeh uytrip (sec p.
77) has a number of members whose only function is to regulale cerctlloniallifc.
Also of crucial importance are the coyns (Oynprith: kOYllixill. singular ku.rlli.~).

Sets range from 6 to 38 individual coyns, each a gold disk cngraved with a partic
ular symbol; the most common number of coyns in a set is 36.

COYN5
Droync tradilion holds that the coyns were introduced hy a godlike ligure

known as Yaskoydray. which litcmlly means "grandfather:' Yaskoydray appears in
lhe Droyne myths of lllally worlds as a savior, bringing the coyns 10 his people and
teaching them the key elements of their cullure. Most scholars see this as a reli
gious interpretation of visits by the vanished Droyne spacefaring culture. although
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the legends insist that Yaskoydray carm; to his people 1Il<'lIlY times,
refining their culture and correcting mislilldersll'lrldings. TIle$C are
generally hcld to be mythological exaggerations, as Ihere is no
other evirJem:e of Droym; starfaring over a prolonged period.

The eoyns arc an enigma in many ways. For one, there are
reconlerJ instances of what seem like uncanny predictive powers.
For another, six of the coyns conlain piclorial reprcsenlJltions of the
major races: Humaniti, Droyne, Vargr, AsIan, K'krce, and Hivers. While
the Ancients could havc left traditions of three of these, the others did not exist as
civilized sophonts al the Lime of the Allcients, and there was nothing fo mark them
as unusual species at Lhe time the coyns were introduced. No reasollable explana
tion of this has ever been produced.

When Coyns Are Cast
Coyns are cast before each important event in Droyne society to help divine

the correct course of action. Specifically, coyns are cast when a Droyne reaches
maturity, to determine its ca<:;te and subcaste; every four standard years thereafter,
to detcrmine iL<:; fitness to continue in service to the community; prior to any jour
ney of more than a day's duration; before any important project or endeavor;
before a battle or other contest; before taking a Ilew member infO the o)'trip or
kroyLms (see pp. 77-78); and tinally, on a personal basis, whenever the individual
feels it necessary.

The casting ceremony is by tradition a very fOffiml affair, but sometimes cir
cumstances demand a fast and informal draw. This, too, is permitted.

Coyn Drawing
,,~,?ti~\\f... For the most verisimilitude, the replica coyns at the

'~ , ~~ back of this book can be removed, then drawn from a cup
\ or bag. Alternately, the following table can be used. It

requires two dice of different colors (for example, one
red, one white). Roll both dice, and the coyn at the inter

section of the appropriate row and column is the one
drawn. Reroll duplicate results; since actual coyns are drawn

from a container and not replaced, duplicates are not possible.

Example: 11 PC Droylle draws a co)'n, rolling 3 011 the red die alld 5 011 the
white die. 11,e CO)'11 drawl/ is Heat, (( positive olle.

Coyns marked in bold are positive; those in italics are negative; those in
plain text are neutral - this will be explained below.

COVN TABLE
Red White Die
Die I 2 3 4 5 6
I Worker Warrior Drone Technician Sport Leader
2 Void Soil Air Gas Water Fire
3 Darklless Cold Noise Signal Heat Light
4 Humanili Vargr Asian Droyne Hivers K'kree
5 Genesis Aspiration Sacrifice Defeat Death Achievement
6 Bea.~' Mercenary Voyages Justice Chance Phoenix

Certain coyns have special significance if drawn. Achievemell1 has double
the nonnal positive value, and Phoenix has triple. Death has twice the usual neg
ative value. and Defcar three times.
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Droyne History
[Continued]

IIllpl.:riul n:searchers eventually made
this \:olluectioll. and were able to demon
strate that the Oroyne were iudeed one
species. with multiple inhabited worlds,
and that furthermore the differences in
their physical appearance. Clillure ancl
feehnolngy were simply adaptations to
loc;}1 conditions. Culturally. the Droyne
worlds - CUI otT from each othcr for per
haps 75.000 years - arc more alike than
any two Human-settled worlds isolated
from one another during the Lung Night,
which was a mere 1,800 year-; long.

Major Race or
Minor Nuisance

"A lid as for the Droyne, it is obl'iOl'-f
fhm Illey did /lot illl'l'lH jump dril'l! 011

Iheir own like the Solomoni. II i.~ .~elf

I!l'idl!lH lilat tIll:), formd SO/lit! forgolle,r
Allcil!nt del'ice, (Illd used Ihm 10 spread
CO)'IlS arol/nd charted space. When if
broke dOll'll, Ihe)' were IlIluble to repair
ar replace il. olld Ihis is 1\'hy Ire rWI illtO
1/ ViII/II; t'm,,;re im·teml uJ II DrO)"III: ulle
I/t Bawl/rtl's Star."

- Jergellijis Nirglldkar.
Solum(lIli MOl'ell/ellt

"With respect, MI". Nirglldkol" is clear·
ly I/ot fOllJiliarll"illllhe DmY/le. 71rey holr!
A/ldem .~ite.r ill .wper.~tit;ou.~ mre alld
Jear. It is il/cOlrreil'Oble Ihar Illey would
{om /JIll!••.

-LJr Km:emlea AskC1lrell,
Meade Illslilllle af
Saplwllto{Qgy

··Serelllyjil·e tl,ul/salld yeaH iJ· (/ IUJ/:5
tillle. el·ell for la:)" :50udjur-lwtlrill!5s like
lIlt' Droy",·. Moybt' Ihey l\"el"l.'II'1 always
(limid of Ihe.w sites. Maybe Ihey're afraid
/lOW bl'callse of sometfJing Ihat Jwppl"lIell
tllell. "

-Jel'gl'niji.~ Nirgtldkar



Eskayloyt: The Lost
Droyne Homeworld

The location of the Dmync homeworld
is 001 known. Scholars have eSlab

fished a fell' facl~. and parlayed those
inln;] varicl)' of wideomnging :md conflIct
ing theories.

When Droync lind Chirper worlds arc
ploued on a n1:lp of char\l:u space. they
uppear to grow less uensc as OIH: moves
frolll a notional region in the Spinward
M:'lrchcs. The obvious conclusion is that
the mi%ing Droync homcworld is some~

where in Ihill volume. The Deneb Sector
or the Trojan Reach have been proposer!
as allcm:llivcs. due 10 the frequency wilh
which the Tilee is fOllnd in them.

Casual obscr\'C:rs call the lost planet
Droyni3: serious slUdcnts rerer [0 it as
Eskaylnyl. mc:ming "Lost Home:' a n:nlle
which occurs independently in the myths
and legends of Andor. Auitawry. and
Zeen. and which is gener-lIly al:ccptl:d by
scienlisls who study the DrU)·lle.

The dHual:teristil:s of Eskayloyt are
diffil:ult to determine with cenainty. but
the following notes are accepted as valid
by mosl academics. Assuming the avail
able data has been correctly interpreted.
Droynia is (or wa~) a pleasant. Eanhlike
planet. slighlly warmer than Tcrra.

Stellar Data
An:llysis of Droyne vision and the lifc

t"onm commonly found with them suggests
lhat Eskayloyt orbited a main-sequence star
somewhere in the 1-"'2 to f7 range.

World Data
Based on studies of lhe Droyne and the

planets on whieh they have sculed.
Eskayloyt is thought to be a slllall world.
probilbly 3.000 to 6.000 miles in diameter.
with U slamluru or (more probably) dense
oxygen-nitrogen atmosphere. and at least
30% surfilce water. Such a world would
malch the weak gravity and high atmospher
ic prcs~ure most conducive to Droyne llighL

Where is Eskayloyt?

No known world provides fossil cvi·
dence thai il was Eskaylo)'L Sc\'erJI
theories proposc 10 explain this.

DeS/rucrioll. This lheory slates thai
E.~kayloyt WllS destroyed in the Ancients'
war 300.000 YCll~ ago. in which case it is
probubly an asleroid belt today. However.
this could be expected to lea\'e some fossil
evidenl:e. il/IU to date none has been found.

Disrtllll·e. It is possible that the Droyne
evolved on a world thousands of parsecs
away and then traveled 10 chaned sp.1ee. In
this case, finding Eskayloyt is most likely
impossible. although there are those who
believe thai Ihe Zhodani Core Expeditions
(p. T:AI22) have a lead on where it is ...
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Determining Caste and Subcaste
Researchers were long baffled by (he apparently random drawing of coyns.

under Ihe direclion of a Leader and several Drones. which ends in the choice of
caste for an adolescent. Within the last century. re!:iearch has suggested that the
coyns drawn arc used as foci for concentration: the Leader and Drones lise
psionics to open (he young Droync's mind and awaken the appropriate genetic
program latent within it. Some even theorize that the draw is influenced by one
or more of the overseers, who seleci (he coyns by clairvoyance or telekinesis.

Whatever the truth is, the rare outsider privileged to observe a casting cere
mony sees coyns drawn at random from a container. As each coyn is drawn. the
symbol on it is announced; the process continues until a coyn bearing a depiction
of one of the Droyne castes is dmwn, whereupon the juvenile is permanently
assigned to that caste. The sooner the caste disk appears, the more prominent the
individual will be in that caste. Coyns drawn prior to the caste disk modify its
final meaning, and hence help determine the subcaste.

For example, a casting ceremony might resuh in the sequence Hear, Li~/I1.

Dearh. Voyages, Leader. The Droyne is destined to be a Leader; the Drones may
predict that his fUlUre will involve positive energies (Hear. Light), violence
(Dear"), and transportation (Voyages). This might lead to a career as a warship's
chief engineer, the manager of a dangerous power plant in a distant valley, or the
driver of a crematory hearse.

Continuing in Service
Afler casting, the coyns are consuhed periodically

(every four standard years or so) in another rilUal which
determines whether or not an individual may continue to
serve the community. This ceremony is believed to reveal
the future - of an individual, a lask, a battle, a voyage, and
so on - and ahhough frequently dismissed as random
fonune-telling, can be disturbingly accurate. This has been
explained as luck, coincidence, precognition, and several other
things, but (he truth remains unknown, even to the Droyne themselves,

As a game mechanic to simulate (his for players, draw a coyn again using
the above methods; a positive coyn changes the Droyne's subcaste but keeps him
in service, a neutral one keeps him in service in the same caste, and a negative
one forces the Droync out of his oyrrip, having been declared unnecessary or
unfit to serve, (In the third case, krinayrs)'11 is the expected outcome, although
Droyne who refuse this course may become Deathless and simply leave the
oyrrip,) While the Droyne themselves use this method, it is notable that young,
fit Droyne rarely draw a negative coyn, while the aged and infinn often do so;
some outsiders believe that this proves the mystical nature of the coyns. others
that it is the result of a psionic election (by the community's Drones) or suicidal
impulse by the drawer. The GM may choose to alter the nonnal drawing proce
dure to reflect these non-random factors.

If a change in subcaste is directed, dmw a further coyn and consult the table
below, cross-referencing the Droyne's caste with the value of the coyn (positive.
negative, or neutral), Draw again if the old subcaste is indicated,

COYN SUBCASTE TABLE

The Droyne at War
"Whell 1/1(' war t'Clille. Iliad bel'li Iil'illg

amlwOIiillg 11';111 ,ill' Oroylll' os part of(III
/ISS COlIlllCI 11'(/11/ for l1eurly (I yeoI'. (IIul
I'd del"plol'"d - \I·d/. (I CPI"/(Iill l'il'lI' of
Ihem: s/ml'. \\'('(/1.:, ,fll/pill. I jll_u (OIl/dll'l
.fpe 11,r.m liS (/ Ilrre(l/. Tlrm IrO.f hefore
llmdfllli infil,r/llor.l· /lersllflded Ihp o)'trip
I!WI ilS be.fl illferestJ lay wilh f!l('

C(III.ml(lle.
"Theil I foulld IItII 1 11""5 wrong.

Figlaing rile Druyllt, III' do.\"(' filiI! pfTJOII

al is fl IIigllllllurc.
"YVII vllly /lolin' IIIf'''' ...llf'l/ flwy "'(l1lI

you fO. Tlwl mf'(IIIS Illul lilly Dl'lIylle .1'011

do Sf'f' is (I &·coy. FOl"llrllfllt'1y, til<' lIn'r·
agf' DroYII<' is 1/01 Smal'l ('l1ollgh ((I ,.,m

dOllble OI-Irip'" /JIllff.t.
··SliIl. ynll ml/y find 0111 /lrer'n' Iheri'

,,'hell .1'0111' IlI/ddY',f ''''(1(1 ('.Iplndp.t from (/
/aur flil. You e(m Sl't' from tile irmi~mioll

Imil \I'lrere Ilrm silot clime from. hili 11.1'
Ilum /hp Warrior /fllll fin'lI il is lOll.": gOlle
- they I.:noll' al! allmll shoOi emd scam,
beliel'e m('.

"rhey didll '/ seclII fo fWl"t, t1lf' mmf'

IHoblem. III fllt'l, Illey a/lI'uy.! ~-t:f'l/Icd 10
1.:110'" p,-n';Jf'ly II'lIf'I"(' ,,'f' "·f'I"('.

"A/ler tllf' If'{/III It'Odf''' wos kiffed. I
ordf'l"ed III(' It'lllll tl) Imfl 1)111: lI'" piled illio

o SIIIeill/OIl (11U1 fwd rOIll(' /0 delin"- SIIP

IJlies oud Hili fOl" il. Smar"'st 11101'1' I erl'l'

madt,. "
-llerslu'''Ilr MeJdn/.

Tlte Quick alld tile lJead:
A SCOllt at War

"Thup It'U,f (t missio/l IdlerI' Ire had w
IrilI/SIII;1 1111 (II/ad,: I'''m ill l"kur, benum:
0111' leu'" '.l· l'oll/mlmi((I(Or I("US busu:d (wd
1051 il~' eU(TYIJfirm. \\If' I.:llell" Ille Swonl
IVor/de,-s 1I"0uh/ bf' li~'/('II;IIg.

'"['1£"1.:;1,... "'f' hml WI 0Y"I,rilll speol.:er
ill Iltat (('(1111. lIml 1II1OIIIf'r £II baH' call1fJ.
So "'e nallsmi/t{'d ill the clear, ;'1
O)'/IpriIJl.

"II worked fike II drelllll. They hnd
bOlh It'anled Oyu/,rill, fmm IISS seif-.wu(l·
InfJP.f n'IIiII' Ih/'y \1'/'1'1' 1111 Xlwm dmy, .W
tfley wll!er-.ff()od ('aell miter perfeclly.

"Milll! ."(l/I. they were /tIfl.:i/lg "bsofllle
ga,-baRe. Those 1lIlWS (/re Il.fe/e.u: the pro·
mlllcimion's (//1 .l"IIol mmy. Ihe 1I111/(/lio/ls
are wrong, ulld (Jill' of /111' gem/us is mi,fS
iI/g. No ,-eal D'-0ple lI'ollld !u/l'e IlIIller
stood a \I'llI'd, "

- Hershell"r Me/dof,
Tile Quick mId Ihe Dead:
A ScolIl at Wo,-
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Coyn
Positive
Neutral
Negative

Worker
Building
Laboring
Farming

Warrior
Voyaging
Guard
Battling

Drone
Social
Priestly
Family

Technician
Drenming
Artificer
Fixing

Sport
Pinding
Spenker
Seeking

Leader
Leader (of)
Priestly
Military



Droyne Names

See the sidebars beginning on p. 82
for a discussion of Droyne word
generation. If you need a name in a

hurry. pick one of these and run with il.
Some examples are:

Nk
Aye
Ayplaykmwekmiar
Aysoprayssu
Ayssdinohuipdarv
Driumiyu
Dyasslos
Dyuho
Eoo
EnliusstsallJlkaslt:
Esssux
Etwusesfilh
Hoypustyu

"ItresbrolmJob
Matyann
Moyasmevsan
Murfullfclrulha
Nayundadkrnyslc
Nucmisrc
Pcpirs
Puburthcplyassyu
Puuusyodoyfoyu
Ssudyu
TwoersralsbaSl1 irpo
U
Ultrobt ilmfcrknertses
Usped

""ViklWlIrdlroYP;ll
Vilkressulur
Yaltixlusayt
Yopsieskbyuldoyisl
Yudilsbrorv

Prediction and Hiring-On
Almost nothing in Droyne culture is done without consulling the coyns to fore

tell the outcome. In game terms, Droyne receive real benefits or penalties because
of these predictions; the GM may rule that these are simply the expectations set in
the Droyne mind by the prediction, or that the Droyne really can foretell the future.

No Droyne leader or expedition head would set out without consulting the
coyns. If a non-Droyne hires Droyne NPCs for a voyage or endeavor, and fails to
cast the coyns, he must take an immediate reaction roll with a -5 penalty.
(Droyne pes may of course select their reactions, but should be reminded that
this is not the right way to do things at all.)

There are two ways in which predictions can be handled. To illustrate these,
we'll assume that a Droyne kroyloss (see pp. 77-78) is about to set out on a trad
ing expedition to a Human outpost in a nearby star system - the same approach
is used for any individual Droyne or group of Droyne. The GM rules that coyns
must be drawn until the Humaniti coyn appears. In a solemn (and hopefully role
played!) ceremony, the kroyloss Drones select coyns.

The GM simply adds up all the coyns, counting each positive coyn as +1
(except Achievement, which COUniS as +2, or Phoenix, at +3). each negative coyn
as -I (except Dearh. -2. and Defeat. -3). and each neutral coyn as O.

Example: The sequence which emerges is Noise (- I). K'kree (0), Worker
(0), Techllician (0), Vargr (0), Ju ...tice (+1), Voyage... (0), Light (+1), and
Humall;t; (0). The kroyloss has II + I modijiu

The modifiers provide the casters with a "one-shot" version of the Luck
advantage (allocated by the players) or the Jinxed disadvantage (allocated by the
GM), which may be used during a single game session while playing out the
event for which the prediction was made. If the prediction is for an individual
Droyne, the Luck or Jinx applies to him; if the fortune of a group is foretold, it
applies to one member of the group - not necessarily the same one in each ses
sion of play.

A modifier of +2, +3, etc. may be taken as any combination of additional
"shots," or as higher levels of luck - Extraordinary Luck counts as +2, Ridiculous
Luck as +3. In the above example, the kroyloss may claim that one of its mem
bers has the Luck advantage for one gaming session only. The players may select
which Droyne has the advantage, and in which gaming session, but must specify
this at the start of play; they may not decide arbitrarily when one of them needs to
make a crucial success roll. If the kroyloss had achieved a +3 modifier, they could
give one of the Droyne Luck in each of three sessions; one Droyne Ridiculous
Luck for one session; one Droyne Extraordinary Luck in one session. and another
Luck in a later one; and so on.

Conversely, should the overall modifier be negative, the GM secretly nomi
nates a Droyne to be Jinxed. An overall -I resull means one Droyne has one
level of Jinxed for one session of play; a -3 may mean one level of Jinxed for
three evenings, or one scene in an adventure where a hapless PC has three levels
of Jinxed.

True Fortune-Telling
Alternatively. the GM may rule that Droyne truly have second sight, and focus

this via the casting. In this case, events and encounters along the way should be set
up to mimic the sequence of coyns drawn. In the example above, the GM might
take each coyn as a scene in the adventure, in effect using them to script it; the
coyns may be combined for dramatic effect. for instance, the first part of the
adventure might involve the noise of a K'kree attack on the kroyloss' current loca
tion: [he Droyne must escape it or be slain as recidivist meat-eaters. During their

THE DROYNE



night. ~ lowly worker (prohahly an NPC) is killed, but the group's Technician res

cues a Vargr prisoner from the invaders, giving him justice. The Vargr is a friend of
Ihe Human factor the Droyne plan to trade with, and so accompanies them on their

voyage, incidentally fixing a broken intemallight (set up by the referee as a minor
problem early in the adventure) which none of the Droyne have been able to

repair. Finally, they lllTive at the OUlpost and make their deals.
This advcnture seed from the coyns lOok little more time to invent than

drawing lhe coyns did. Fleshed out with a couple of NPCs and maps, it would

takc the players through one or two evenings of gaming.

Appeals
Appeals are the mechanism by which non-Leaders, or subordinate Leaders,

may exercise initiative, bringing ncw faclS or suggestions to a superior's notice
when he may have overlookcd thcm in reaching a decision. It rhus allows a
Leader 10 change his mind without losing face. It is most commonly used
between Leaders and Leaders of Leaders, ns these are the Droyne most accus
tomeo to making dl:ci~ioJ1s, but is also ~lVai1ahle to other casles; Spans and

Drones make notably more use of itllHln other non-I.eaders.
Note that it is no! usually an attempt [0 usurp Ihe Leader's power, as it mighl

be in I-Iuman or Vargr cultures, although this somelimes happens between

Leaders; petitioners remain loyal to the o)'/rip, and aCI in what they consider to

be its best interests.
In game terms, a Droyne may consult the coyns to appeal against a superi

or's decision, or to suggest a course of action to him. A suitable "target coyn" is

chosen, and coyns are drawn until it appears. Their valucs arc summed to obtain
a reaction modifier, which is applied to a n:aclioll roll made by the Leader. A
reaction of Good or belLer indicates lhat the Leader changes his mind; lower
results mean he does not, and on a critical failure the insubordinate petitioner is
expected to undergo krinayrsYIl at once for questioning his Leader's wisdom.
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Oynprith Glossary

Common Oynprirh renn~ the player~

may encounter are listed below,
with their idiomatic translations.

Literal translations arc atso provided
where these give :m insight inlo Oro)·l1e
rhooght.

AydiIJ: A Warrior Oroyne.
Aydin: A Droyne Worker.
Aydir.wrli: A meiliber of the Drone

caste.
IlyknlJ/.:: Droyne Leader.
Dreskay: An extended family of three

to 18 tyo/elmin.
Dro.\"Ilia. A casual term for lhe lost

Oroyl'le homewnrlrl.
E.riw}v: I.iterally. ··schism·· - lhe

process hy whieh a Ilres/.:lIl" divides into
twO or more daughter dresk('.\·ill.

/::Skay!oyr: The original Druyne home
world. no longer known 10 science.
Literally, "Losl Hume'"

£sonle: Gcncric lI:rlll rur i.l Droyne
cllsle.

Fikmdmrm. ("Black knowledge.") A
collective term for Thief/Spy skills. which
ure rarely necess:uy for Drayne.

h/.:yal·: Drayne ceremony which
assigns caste 10 ado1cscems - 01 rite or pa~
sage inlO arlnllhood.

l)"uksim: I.iterally, "tendril." An
eXplOT:1fOry p.1ny.

K(1.nri.~: A medallion uscd in the is/..:yar
casting ceremony and in other Druync rit
uals. Commonly known in lhe Impcriulll
as a ··coyn." sincc il resembles lhe gold
pieces somelimcs used as l·urn:ucy by
low-tech societies.

Kri'llIyl~·ytl: Voluntary death. A
Droyne which feels it hus become a bur·
uell to its uylrip kills ilsclfby Ihis process.

Kroyloss: Fr.llemity ~ a voluntary pre
fumily or semifamily.

·iu: Suffix used to denotr. a phmtl. For
example. one hoyloss. m;my kroylns.~in.

Oy"prirll: The principal Droync lan
guage. med in mystic rituals, and also fur
trade, a~ ever~' oylrip has someone whu
speaks it.

0Ylri".- A cummunity of drc~'kll.rill. all
founu in lhc sUllie profcssion ur ~t:ognlph

Ie regIOn,
Pmyl:>i,,.: a Droyne Spurt.
S.\·~·(/ld/"{/rm: ('·Space skills:") A collec

live tern I for skills such us Vaec Suit.
Piloting, and so on which are associated
with spuce travel. These skills are r.lrely
used by Ihe Droyne.

Tyafelm: Pamily of six Droyne, one
from each caMe.

YaskOJdray: Literally, ··Grandfather:'
A gorllike figure common in the myths of
many Droync worlds. comparablc Lo
I-'rometheus in Human legends.



Droyne Merchant
Companies

S illcc the Droyne have no eSI:lblished
empire. they h:1Ve no far-reaching
rnegacorporalions. Droyne IT:lding

organizMions arc smOlll - frel': tfaders,
tledgling mt::rch3nl line~ limited [0 a suh
sector (or even;) few worlds within a sub
secmr), and small "interface" lines trading
acrnss the boundaries between Droync
stales (usually inuividuul worlds) uml Ihe
empires uf other ru(,:cs. Fur example:

DI/oyk:Jrukk(l is tilt: must wide-ranging
uf DrUYI1l: rm:rdlilIlI companies. based on
Mulyush (J 923 lIelish). The company
nourished during the last \11'0 millennia of
the Firsl Imperium. and although it ceased
spaccborne operations during the Long
Night. it remained in existence as a plancl
bound merchant house IImil 320, when il
again exp;mdcd infO inlenaellar trade.

The company provide~ tran~port

helween Droyne world~ throughout the
Imperium, and ulidertukes incidental.
~pceulative trdde un these runs. spcci<.llit:
in1); in goods of particulur interest to
Droyne such us lIuts alld illseets.

Tf,yU SlIplid is a Druyue kruylun from
Andor (Spillwurd Murches 0236). which
opemtes il single Beul1"lIlf-c1<lSs free trader
(also called the rhyo Sf/pI/d) along the
Spinward Main. For tax reasons. it oper
ates under a nag of convenience :lnd is
registe.red 0\11 of ninges (Spinward
Marches 1635).

Piloting Prerequisites
and the Droyne

T
he row DX :Ind IQ of the uvemge
Droyne nwke slUrship piloting skills
very expensive for them. sillce

GURPS recOIlllm:lIlls Ihm in most cam
paigns Fret: Fall and Vacc Suit should be
prerequisites for a Piloting skill specializ
ing in spacecraft.

The OM may therefore wish 10 rel:l.x
this ruling. allowing Piloting to be boughT
without knowing Vacc Suit-12 or Free
Fall-l2. This is in keeping WiTh cra~sic

Traveller. where the three skills were sep
arale and unconnected.

The CJM may limit thi~ to Droyne only.
or may make it a gencral ruling for all
CURPS Traveller pilots.

If the Leader in question is a PC. he may select his reaction; when dealing
with NPC Leaders, any other normal reaction modifiers also apply.

Morale
Prior to an expected battle, coyns are drawn to predict the outcome. If the

Droyne know there's a fight in the offing, and Iheir Leaders don'lundergo this
ritual. their morale suffers - in a potential combat situalioll or morale check (p.
0204) this inflicts an additional -S modifier. Nott; thal no slIcb penalty accrues in
the case of ambushes or meeting engagements, where Ihe Droyne have no
advance warning of combat.

If there is time for the coyns 10 be drawn, they arc, lIltril either Warrior or
Mercenary appears. All coyns drawn up 10 that point arc combincd 10 give a single
morale modifier, which applies to any morale reaction rolls tClken during the fight.

In longer conflicts, a new ceremony must be perfumled roughly evcry 90
minutes. provided that tactical circumstances permit this. (Only ill a silly cam
paign will the Droyne cease fighting to conduct this rilual, and evcn then the OM
should apply some equally silly reason why their opponents eannol press the
advantage - a Mercenaries Guild work rule, perhaps.)

OROYNE ANO OTHERS' PHIL.OSOPHIES
Thc Droyne approach to other philosophies is "live and lei live." They do not

normally adopt the ways of others, nor do they have any missionary ben!.
Droyne ways arc for Droyne; other species have their own
ways, and arc weleomc ro follow them, so long as Ihe ~~~'!!!...
Droyne community is not harmed.

SOCIETY
Tht; nature of Droync society stems from the caste

system, which dict;)tes much of the interaction hetween
groups, and also influences government, warfare, and a variety of other matters.

SOCIAL. GROUPS
As with most races which have families, the family structure determines

many details of character and background. Among the Droyne, there are two
hasic types of families: the tyafelm and the dreskay. Families then group together
to foml an oy'rip, or community.

Tyafelm: The Nuclear Family
The basic Droyne family is the 'yafelm, a group of al least six Droyne. with at

least one from each caste. This unit is essential to reproduction, as the presence of
the various caste members (and their combined pheromones) pcrmirs rhe Drones
to lay fertile eggs. A ,yafe/m may be balanced, with equal numbers of each caste
included. or specialized, with a predominance of one specific cnste - for example,
a military t)'afelll1 might have more W,m'iors than members of atty otlter caste.

Each tyqfelm chooses as its emblem one of the 36 stnndMd coyn symbols,
which is used by other neighboring families to refer to it.

Dreskay: The Extended Family
The extended family is a group of 3-18 lyaJellll;lI. The association of many

nuclear families provides a hlrgcr gene pool, thus reducing the chance of genetic
damage through inbreeding. ;)Ild nllows the offspring from component families
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to form new ryafellllill. The dreskay is mostly a family, but it is also partly a
school and partly a group of friends; it is probably the closest of current Droyne
organizations to their precivilized social units.

Occasionally, a dreskay will split into two or more smaller dreskayill. a
process known to the Droyne as esivo)' (literally, "schism"). This occurs when
local economic pressure, famine, drought, or the excessive size of the original
dreska)' dictate. The daughter dreska)'ill divide the Dcquired assets between
them, and go their separate ways; they mayor may not stay in touch.

As families grow in size, they mDy also send out iyubimill (literally, "ten
drils") to explore, to trade, or simply to travel. These small groups normally
include one member of each caste, and are used to give the young experience of
fending for themselves, to provide revenue for the parent dreskay, or simply to
relieve the family of the need to care for surplus members.

Oytrip: The Community
The oytrip is a collection of dreskayill, usuDlly focused on a specific geo

graphical region. It is a commune. where all share their resources for the com
mon good, with each caste contributing its abilities to the community's needs. In
some ways, the Droyne oytrip can be thought of as a single organism; although
individual Droyne are not possessive or aggressive, the oytrip as a whole is both.

Most o)'tripill are simple rural communities. devoted to agriculture, hunting
and gathering, or similar lifestyles. On more sophisticated Droyne worlds, or
where their race is integrated with Humans or others, an o)'trip may specialize in
manufacturing, trade, or a military role.

Within the o)'/rip. social relations are smooth and well-regulated. Natural
Leaders emerge to cope with problems as they arise, and enjoy the unquestion
ing support of other castes; they are no more capable of misusing this power
than they are of destroying their followers. The community is governed by a
Leader of Leaders, and all its dreskoyin answer to him. The group's Drones form
an advisory council, and are also responsible for casting adolescent Droyne.

Kroyloss: The Fraternity
The kroyloss, or fraternity, fills the need for the young to make their own

way in the world without losing the companionship of other Droyne. The prima
ry difference between a family and a fraternity is that famjlies are committed to
reproduction, and fraternities are not.

When a young Droyne reaches maturity, it leaves its tya/elm to join or fonn
anuther. usually within the same dreskay, and almost always within the
same oyfrip. Finding another suitable famjly can be difficult;
many youths are placed via existing agreements between fam
ilies, but others are driven by conflicting motives. They are
curious, inquisitive, and anxious to explore and learn about
the universe; at the same time, they feel incomplete when
separated from other Droyne. The answer to this dilemma is
the klvyloss, a voluntary association of Droyne which pro
vides mutual support and companionship without requiring the
same level of commitment that a proper family does.

After a period of wandering or mutual endeavor, a fraternity may break up,
with its members leaving to join families; more often, it may itself become a
family as its members mature. It is thus a sort of proto-family.

As they have few of the responsibilities of families, kroylossill are much
more capable of wandering in search of adventure, building a business, or form
ing a mercenary band. Although one caste may dominate a fraternity, there IS

always at least one member of each caste present when possible.
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Utopia

5omerimes :l rew Ilum;m.~. or mem
bers of Olher specie.~, hecome enam
ored of lhe Droyne social syslem

and seek 10 emulale il: Ihis most common
ly happens with members of a Psionic
IOSlilute, and may possibly have been one
of Ihe factors leading 10 Ihe Psionic
Suppressions.

A few such groups have allempted 10

replieale the Droyne system o\'er the
years. They produce some method of
assigning members to castes. where their
responsibilities are carefully laid out.
Children are eilher assigned. or allowed to
choosc. a casu: when the:y come: of age.
Some anempl.s have been made to dupli
cate the Droyne casting rilual, hUI lhis
genernlly resulL~ in random woes.

One problem is the gender distribution:
all females among lhe Droyne arc Drones.
bUI only 17% of Droyne arc female,
whereas the roltios of S!:xes in other rdces
art: quite different. and ullsuila!Jlt:.

These allempts usually founder all Ihe
fact thut those involved are unable 10 com
pletely eliminate Human traits such as
personal initiative. individuality. greed.
jealousy. and so on. Those communities
which do work usually disintegr~lle wilhin
a generalinn - mO~1 nff~pring !e~ve the
community for a socielY Ihal filS with
Human nature heller. The sole exception
is thc '"New Humaniti" projeel in Ihe
Trojan Reaches. which currently has 200
members and is in ils third generation. By
casting chill!re!l al 5 ycars uld. they havc
been able tu apply programs of psychulog
ical cOlilliliunilig (critics might say bmin
waslling) 10 gt:l the children to accepl Ihe
caste they will assullle at age 12.

The Droyne themselves have Ilel'cr
shown interest in the success or failure of
Ihese atlemplS. beyond the mildest of
cnriosilieJ;.. cven if Ihe group is placer!
near 10 a Droyne community. The
Zhodani, however, are reputed to have
found such cxperimellls IItry interesling
indeed ...
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Craftsmanship
While many Droyne communities have the technology for mass production,

and Leaders intelligent enough to appreciate its benefits. most continue to build
even complex items by hand. because the cost/benefil equations Clre different for
Droyne.

One factor is that full employment is a crucial need for Droyne sociely, While
a Droyne worker is second to none in his ability 10 operate a boring production
line efficiently. one who becomes unemployed. or unemployable. quickly feels he
has no value to his oyrrip and wills himself to die. This is urmcceplnble (0 his

Most of the CUSlOms common to Droyne everywhere
are tightly bound to their rituals (see Mysricism. pp. 70
76). There are a few OIhers wonhy of note,

Yatroy: The Mandate
This is a group of Droyne, primarily social Drones and

speaker Sports, charged with the coordination of cooperative
efforts between different oyrripill, Originally yalroyil1 arose as
groups of negotiators from different oYlripill that were formed when these need
ed to cooperate on projects too large for individual oylripil1, such as large hunts
or joint fights against a third party. They achieved much greater prominence in
periods of industrialization. when projects such as railroal1s became too large
and complex for an individual OYlrip to manage sllccessfully. In low-tech cul
tures. yarIVyin are temporary institutions set up to meet problems as they arise
and disbanded once the goal is achieved, More advanced Droyne societies have
)'arroyill dating back hundreds (or even thousands) of years. maintaining the del
icate balance between specialized oyrripin alld their highly territorial leaders.

If a yarroy simply co-ordinates, it is made up mostly of speaker Spans. If it
has adminislrative functions. its staff is expanded with social Drones from the
member oyrripin If il needs 10 take a leadership position, the members co-ordinate
with the various o)'rripil1 involved to select a Leader of Leaders to fill that role.

The first recorded permanent yarray was the Canal Authority on Andor. It
was formed around -44.000 to dig a canal connecling the cities on the Twoysk
Plain with the cities of the Aylkoy River System. When the canal was finished. it
was decided to expand the system. so the yarroy kept on functioning, At the same
lime, it began to mediate in disputes about the use of the canal in cases where
individual oylripill demanded priority. and to coordinate the maintenance of the
canal. Other pemmnent yarroyill include Space Control. which runs the ships that
trade wilh Candory: the Mining Initiative, which mines metals from a barren
island in the North Polar Ocean: and the Aylkoy Energy Distribution. which
administers a dam buill on the Upper Aylkoy. Similar arrange-
ments have arisen on other Droyne worlds over the years.

CUSTOMS

The smallest proper hoyloH is six Droyne, one from each caste: the largest
is several dozen. ahhough a fraternity with more than 20 members is rare.

A Droyne who panicipares in forming a kroyloss is expected to do so within
one year of being casted. It is acceptable to remain with the association for one's
entire life, although for most. the fraternity is a passing phase, which leads natu
rally into family responsibilities.

A wandering kroyloss is a natural pany of PCs and
NPCs in an aJl-Droyne campaign, The Droyne are young.
unhampered by the need to look after children. and rela
tively unbound by the standards of their society.

The party is hired by a Human family,
one of whose children has joined a
ulopian group setting up a Droyne

inspired society on a nearby world. The
(:1I11il)' is con\'inc:ed thaI theiT chilli has
been hrainwashed. lelcp:llhicall~'con
trolled. drugged. or just plain misled. and
want him or her retrieved by any means
ncccss:lI)' .

The Pes must find the imJil'iduall:un
ccrncd. c.\lrucl him fn,l111 the cornmunc.
brill,!; him home. aud possibly assist in
brillgin,!; him bad, tu his right mind.

Along the way Ihe)' will face opposi·
tion from group members. including the
person they have been sent 10 rescue; local
bureaucrats and police. who hold that
those joining the ulopi:ms ha\'c a right to
do so :lOd lhal <Illcmpling 10 free them is
actually kirlnnpping: and possibly rene
gadc psions or Zhodani ;lgents who have
SCI up the whole Ihing ror SOlllC ncrarious
purpose.

- Sht/mltts}, Numor, /ISS

Better Late
Than Never ..

"One lime, II {Jrorllc Techilicillll
agreed to bring 11,\' 1/ 1IIl'{'hllllklllll"illg .I'CI

for II rescorch ImJjt'Cl lre lj'el"e I1uillg.
",,./1 bl"illg il /l)lIIurl"OI1", ' hc :illill.

lI'e/l, he ditlll'l, )"IJ IIt'xllillll' H'(' l'isilt'tl 1111'
kro)'{oss, Il"(' (1.1'/.:.('11 /lSI/iII. "Tulllu,roH·.· {I('

:wid. A/l/I he did" 'I ('/UIII' 1/1/'11. eil1lel"_
"Thi,f II"t'lI/ u" fur 0(,0111 a \\'('ek, f/lld

he 1I1'I'cr ("(IIII(', 11'" {wd olllt''- "'ork lu tlo,
50 11'(' st'! 01/110 .I" (I g,'OSl/n;cy nf III" IW\"(

rolley.
"lI'hell \1'e came hnek, we fOlllld till

nllgry DfOyllt' Tecllllit;ifll/ 0/1 01/1"

donr.u.:p, Imilillgfnr liS.
"'Where were you?' he asks. 'YOII

knew I was cumillg. '
"Yuu 'I'e hel/rd oJmaiiana? Wd/. Ihere

is 110 word ill O)'llprith willi l!lal ttrlKh
sellse of Ilrgel'cy, ..

Adventure Seed:
Deprogrammers



Leader for two reasons; first, the Leader's purpose is to ensure the continued sur
vivaland prosperity of all his followers, however humble; and second. a /Jo/elm
need!; all three sexes before reproduction can occur, so the oJ/rip is wise 10 pre·
!;erve members of all castes in suitable proportions ~ none are easily expendable.

AnOlher factor is that the Droyne are willing to work for their wlders at any
ta~k, however humble. Wage costs are irrelevant, as are olher expenses a Human
employer would incur. The Droyne (especially those of the lowest castes) seek
only sustenance, and the knowledge that what they do will benefit the oJ/rip.
This mnkes it ensier for a Droyne Leader to marshal resources than for most
species; a K'kree steppelord has similar control over his followers. but has to
work harder to keep them in line.

The upshot is that Droyne build things in the way that suits them best, nol
necessarily the way which would be fastest or generate the most profit. U only
one air/111ft is needed, the Leader of the dreska)' may well ask
his Technicians to huild one by hand. If 1,000 are needed __~..",.....
quickly, perhaps as trade goods, the Technicians will build
an air/rafll3ctory, instead.

Ritual Warfare
Wars are still sometimes fought between oy/ripi1/.

Warfare is the province of the Warrior caste. although the
entire oyrrip contributes 10 success in war as it does in other
spheres. In Droyne warfare, Warriors do the actual fightin,g: they arc not clerks
or medics (Drones do those jobs): they are not sappers or trench-diggers
(Workers fill those slots): they are not expected (0 build, repair, or maintain
heavy equipment (Technicians do that). Spans act as spies, scouts.•md couriers.
Leaders make the strategic plans and decisions. As in all other <I~pects of life. the
oy,rip at wOlr is a well-oiled machine. running smoothly bec~llIse e.lch individual
has a role. and no one crosses over into that of his comrade.

Ritual war always has specific goals - the capture of nece~s;.lrY materials (per.
haps food or weapons). or control of strategically imponant territory or Imnsporta·
tion routes. A Warrior killed in a ritual waf is just as de~ld as one slain by other
means. so the Leader must constantly balance the benefit the oylrip will gain by
achieving his goal against the dalll:lge it suffers by losing .1 e<ldre of Warriors.
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The Winged Claw:
Sample Droyne

Martial Art
{B points]

Oroyne do lKM Icarn manial aru as II
spon or performance an. so litis n:p
Il:scn(S a comtNIl style used by pro

fcuional Warriors in the service of an
O).,rip.

Primary Skill: Karoltc.
$ceundary Skill: Judo.
Optional Skill: First Aid.
Maneuvers: Breakfall. Feint. Hit

location. Jab. Jump Kick 12 poinlsl.
Kicking.

Judo is only a secondary .ddl!. and the
style docs nOl teach maneuvers such as
Close Comba! or Chnke Hold becnusc a
Droyne drawn inlO II wre.~tling mUlch will
quickly he incapacitated by broken bones.
Sweeping Kicks arc tess useful against
Dmyne, becausc they can usc their wings
to help cvadc thc kick. jumping up over it.

Adventure Seed:
Trained By A Master

While seeking an Institute which
can provide psionic tmining. the
Pes (Of" thc:ir patron) come across

a rumor th:n a Droync world some W:l)' off
(perhaps C:lndory: sec pp. 86·88) has
psionic m:lsters who will teach thcm if
properly approached. They must o\'cr
come lhe normal obslacles of tTavel.
ingrali:lIC Ihemscl\'cs with the rclc\'anl
OYf';". and deal with any surreptitiuus
Mindwiping the I)roncs ma)' indulgc in.
Of coursc. in thc Imperium lill uf this is
illegal and mUSl be dunc with discl'cliull.

So Why Haven't
the Droyne Been

Wiped Out?
MTllry J/(wr brrll. mallY I;III('S. Tile'

R/Iflrings flf EJi/Krull:Jl.for iIlJ·f(llI("('.

"Tht'ir grrflft':J/ "·('t/t,,rss. ...hid, is
111m IIt('y 1"(, sl"eod so /MI/ly on'rC'1'0rfl!',/
spun.'. is (I/so a slrrllglll. ill ,ltm 110

Ilggrrssor JIlIS fill' cOI'rrage 10 Itd'l! 11tt':1II

(1/1 OM. Ami thl',\" ore n pmll!cted .f~dl's

i,. sOllie ploces - e;II/1~r "IMllglt ollnl;sm.
or ~c(lllse some of,hem build /leO! top.

"Persol/ally. / say fry ,lte 1m of ·ell/.
Tile)' killed 100 mall)' oflIIyfriends. N

- HersheJfar MeJdol.
T'II~ Quick und tile Dead:
A SCQut at War



Big Wings,
Little Wings

V:Irious incarnations of Tran:ller
have (kpi<:lcd the Droym: ,IS h;l\'ing
wingsp.ms r.lIlging frum vcry su\;I1I

tu over 10'. This work aSSUl11l'S ,[

wingsp<lll of roughly 150% of the
Druync's own height - Le .. between
4'IOff ulld 10',

[n f'lel. some populations of Droync
h<l"'" smaller or larger wings. (sec p. 63).
Some have even losl the power of night
(usu:,lIy popnJalions long l5Ol:l1cd on high
gr.lI'il)' worlds), though Ihey Tetain \'c.~lil;!i;jl

wings. Mosl, however. reLain a limited :Ihi!·
it)' tn tly (see sidebar. p. 90) :md che racial
[emplate (sec p. 93) rellcels this.

Common Tech Levels

TIw stereotypical Druym: of Impcriul
holol'ision has an extreme TL: the)'
arc either a primitive SOCil'ty with

TLS or Il'%. living on an IISS rCSCT\':llion.
or a mysterious and isol:llCd TLlJ culture.
In practice. the majorily of :III-Droyne
world.~ are al TLX-IO. similar to Imperial
worlds,

They may well appear more primitivc.
as the simple. rural lifestyle of the Droyne
requires less tcchnology. and they an; con
lenl 10 live without it in everyday life.
This docs not necessarily mean lhat the
Leader (:lnd his advisors and gUtlrds) don·1
have uccess to higher-tcch items, or lhat
they fail to understand them.

= ..

Real Warfare
The difference between ritual war and re,ll war for the Droyne is that in ritu

al warfare. only the Warrior caste arc legitimate targets. Real warfare is total
war. and considerations such as crippling the enemy by destroying all his Tech
nicians enter into the Leader's plans. Reoll war is not often seen between
oJ'fripill, but is the default for conflicts where Droyne face Olher
species.

GOVERNMENT
Droyne government is always determined by caste

and exlernal inlluences.
The Droyne themselves have Iheir own hierarchy: the

Leader of Leaders, Ihe Leaders, and the other Droyne. Depending
on the size of thc cOllllllunity, there may be several levels of Leaders. Like Vargr
stares. the larger Droyne communities tend to fragment. as Leadcrs of individual
oyfripin strive 10 increase their own power. although this is nonnally for the ben
efit of their subordinates ralher than for personal reasons.

If a Droyne world has a planelaf)' government. this is simply a larger hierar
chy, with a more powerful Leader of Leaders at the top level. If there arc multi
ple socielies. each is a Droyne hierarchy. albeit smaller.

Often. the Droyne share their world with other species,; they retain their hier
archies. although the planctary governlllcnI may be another governmcnt type to
which the Droyne hierarchy is subordinate.

Where Ihe Droyne control a world bUI other races also live on it. the Droyne
treat them as if Ihey. too. had a hierarchy of Leaders. They have Irouble under
sl<1nding that Leaders of other races cannot command the same unllinching obe
diencc that Droyne rulers enjoy: a Vargr enclave·s apparent Leader is held
responsible for the actions of its most impulsive member. because the Droyne
assumc lhal mcmber is acting on orders from his Leader.
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Ship Crews

Small Sl;OUt ships can be upcr,lll.:d by
one DroYlic. almost always a Sport;
other ships arc erewed by u mini

mum of six Droyne. usually a single
',I'ulfdm or kru.'"lo~-~·. The formation of
new tradillS families alld fraternities is
often illnucneed by whether or not poten
tial members can h:lndle the necessary
crew positions.

The ship's captain i.~ usually a Leader.
as is The navigator: on smaller ships the
two roles are combined. with a Sport pilot
as first male. Mates. pilots. and assistant
na\'igators may be Leaders or Spans.
while deckhands and freight handlers arc
Wurkers. although thc eargomasler (if the
ship has onc) 1ll:IY w<:ll be a Drone.

Enginccring dutics urc l;urricd OUI by
Tcdlllieiulls with Workcrdri\'ehands.

The chief purser. if present. is most
likely u Dralle. with ussistullt pursers and
stewards being Drones or Workers.

The ship's doctor. if it has one. is Ilor
m:llly a Drone. If assistant medics are
needed. these may be Drones, Spans. or
\Varriol"5 - however. \Varrior medics lend
to kllOw only enoug.h emergency tmuma
aid to stabilize the patient until a Drolle
physician can be reached.

Gunners. security personnel. and ship's
troops are Warrior:;.

Although the Droyne as a race are not
motivated to advance technological.
ly. there is another factor at work.

They are psionie:lLLy talented. and usc
thcir powers to transfer knowledge from
one generutioll to the IlCxl. Evcl)' eOllHlIU'
nity has one or morc DrOYllc who act as
storehouses for tIn: accumulated knowl
edgc of the roce. This is a heavy burdcn.
and while these individuals are undoubt
edly wise. they are also sometimes men
t;ll1y unst:lble.

This persiSTence of knowtedge Through
generaTions has led 10 .~llch extreme cul
tural stability as to ha\'c almost elimin:lled
change. Expo.~ure to new races and their
ideas leads some Droync to brcak with
tmdition and look 10 the fulUrc. but this is
resisted b)' most uf the race.

Why Don't the
Droyne Make

Progress?

FOREIGN POL.ICV: LIVE ANO LET LIVE
The Droyllc arc relaxed abollt sharing their space with other nlCC~ - they

care little for territory beyond ensuring lhat the needs of their tyafelm and o)'lrip
are met. So long as they and their fellows are left in peace, all is well. If anolher
oytrip or race encroaches 011 land or resources they need, a prayts;rv or two will
be sent 10 negotiate: if that fails, war results. The same occurs if the oyrrip needs
more land. more are, or whatever - if they can acquire it by peaceful means. Ihey
will do so. bUI Ihey will acquire it. Fortunately, the more common approach is to
live within their means. using casting riluals ano krillllyl.\)'JI 10 rcgulate their
numbers.

DroYllc socicties integrale well into the legal and socielal structures of othcr
races. The key to success is flexibility in what constitutes an individual. Ideally.
an oylrip as a whole gains Ihe status of "individual" in the local social/legal sys
tem, much as corporations are Irealed as an individual for legal purposes in
many Human societies. This is only a problem when it is used as an excuse to
allow. for example, I million Humans to dictate the policy of a planet with
6 million Droyne by giving each oytrip just one vote.

Planets that insist that rights be held by individual members are usually not a
problem, either. An oy/rip C,1Il simply have each individual exercise their rights
on the o)'lrip's behalf. A Worker given a vote will simply vote as directed by his
Leader. This works well because, unlike with Humaniti, the obedience of the
members to the group can be depended on. and each individual can depend on
the Leader working in his best interests (which is to say, the best

interests of the o)'/rip). It can be a bit inefficient. because the ~"-'~i!'o..
Leader has (Q communicate effectively (Q each member
what they are to do, but the only real problem is societies
where governments insist on making an individual exer

cise his rights based on the government's standards of
what is in the individual's best interests. This only occurs
on worlds where the local government is paternalistic and
has a strong ideology about wha! is right for an individual.

LAWS, CRIME, AND PUNISHMENT
Crime is almost unknown among the Droyne: laws and law enforcement are

equally marginalized. Members of an o)'frip are assumed to be acting in its best
interests. whatever they may be doing: and this assumption is almost always valid.

Outsiders are suspect. however, for they do not have the oj'trip's interests a!
heart. If Droyne from other oy/ripill. they will naturally be seeking advantage for
their own cOllllllunity, which is likely to lead to actions unfavorable to this one;
non-Droyne are assumed to have similar motives,

DOMESTIC POL.ICV: A PL.ACE FOR
EVERVONE, ANO EVERVONE IN HIS PL.ACE

The Droyne caste system ensures that everyone has a place, not least
because the casting ceremony (see p. 73) may be receiving major input on which
caste the juvenile would best serve. and which caSles the oyrrip needs that year.
This guaranteed "place" may mean death, though! If one year the crops are bad.
(he old must commit krillQYIs)'1f (see p. 70) to make way for the new.

The need for each Droyne to have a role in his dreskay, and lO be clear on
both what that role is and how it benefits his fellows. is a critical factor in how
the dreskay is ruled.

THE DROYNE =



Oynprith Word
Generation Tables

T
he tables usc two ordinary dice to
gcncnllc Droync words or nlum:s. It
is suggested thai the dice be Teu lind

while. but IIny other colors will uo. OMs
nw)' prefer to program a compuler to gt:lJ
eralt: a large nUIIll>er of Oynprilh words
quickly. and allocate mc<millgs as they arc
taken from the list: those in a hurry for
names can pick one from the sidebar on
p.74.

Words afC gcncr<lred in three !itep!i:
deTermine length. cletermine syll:lhle
Iypes. and determine syllahle components.

Ward I.ellg/It: Words may he almost
any length. although more than six sylla
bles is rare. Roll one die for Ihe number of
syllables: to speed generation. the GM
Illay Opl 10 lreat uny roll of 3 or more us
denoting II Illrcc-syJlabh.: word. Or. the
GM or player 111<.1)' simply specify word
length.

Syllubil' TYI"': For each syllable in a
word. generate the- type of syllable. The
8Mic table is used for initial syllables, ,1nd
those occurring after a Iypc CV or V sylla
ble: the Allen/ate fable is u~c1 t"M ~yl1a

blc~ which occur <lf1(~r;1 type ve or eve
~yl!;Jhle_

Syll(//)/e COIIII,m/fllls: 'llll: component
eon~onants (C) and vowels (V) for each
syllable lire now determined from the
appropriate tables, [n~peet the syllabIc
type to determine the com:ct colullln (ini
tial COllSOllilll!. vowe!' or final consonant).
Roll olle llie to lleterminc \\'hieh table in
the column is used. then 1\\'0 dice to deter
mine the specific vowel or consonant
used_

Word Generatioll EXlImple: Tire GM
/leeds 10 l1(/lI1e 1I DrOylrf' t!lm Ihe f'C.~ hlll'e
mel. Rollillg olle die for Iile 1l1ll!11}/~r (lfs,\"l
lahle.r, !u~ finds rill' I/amf hll.t /\l'O 5-,,110
bles. He mfls 6 al/d 4 011 lite Ba~·jc wble.
.to theJirst syllable rype is CVe. TfliJ dic
/lites rhe Alternate wble for tile senmd
~:I'II(1ble, (//1(1 rolling 3 Will 4 yields {/ VC
for ,I/(: n:cu/UI .\:rl/"b!e I-,"pe.

Tile GM delf:fmiIJe:i f'//("!I cUll1po/!/'1I1
fur Ihl' fir~1 ~yllllvh' (CVC). Rollillg II die
fur IIIf' illili,,1 J·.I"/f"lJIe /(1/)/1' (4J alld tll"O
dice for rill' .{/lecific inirinl cOl/SO/Will (I.
5) gi,'cs p. Rollins a 2, followed lly (/ 6
anrl fl J. seft'cl.t <! from I'flll'e1 1n"'P. 2.
Rnlling a 3, fnllOll"lul lJy (/ 2 {l1ll! (I 5,
.{r.!I!CU P fram finnl COll.rm/WIl whip. 3. -n/P.

fil'Sl sylllllJle i.f 111115 pP.p.
1'"(l1/(l1I'il1,11 rhe same process for the

secoml syf/able (VC), I/le GM rolh CI J,
lliel/ II 6 lI/ld a 5, .'"ieldi/lg I from the third
I'owel wble. Theil (I 4, followed by 3 allll
I, prudllce)' rs from rhe fUllrlh fil/lIl COI/SU
lUml tavle.

TIle l1ew nall1e is Ihlls Pcpirs.

COli/iI/lied all next page, , ,

So long as an olltsider is doing nOfhing which might disadvantage fhe nytrip,
he is left alone, alrhough he will he under constant surveillance by local mem
bers of The Warrior caste. At fhe slighTesf hinT of hostile inTenf, The Warriors will
acT 10 ensure the safeTy of Iheir oylnjJ; this can mean anything from gentle urg
ing to move along to a preemptive strike with a Droyne-portable fusion gun,
depending on circumstances.

THE CROYNE IN CHARTEO SPACE
After the Vilani firsl achieved starflight in -9325 Imperial, they gradually

eShtblished an inlerstellar empire over much of the area now occupied hy Ihe
Third Imperium. They encountered many alien races. including (he Dmyne, hUI
crucially they never entered tbe Spinward Marches, and so never fonnd gmups of
Droyne worlds elose 10 each Olher. With so many new races to study and the dif
fcring physical appearances (and lllent111 levels) of Droyne [lnd Chirper popula
tions, the Vilani failed to realize tlmt the various Droyne were a single mee, mther
than uniquc races. Even iftltey had nmele the eOllneetion, they were already trying
(and failing) to explain why they had mct 40 or more independenl Human races.

Thus, Ihe Droyne remained isolated and obscurc. When Tcml conquered the
Vilani and established the Rule of Man, the Solomani had enough problems try
ing 10 gOVCrTl thcir new cmpire, wilhout worrying about individual minor races.

The Rule of Man collapsed ill -1776 Imperi,)!. and lhc Long Night did not end
unLil the rise of thc Syle<ln Federatioll. later Ihe Third Imperium, This new stale
entered Ihe Spinward Marches in 300 Imperial. ,mel by the lllid-700s controlled
much of the sector. At this point. the brace of Droyne worlds in the Five Sislers
subseetor. and the populaLions of Chirpcrs nearby. made il impossible to continue
believing thaI the instances of Droyne recorded so ftlr were separate mees,

Worse W,IS Lo come: SOllle of these Droyne had jump drive, and had had it for
centuries. As eross-cheekillg against other worlds progressed. the date for their
acquisition or tltis tcchnology was pushed further back, until il became clear Ihat
!.hey could not have obtained it by theft from, or Lrade wilh, any oftbe eUrTCnt major
raees. The fact that !.he Asian, !.he Vargr, and the Zho<..lani also had Droyne worlds,
some of whom also possessed jump drives, pushed the date baek still further.

ASTROGRAPHY
Droyne worlds are scattered throughoul chaned space. This makes co

operation belween them difficult, and tends to place the Droyne m the mercy
of Ihe nearest interslellar power (bUl see Why Havel/'I rhe Dro)'lIe Been Wiped
Ollr? on p. 79.)

Some scientists theorize that given the current number of
known Droyne or Chirper worlds, and the rate at which they
seem to have died oul (or heen killed oft) over the last few
lens of millennia. there may at olle time have been hun
dreds, possihly Ihousands. of Droyne worlds. throughout
and beyond the current range of Ihe slarfaring races,

OTHER RACES, OTHER PLACES

The history of interaction between Droyne and others is not always a happy
one. On many worlds, including Zhdant and Esperanza in the New Islands sub
sector, Humans or others wiped OUI (he local Droyne: this was sometimes a delib
erate policy. sometimes a regrettable accident, and sometimes due to indifference.
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Relationships with Other Races
AsIan dealings with Droyne arc driven by the

interests of the dam; concerned, and (as with every
thing in Ihe Hierale) vary widely. Droyne worlds
with high TLs. especially TLl2- [3, are an important
resource and jealollsly guarded; they are usually
under the protection of a powerful clan, trading land
and technology for protection. Some chose this
course willingly, and some had it thrust upon them at
dewclaw-point. Those less advanced are either
ignored, or kept isolated from Asian society; it is fare
indeed for a Droyne community to cleave to Freil;
the Asian code of honor. ami so gain total acceptance
in the clan.

K"kree !ipace has no Droyne worlds. which is per
haps fortunate as advanced societies of meat-eating
Droyne would be a serious threat to K"kree superiority
and culture. No, there are no Droyne worlds in the Two
Thousand Worlds. Nor af/Y /I1ore ...

The various Solomani and Vilani Imperia have historically treated the
Droyne unevenly, perhaps because through most of Imperial hislOry they were
not rccogni;.:ed as a single racc. but regarded as many different minor races.
Some Droyne worlds in the Third Imperium are accepted as part of the interstel
lar community: others are interdicted by the Navy or the Scout Service for vari
ous reasons. and Ihus off-limits to trade and common travelers.

The Solomani Confederation is currently IOlerant of low-tech Droyne popu
lations. which are nOI perceived as a Ihreat to its supremacy. High-tech Droyne
worlds are isolated or interdicted in case they destabili;.:e the current Slatus quo 
their supposed technological capabilities together with the difficulty of inserting
agents into Droyne society makes SolSec suspicious. The fact that the Droyne
appear not 10 mind being interdicted merely fuels Solomani paranoia.

Vargr relalions with Droyne are even more variable than Asian ones. Some
Vargr groups ally with the Droyne: some raid them; some persecute them. Even
more confusingly, their approach changes according to which leader has the
most charisma allhe moment.

The Zhodani have a clo:c;e relationship with the Droyne, regarding them as a
valuable resource for their p:c;ionic talents. and using them as instructors. Early
Zhodani contacts with the Droyne on Zhdanl and ils moon (p. T:AIl5) resulted
in the accidental release of a plague which killed two-thirds of the Humans on
the planet. and all of the Chirpers and Droyne. The Zhodani have a lingering
racial guilt for this. and were overjoyed to find Droyne elsewhere - a chance to
make up for earlier mistakes and failures. Droyne worlds in the Consulate are
isolated, but well-treated.

Humans [and Others} on Droyne Worlds
So long as they do not threaten the oylrip, members of other species are tol

erated on most Droyne worlds. II is rare for non-Droyne to accept the rigors and
limitations of the caSle system, and even rarer for a Droyne ryaJe/1II 10 incorpo
rate them ~ they lack the pheromones necessary to partake in reproduction. and
so are always additions whose "supporl costs" may outweigh their benefits.
Purthermore, they are well known to be uppity types who do not take orders
well, and have an unhealthy interest in progress.

It is, however, fairly common for enclaves of merchants or academics to live
near the Droync. studying or trading with Ihem.
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Groyne Beyond Their Worlds
Oynprith Word SpOilS, or small bands of wandering Droyne, may be encountered anywhere

Generation Tables except the Two Thousand Worlds. They are normally on some specific research

[Continued]
or trading mission for their oytrip, although some communities may send juve-
niles on missions purely to gain experience in dealing with travel and aliens.

Initial COI/SOIIUllt J Player characters may also tind one of lhe Deathless (see sidebar, p. 64),
R,d While Die exiled by his fellows and seeking (or pursuing) a new purpose in
Hie 1 2 3 4 S 6 life. These will normally he lone SPOl1S or Leaders, and may1 B 11 B B II B
2 H H HI< HI< HI< HI< bond with the group, taking them for a surrogate family; this
3 0 0 0 0 D 0 is an easy way to introduce a Droyne PC to the campaign.
4 D D D D 0 D
S DR DR DR DR DR F
6 F F F F F F CROYNE WORLOS
II/ilial Cml$OIUIIlI 2 Planets colonizcd by Droyne (or Chirpcr:'» vary, bUI
Rod White Die

tend to have cCl1ain things in common. The GM may declareDie 1 , 3 4 S 6
1 F F F F F F any world to have a Droyne population, but lhis is most likely if lhe
2 H H H H H H world is about 4.000 miles in di~meter. with a standard or dense oxygen-nitro-
3 H H H H H H gen atlllosphere, 30% to 70% surface water, and a population of 100,000 to4 11 K K K K K, K K K K K K I million. As any of thosc factors vary from Ihe ideal, Ihe likclihood of Droyne
6 K K KR KI< KI< L bcing presenf declines. Roughly 40% of Droync worlds have retaincd their

fllilia! COIISOl1allf 3
cullure; on the other 60%, they have los! it, and degelleratcd into Chirpers (sec

R,d While Die sidcbllr, p. 63).
Die 1 2 3 4 S 6 The GM may also rule Ihat the Droyne or Chirpers represent anywhere from
1 L L L L L L 10% to 90% of the population, with the remainder being the race of his choice,
2 L L M M M M
3 M M M M M M most commonly the dominant race of the nearest interstellar stale (Humans in
4 M M M M N N the Imperium, Asian in the Hierate, and so 011).
S N N N N N N All worlds primarily inhabifed by the Droyne will have II diameter of 6,000
6 N N N N N N miles or less, and a population of fewer Ihan 1 billion.

!nilial Co/ISO/Will 4
R,d While Die STARPORTS
Die 1 2 ) 4 , 6

Droyne worlds have the normal frequency of starports for their TLs and1 p P P P I' P
2 I' I' I' I' I' I' popularions, but their low average populations have the result that Droyne-dom-
:< I'R I'R I{ I{ R I{ inated worlds rarely feature major ports.
4 R R R R R R
5 R 5 5 5 5 5 Interdiction6 5 5 5 5 5 5

Any world with Droyne on it may be interdicted by a nearby interstellar
l"i/ill! Cu"sulIllIIl 5 government. The reasons for interdiction vary, but the commonest are:R,d While Die
Die 1 2 J 4 5 6 Protect rhe DIVYlle. A particularly small or interesting Droyne population
1 5 5 5 5 5 5 may be interdicted to shield it from outside influence. This sort of protection is
2 5 5 5 5 5 5 more common in the Third Imperium than in other states.
3 5 55 55 55 55 55
4 55 55 55 55 55 51' PrOteCt rhe Slate. This is commonest for high-tech Droyne planets in the, 51' ST T T T T Solomani Confederation; the Droyne world is isolated so that its products do not
6 T T T T T T destabilize trade or politics in surrounding space.

II/ilial COIISOIllllll 6
Monopolize l1/feractioll. Perhaps the most likely fate of a system in the

R,d White Die Asian Hierate. the state isolates the Droyne so that it is the only one to enjoy
Die 1 2 3 4 S 6 whatever benefits might accrue from trade or other interaction with
1 TH TH TH TH TH TR them.
2 TR TR TR T5 T5 T5
3 T5 T5 T5 T5 T5 T5

CLIMATE4 TW TW TW TW TW TW
5 TW TW TW V V V Droyne worlds are generally Earthlike, although typical-
6 V V V V V V

CQII/il/Ut!ll UII /It!XI pug: . ..
Iy wanner and drier. No major race has problems living on
Droyne worlds, with the possible exception of needing to

wear eye protection against the bright F-class suns that Droyne
prefer.
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TECHNOLOGICAL LEVEL

On worlds where Droyne or Chirpers are only a fraction of the population, they
operate at the TL of the world, whatever it might be. The TL of all

Droyne worlds may be as low as TLI or as high as TLJ 3, but
is typically in the TL8-9 range.

POPULATION

As mentioned above, Droyne worlds are thinly populated by the standards of
other rdces; a typical population would be 100,000 to 1 million, and
the largest known Droyne world has a population in the hun- #Il'!'\'~i:I'o..
dreds of millions.

Conlrol Ratings on Droyne worlds tend to be slightly higher than all compara
ble worlds possessed by major races. There are no laws nor police as such; the GM
should lreat the Control Rating on a Droyne world as indicating the frequency and
level ofhara,sment by local Warriors. Specifically, the CR is a negative modifier on
the guard Waniors' reaction rolls.

THE DROYNE

GOVERNMENT

Regardless of population or oLher factors, Droync worlds
always have one of three government types: subjugated
(including colonies and military governments), multiple soci
eties. Of Droync oligarchy. (GMs converting worlds from earlier
Traveller materials should nole that these correspond 10 government types 6, 7.
amI X, respectively.)

Droync oligarchies are whole-world governments set up along classic Droync
lines, whereas multiple societies arc competing Droync oligarchies on a single
world. See also Domestic Polic)'. p. 81.

CONTROL RATING

OROYNE CITIES

The layout of a Droyne city depends on the planetary
atmosphere, gravity, and TL, and whether the local Droyne

retain the ability to fly. Cities with atmospheres too thin to
support Droyne tlight are much like Human cities, except they

tend to be communally structured. On worlds where the atmosphere
SUPPOJ1S flight with mechanical wing sets, cities are still like Human ones. but a
wealthy oy,rip or dreskay of flying Droyne installs entrances on the sides and
tops of buildings as well as at ground level.

Where the atmosphere is thick enough and gravity light enough to SUppOJ1
unaided flight, streets begin to become just avenues for deliveries of heavy
items. If the TL is not high enough for contragravity vehicles, streets are just
wide enough for cart or truck traffic. with street level entrances generally used
only for deliveries. Market places are large open areas, but otherwise shops are
on the tops of buildings, or Ihe sides (poorer shops are fal1her down). Cities
don't have large arterial roads.

At higher TLs, the communal nature of the Droyne and the fact that cities
already are built with narrow streets mean that personal vehicles don't gain the
same role that Ihey do with Humans. Dreskayill and ny'ripill use trucks and
buses, which can carry more members, and cities build mass-transit systems.
Eventually. the availability of contragravity leads to the streets becoming little
more than an afterthought. only sometimes paved. Separations <Ire maintained
belween huildings only for sunlight nnd ventilation.



CANOORV [SPINWARO MARCHES

0336) - RED ZONE

., ~"'{'-' World Data
.\~,~;.,".. ' SU/rpol'/: Class III.

~~~~ij~" ~l"'~~_ Diallleter: 5.248 miles. AlIllo!lphere: Dense oxygcn-
~ ~;. -' ~ , nitrogen. with slightly high background radiation. SI/Ifac!!

"";>" . "':-:.:1; lVat!!r: 25%. Climate: Warm. Poplllation: 9.3 million
~'.J/ Droyne. GOl'ertlmel1T: Oligarchy (the Leader caste in cach

.....'=='~ oyrrip). COlllro! Raring: 2. TL: 8.

It has been suggested that Candory is Ihe long-lost Droyne homeworld, as it
has the right atlllosphere. gravity. and stellar spectrum: however, nearby Andor,
which is somewhat wetter and much more densely populated, is generally held
TO be a more likely candidate. Both worlds were discovered in &02 during the
Psionic Suppressions. and at once interdicted by the IISS. officially "to proteci
The naTive populalion:' The worlds are adjacent to each other. but at leas( 3 par
secs from nny other system. Andor is no longer interdicled. although access is
sirictly controlled by the Imperial Navy and Scout Service. Candory remains a
Red Zone. wiTh an JlSS squadron and a significant naval presence (0 enforce
access cOl1trol.", Non-Droyne arc occasionally allowed 10 land at the port. bUI are
never allowed beyond thc perimcter.

Candory's entire population is found on the northern continent. clustered
around thc sTarporl. nnd is divided into a number of o.\'rri{Jill. The three most
commonly encountered by visitors are Iho!'.e closest to the starport extrality
fence -the PyodL!, "ru. and Usayldaysk oyfripill.

The Pyodu oylrip is cxpansionist and progressive. at least by Droyne stan
dards, and trades freely with The few offworlders permitted to land. The starport
is on lanus leased from the oyfrip. l1nd it has n number of interpreTers who speak
Anglic and other offworld tongues.

The ltru oytrip is Illore neutral nnd conservalive in its l1pproach. It does not
go out of its way to deal with aliens. although it has been known to do so with
caution: it keeps 10 itself. Itm mairlll1ins lightly flrllled forces to defend its lands.
Those who wish to deal with them must do so through an interpreter who speaks
OynpriTh - they are willing. if rduc1<ll1t. to speak with aliens. hut sec no reason
to lem"Tl another language to do so,

GROUNO ANO SPACE FORCES
Mosl Droyne-dominaled worlds will have a small military presence. See The

DmYlI1! MiliJary, pp. 90-91.

All cities arc constructed around the communal structure; buildings are built
around the dreskayill and oylrifJill. All Droyne cat ::md sleep together regardless
of caste. and the rooms (or, for lClrgcr groups, buildings) arc centered around
communal eating. sleeping, or recreational facilities. Surrounding rooms or
buildings are devoted to, and used by, different castes for their puqlOses; studies
for Leaders. workshops or laboratories for Technicians, nurseries for Drones.
etc. Large oytripin have buildings or enlin; neighborhoods centered around them.
They ean either group their members ill Olle exclusive area. or disperse them
among olhers in a city. depending on Tleed.

Candof)' (see pp. TI3C52-3) is a relatively low-tech world in Ihe five Sisters
subsector of the Spinward Marches.

Oynprith Word
Generation Tables

[Continued]

Fillll! CUI/SOllanl J
R,d White Oil'
Oi{' I , ,

" 5 6
I B B B B B B, 0 0 0 0 0 IJ, IJ IJ D D D F
4 F F F F H H
5 H H H H K K
6 K K K K K K

Filial COII,WJlWJ/ 2

Red While Die
Die I , 3 4 5 6
I L L L L LB LB, LD LD LD LD LD LD, LD LK LK LK LK LM, LM LM LN L1' LS LS
5 LT LT "'1 1\'1 M M
6 M "'1 "'1 M 1'\'1 M

hllfll C(III.wmlllll J
R,' White Die
Die I , 3 4 5 6
I "., N N N N N, N N P P P P
3 p p p p p P
4 P P R R R R
5 R R R R R RD
6 RO RD RF RF RK RK

Fil/Ill ConSOI/O/I!.J
R,d White Oil.'
Di{' I , , .' 5 6
I RK RK RK Ri....1 Rr....l R"'I, RM RN RN RN RS RS, RS RS RS RT In RT
4 RT RT RV RV S S
5 S S S S S 5
6 5 S 5 5 5 5

Fill"/ C(JIU'OIl(l1ll .5
R" While Die
Die I , .' 4 5 6
I S 5 5 5 5 5, 5 5 5 5K 5K 5K
3 5K 5K 5K 55 55 55, 55 55 55 55 55 ST
5 5T 5T 5T ST T T
6 T T T T T T

f;ill{// COII.WlIIlIlll1'i

!(ed While Die
Die I , 3 4 5 6
I T T T T TH TH
2 TH TH TH TH T5 T5
3 T5 T5 T5 T5 T5 T5
4 T5 T5 V V V V
5 X X X X X X
6 X X X X X X
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Candory

South Pole

o Icy/Barren 0 Hilly/Rough 0 Plain/Steppe @ Starpon

1 hex = 1166mlles • Ocean Ii MounlainNolcanic @ MajorCity

North Pole

K I1.1')000 O)lllP Lalld~
E 2. hf\l O)lnp Lan'.b

3 U-:J)'kJay,k 0)'1111' u" ••b
V 4 ,\'>lcml<llnll"3"'l Cr:ll"'"

The Usayldaysk oytl'ip IS a reactionary community which hollis thal no
good can come from dealings with non-Droyne, and is skeptical of the value of
dealing with other oy'ripill, most of whom it sees as rivals wishing to steal its
resources. It maintains a large cadre of Warriors to defend its l:urrenl lands
against potential incursions. Travelers forced down in Usayldaysk territory
will be summarily ejected at best, and executed as spies ami saboteurs at
worst. Speaking Oynprith is no help; the Usayldaysk arc just as suspicious of
other Droyne as they are of aliens.

The southern continent is heavily cratered, and still radioactive in places.
There would appear to have been several bombardments, using boLh fusion
weapons and iceballs from the system's Oort cloud. It is theorized that the ice
balls were lIsed to thicken Candory's atmosphere and increase its surface waler
cover, by providing additional volatiles; this argues against il being the Droyne
homeworld, which would presumably already have had the right air and waler.

If this is nol Eskayloyt (see p. 63), then perhaps the Droyne preference for
high levels of background radiation was met by setting off high-yield ther
monuclear groundbursts

Biologists invesligating Candory's flora and fauna have tenta
tively marked some of the local bacteria as genetically engi-
neered. possibly to adjust the atmospheric gas mix; as yet
this remains unproven. The surface lifeforms are a mix
ture; some share genetic sequences with the Droyne,
suggesting that they, too, came from Eskayloyt; some do
not. The fossil record has nOl currently been studied suf
ficiently to determine which are the native Iifeforms and
which are the interlopers.

Adventures on
Candory

T
he following s(;(;nurios bused on
Candor)' (;:,m provid(; hooks fur mure
thoroughly c.\pluring lilt: Druym::

Ffight 101 (5 Down
Stuggcring oul of jmllpspuce JtI)'s ltlte.

1he pes retllize they have misjumped to the
CandOr)' system. Worse is to come: conve·
nicnt systcm failures force them down in
Usayldaysk lands. Grabbing whm they can
in the few minutes before angl')' \V;lInol'S
arrive. rhey must evade pursuil and make
their way to rhe starpoTt. where they will
need to convince the llSS Ihat the)' arc
shipwrecked .~paccrs. and not spies.
Finally. their ship is now inupcrable and
scores of miles inside huslile territury ...

The Psionic Master
Zhodani lopenly) or a P~iUlli(;~

IrrSlilule l~e(;rt::tly) muy be 011 Caudory.
~t::t::king inslruction from powerful psionic
Droyne. (This goes well with the adven
ture seed Traincd by (I Mastcr. p. 79. with
the added complication of h.:lving to nrn
the blockade.) The IlSS may be sllIdying
the local psions: ir is even possible Ihal
one. of Ihe Imperial secrel services is ille
gally training operative.~ here.

CQllfhlllcl! Oil 1Jt.'.(/ page . ..
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Adventures on
Candory
[Continued}

The Obligatory Ancient: Base
The pes arc IIS$ survey pcrsollud

exploring lhl: barren southern continenl.
and stumble upon a lost Ancient base.
What wonders lie within? And will the
Pes report them like good cilizens. or
keep the goodies fOf themselves?

Hitching a Ride
The innuena of high-milked Contacts

or Palrons gains the pes access to
Candory. Just as their ship is about 10
lewe. a lone Dmyne meaks into the star
port and begs them 10 lake him wilh them.
Why is he on the run? Who is pursuing
him? And what secrets dues he know
about the Imperial intcnlictiou?

Dinosaur Killer
Aeons ago, somewhere.' in the outer

system, a comel nudeus began a long.
slow slide down the gravity well to
Candory. The Slarport faits 10 detect it
until it is just a few days away: Ihe Pes
have the only starship onplanel which can
rendezvous with this dirly ~nowball in
lime, and :tllempt to divert it. Can they
succeed. ll~ing only lheir WilS <Ind whme\,
er they can eXlr:tct from the slarport pcr
sonnel :tnd local Oroyne'! J~ Ibis a cosmic
!luke, or is .something OUt there doing tbis
on purpo~c - and if so. has it gotuoy murc
cornet nuclci 10 band?

Southbound
As un IISS surlley '·I'O;:W. shipwrecked

spaccrs. or Illo;:mbers of an authorized
cxpeuitioll. the pes find themselves
trekking across the greal sOUlhern conli
nenl. and deslined to find OUI jusl Why lhe
local Droyne h,we a laboo against visiting
i\. There may be Ancienl w:lrbolS or
bioweapons to be :lccicknraliy reaclivated.
fusion bombs pic~ing lhis precise momenl
ro r;aise the background count wme more.
lelh:ll plant spores inducing pSYCholic
episodes in lbe explorers. or innoccnt
Chiqx:rs minding lhcir own business -lhe
descendants of long-furgoue" rival
o)'tnpill.

OVNPRITH: THE CROVNE LANGUAGE
For centuries, the vast distances scparming Droyne worlds concealed the fact

that they all had a common language. While Droyne communities did speak dif
ferent languages, all shared olle tongue - Oynprith, used in the ca<;ting ceremony
and rituals. Outsiders missed this because it was rarely used in public, having a
quasi-religious status much like tlUlt of Latin in Ihe Catholic Church on Terra.

Once Droyne began trdding with eaeh olher, they soon discovered that they
had Oynprith in common, and as thc volume of trade increased, so did the
importance of this language. By 1120. it is the universal native language among
starfaring Droyne; isolated conullunitics may use other dialecL<;, but even they
will have Drones who can speak Oynprilh. Individual Chirpers exposed to
Droyne may learn Oynprith. but no one has discovered an isolated Chirper com
munity that retains the tongue.

Co VOU SPEAK CVNPRITH?

For a Human student, Oynprith is daunting. The main causes of confusion
arc gender, mutation, and inflection. The primary effects of these are first, that a
Droyne dictionary is not to be trusted, and second, that many different words,
whcn translated into Anglic, have the same meaning.

Gender
Oynprith has seven genders: one for each caste, and a seventh for beings or

objecl<; which belong to no caste. The seventh gender is the commonest, used 10

refer to inanimate objects, members of other species, and even uncasled Droyne
children. The other six also refer to the traditional possessions of the caste; for
example, weapons are associated with the Warrior caste, and so take the Warrior
"gender:' Medical instruments are the province of the Drones, and so are consid
ered to have their "gender."

Most Droyne affect not to distinguish between Iluman genders; like the Asian.
they assign gender based on the individual's perceived role in the community.
Whoever appears [0 be in charge is :lddressed using the Leader "gender," medical
personnel are spoken to as Drones, and so on.

Mutation
In this. Oynprith is like Terran Welsh, bUl morc cxtreme; it changes the con

sonants within a noun (and any associated adjectives) depending on the gender
and the way in which the noun is referred to in a st<ltelllcnt. Mutation is most
extreme in feminine nouns, more moderate in enabler nouns, and quite rare in
masculine nouns. For example, dralm means "skill," but can only be applied to
members of the Leader, Sport, or Warrior casle; if referring to a Worker or Tech
nician, or an uncasted being such as a Uuman. one uses the word dollll. and when
speaking to (or about) a Drone, one says ta/II. This is a simple example, as dm/m
is a common word with lillIe variation between castes; others arc: much worse.

Since mutations are less pronounced in the plural form. novice Oynprith
speakers tend 10 talk about themselves as members of a group ralhcr than indi
viduals. It's easier, and the Droyne find it perfectly naturdl. so mrcly correct it.

Inflection
English and its descendant Anglic have relatively few inflections. One says J

see, lie ues. Jsaw and the word changes according to tense.
Oynprith has many more inflections. and uses them in situations where

Anglic would not - for example. illOecling words based on gender. Also, not
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PI"U/ll'/lcil,riUll
lock
lake
"el
kil

'0
aha.'"
run
.runl
ro,yo

'feud

mum:
pine
flrint
~ng
.fmg
hissing
s/Onc
"'01
II,is
,r,./p
,sar
Ill"in
I'ifle

flVnprith Sound
Frequency Table

Initial Consonants (216)
SOl/lid Freq. l'rommciarioll
8 8 bat
BR 4 bring
D 12 dog
DR 5 dr:lin
F 13 fin
H 13 ho~

K 13 king
KR 3 cmwn
L 9 lake
M 14 make
N 14
J' 12
PR 2
R 11
S 24
SS 10
ST 3
T 10
TH 5
TR 4
TS l)

nv 4
V 9
Vowels (116)
SUII/ld Fn·q.
A 7
AY l'I
E 5
1 4
o 4
OY 2:
U 1
YA 9
YO 7
YU II

Final Consonant>; (216)
SOImd Freq. PrOlllmcim;OlJ
B 6 lomb
D 11 bad
F 5 chaff
H 6 how
K 8 back
L 4 call
LIl 2 call !Jack
LD 7 hdd
LK 4 lIlilk
LM J hdlllt:1
LN 1 caUnow
LP 1 help
LS 2 calls
LT 2 hill
M 11 him
N 7 call
P 12 cal'
R 9 car
RD J card
RF 2 wh:lIf
RK 5 work
RM 4 won"
RN J wonJ
RP 1 w,'7'
RS 4 wars
RT 5 wart
RV 2 HarvlU"d
S 2J ;,
SK 6 disk
SS 8 hiss
ST 5 lisl
T 12 hil
TH 6 will!
TS 10 IYils
V 4 hill':
X 12 " =

only does the ending of the word change, as in I\nglic, but other parts of it may
also change. This is especially annoying in irregular verbs, and as in most lan
guages, these are the ones a speaker needs most often in daily life.

For example, one might say twa, "., who am a Leader, see." Or pm. "I. who
am a Leader. saw:' Other castes would use similar, but different. inflections.
Searching a hyperlext Oynprith dictionary for the translation of the Anglic
expression "1 see" would relUrn a list of between eight and 20 possibilities.
depending 011 which of the Anglic idiomatic meanings were included in the
search parameters.

THE DROYNE

Figures of Speech
A few other peculiarities of Oynprith are worth noting; the GM is encouraged

to use them when roleplaying Droyne NPCs. to stress their strange worldview.
Affirmative and Negative: There are no simple words for "yes" and "no" in

Oynprith: an affirmative or negative response is always qualified by !.he speaker's
caste and tense. For example, "Yes, as a Sport I have done that."

or "No, a Drone such as • would never consider such a thing."
The meaning will be clear, but expressed in a manner both

verbose and quaint to other races.
Possessioll: This is a difficult concept to express in

Oynprith. ". have an air/raft" would be literally translated
into Oynprith as "I am a designated operator of one of my

oytrip's air/rafts:' Note that things are possessed not by the
individual. but by the ryafellll. dreskay, or o)'trip, and their use

is controlled by the group's Leader for the group's benefit. If the
family has a fancy, expensive vehicle, it is because they need one, not because it
is a statuS symbol for the Leader; and it will be wherever it benefits the family as
a whole the most, which may well mean a Sport is using it on a mission.

Refusal.' It goes against the grain for a Droyne 10 refuse an order. or contra
dict someone in authority, even when the instruction or decision is blatantly
wrong. Most sophontologists ascribe this to the possible consequence if a
Droyne denies his Leader's will- krillay(s)'JI. Instead, when given an impossible
task (such as, "rebuild the jump drive by noon, using only these candy-bar wrap
pen;") a Technician will enthusiastically agree. and start work. lIe will keep
working until he has finished, or until you drop by to ask how things are
going, when he will apologetically state that some unforeseen problems have
prevented him completing the work on time. but that it will certainly be finished
by tomorrow.

Of course, a Leader would understand the situation perfectly from nuances
of the Technician's body language and verbal cues. and would ask if anything
could be done [Q make the task easier; this gives the Technician a chance to point
out how much better it would be [Q have tools and spare parts, whereupon the
Leader can instruct him to find them before starting work, since this is clearly in
the oytrip's best interest. Offworld pes with little or no Droyne ex.perience are
unlikely to realize they are supposed 10 do this,

Tillie Sense: The Droyne have what some academics describe as an "agricul
tural" time sense: they live more sedately than other species. The difference
between arriving on time for an appointment at 0900 and getting there at 1930 as
the sun goes down is just not important to the average Droyne. This habit is
Illflde worse because as a gregarious race. when Ihey do agree to meet you, they
bring the family, and you will probably tind half a dozen orner offworlders there,
all for different meetings. all of which have been "scheduled" for the same time
- namely. sometime that day.



Droyne Flight

Oroyne huve wings of varying size
(see sidebar. p. 80). Most Ctlil fly on
worlds wilh 0.6 Gs of surface gravi

ty or less. On worlds of 0.61"0_65 Gs they
can engage in controlled gliding (see p.
CI56). On worlds of 0.66-0.7 Gs. rh~y cnn
glide. On higher-graviTy worlds. lht: wings
can do lillIe more 'hall assist in slowing a
fnll.

All these cffons become incrc:lsingly
clumsy us the local gravity increases - or
the individual Droync's ST-IO-wcighl
ratio dcr.:lincs.

Silll:c so muny IIlcrnbcrs of the Tal:!:
live 011 he'H'ier. more 1<:m:slri..i1 worlds.
the standard Droyne (see pp. 93-94) does
not possess My nighHelateu racial skills

but even those that h;lve spent their
lives without the power of flight c.m
::lllCmpl using their wings if transplanted
10 a low-gravity clwironmcnf. as long as
they retain the Right adv3nfage. All such
Droyne have the nnrmal default of DX in
winged Flighl skill (see p. eI131).

Drugs and mechanical wings (.~cc

£qllipmem. pp. tOI-(02):lre aV:lilablc 10
:lssist Droync in nying.

PsychukinetiC" Druync :llso may usc
Lt::\"itatiull or Tt::It::killt::sis skill in cUJljum;~

tion with their wings. Even if the Droyne
doesn'l 113\"c enough Psychokinesis
power to lift his body. he can subtract lhe
amounl of weight he can levitate or lift
psionically from his body weight. recal
cul:lIing his "'persona)"' gravity given this
reducer! figure. A psychokim:tic Droyne
who can levitate or lift all his hody mass
can enjoy his full winged Flight speed if
this would be higher than his psionic
f1ighl speed. as long as he's using his
wings fur propulsion.

The wings arc a -25% limitatiun 10

DroYIlt:: Flighl: lilt:: utlrt::r gruvitY-\'ariuble
reslrictions add a -15% limitation.

LANGUAGE DIFFICUL.TIES
Oynprilh is a Mental/Hard language for non-Droyne. Other Droyne lan

guages tend to be simpler, but most traders opt to learn Oynprith because they
are certain to find a Drone who speaks it in any o)'trip. Droyne may learn the
languages of other races, but treat them as one degree harder - Anglic, for
instance, is Menial/Average for Humaniti, but Mental/Hard for Droyne.

BUSINESS, TRACE, ANC CCMMERCE
Within the t)'ajelm, dreskay. or kro)'loss, Droyne rarely engage in trade 

each contributes what he can. and rakes what he needs. Dreskayill within an
oytrip mayor may not trade with each other, depending on the agreements the
Leaders have made with each other.

Oytripin trade between themselves, although they do so largely by barter.
Unless interdicted, the vast majority of Droyne communities trade
with other species, either on their planet or across space.

It is only when dealing with other races that Droyne
employ currency, and even then baner is preferable.

THE CROYNE MILITARY
The Droylle seem 10 lack the temperam~nL to enjoy

combat. They can fight when necessary, fiercely and efficient
ly, but what truly distinguishes their attitude to warfare is that they
fight only to secure the needs of their oytrip. Droyne do not go to war over
abstract matters - points of honor or religious dogma - or out of greed or envy.
They fight when the oy,rip needs something concrete; they fight until they have
obtained ii, Ihen they stop.

This means Ihat ideas such as preemptive sLrikes are alien to the Droyne.
Some communities now make use of them, but almost invariably they have
learned the technique by having it used against them.

GROUND FORCES
In theory, Warriors make up 15-20% of a Droyne population. In practice, 5(,70

or less (the battling Warriors) of a Droyne population is combat-suitable. Given
their smaller populations, Droyne worlds field very small annies, and are un[ike~

Iy to be a threat to their neighbors for this reason alone. This weak strategic posi
tion is made worse by the distance between Droyne worlds, the resulting logisti
cal problems if they try to act in concert, and the low probability that they will
work together in the first place.

Droyne forces frequently are
lightly equipped in addition to being
small, though lightly armed TL 13
Droyne Warriors mny be more than a
match for heavy TLi 0 infamry ...

Organization
Military organization is based on

groups of six. A squad-equivalent has
six Warriors; a Droyne platoon has
36 Warriors, and a number of support
staff - a Leader to issue directions,
Drones to act as medical orderlies
and read the coyns. Technicians to
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repair lUld mainlAin equipment, and perhaps a Sport to act
as a scout or runner. A typical dre,fkay is unlikely 10 have
the WArriors for more than one plaloon, wilh a typical
oyrrip perhaps placing a few companies or battalions in
the licld. The AsIan table on p. T:A1I24 may be used as a
rough guide 10 numbers of Iroops, or Ihe GM may assign
troop strengths by any other means 10 meet the needs of
his campaign.

On mixed-race worlds, if Droyne are represented in
the planetary anned forces, Ihey are norrnalJy segregated
into all-Druync units bccause of their need for different
armor lind weapons. The Droyne population may also
retain its own military units, distinct from the planetary
forces, These will usually be assigned paramilitary roles,
such liS lIangerous law-enforcement work,

Tactics
Droyne tactics are simple. as they must be given their

low average IQ. Like the Zhodani. Droyne have the allvanlagc of psionics among
their troops. Their tactics rely heavily on their ability (Q c10ull their opponents'
minds. remaining unnoticed before an attack starts.

Droyne troops have poor standards of marksmanship. lIml compensate by
placing: an increased reliance on aimed fire. The Droync shun sluglhrowers
because of the Recoil penalties (p. D121), panicularly in automalic fire. The
usual tactic is to expose a decoy Droyne to draw enemy lire and force lhe oppo
nent to reveal his position: Droyne Warriors then engage that position with aut
ofire lasers. If particularly talented psions are available. they IOC'lte the cncmy
with clairvoyance and telepathically advise the Warriors where to fire.

Droyne forces are well-suited to infiltration, ambush. and gucnilla tactics:
consequently. these are their favored approaches. They try to~..._ ...~
avoid a prolonged fight in which their psionic talents become
discounted.

SPACE FORCES

Like Iheir ground forces, Droyne space navies are
small: indeed. Ihey are often non-existent. Fewer thnn half
of Droyne worlds havc naval forces at all; those thnt do have
small llavics. largely focused on system defense. The largest Droyne navy may
boast one or two cruisers. More often.lhe navy is the oy,rip's merchant shipping
relrofillcll with laser lurrels and packed with Warriors, Most oy,r;pill rely on the
protection of other slatcs. such as the Zhodani Consulate.

Ship Types
While some Droyne are able to build their own warships. the majority of

them prefer to convell vessels from other races. Droyne can therefore be found
opcnlling almost any Iype of ship common in their area; specialist warships over
1.000 displacement Ions are rare.

Organization
Again. orgnnizalion is based on groups of six. There nrc six ships in 11

squadron, and six squadrons in u neet, when possible. Fleels raised by a single
world are very unusual, and are more often only found when several wealthy
worlds join forces for some reason, In this case. each world probably supplies
one of Ihe squadrons. although individual o."lr;p;l1 IIlay field individual ships,
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Racial Invisibility?

Some of Ihe facl~ aboUl Human
Dmyne relalions - facts lhal arc part
of Imperial history and SOCiCly

simply don't makc sense.
How could thc Vilani havc overlooked

lhat thc Droync on (jo;tt:n~ of worlds
belonged to a singlt: l'".K"e? All 1M discus
sions of "CUIIUr.lJ blind spots" and "Vilani
unsophiltticalion in the biological sci
cnccs" dOIl·t hold waler. Thc Ziru Sirka
wali meticulously organized. and whole
d~partments had no greater go.11 Th:tn to
catalog everything owned hy VIand,

And today. how ean lhe whole Imper
ium feel so compl;Il:enl aboul lhe Dmync?
How can the phrase "dumb :l~ u Droync" be
used about the (;lce that builds the bcst
jump drives known? HoI\' can lhe c!cur
psionic abilities of thc nlCC b.: ignored by u
cullUrc lhm halcS and fean; p~iUll~?

And il's nol jusl thc Imperium: Ihc
Vurgr and Aslun arc t:lluully patroni7.ing.
the SolonulI1i lIlcrely interdict worlds they
could stcrili;tt:, and even the Zhodani treal
llle Droyne as slightly backward clients.

Why is everyone so calm :lbolll tbe
Droyne?

Good question.
One posJibfe hint might lie in the

Droyne's "invisihilily"- ability (scc p. 9~).

On an individu:1l level. th;~ letS a Dmyrte
hide in plain sight: Olhcrs sec him. buljuSI
don', consider him worth noticing.

What if somc vcniioo of thallklllle a()jl
ity were opcrnting 011 a r.K:ial. inlel5tellar
level, convincing lhc.: otlJt:r 5OpiJOOts (with
the possible CXl:cption of the Hh·ers) that
there is l'Cally nothing interesting about
this widely-spread, highly psionic. jump
drive-using, future-sensing rtl.1jor roce,. ,

Of course. there might be some other
explamtlion a perfectly logical. boring.
lion-threatening one. That wnuld make
much more sense. Aher all. Ihe Droync
really aren "ThM intere.~ting, are they"

JUST forge, you read this.
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Droyne Worlds in the Spinward Marches Region
Droyne worlds denoted with *; Chirper worlds are shown with*" (all locations are approximate.) Imperial official seclor
names are shown in large type.
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CREATING CROYNE CHARACTERS
All Droyne and Chirpers are represented by one radal tem

plate, then each or the ~ix Ca.~lc~ and the unca<;led Chirper~ are
represented by their own character template. Droyne may not
use the standard Traveller character career templates.

Starting Wealth and TL
Droyne pes purchase starting Wealth nonnally, but should

1101 exceed "Wealthy." TIli:\ u:\ually rcprc:\cllt:'; equipment and
discretionary funds provided by their community, not earnings.

Droyne are found al all TLs, even TLl3 should the GM
allow the IDO-point investment in High Technology.

Castes
While ca:<;ting is random in play, most campaigns will be

belter served if a player picks his Droyne's caste. Unless the
parry has enough Droyne to form a (yafe/III or kroy/ass (see pp.
76-78), the PC is almost cCl1ain 10 be a Sport on some long
term mission, one of the Deathless (see p. 64). or a Leader.
Leaders usually possess an AUy Group, composed of members
of other castes. A Drone might be assigned a short mission by
her Lemler - and an Ally Group of Workers. WHrrlOrs, and

Technicians to help her - but t:his can be hard 10 justify as part
of an ongoing non-Droyne campaign.

Sinee Droyne Clm change slibeastes, a Droyne lIlay take
more than one of the secondary skills packages for his caste.

Height end Weight
These vary widely between worlds, and considerably within

each ca<;te. As a rule of thumb, a "standard" ST 7 Droyne will
stand 3'6" lind weigh 65 lbs. Add 6" and 10 Ihs. for cvery addi
tional point of ST, or subtract half as much for every point by
which ST is less than 7.

Other Notes
Like the K'!cree, Droyne do not retire from their profession

10 go adventuring. A Droyne serves in his career till death. Any
<J.dventuring should make sense wit:hin that context.

Droyne players in a standard imperial campaign should feel
frec to huy up their poor attributes. (In particular, the less
expensive ST purchases on p. CI8 should be available to
Workers and Warriors at the least). These Droyne represent the
mre, exceptional individuals sent to deal with the other mces.

CROYNE RACIAL TEMPLATE
This package reflects some simple caSle varialions. therefore

cost varies. The value is 20 points for 'technicians, Warriors, and
Workers; 25 point" for Drones; 30 point.. for Leaders; and 40
points for Chirpel1i or Sports. The species' great variely (SL"C p.
63) means any individual Droyne may heavily alter t:his template.

Attributes
All Droyne and Chirpers begin with ~3 ST, -I DX, and-2

IQ, Walth a total of -45 points. HT Starts at 10 as for Humans.
btll note the Reduced Hil Poinls dislldvanhlge, p. 94.

RACIAL ADVANTAGES

11le majority of Droyne and Chirpers usually possess the
following advanlages.

Claim to Hospitality see p. CI21
Within the bounds of mci..l culture. any olhcr community

member may be asked for assistance. This is worth 5 points.

Cmws seep. D67
Droyne and Chirper feel- though nOt hands - have 15-point

Claws, doing +2 damage with kicks.

Decreased Life Support see p. CI52
Small size means that most Droyne and Chirpers (generally,

those undcr 100 lbs.) require about half the food, air. and wlller
needed by most mces. This lD-point advantage allows twice as
many Droyne to live in a slarship stnteroom as is nomml.

Flight see p. CI56
Special restrictions impose an overall -40% limitation; see

sidernlr. p. 90. This rcduces lhe cost 1024 points.

As described in the sidebar all p_ 80, whole populations of
Droyne and Chirpers have lost this ability. These generally
spend some of the saved points on buying higher S1' (though
rarely to 11 local llvemge higher than ST 9), since they've lost
the environmental pressure toward light builds.

N~htV~0n seep. 822
The race has panial Night ViSion. bUl they still suffer half of

any darkness penalty. This -50% limitation reduces cost to 5
poirns.

Peripheral Vision see p. 822
Thc nIce's wide-set eyes give it 11 270-degrce ficld of vision.

This is a 15-point advantage.

Striker see p. CI67
The species has a semi-prehensile !ail, which cannot manip

uh:lte or be used lor walking, but which is controllable enough
to slrike 311 aimcd blow, rolling against DX. 111is is Ireated a<; a
5-point generic Striker. Droyne Warriors often fil macelike
weapons 10 their tails tor use in close combat.

Telepathy Power seep. 8167
Most Droyne and Chirpers are telepaths of immense. if

[xlOrly exploilCd, potential. 111ey start out with Telepathy Power
18 with the limitation "Usable only for f<lcial skills." Since the
racial package is fairly limited in its utility. this is wonh a -30%
discount. A standard Droyne or Chirper pays 63 point.. for his
psionic talent. Many individual Droyne do not possess t:his limi
tation, and receive additional psionic training. pes buying off
the limitation would need 10 pay another 27 points. Chirpers
may not buy off any raciallimilalions on lheir psionics.
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RACIAL. CISADVANTAGES
The following are nearly universal within the Droyne mce.

Addiction [Purpose in Life] see p. 830
Droyne (but not Chirpers) /leed to serve (heir community 

a legal, non-incapacitating Addiction. Spons and Leaders can
make basic Will rolls (0 "recover" (and hccorm: a Kril/lIyt,my"i)
for a a-point racial trait. Drones at -5 for a -5~point diS:Jdvan
lage, other castes at -10 for + I0 points.

Duty see p. 839
Droyne usually serve the above Addiction with a Duty to the

comlllllnily. 11on-lmzardOliS but effective on a roll of 15 or less.
This is a -IO-point disadvant:lge.

Fragile see p. GI102
Light. hollow bones evolved for flight cause the race to take

double damage from crushing iltlacks. a ·20-point disadvantage.

Gregarious see p. GI90
All Droync and Chirpers except Sports - who often must

work alone - have this - IO-point disadvantage.

Hidebound see p. GI91
TIle racial culture is extremely stable, ami docs nOI cm:our

age originality, a ~5-point disadvantage.

Primitive see p. 826
This will val)' widely, but the "default"" Droyne or Chirper has

Primitive -2, for an en'cetivc TLS ,md .J O-point di:;;advalltage.

Reduced Hit Points see p. GI83
A Droyne or Chirper has three fewer hit points than its HT

would normally indicate: this is a -15-point disadvanwge,

Secret see p. 8238
In Imperial space, almost every member of the mee keeps

his psionic powers secret. a -I O-poim disadvanwgc,

Selfless see p. GI94
Placing the oylrip\' necds before onc's own is a -1U-poilll

disadvamagc. Chirpers and /.;ril/oyl.myni ofh.::n buy Ihis un'.

Short Lifespan see p. GI104
The race matures at age 12. begins aging rolls at 20, and

accelerates them at 36 and 52. These rolls are made at Ihe stan
dard I-year, 6-month. and 3-ITl{JIlth intervals. This is Short
Lifespan I with the +50% enhancement "Only affects maturity
and age thresholds, not frequency of rolls" lor a net -5 poillls.

RACIAL. PSIDNIC SKIL.L.S
Droyne and Chirpers stan with the following rudimelllary

psionic skills. Most cannot purchase other psi skills. or alter the
limitations on Ihese, but ClI/1 improve their racial skills with
experience. The above restrictions do not apply to individuals
who havc bought off the racial limitation to their "Ielepathy.

Homing [Telescan] see p. P26
TIle race can tell in which direction and roughly how far away

their oyrrip lies, or they c;m single out a member of their oyrrip,
within the distance shown on p. Bl6Ts table. 'Ihis IQ+2 r:.Icial
Tclescan costs 7 poinl" with the enhancemcnt "Can detect largest
grouping of oYlrip members instead of single individual"' (+ 10%)
and the limitation "Only usable on members ofo)'lrip" (-30%). It
cosl" 7 points at IQ+2. The oYlrip-locating Telescan does not
convey the normal bonuses for subsequent psionic-skill llsage.

Link [Telereceive] see pp. 8168-169
Most Droyne have a very limited Tclereccive skill. They can

only use it to receive limited information from fellow oylrip
members for a limited time, or to P;IVC the WllY for thcir
Invisibility skill. below. (The latter process enters the mind with
out actually obtaining any inform<l1ion,) This IQ+4 racial
Telcreceive costs 9 points with thc limitations "Only receives
thoughl from fellow oyrrip members" (-35%), "Maximum dur.l
tion of thought reception 15 seconds" (-10%), and "Effective
amount by which skill roll is made cun't exceed 3" (-5%). It has
the enhancement "Can be used against groups only to open
minds to Invisibility" (+25%), Droyne who buy off their r:.Icial
Telepathy limitation often simply buy off the limitations to this
skill, r.\ther th;1I1 purchasing a new, more lIseful version.

Invisibility [Suggest] see p. P21
Droyne invisibility isn't. though the few Human "experts" on

Droyne psionics think it is. The race actually employs Suggest
skill to make the target uninterested in the fact that a Droyne is
lurking in the comer. (Technically. the Droyne sends Ihe Iccling
"indifference" with the object ·'me.") The subtlety of this tech
nique explains why it's so long been attributed to ordinary
stealth. The Droyne doesn't disappear: he slides beneath Ilotice.

This IQ+5 racial skill is Suggest with the enhancement "Can
be used against groups" (+50%), and limitations "Only for sug
gcsting 'indifference to me'" (-SO%) ,lIld "No range" (.20%). It
costs 12 poims. 'Ibe average Droyne can attempt the Suggest
aguinst c\'cl)'one within 200 yards of himself whom he's suc
cessfully Tdercecivcd. The unllSlllll application changes the
nonnal modifiers: The Droyne is at a -5 in the Quick Contest of
Wills to make Suggest with its object modil1er (""me") work,
wilh +3 if the subject docs not know him well and +2 if the
subject does not already know he's present.

On a success, if the Droyne aHempts no hostile action, the vic
lim won't even rememhcr he W:l~ thefC. A victim may just stand
by but remember the Droyne later if he does something mildly
hostile (such as steal someone dSt"s valuables). Attacking a
Sugg.cst victim will break the effect after the first shot, , .

For multiple targets (over 12 or so). simply makc one
Suggest roll for the Droyne and notice the margin of success.
Subtract that from the group's average Will (usually 10), Look
up the result on p. B4S's table. The corresponding number is
what percent of the group should resist. For instance, a Droyne
who makes his roll by 3 againsl all <Ivemge Will 10 group of72
would make all but 16.2''1" (rounded to 12 people) ignore him.

This racial skill waives Suggest's prerequisite of Telesend
12+. A Droyne wishing to buy off r.lcial limitations to this skill
should be required 10 purchase Teksenclllnnllally first.
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NEW RACIAL TRAIT
K,-il/aylm is the Droync ability to will their own death (sec

p. 70). Given the length of Lime that lhis takes, kri/lflyrs/I is a
racial "special effect" which costs no points, though it is of
some small, one-shot utility ...

Sterile see p. CI84
Any casted Droyne except a family Drone may take this dis

advantage, indicating thm they lIre umlblc to take part in their
oyrrip's production ofchildren. It is not mandatory.

DROVNE STATUS TABLE

DRCVNE STATUS TABLE
The castes in descending order of status are: Leader, SpOlt,

Technician, Drolle, Warrior, alld Worker.
All Droyne outside a Droyne's own community are treated

as Status 0 strangers, no matter what their appearance or caste.
TIIl:y will usually he treated with cautious re.~erve.

Chirpers rank considerably lower, and are looked on by
Droyne in much the same way that Humans regard chim
panzccs - at hcst as a "presellticnt" near-relalivc (ncver mimi
that many Droyne aren't any smarter than Chirpers), at worst as
a resource to be exploited.

TI1CSC f3nkings represent Droync status within their own SllCi·
ety. Within Imperial sociecy (and within a standard Imperial cam
paign) Droyne tend to have one less level of Status. Thus, most
Sport pes will have Status 0 ill campaigns SCi within the
Imperium, or Status I in all-Droyne campaigns.

OTHER ACVANTAGES
Though not on the racial template, these advantages deserve

special mention.

Legal Enforcement Powers see p. 821
These are only available to members of the Warrior, Leader,

and Spon. castes.

Luck see p. 821
Rather than take Luck and related advantages, it would bet

ter reflect the Droync culture to have any goud or ill rOrlum:s

derive from the effects of coyn casting, as described on p. 74.

Military Rank
Formally, Droyne have no military grades. Instead. those

serving in the military are referred to by their caste, subcaste,
and lime in service. For game purposes, the rcspccl Droyne
have for these is abstmcted to a Military Rank, although an offi
cer would be something like "Military Leader of 10 Years'
Service" rather than "Major." Mo~t eorTlillissioncd-orfieer
equivalents are Leaders, and usually members of the military
subcaste. Droyne navies also invest Spons, which provide most
of their pilots, with the equivalent of eornrnissinncd rank.

Only Le.aders or Sports may buy Military Rank 4+ - mili
tary Leaders mllsr buy at least Military Rank 3. Military Rank
up to level 3 (warrant officer equivalent) is available to allY
Droyne. as the military forces include members of all castes.

Status
5+
4
3
2
I
o

-2
-3

Descriptioll
Planetary Leader of Leaders
Leader of large o)'trip
Leader ofdreskay or small oylrip
LCctdcr of kroyloss or Iyafelm
Sport., Thduncian

_Drone, Warrior, Worker, "Olber" D~yne
Chirper
Krillayrso)'lIi

OTHER DISACVANTAGES
Though not so common as to be on the racial template., these

disadvantages also deserve special mention.

Age see p. 827
To Droyne, Age is worth -3 points per year over 20. Since

they usually commit voluntary suicide Ollce they !:x::eOlTlc a "bur
den" to their community. ripe old age is a luxury available pri
marily to Sports and Leaders, and even 10f them it is infrequent.

Disowned see p. CI77
Kril1ayrso)'lIi (Droyne who refuse to die) usually are publicly

denounced by theirclall leader, lelll..ling to a -3 rcae:ion from any
Droyne who hear about it. A true Kril/ayrso)'lIi must work off
the racial Addiction (it is I/O! enough simply to refuse to commit
kriua)'lm, since the Addiction can Ix: just as deadly if slower).
Adding this disadvantage more than offsets Addiction's cost.

Obdurate see p. CI92
This disadvantage is common among Droyne, who dislike

novelty, but not so common as to be a racial trait.

Notc thai Sports have slightly higher Status than
Technicians, and Drones slightly higher than Warriors who are
slightly higher than Workers, although not enough to warrant
an extra level of GlJRPS Status. Note also l!ilIl Droyne h,lve 11

relative social standing within their caste - see the Social Rank
advantage, below.

NEW ACVANTAGE
This advantage, first seen in GURPS Alien Races 2, works

for the DroYlle much the samc as it docs for lhe K'krce.

Social Rank 1 point per level
This represents the line gntding of Droyne status within

caste. Higher rank compels respect and obedience from lower,
but only within Droyne of the same caste - higher caste indi
viduals always take precedence over those of lower caste.
regardless of rank. There is no upper limit to Social Rank.

Social Rank is actually delined during the casting ceremony,
ami depends 011 the numhcr of coyns drawn before a easte is
assigned; the earlier the caste coyn is revealed. the higher the
Droyne's rank. For this reason, Social Rank may not be changed
after initial chanlcter creation.
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Assume a Social Rank of 12 minus the number of coyns
drawn prior to the caste coyn. with a minimum of O. Assuming
the standard 36 coyns are used in the casting. this means that
roughly 17% of Droync should have Social R:mk 12. 14% rank
II. 1270 rank 10. 10% rank 9. 9% rank 8. 7% rank 7. 6% rank 6,
5% rank 5, 4% rank 4. 3% rank 3. 3% rank 2. 2% nmk I. and
8% r:.lI1k O. Psionic manipUlation of the ceremonies could drasti
cally alter these pcrcelllages. of course.

CESIRABLE ADVANTAGES
AND CISADVANTAGES

Ally Groups are ,lppropriate for Leaders. and possibly Drones,
but not lor other Gl<;tes. A Leader could plausibly have followers
as Dependents.

Collecred. Composell. and /l1Ipel1urbable arc all valid ways
to relleet the stoicism of lower-caste Droyne.

PlIfrol15 are appropriate for any Droyne: thcse arc higher
mnking Leaders.

Single-Mindecl is appropriate lor lower-caste Droyne.

"TABDD" ADVANTAGES
AND CISADVANTAGES

Allies do not really tit for members of this species: Leaders
(and possibly Drones) might have an Ally Group.

Leclleroll.\·/Iess is much less COlllll10n among this species
than Humans. primarily because sex is something they take less
interest in overall.

Psiollic Re.\·isl{l//{.:e (p. 822) should not be takell hy u casted
Droyne. since it would have rendered him unteachable. It could
conceivably exist in a wild Chirper.

\fersmile docsll'tlil well with l110st castes. but is possible for
Spons.

Workaholic is a credible disadvantage for any Droyne.
Muny other serious disadvantages (such as Blind. Sadism.

etc.) would makc most Droyne will themselves to die so as to
unburden their oYlrifJ. so a Droyne taking them should also be
Disowned or have a suitable bad Reputation (-3 reaction. -15
points) as a KrillllylsOYlli. Thc GM willllced to rule on whether
a given disadvantage triggers this requirement. keeping in mind
that context will vary greatly. For instance. a talented
Technician might be able to sen'e his comlllunity perfectly well
despite having Hcmophilia. A Warrior. panicularly in a low
tech community. would be hard-pressed 10 'justify" his contin
ued existence wilh the same disadvantage.

SKILLS
Thief/Spy skills. and space-related skills sueh as Vacc Suit

and Piloting. :Ire rare among the Droyne. but nOt forbidden.
Gambling skill is nearly unknown. See pp. 88-90 for more
infomlalion on language skills.

lllC following skill is common among the Droyne:

Augury (Groyne) (M/H) see p. C/137
111is skill covers otliciating at Droyne ceremonies. interpret

ing eoyn castings. fonune-telling. and conducting Droyne

rituals. It includes an extensive body of precedent lor all man
ner of communal decisions.

Effects of Physique
111eir fragile builds and hidehounu ways restrict Droyne in

their choice of COmb'll/Weapon skills. Knife. Shortsword.
Broadsword. Two-Handed Sword. and Spear are widely
known: skill in other hand weapons is rare. Where technology
pemlits. Dro)'ne favor lasers for their lack of recoil.

CRDYNE MARTIAL ARTS
Droyne martial arts focus on avoiding blows and damaging

an opponent without breaking one's own fragile bones. They
emphasize wing-assisted jumping kicks which bring Ihe claws
on the attacker's feet to bear. HUlllan observers of Droyne
unarmed combal are oftcn remindcd of roosters fighting for
dominance.

A Droyne manial art should give Droyne pmctitioners a + I
with any wing-assisted Jump Kick. Many incorporate Judo.
favoring the Dodge-like qualities of its Parry. Some Droyne
styles also incorporate psionic techniques. though only excep
tional Droyne can learn the required psionic skills.

CRDYNE PSIDNICS
Droyne rnay learn any psionic power or skill frolll CURPS

Basic Set or Psiollics without taking an Unusual Background.
with Ihe following exceptions: They cannot learn any new
Telepathy skills till their raciallilllitation is bought off: they can
lIel'l'rlcam Mindswitch and Mindsword. They cannot learn the
Astral Projection power nor its skills. They must get GM
approval and pay a 10-paint Unusual Background (Special
powers) to purchase Electrokinesis. or a 5~point Unusual
Background (Special skills) to purchase Healing usable on oth·
ers without taking damage to the healcr.

The fact thaI lllany Droyne possess wide and rare psionic tal
ems is nm well known among other mces. but psionics are a nat
uml part of Droyne life. Talented youths ll:."'Ceive psionic training
during lheir elementary education. Thcre are no Droyne psionic
institutes ~ Ihey are open about their t:llents. and train any mem~

bers of the oytrip who have a reason to be trained. Droyne in
Imperial space have found it expedient to conceal their powers
from Humaniti. due to Imperial ami-psionic prejudices: their Ila
grant psionicism is a common cause of interdiction for Droyne
worlds in the Imperiulll.

CURPS Basic Set provides enough infonnation on psionics
to model many abilities. but GURPS Psionics will be required
to fully nesh out psionic pOlcntial. The limitations on pp.
GT84-85 apply. with the following expansions originally pre
sented in Chapter 6 of GURPS Tral'c/lcr Aliell Races J:

Telelmllly tmnscellds lillguistie and species barriers. Dcspite
differences in brain structure. a Drayne can read a I'luman's
mind. and vice versa. Very alien species may be harder to
understand.

C1l1il"l'oyance alld Clairtllldiellce are much longer-ranged than
in standard GURPS. Calculate ranges using the Telepathy table.
not a." (power squared) inches. 11le user SL-e.." (or hears) exaclly
what he would if his hcad were displaced to the specilic poillt -
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for instance, he sees as If his head occupied that point. and call
rolate the viewpoint each tum as if he were ruming his head.

Life DelecfirJl/ is mentioned in GURPS Traveller but not
presented in Basic Set or Ps;ollics. This is a Telepathy skill.
allowing the user to "search" an area and hunt for living
minds; this takes a turn of concentration and a Life Detection
roll. On a successful roll. the user senses the presence uf uther
minds, the number present, the general type (Human. animal,
etc.), and their approximate location. The user can "tune out"
insects. bacteria. or other "Iow-sca[e" life-forms if he so wish
es. Range is based on the Telepathy table; within that range the
area scanned is I yard, or I% of the user's telepathy range,
whichever is grelller. Anyone with 11 functioning MiJld Shield
cannot be detected. The psi must roll every 10 seconds to
maintain the scan.

The GM may rule that II non-Droyne ldcpalh who lived and
worked with the Droyne long enough might be able to learn
their racial skills and any other skills known by exceptional
Droyne within lhc cornllllJlliLy. 111e oytlip concerned would do
much of this training by judicious use of MiIllJwipe. <lnd may
well want to implant a few suggestions or Droyne memories
while lhey arc about it ...

GMs may substitute the Telepathy Power's l11usion skill (see
p. P21) with the -50% limitation "Only for making self invisi
ble" for lhe racial Suggest skill, if they do not care for this
book's assenion that Imperial reselifehers havc grossly misin
terpreted how the Droyne's psionic stealthiness works.

TRA VELLER CONVERSIONS
For the most part Droyne can be converted in the same way

as other Traveller characters, but they have a number of unique
skills and abilities:

Homillg. Link. and II/visibilit)' are covered under Racial
P.\·io/lic Skills, p.94.

Appeal converts as Diplomacy skill. While Appeal originally
had a more limited venue than Diplomacy. assume that any
Droyne familiar with non-Droyne cultures can use the same
tedllliques ill those societies.

Boost allows Droyne to act as "amplifiers" for lhe psionic
powers of their fellows. GURPS Traveller normally forbids
psionic gestalts (sec p. P37); assume this is an Unusual
Background allowing the particular Droyne to coordinate one,
worth 10 points.

Fmgetj'l.flne.\·s is the Telepathy power's Mindwipe skilL
II/ward Eye is the Healing power's Healing likill with Ihe

"self-only" limitation. At high skill levels it may also be trans
lated as knowledge of the Metabolism Control skill; this would
usually be in addition 10 Healing skill. As 11 mcial spccial cffcct.
any Droyne with the Immunity to Disease or Rapid llealing
advantages is considered to have latent psionic Healing power!

Rejuvenation is the Healing power's l.ife Extension skill.
Ii'aill is advanced use of Mindwipe skill to educate Droyne

young by installing or editing memories and compulsions.

CHARACTER TEMPLATES

CHIRPER 40 POINTS

This is a youngster, or a member of the species who. for
some reason. could not undergo the casting ritual at the right
time.

Attributes: ST7 [0]. OX 9 [0], IQ 8 [0). HT IOn [0).

Advantages: ChillJCr Rlleilll Package [40] ami 15 points choscn
from Absolute Direction [5]. Acute I-Iearing [2/level].
Acute Taste & Smell L2I[evelj. Alertness L5/levelJ. Danger
Sense [15], Pitiable [5]. psionic powers [varics], and Rapid
Healing [5].

Disadvantages: Status -2 [-10] and <l tolal of -25 points fmm
Absent-Mindedness [-IS], Curious [-5 or -10]. Gullibility
[-101, I11iteracy f-101. Impulsiveness [-101, Kleptomania

[-15], Laziness [-10], Primitive [varies]. Reputation fLazy
thieves, -101. Sbyness Lvariesj. Social Stigma [variesJ. and
Subjuglllion [M20].

Primary Skills: Area Knowledge (any local) (MIE) IQ+ I [2)-9.
Scrounging (M/E) IQ [IJ-8. Spear (PIA) DX [2J-9. and
Survival (any) (M/A) lQ+! [4)-9.

Secondarv Skills: AxelMace (PIA) DX (2]-9 and Spellr
Throwing (PIE) DX+2 [4J-II.

Background Skills: 5 points divided among any
ancient/medieval weapons (varies), Fishing (M/E). Flight
(PIA), lmd Olher specializations of Survival (MIA).

Customization Notes: It is possible to make a Chirper PC, but
his potential will be considerably limiled .. _
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WORKER 75 POINTS

Workers undenake brute labor. and are (herefore less com
mon in settlements with higher TLs. They are strong, not too
bright and tcmpcmmcnrally suited to hard, repetitive work.

Atlribules: ST 10 [30], OX 9[0], IQ 8 [0], HT 11/8 [10].

Advantages: Worker Racial Package [20] lmd IS points from
Absolute Direction [5]. Absolute Timing [5]. Animal
Empathy [51, Empat.hy [l51. Fearlessness [21lcvelJ, High
Pain Threshold [10]. Immunity 10 Oiseasc [I OJ, Jlsionic
powers [varies], Rapid lIealing [5], and Unfazeable f15].

Disadvanlages: A total of -25 points in Color Blindness [~IO],

Gigantism L- IOl, Gullibility [-10], Honesty [-IOJ. Incurious
[-51, No Sense of Humor [-101, Social Stigma (Valuable
property) [-10]. and Workaholic [-5].

Primary Skills: Brawling (PIE) DX [11-9, Computer
OperationffL (MIE) IQ [2]-8. Electronics OperationffL
(any) (MIA) IQ L2H~, MechanicrrL (MIA) lQ [2]-8, and
Scrounging (MIE) IQ [11-8.

WARRIOR 75 POtNTS

ll1e Warrior is the policeman. soldier, and security guard of
the Droyne. They me comlllon in dallgcrous or frontier regions,
but rarely encountered ill stable, civilized areas. While Lhey
have sufficient initiative to take tactical decisions alone. or in
sllmll groups, they require strategic direction from a member of
the Leader caste: a Warrior garrison would defend their posilioll
if anacked. but would need specific orders from a Leader to
nl{JlJnt 311 alLack - alt.hough once the order to attack is given and
the objectives defined for them. the Warrion; can plan ami ClCC

cute the assault without funher direction.

Attributes: ST 9 120], OX II [20], IQ 8 10j, HT 11/8 [10],

Advantages: Warrior Racial Package [20J and 15 points select
ed from Alertness [5/levell, Combat Reflexes [15], Legal
Enforcement Powers [5. 10. or 15]. up 10 threc levels of
Military Rank [5. 10. or 15 points}, psionic powers [varies].
Rapid Healing [51, and Toughness I flO].

Disadvantages: A total 01" -20 points selccted from Bad "Iemper
[-10], Berserk [-151. Bloodlust [-101, Fanaticism
[-15]. Glo!)' Hound [-15]. On the Edge [-15]. Panmoin [-10].
Social Stigma (Valuable property) L-IOJ. and Workaholic [-5J.

Primary Skills: Ueam WcaponsffL (any) (PIE) DX+2 [4]- 1301'
GunsffL (any) (PIE) DX+2 l4J-13. DemolitionfrL (MIA)
IQ-l [1]-7, Driving/TL (any) (PIA) OX-I [11-10 or
PilotingITL (Contragrav) (PIA) DX-I [11-10. Judo (PIH)
OX 14J-ll or Kantte (P/H) OX L4J-ll. Survival (any)
(MIA) IQ-I [IJ-7. ami Taclies (MIH) IQ-2 [I ]-6.

Secondary Skills: Choose one of these subcaste options:

l. Baff/illg. Battlesuitrr"L (MIA) IQ+I [4J-9. Forward
ObscrvcrrrL (MIA) IQ-I [11-7. and GunnerrrL (any)
OX-liP/A) [IJ-IO.

Secondary Skills: Choose one of the subcaste options bdow:

I. Farming: AgronomyrrL (MIA) IQ+l [4J-9. Animal
Handling (MIH) IQ [4]-8, and VClerimuyrrL (MIH) IQ
[4]-8.

2. Laborins: Freight Handling (MIA) IQ+3 [81-11. and
Gesture (MlE) lQ+2 [4]-10.

3. Buildillg: Architecture/TL (MIA) IQ+l [4J-9. CarpenLry
(M/E) IQ+2 L4J-IO, and DemolitionrrL (MIA) lQ+1
14]-9.

Background Skills: 5 points divided among flight (PIA), other
specializations of MechaniclTL (MIA) or Electronics
OperationffL (MIA), psionic skills (MIH). and anyone pri
mary or secondary skill of another caste. The GM might
alluw Somc comhat-related skills (0 be purchased with
these poinlS if the Worker has served in a combat-suppon
role in the Droyne military.

Customization Notes: Of all the castes. Workers are the least
suitable as Pes; they are useful members of an Ally Group.
however. Additional skills will vary widely by cOlllmunity.

2. CUlIrd: First AidffL (M/E) IQ+I [21-9, Intimidation
(M/A) IQ [2]-8, and Tr.ding (M/A) IQ [2]-8.

3. Voyaging: Com puler OperatiunrrL (M!F.) IQ+1 [2]-9,
GunnerffL (any) (PIA) OX [2]-11: and Tactics (Space)
(M/H) IQ-I [2]-7,

Background Skills: 2 points divided among Hroadsword (PIA).
Flight (PIA), Free Fall (PIA), Knife (PIE). Shortsword
(PIA). Spear (PIA), TW(l~HI1l1ded Sword (PIA). vaec Suil
(MIA). additional specializalions of Beam Weapons (any)
(PIE). Gunner (any) (PIA). or Guns (any) (PIE). and any
psionic skills (M/H).

Customization Notes: Warriors do 1l0L make good PCs. but can
be found in many Ally Groups. Low-TL Warriors would
ignore most of the high-tech skills, investing those points in
CornbatIWeapoll skills such as found ill the Background
Skills list, instead.
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CRONE 75 POINTS

DrOl~es are a "carctaker" caste. This and their child-rearing
duties mean lheir "daily grind" requires much more initiutive
and foresighl tlmn most Drnync m:ed possess. They still lack the
tme will and strategic vision of Leaders.

Attributes: ST7[OI. DX 9 [OJ. IQ 101201. HT 1017[01.

Advantages: Drone Racial Package (25) and (5 poims in Ally
Group Ivariesl. Clerical Investment [SlIcve[), Empathy 115].
up to threc levcls of Mililllry Rank [5. 10. or [5]. Patron
[varies]. Pious [5]. and psionic powers [varies}.

Disadvantages: A totll[ of -25 points in Compulsive Gcnerosity
[-51, Dependent (Children) [varies). Obsession (Comp[cte
tasks) [varies]. Pacifism [- [51. and Workaholic [-5].

Primary Skills: Administration (M/A) [Q+I l4J-II. Computer
OperationrrL (MIE) IQ+I [2]-1 [. Cooking (MIE) IQ+[
[21-1 L Diplomacy (M/H) IQ [4]-10. First AidfTL (M/E)
IQ+I [2]- [ I. Savoir-Faire (M/E) [Q+ I l2j-ll. and Teaching
(MIA) IQ+114]-11.

LEADER 90 POINTS

Leaders are the civic officials. military officers. and direclOrs
of Droyne society. TIley are u[timately responsible for every
thing that the Droyne do liS a race.

Attributes: ST7101. DX 910]. IQ II [30j. HT 1017101.

Advantages: Leader Racial Package l30], Status 2 [IOJ. and 20
poims from Ally Group lvariesJ. Charisma [5/leveIJ.
C[erical Investment 15/level]. Legal Immunity [varies],
Military Rank 3+ [15+5/lcvel]. Pious [5]. psionic powers
[varies]. Ship Patron [varies]. and more Status [5/Ievc!].

Disadvanlages: A IOla[ of -20 points selected from Age
r-3/yearJ. Bad Temper [-IOJ. Duty (To dreskay or oJ/rip)
Ivarics], Fanaticism [-151. im:/"ell.\·e Chummy 10 Gregarious
[a net -51, Honesty {-[a]. InlOlerance (Of aliens or new
things) l-101. Megalomania [-\OJ. No Sense or Humor
1-10], Obsession [-5 to -151. Overconlidellcc [-[0]. ami
Workaholic [-5].

Primary Skills: Administration (MIA) IQ [2]·11. Diplomacy
(MIH) IQ-I [21- [0, and Leadership (MfA) IQ [2]-11.

Secondary Skills: Choose olle of these SlIbcastc options:

I. Mililwy or Lemler of l.ellder.\·: AstrogaliolJffL (MIA)
IQ+ 1 [4]- [2. EngilleerrrL (any) (M/H) IQ- [ [2]-10.
PilOlingfrL (.my) (P/A) OX l2J-9. Stralegy (M/H) IQ-I
[21-10. and Tactics (M/H) IQ-I [21- [0.

2. Priesrly: Augury (Droyne) (M/H) IQ [4]-11.
Pcrfonm1l1ce (MIA) IQ [2]-11. Psychology (MIH) IQ-[
(2]-10. and Teaching (M/A) IQ+I [4]-12.

Background Skills: 2 points divided among F[ighl (PIA):
Savoir-Faire (M/E): Interrogation or more Lcadership (both
MIA); more Diplomacy, and psionic skills (all M/H). A
Leader who spent time in the military may spend these
points on :lny Combat/Weapon skill; EngineerlTL

Secondary Skills: Choose one of these subcaste options:

[. FOII/ify: Area Knowledge (any local) (MIE) IQ (1]-[0.
Performance (MIA) IQ+I [4]-11. Proressional Skill:
Childcare (M/A) IQ+1 [4]-11. Survival (any) (MIA) IQ
f2]-IO. and inercllsc Teaching 10 (MIA) [Q+3 {4]-13.

2. Pries/I.\': Augury (Droync) (M/H) IQ+I [(,j-[ I, HistOI)'
(MIH) IQ (4J-IO. Perfomlance (MIA) IQ+I f4]-11. and
Psychology (M/H) IQ-2 [1]-8.

3. Social: DiagnosisITL (M/H) IQ+ [ [6]- [ [. E[eclronics
Operation/TL (Medical) (MIA) IQ-l II j-9.
PhyskianrrL (M/H) IQ+3 [101- [3. Nule: Physician skill
repl{/ce.~ First Aid ski[1 in this option. and the saved
points are reinvested in Physician.

Background Skills: 5 points invested in Social skills. Driving/TL
(an)'). Flight. and Pi[otingllL (all PIA): SurgerylrL (M/VH).
Tcaching (M/A). and psionic skills (MIH).

Customization Notes: A Drone is a crcdible if limited Pc.
MallY have eXlensive middle-management skills. as well.

(Combat). Stral
egy and Tactics
(Land or Space).
and Forgcl)'rrL
(all Mnl): As
trogation/TL.
Fast-Tnlk.
Street wise.
TraCking. and
Vaec Suit/TL
(01[[ MIA); and
Free ra[IITL
(PIA).

Cuslomization
Notes: Those
Droyne Leaders
that purchase
Military Rank
musl spend at
least IS points
011 it. to repre
scnt a minimum
of officer-equiv
illent seniority.
Leaders makc
excellent PCs.
and with their
o.\'Irips serving
as Ship Patrons
or Ally Groups.
ClIlJ cvcn pro

vide tr:lllsportation and devoted ship's crews. If a ship
acquired in this fashion features special Droyne jump
drive'i or other mm-stalJdard gear. iJII extra 5+ poinls should
be applied to the Ship Patron cost to rellec! it.
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TECHNICIAN 75 POINTS

This casle designs. develops, maintains, and repairs equip
ment of all types. In those rare ca~s where a Droyne community
undenakes scientific research. this too faUs tu the Technicians.

Allribules: 51'7 [0], DX 9 [OJ, IQ 10 [20], HT IOn (OJ,

Advantages: Technician Racial Package [20], Status I [5]. and
15 points chosen from Absolute Direction [5j, Absolute
Timing [51, Acute Vision [Z/levcll, Lightning Calculator
{5], Manual Dexterity [3Ilevel], Mathematical Ability [10].
and psionic powers [variesJ.

Disadvantages: A total of -15 points from Absent-Mindedness
H51, Curious [-5 to -I5J, Impulsiveness L-lOj, Obsession
(linkcring) [-5], Stubbonllless [-5], and Workaholic r-5l

Primary Skills: Computer OperationfTL (M/E) IQ+2 [4j-1Z,
Electronics Opcratiun/TL (lillY) (MIA) IQ+ 1 [4]-11,
Mechanicfl'L (any) (MIA) IQ+I [4]-11.

Secondary Skills: Choose one of thcse SUbC;ISIC options:

1. Fixing: 4 points ill additional Electronics OperationfI1...
or MechanicrrL specializations. typically two skills
both (MIA) IQ (21-10_

2. Artificer: EngineerrrL (any) (M/H) IQ-I [ZJ-9, and
incrcase Mcehanicm.. (any) 10 IQ+2 (MIA) [61-12.

3. Dreaming: 4 points in one or more pure sciences (e.g.,
PhysiesITL. ChemislryrrL. Gcnetics!TL). typically two
skills, both (MIH) lQ-1 [2J-9_

Background Skills: Technicians should spend 10 points to
increase one primary or secondary skill, usually by +5.
TIley then spend 4 points among DlivingfTL (any), Flying,
and PilotingfTL (any) (all PIA); Electronics Oper:.ttionfTI..
(any), Mechanic/TL (any) (both MIA); Computer
ProgramminglTL, Electronics/TL (any), EngineerrrL
(,my). amI any psionic skills (all MIH). Technicians with a
record of military service may invest a few points in
CombatlWeapon skills and any Medical skills that rely
extensively on equipment.

Customization Notes: Technicians are unlikely PCs, though
their single-minded devotion to their technical skill or sci
ence isn '( so far ditferent from some Human-scientist
stereotypes. Note that, despite their low IQ and initiative,
Droyne Technicians will be highly skilled in at leaSl one of
their disciplines. Combining this with the High Technology
advantage can create a devastatingly effective inventor or
researcher. despite the mentallimit'llions present.

Sports often undertake missions away from their communi
ty: in a sense they are the Droync sCOlll service. Sport." have
much greater initiative and independence than most Droyne.

2. Speaker: Interrogation (MIA) IQ-l [1]-10, Leadership
(MIA) lQ-l [11-10, and Teaching (MIA) lQ [ZH I.

3. Finding: Demolition/TL (MIA) IQ-l [IJ-IO. First
AidffL (M/E) IQ [11-11, ProspectingITL (MIA) IQ-I
[1 J-IO. and Tracking (MIA) IQ-I [1]-10.

Allribules: 51'7 [0], DX 10 [101_ IQ II [301, HT IOn [OJ.

Advantages: Span Racial Package [40], Status 1 [5]. and IS
points chosen from 3-D Spatial Sense rlOl, Absolute
Direction [5]. Alertness [5Ilevel]. Danger Sense [15].
Daredevil lI5J, Imuition lI5J, Military Rank [5/Ievel].
psionic powers fvariesl, and Versatile [51.

Disadvantages: -20 points chosen from Absent-Mindedness
[-151, Confused HOl, Curious [-5 to -151, Impulsiveness
[-IOJ. Obsession [-5 10 -15], On the Edge [-15], OvereUlllid·
ence t-IOJ. Shan Attention Span [-10], and Workaholic [-5].

Primarv Skills: AstrogationlTL (MIA) IQ-I [l]-IO. Beam
Weapons/TL or Gunsn'L (any) (PIE) DX+I [IJ-II"",
Rrawling (PIE) DX {11-1O, Diplomacy (MIH) IQ-l [21-10,
DrivingffL (any) 0" Piloting (Contragrav) (PIA) DX-I [1]
9. Fast Talk (MIA) IQ-I [IJ-IO, MechanicfrL (any) (MIA)
IQ-I [1]-10, and Streetwise (MIA) IQ-l fIHO.

ot Includes +1 for IQ.

Secondary Skills: Choose one of these subcaste options:

I. Seeking: Imerrogation (MIA) IQ [2]-11, and Survival
(any) IQ (MIA) [2]-11.

Background
Skills: A total
of 7 poinls
dis(ributed
among these
skills: Flight
and Free FalV
TL (both PIA);
Savior-Faire
(M/E): Vacc
SuitfTL (MIA)
and Survival
(both MIA);
and any psi
skills (MIH).
Sports wilh
army back
grounds may
also buy Rcam
Weapons/TL
(any), Knife,

or Gunsrn. (any) (<111 PIE); RatllesllitrrL. Rroadsword,
GunnerlTL (any), Shortsword. Spear. or Two-Handed
Sword (all PIA); Carousll1g (PIA - HT); forward
OhservcrlTL (MIA); and Engincer/TL (Combat) and
Tactics (both MIl I). Spons with naval backgrounds may
purchase Carousing (PIA - HT); Computer Operationfl'L
(M/E); Intcrrogation and Lcadership (both MIA): and
Strategy and Tactics (Space) (both MlI·I). or anyone prima
ry or secondary skill or another caSle.

Customization Notes: Spons rarely have Ally Groups, since
they usually undertake solo jobs. Many buy off the
Hidebound disadvantage, though it isn't required.
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EGUIPMENT

Most Droyne equipment is similar to Human models, and
they often use imponed items at no penalty. Tools and weapons
made for Droyne are adapted for small, strangely fingered hands,
and so are difficult for other mces 10 use (-2 to effective skill).

Suits of Droyne armor are smaller than those for Humans,
but do have to cater to wings and tails, so they arc no lighter or
less expensive. Since the Droyne are smaller and become
encumbered more easily, they tend to wear less amlOr than
larger races.

COYNS
A full set of 36 gold coyns in a nice container weighs 1 lb.

amI costs Cr15,OOO. A Droync would need 10 be in dire straits
before he would consider selling his coyns!

FLYING
Most Drayne are capable of unaided flight, under certain cir

cumstances; sec the sidebar on p. 90. More often. k'Tavity and
atmosphere make flight difficult. To overcome these limita
tions, aircraft, mechanical wings (see p. 102), and performance
enhancing drugs have been developed.

Flying Drug
This TL9 dnlg is cssentially a Droyne-specific version of the

COmb'll drug (p. GTI09) that increases $1' by 3 per dose. A
dose of tlying drug costs Cr75 a<i a pill, or Crl50 a<i an injec
tion, and is hard to lind uutside Druyne cummunities.

WEAPONS
WeaiXIns can present a considemble logistics problem 10 the

Droyne. Since they don't often engage in war or mass produc
tion, few Droyne communities have sufficient incentive to cre
ate their own anns industry. Conver:sc1y, those weapons readily
available for impon often are ill-suited for Droyne usage.

Using Imperial Standard Weapons
Droyne will almost always fail to meet requirements for mini

mum ST and SS skill when using weaiXIns designed for other

rnces; this means that recoil penalties may be as much as quadru
ple the nomlal figures, and also risks breaking their fragile bones.
For this rca.<;on, Dmyne who have accc'iS to la'ier weapons prefer
them. Normal GURPS Traveller lasers (see p. GT1IS) are fine
for this, especially the laser pistolS and laser carbines, although
domestic versions will he built for Droyne hands; there arc no
changes to weight or other statistics.

Partly because of their tradition of hand-crafting items (see
pp. 78-79), and partly to counteracl their low racial DX,
Droyne may use fine or very fine (Accurate) weapons. Fine
weapons cost 5 times the normal price and give +I Accuracy;
velY fine ones cost 30 times as much and give +2.

WeaiXIns on fixed mOllnts such as vehicles are not subject to
these constraints, and Droyne may use them normally.

Droyne-Specmc Weapons
These arc beam weapuns. rcnccting Droync racial prefer

ences, and are designed using the close range and compact size
options to minimize weight (and thus required ST - since the
avcrage Droyne has ST 7).

All have I-ruD sights fined (see p. GT112) to reduce the
weapon Snap Shot numbers to something a Droyne might hope
10 achieve. Becausc of their handy size and autofirc capnbilities,
they are sometimes acquired by criminals or adventurers, who
modify the handgrips and controls for use by the appropriate
species (lakes a successful roll against an llpproprilllc specializa
tion of ArmouryffL, spare pans costing 10% of the weapon's
price, and a couple of days' work).

As.mull lnser-8: TL8 laser, 133 kJ output, with cyclic rate
12. Shoulder stock. Two rechargeable C cells in backpack.

Assaf/It Laser-9: 'IL9 rainbow laser, 200 kJ output, with cyclic
rute 12. Shoulder stock. One rechargeable C cell in backpack.

Assaf/It Lnser-13: TL13 rainbow laser, 179 kJ output, with
cyclic rate 12. Shoulder stock. Two rechargeable C cells in
backpack.

Support Laser-8: TL8 laser, 467 kJ output. with cyclic rate
12. Shoulder stock with bipod. Two rechargeable D cells in
backpack.

Plasma CIIIl, DI'O)'ne-Pol'wble-13: TL13 neutral particle
beam plasma blaster, 1,133 kJ output, with cyclic rate I.
Shoulder stock with bipod. One rechargeable C cell in backpack.

OROYNE WEAPON TABLE

Weapon Malf Type Damage SS Aee'1;2D Max Wt AWt RoF Shots ST Rei Costs LC Hid TL
Assault Laser-8 Ver. Imp. 2d 10 14 600 1,200 7.6 I 12'*' 2712C 7 0 4,5001200 0 -4** 8
Assault Laser -9 Ver. Imp. 3d 7 15 700 1,400 8 0.5 12* I2IC 7 0 6,2501100 0 -4** 9
AssaultLaser-13 Ver. Imp. 5d 7 15 900 1,800 7.7 1 12* 6312C 7 0 1,500J200 0 -4** 13
SupportLaser-8 Ver. Imp. 7d 18 15 l,tOO 2,200 39.2 10 12'*' 7712D 10 018,00011,000 0 No 8
PGDP-13 Vcr. Exp. 5dX20t 12 15 1,300 3,900 20.5 0.5 1 61C 10 -t 22,500JjOO 0 No 13
* Call bejired at either RoF]- (semi-auto with three rolls to hit) or RoF 4,8. or /2 (ful/-auro using laser-autojire rules).
** Holdollljigllre is for laser weapon ollly. Power puch' ure. .I·e.purole. ite/n.\' at -2 to Holdollt.

t PGDP fires bolts of high-velocity star-hot plasma (treat as crushing; no damage multiplier). The splattering plasma also does
1/4 damage to everyone else within 2 yards of the target.
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VEHICLES

TLB Mechanical Wings
These are simple. light frames supporting fabric or plastic

wings. increasing the DroYllc's wingspan and lift ~ basically. a
one-droyne omilhoplcr. opcmlcd u::;ing Rying skill.

A. no-frills muscle engine much like a bicycle pedal is mount
ed in front of the wearer's chest, and used to store energy in a
nywheel mounted between lhe wings al the rear: this powers
roughly half ,:m hour's flight. A clutch mechanism allO\\lS the
user to disengage the llywheel to conserve power - wilh the
clutch Ollt. he still lIlay glide from a higher altitude to a lower
one. or use thermals 10 gain height like a glider. but he is unable
10 Ily nOffilally. In fael. since the motive thrust is so low. the
only way to llccc!t;ralc is 10 clmp fmm a height or be lowed like
a TCffiln glider. To fadliwte the latter option. the lOrso part of the
hamess has a clip - a mOlOr. a vehide or simply a heavy weight
dropped on' a eli IT then luul1l:hes the intrepid Oroylle aviator.

Higher-tech versions may be fitted with reaction less lhl1l~lcrs

and comragravity. bUi then the wings become superfluous.

• Subassemblies: Two standard wings.

• Propulsion: I kW omilhopler drivetDlin with 2 [Ils. thmst. 5
Ibs. lift in each wing. (Wing. HP 1.2 Ibs.. 0.04 cr. [kW).

• Controls: Primitive.
• Accommodations: Pilot (Flying skill) in hamess Slat ion (Bo.

HP I. 2Ibs.).

• Power: 0.18 kW muscle engine. ST l) (Bo. HP I. 0.4 Ibs..
0.02 cf). 2.000 kW~ Oywheel (Bo. HP 2. 10 Ills., 0.2 eI).

• Space: Empty space (5 cr per wing).

• Surface Area: Body 2.5. Each wing [8. Total 38.5.

• Structure: Super-light frame with ~tandard materials.

• Hit Points: Body 1. e,leh wing 3. Total 4.

• Armor: PO 2. OR 2 advanced ablative (2.3 [bs.).

• Statistics: Empty weight 34.1 [bs., payload 200 lbs.. loaded
weight 234.1 Ibs.. volume 10.3 c[ Size +1. Cr2.47 [. HT 6.

• Performance: Stall speed [0 mph. Aerial motive thmst 4lbs.
Aerodynamic drag 38.5. Top speed 30 mph. aAccel a
mph/so aMR 6. aSR 3. ,IOced 24 mph/so

TLB Gravcycle
Sports usc this on urgent missions. perhaps carrying dis

patches or desperalely needcd mcdica[ supplies.

• Subassemblies and Body Features: Two skids. retracting into
body. Very good streamlining.

• Propulsion: 500 lb. Ihmst standard reactionless thlUster (Bo,
HP 30. 500 [bs.. 10 cf. 250 kW).

• Aerostatic lift: n~12 4,500 lb. lift contragnlv genemtor (Bo.
HP 4,24.5 Ibs.. 0.49 c[ 4.5 kW).

• Instruments and Electronics: Radio communicator (Bo, HP
I. Jib.. 0.02 cf. 0.01 kW, [00 mile range). Laser communi
cator (Bo. HP 2, 10 lbs.. 0.2 cr. 0.1 kW. 200 mile range).
Navigalion rm.lar, 10 mile runge, no targeting option (BoF.
HP 2. [0 lbs., 0.2 cr, 2.5 kW, Scan 17). Headlight. 1 mile
range (BoE HP 1. a [bs.. 0.01 kW). Digita[ recon camcra
option (Bo. HP 4,25 Ibs.. 0.5 cf. 0.01 kW). Navigation
inStlUmCnlS (Bo. IIP4. 20 Ibs.. 0.4 cf. 0.01 kW). Inertialnav~

igalion system (Bo. HP 4. 20 Ibs.. 0.4 cf. 0.01 kW). Small
computer. dedicated (Bo. HP I. 1 lb.. 0.02 cf. a.O[ kW.
Complexity 2). Terminal (Bo. HP 10.40 lbs.. 2 cf. 0_01 kW).

• Controls: Computerized.

• Accommodations: PilOt (PilOling IComragravJ) in cycle crew
station (Bo. HP 1. 10 lbs.).

• Power: 260 kW radiothemm[ generator (Bo. HP 60. 2.800
Ibs.. 28 cf. hlsts 14 years).

• Space: 2 cf cargo (Bo). Access space (Body 76.9~ ct).

• Surface Area: Body 175. Skids 22. Total [97.

• Structure: Medium frame with Slamlanl materials.

• Hit Points: Body 262. skids [6.

• Armor: PO 2. OR 3 expensive mcta[ (148 Ibs.).

• Surface Features: Lifting Body.

• Statistics: F.mpty weight 4.396 [bs .. payload 240 Ibs ..
loaded weight4.636Ibs.. volume [43.23 cf. Size modifier 3.
Cost Cr98.089. HT [2.

• Air: Stall Speed 0 mph: can hover. can ny. Aerial motive
thrust 500 lbs. Aerodynamic drag 35. 'lop speed 325 mph.
aAcccl2 mph/so aMR 2.5. aSR 3. aOecel 10 mph/so
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SCALE IN YARDS
iii
369

DECK PLAN SYMBDLS

Iris Valve

Iris Valve. Overhead

Large Hatch

] Maintenance Hatch

~ Sleeping Creche

g} Accelel'ation Couch

cd} Hygiene Unit

~ Air/raft

rzl Cargo Lift

CROYNE

KEY
l. Avionics
2. Cargo

Lock
3. Cargo

Bay
4. Nest
5. Turret

Aeee.\s
6. Bridge
7. Air/raft

Garage
X. Airlock
9. Drive Pods

STARSHIPS
Droyne ship design follows the Human approach, although

nlrcJy uo Ihey build at higher thall TUO.
The main difference is in life-support and companionship

needs. Droyne usually build staterooms the size or three Human
stalerooms. (For eOllsislCIICY's sakc, howcvcr, Dmyne ~hip~'

Stateroom modules are listed in the "'Imperial standard" sizes.
Divide the listed number of Staterooms by 3 to get a rough idea
or Ihe aClual numher or phy~ical slaterooms aboard.) Each
Droyne stateroom holds six to 12 Droyne or three to six
Humans. Further. they have interconnecting doors enabling the
wllole crew (and ]la~senger.'i. ir Dmyne) 10 live in each others'
pockels.

1l1ese Droyne living areus tend to teature an open plan, com
monly referred In by spaccrs as "the nest" TI1C.SC arrangemenLs
can get on the nerves of Iluman passengers used 10 more privacy.

Droyne Jump Drives:
The Best in Charted Space

Many spacers swear that the hand-built Droyne jump drives
are the best anywhere. TIle OM who wishes to make this more
than a nJmor ITwy speciry llml Dmyne jump drives arc finely or
very finely made. Finely made drives cost four times the standard
price, but require half as much maintenance, and therefore haU' as
many engineers. Very finely made drives eosl 20 limes list price.

but require effectively no maintenance for decades. An alterna
tive is 10 give a bonus 10 repair rolls on Droyne jump drives.

Mixing Spacecraft
AllllllUglt lTJallY Drnync worlds are capable of building star

ships. most oyrripill are satisfied to buy new or used ships Qf
standard designs from established shipyards in whatever part of
space Ihey call home. In the Imperium, the Zhodani Consulate,
and the Solomani Sphere. Droyne fly Human ships: in Vargr or
Asian space. they fly locally built vessels. and so on.

TIle larger Droyne ca"tes are Human-sized, so Droyne crew
stations are large enough to squeeze in a Human. (In CURPS
Vehicles, the Droyne use the "cramped'" workstations listed. but
Illese give most Droync the cquivalent of a roomy environment.
The same principle applies in their starships.) Droync cf'cionom
ics are all wrong for Humans or other major races. and vice
vcrsa, so the OM may feel free to impose skill penalties until the
proper controls are fiued in a Human-built Droyne ship or
Droyne-build Human ship.

Some Droyne ships might even incorporate psychotronic
controls (see p. TAlI42). in which case non-psionic spacehands
(such as most Imperial citizens) will be at a tOialloss to operate
the vcssel! The Droyne crew for these ships would have to
exceed the nomlal racial psionic abilities (see pp. 93-94).
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TL10 CROYNE SCOUT
This ship occupies the same niche as the SuleiJl/£lII-class

seuul/courier docs in Imperial space (bolh in active lmd retired
service). Usually it is temporarily assigned to a klvylon. It has
one large living space. The major issue for non-Droyne is the
lack of priVH{:y - the '"l1est" lacks even tl screen around the
fresher.

TIle small laser turret is fined al the forward edge of the ver
tical stabilizer root. so fire to the rear or below is obscured by
the fin or the hull. As the vessel h<ls internal artificial gravity,
ground fire is easily accomplished by rolling inverted, but the
ship has a "deadly arc" to the rear where it cannot return fire,
unlike its Imperial or Asian equivalents.

The two drive pods are used as noats for water landings, or
as landing feci when on the b'TOund; in this case. the ship can be
"flattened" by rOlating the wings and the attached pods upward
about the wing roots.

The rear cargo hatch is equipped wilh 11 winch on 3 boom, so
that cargo can be hauled up when the pods are fully down;
when they are rolated up, the rear cargo ramp is extended to
ground level.

• Crew: One pilol/engineer.

• Design: 100-ton SL Hull. DR 200, I triple Turrel sporting
three Lasers. Modules: Basic Bridge, Engineering, 3 Jump
Drive, 20 Fuel. 20 Maneuver. I Spacedock (for open-topped
air/raft or similar), 3 Slalerooms, I Utility, 1 Fuel Processor.
17.5 Cargo.

• Statistics: EMass 283.1, LMass .:nO.6, Cosl MCr25.7. HP:
15.000. Size Modifier +8.

• Performance: Aced 2.16 Os. Jump 2. Airspeed 2.357 mph.

TL10 CROYNE TRADER
The Droyne trader is commonly encountered as a merchant

vessel, operating on an unscheduled basis between DroYlle
worlds. The crew is lypically a Iyafelm or kroyloss. The accom
modations are set up for six Droyne in one large communal
area, and eighl slandard Imperial stalerooms. However, the
inlernal walls and fillings are designed so that they can easily
be rearranged to accommodate a dozen or so Droyne instead,
with considerably less privacy.

As with small freighlers produced by many other races. the
vessel is a belly-landing design, designed [0 !Urn around as
quickly as possible in po11. lllis dictates a large "conlact area"
through which «Irgo. prcfcrably in standard containers. can be
off- and on-loaded swiftly.

• Crew: Navigator, pilot, engineer, steward. medic, and gun
ner. NOle lhal Ihis is 11 Droyne preferred mr.mgement of six
crew members, and some shuftling of jobs could be done.
The navigator, not the pilot. will usually be the Leader in
charge.

• Design: 2oo-ton SL HUll, DR 100,2 single Turrets each til
ted with a single Missile Rack. Modules: I Basic Rridge. I
Engineering, 4 Jump Drive. 20 Fuel. 16 Maneuver. II
Staterooms. I Utility. I Fuel Processor. 67.5 Cargo.

• Statistics: EMass 274.7. LMass 612.2. Cost MCr25.9. HP:
22.500. Size Modifier +8.

• Performance: Accd 1.05 Os, Jump I. Airspeed 1.700 mph.

TL10 CROYNE CRUISER
The Droyne cruiser is a mililary ship. usually found in the

service of an oyrrip. It usually carries a crew of 16. Unusually
for a Droyne craft. the cmiser's complemenl has individual
slalerooms: lreat these as one-half of a Stateroom module e<lch.
making very cramped quarters for Human-sized occupants.
This provides more cover for the crew in boarding actions.

The ship also can carry up to 128 Droyne passengers,
usually Wan'iors and their support personnel. Any passenger
complement exceeding 112 requires the crew to double-bunk in
their "hall"' staterooms. wilh senior pa~sellgers using lhe freed

up eighl half-staterooms. TIle remaining passenger space - the
equivalel1\ of 28 Stateroom modules - is arranged in the lradi
lional Droyne communal style.

• Crew: Navigator. pilot. five engineers. medic. and eight crew
usually broken up as four steward.~ and four gunners.

• Design: 800-10n USL Hull. DR 200. 8 single Turrets each
fined with one Laser. Modules: I Basic Bridge. I
Engineering, 32 Jump Drive. 240 Fuel, 240 Maneuver,
50 Vehicle Bay (for 50-IOn small craft. most oflen a modular
cutler with passenger module in Imperial space). 36
Staterooms. 2 Utility. I Fucl Processor. 77 Cargo.

• Statistics: EMass 1.956.6. LMass 2.341.6. Cost MCrI97.2.
HP: 60,000. Size Modilier+IO.

• Performance: Accel 4. I Gs. Jump 3. Airspeed 3.939 mph.
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BRIDGE
DECK

CREW
DECK

DECK PLAN SYMBOLS

-.: Iris Velve

@ Iris Valve. Floor

r"\ Iris Velve, Overhead......
~~: Iris Valve, Both

Sliding Duur-

__ .. Lar'ge Hlltch

I Maintenance HAtch

C> Sleeping Creche

© Acceleration Couch

OJ Hygiene Unit

CJl B""

C Cheir

(Q) Fresher

IZI Personnel Lift

[g] cargo Lift

Interior Partition

Bulkhead

PASSENGER DECK

DRIVE DECK

CARGD DECK

o ONEHEX
EQUALS 1 YARD

SCALE IN YARDS
i i
3 6

SIDE CUTAWAY
VIEW

Bridge

Passenger

0.'11'
(4(1 high)

LBnding gear folds
upward against the
hull when ship is in
flight.

KEY
1. Avionics
2. Bridge
3. NeSf
4. Turret Acce!>.~ Slides
5. Life Suppan
b. Common Area
7. l'asscngcr Stateroom
8. Passenger Luggage Holds
9. Engineering
10. Airlock
II. Cargo Bay
12. Airlock & Ship's locker
13. Cilr}l;oLock
14. Maneuver Drives
15. Landing Gear Machioery
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An Ancient Timeline
-3.000.000

-500,000
-490.000
-470.000
-350,()00
-300.000
-300.000

First Droylle intelligence
Droyne cities

Droyne reo:lch early TL6
Ritual warfare adopted

Grandfather hom
Ancients thrive

Civil war desTroys Ancients

This chapter is inlemJed fur GMs unly. Players who read it may end up
spoiling the fun in their campaign.

The Ancients had a vibrant, starfaring civili:tation morc than a quarter of a
million years before any of the present major races discovered jump drive. Their
technology was centuries, perhaps millennia, ahead of anything known in 1120.
Yet, they were wiped out in a war of unimaginable violence. The common view
is that this was a civil war. mainly because the alternative - a race sufficiently
advanced and warlike to destroy the Ancients utterly at the height of their power
- is too awful to contemplate.

Much information about the Ancients is clas
sified; wherever their sites are found in charted
space, the local military takes a keen interest,
mainly because of the potential for a find which
will revolutionize warfare or space travel. The
data that does reach civilian researchers and the
general public has been carefully filtered to
remove anything of military value.

In classic Traveller canon. the Droyne are
the Ancients, and the Final War was a civil war.
This was one of the Big Secrets of the original
game, although it is now common knowledge,
and explicitly stated many times in the GURPS
Traveller line. Some GMs prefer to break this
link, and have the Ancients be another race,
perhaps many other races; some keep the link,
but have players who are unaware of it. For this
reason, the Ancients are presented as a separate
race in a separate chapter; the individual GM
(as always) decides how much is true for his
campaign, and may present as much or as little
of this to his players as he wishes.

This work is written from a Traveller canon
viewpoint, but it is structured so that the GM can
easily make the Droyne a transplanted client race
of the Ancients, like Ilumans and Vargr. In this
case, the GM must assign one or more races to
the Ancients' role, and may wish to present the
Droyne as a red herring - the race everyone
rhinks is the Ancients. If the GM chooses this
approach, he must provide an explanation as to
why many features of Ancient sites doors.
furniture, perches, balconies, and so on - seem
perfectly adapted to Droyne use. or be prepared
to modify this facet of Traveller canon.
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ANCIENT CHARACTERS
The Ancients share many traits with their descendants, the Droyne. but do

not embrace the mystical or ritual aspects of Droyne cuhure. 11 is assumed that
Ancients will be NPCs in mosl campaigns.

It's also possible to set a campaign before the Final War, in which pes take the
pal1 of Ancients, or members of Ancient client races; in Ihis case the Ancients
would have no High Technology advantage, but client races might well have the
Primitive disadvantage - probably 6-H levels of it. While this would be a fascinut
ing campaign. much of the SUppol1ing material for Traveller would not apply to il.

BUIL.OING ANCIENTS
Ancients are built Llsing the Droyne templates on pp. 93-94, 97-100, but all

Ancients who somehow survive into the era of the Third Imperium have three
levels of High Technology (see p. C126) at a cost of 100 points.

HISTORY
Droyne and Ancient history can be divided into three eras: the prehistoric.

ancient. and modem periods, each with a distinct character.
There are many mysteries about the Droyne. most of which Imperial

research will never reveal. Specifically, the prehistoric <lnd ancicnl periods are
not known in 1120, even to the brightest and best of Imperial scientists. all hough
a few crackpOlS have theories that come close to the trUlh. The academics closesl
to understanding these eras are the Zhodani researchers investigaling the surviv
ing Droyne materials on Viepchakl, the satellite of Zhdant.

THE PREHISTORIC PERIOD
This spans between roughly 3 million years ago. when Ihe Droyne first

showed intelligence, and 350.000 years ago, when the Ancients arose.
The first evidence of sentience for the Droyne was their use of tools and decora

tive clothing. Later advances in this period included agriculture, the usc of hunters as
scouts and guards, division of labor, and expansion into fishing ,md seafaring - but
I/or the casting that most Imperial researchers believe began here (see p. 64).

By about -500.000. the Droyne had established cities as trading centers
along coasts and rivers. These were supported by large agricultural areas. often
irrigated, and typically were the capitals of city-states. controlling up 10 4.000
square miles. and with a population of up to I million. They were separated by
large buffer regions of no-man's land.

Differences in the available resources inevitably led to conflict. Many of the
technological advances of the next 10,000 years were driven by warfare.
although Droyne lechnology evolved much more slowly than for other major
races; after 10 millennia. they had only reached early TL6.

From -490.000 to about -350,000. Droyne society was frozen at this level.
They huilt cities, communicated, had writing and machines - but they were sat
isfied with idyllic. pastoral lives. and had no upward drive. Without some sort of
stimulus, this long plateau might have lusted forever.

THE ANCIENT PERIOD
The Ancients burst onto the scene suddenly, at a time when no other species

in charted space had star travel. They expanded to hundreds of worlds. Then
they destroyed themselves.

THE ANCIENTS

Where Did They Go?

Any lllt:ory all the Ancients must
address scveml important questions,
namely: Where uid they COllie from?

Why is their technology so diverse? Who
fought the Final War. why. and why was it
so effective in destroying lheirdvi1i7.1tinn"!

In 1120. Imperial scientists debate four
main theories. None of lhem answers all
the questions salisf:tctorily.

Conflict
This lheory proposcs lhal the Ancicnts

were splil inm many difrercnl groups
(tribes. nalions. or silllilur). which compet
ed riercely. EvcIltu<Jll)·. this leu to lhe
Final War. Probably lhe most popular of
cum:nllheories. this cxp!;lins lhe variation
ill tt:ehnology ilnd lhe ferocity of the war.

Conquest
1\ rclati\'l~ly weak theory. this suggests

that when the Ancients e.~p:lnded om imo
the galaxy. lhey encountered an even
more :ldv:lm:ed cullllre. which saw them
as :I Ihre:lI and crushed them. This
explains the Final War. bUl norlhe lechnu
logical variet)' of AnClclll sites: further. its
.~ingle biggcst weakness is lhe lack of cvi
denee for the supposcd superior culture. It
has some adhcrems in SC\'Cr.Jlminur ro.lceS.
each of whum claims llwt thdr species
was rell/fy thc Ancienls. and lhl'll the
Encmy genelically engineered lheir fore
bears to suppress their true talents.

Migration
For some rcason or olher. the Ancienl,~

decided to leave ch;lrted space <Jnd go
elsewhere. 11,is theory expl;lins lhe Final
W;lr as a SOrt of lidying up hefoTi~ thcy
lerl. Once: popular. Ihis hypmhesis is now
falling OuI of favor. p:tnl)' becausc it fails
10 explain the wide dirrerences in technol
ogy. and panly because it does nol explain
why the Anciellls fel! lhe)' needed 10 tiuy
up. MOSI itnportanlly. lhere is 110 sign of
whalc\'cr evellt or thrCi.ll mighl have trig
gcreu the migwlion uf all entire species_
(For one possible threat. sec Larry
Nil'en's short stor)' AI 111(' Cure.)

Peaking Out
TIle Ancl.::nlS· technology reached the

ultimate limils. ;lIld this caused :I raci;ll
depression which led 10 a specieS-Wide
suicide pael - the Final War. This theory
fails 10 explain untinisherl projecls such as
Ihe I.eenilakot ringworld. nor docs it
aHow for the faci thaI lhe Ancicnts still
had the prospect of becoming a Typc III
civilization open to thcm (sce sidcb<Jr, p.
112), nor does it ellplain why thcy felt Lhe
nced 10 tidy up behind thclIl. (Vernor
Vinge's Marooned ill Reallillll! partly
addresses "peaking out" as 3pplied to
Humuniti; Arthur C. Clarke's Child
hood's Elld offers another view.) ..



Where Did 'fliey
Come From?

I f you're a GM who wants to sLuy dooe
to Tru~elfer l;UlIOII allu still have some
surprises about the AIiCiell(s for his

players. then focus on this question:
Where did Y"skuydmy cUlllefrom '!

Canon assumes that YaskoydrdY was a
fluke of the cosmic dice - a supergeniu5
born by accident. Blu There :lre OIlier
options. (':;u;h of which c:m lead into a
series of ;](!venlures ;IS lhe pes uncover
lhe truth behind the canon.

The Artifact
Yaskoydray gained his unusual powers

while exploring as an adolescent. after he
found an artifact left over from an even
carlicr civilization - perhaps an auv:lI1ccd
Brain Seed (p. UTT89). Rc;.lu Vernor
Vingc's A Fire UPOII lilt! Deep for some
ideas on how this might aff~ct its recipi
ent. An obvious adventure along this line
of thought is th~ hunt for (or :'lccidental
discovery of) another such device.

War in Heaven
Other, even more arlvance::rl race::s (per

haps Type:: II or Type III civili7.alion.~-see

side::har p. 112) are locked in a struggle for
control of chaned space, One side deliber
ately created the Ancicnts from the
Droync, much as the Droym: erealed the
Vargr from Temm canines; the other siut:
provokt:d tllt: Final War to delly this
resouret: to their enemy, CURPS
umslI/ul/ :'lddresses this sort of connict. A
campaign built on this premise would
hinge 011 discovering what happe::ne::d to
the pre,Ancient races. and what their cur
rent schemes are, if any.

Paradoxical Timetine Nomads
At some poiot in the distant future,

wars helween :'ldvanced civili7.ations are
conducted by altering the past to prcvent
the enemy culture ever uppcaring. This is
much like the previous oplion clIcepl for
different adversaries. and a Cillllpaign in
this univen;c could wcll bc<.:ume a hybrid
uf CURPS TT/H'effer aud CURPS Time
Trul·e/.

Quantum Timeline Nomads
Yaskoydray was actually a Droyne sci

entist from :'l parallel universe. marooned
in this one after a failed ellperimenl. The::
Ancient civilization was ere:\led 10 enahle
him to rerum home; once he harllhis capa
hility, he destroyed his creation to allow
this universe to develop naturally.
Unfortunately, he was not entirely suc
cessfuL Has he discovered since lhat his
clean-up was incomplete? Docs he fed u
need to wipe the gululIY dean uf Ancient
descended l;ivili"llltiolis (i.t:" all the cur
rCLlt major races)? That's for the OM to
know, and the PCs to find out.

"

Early Vilaru researchers who discovered the bases and colonies lefl behind
mought each to be representative of a different race. It was some time before cross
referencing of common factors revealed mat all were examples of the same civiliza
tion. Those investigating Ancient sites place their age at 300,000 years, plus or
minus lO,eX)(); me civilization as a whole appears to have lasted fewer man 50,000
years. The name "Ancients" was originally bestowed in honor of me sites' antiquity.

The Ancient culture was wide-ranging. Confimled sites have been found in
every sector of the Imperium, over 200 in all; mey are also present throughout
Vargr and AsIan territory. What little information leaks out of the Zhodani
Consulate on this topic suggests a high frequency of Ancient bases. It is almost
certain that the Ancients explored and settled worlds beyond charted space, and
that evidence of their travels is to be found beyond the borders of current states.

The Ancients' population level is a matter of some debate. Some hold that
the surprisingly frequent asteroid belts in charted space are the remains of high
population Ancient worlds, sbattered in the Final War; in this case, the total
Ancient population may have been in the trillions. These theorists hold that the
known Ancient sites are outposts, not worth destroying in so spectacular a man
ner. Others point out that no evidence to support this theory has been found in
any asteroid belt surveyed [0 date; they believe that no more than I million or so
Ancients lived on anyone world, and that for some reason the Ancients only set
tled in specific regions on each planet. This hypothesis would give a total popu
lation of no more than I billion.

Over a period of some 2,000 years, the Ancients destroyed each other III a
war of such ferocity that only traces of their existence remain. As a result,
llrclmeologists labor under immense handicaps in trying to piece together how
the Ancients lived. This Final War was fought with weapons as advanced as
TL 15. The armament.s used were capable of reducing entire planet.s to asteroid
belts. Many planets still bear the scars of being bombarded by planetoids or even
small moons. The Ancients' attacks seem to have been unstoppable, even wim
Ancienltechnology. Still, there are inconsistencies, not always explainable, sug
gesting a wide range of technologies, abilities, and tactics were used.

THE MODERN PERIOD

With the end of the Final War, the Ancients ceased to exist for all practical
purposes. Few Droyne survived the war; those who did lost all their higher tech
nology, and declined inlO barbarism, The majority even lost the ability to cl'tste.
and a large number of the surviving worlds fadeo into extinction.

TECHNOLOGY
The two most striking aspects of Ancient technology are its very high level

anu its diversity. Of Ihc hundreds of Ancient sites excavated and analyzed, each
seems to use a different approach to solving basic technicnl problems. This patt
Iy cxphtins why the Vihmi originally thought them to have been built hy many
races. Onc sile depends on screws to fasten objects together; a second uses glue;
a third, rivets; a fourth. interlocking ellipses; a fifth, simple plastic clasps, Where
one ship's computcr uscs silicon chip circuits. others may perform the same
functions using fiber optics. nuid dynamics. or chnnneled hent tran."fer.

WORLD-BENDING

In some cases, the Ancients moved entire worlds. These engineering projects
were so vast that not even the Final War was able to erase them from the face of
the galaxy, See Chapter 4, The Inherifors, for one example. Olhers include:
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LeeiwkOf: This system, in the Hinten'lorlds Sector, is an unfinished ringworld,
circling a dim M IV star at a distance of some 18.5 million miles. The ring is less
than 62,000 miles wide, with an inner sUliace area equal to that of 25,O()() Earths,
Why the Ancients would have built a ringworld around such an unspect.acular star
is nol known, although some have speculated that the star itself was somehow
changed. It is also unclear why the ling was left with no soil or atlllosphere.

Tireell: In the Vargr Extents, the Ancients created a rosette of five planets,
equidistant from each other along the same orhit. Not content with this, they
then (presumably) trallsformed the planets so that each is 4,000 miles in diame
ter, with a dense oxygen-nitrogen atlilosphere. 40% surface waler. and a warm
climate. While there is no way to know what the worlds were like previously,
and so no way to gauge the effort involved, it must have been vast.

TRANSPL.ANTATION

Once the Solomani Hypothesis (that all Humaniti originated on Terra) was
accepted, it was a simple mailer 10 analyze lhe gene pools of Humaniti, and con
clude that the Ancients visited Eanh many times, taking groups of 1,000 to 10,000
primitive Humans 10 each of perhaps 100 worlds. Some of these groups were genet
ically engineered to suit their new homes, but the majoriry were no!.

It is therefore a fairly common belief that any world which is home to a
Human minor race must have an Ancient site on it somewhere - after all, the
Ancients must have brought Ihe Humans here originally. If one has not already
been discovered, there are sure to be fortune-seekers and scientists looking for it.

Just why the Ancients were' interested in Humaniti remains unknown.
Assistants? Workers? Warriors'! Pets'! A food source? No one knows for sure.

GENETIC ENGINEERING

At about the same time that they were kidnapping Humans, the Am:ients
also sampled Terran canines. This dog Slack was manipulated by genetic engi
neering to produce an upright stance, opposable thumbs, and intelligence, result
ing in the Vargr (see GURPS Traveller: Alien Races 1).

Many other life-forms are lhought to be the result of Ancient genetic tam
pering. The Ancients' motives for this remain unclear to Imperial scientists.

ANCIENT ARTIFACTS
The remaining debris from the Ancient civilization is scattered in ruined

sites across parsecs of empty space. Individual pieces of this debris are common
ly called artifacts: they come in all shapes and sizes, and three main types:

Garbage: The vast majorily of Ancient artifacts are rubble with no apparent
value except as curiosities, Examples might be shimmering pieces of broken
brick, diamond-hard transparencies which have obviously been cast, and simple
containers made of titanium or cobalt. A constant fear for any researcher work
ing on an Ancient site is that he may mistake some crucially important device
for garbage, simply because he cannot recognize its purpose. The lIeechee
"prayer fans" in Frederick Pohl's Garcwoy series are an example of the laner.

Brokell bill Recognizable: Perhaps one artifact in 1,000 falls into this catego
ry. It is no longer functional. but its purpose is apparent. perhaps a fastening
device or chair. Again, the risk of mistaken categorization is great, but these
devices are valuable for the insights they give into the technology used to create
and operate them. They are of interest (Q scientists and whichever state they are
found in; collectors and the public nrc not usually exposed to them.

-----
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Adllenture Seed:
Sellen Days of the

Ancients

Naturally. each interstellar intelli
gence agency maintains a small
group of researchers who galhcr all

the unclassificd Ancient malenal relcascd
by their neigh burs and try to reverse,
engineer what was filtered out. su lhat
they can find oul what l1e;>;1 dour's lIlili
tary has 011 ils wish tist.

As their starship leaves one militaristic
world. lhe pes discover a stowaway. who
claims he was a member of such a unit,
that his office was deslroyed in mysteriolls
eirellffiSlances by orher :I&el1IS of his own
government. :Inri that he is pursued hy
nef:lriolls forces who believe he knows tOO
mlle:h_

Is this jusl another deranged addicl
who walchcs 100 many thrillcrs on holovl
sion. or is he: ltlling the truth? If the l:11ler.
what docs he ret/fly know, whal do the
Bad Guys I!lillk he kllUWS. and how f(lr
will they chase the ship 10 gel it?

WeAre
the Ancients

"The 1/"IIIh which Ihe Droyllt,- Vilalri
COIIWimcy h(15 lried for cellilldes 10 Slip

press is lhis: The Solomalli "'en! the
AlJciellt.~. 0111' fesend.t ofMil mrd Arlal/Tis
diml." recall tllis (iofdell Age. lVe are
/lllIch older thall today's .w-called arc/we·
O/Ogi.fts II'mtid !lm'e .1'011 helie\'e: Solomani
lll"f. for example lire classic Olle Millioll
Years B.C.. cefebrmes Hrlllumili',f slrug
gle llgainsilire dillomllrs. II'S {/ pily 11m/
the ~'lIpp()l"/ing scien/ific el·idellce was
de~'/ruyed ill Ihe Lollg Nighl, /Jwbllbfy by
Vif'lIIi s/Jies.

"Yes. we are rhe Ancien/s. And SOOIl,
,,'e will /like back ",hal is rightfully OIll"S:
rufersltip ofcharted space. "

- Jel'genijis Nirglldkal".
Stlfomnlli MOI't'Im'Jl/

"lVords fllil me. Tiley relilly do: rIley
Jaif me. / meal/. if the S%ma/li were Ihe
Arrdellts, tllell mrely the millor HIIIIWI/
races art! Solomon/. /()o, ~'O Nirglldkur's
whu/e philuJ'uphy cuIIIIIJJ'es' 'lI"ulllrd his'
eUrIi.

"Find 0111 wlrat tltis gllY is sll/okillg
and Bel m/! " kilo of if, will .1'011 ?"

- Dr. Kmzemfea Askatrefl,
Meade Illslilllte



Research in
Other States

OlIu:r plauetnry and stnrfaring polities
lUl: just as interested in Ancient siteS
and al1ifocls. and like the Imperinm

are mainly mOlivaled by the desire. for
OO\'.UlCed tcchnology. military or olhc;rwir.e.

nit: A.shlll f1iu(l/~ is :l chaotic mass of
competing clans. most of whom allempllo
keep ;my newly disco\'ered Ancien! sile
secret and clIploit it for the clan's benefit.
Many clans l:u;1.: the resources to fully
exploit ::I find. though. so may find them
selves usinJ! it as bait 10 cement un
alliance wilh another clan who can help
research it.

Tile Hil't! FeJt!mfiQlI, so far as anyone
can Uclermine. has no Ancient sites. and
lhcn:r~ no formal policy for in\'estig:u
iog them. Naturol1}'. there. arc somc IClpic:tl
clubs wilh a deep inlere5t in the Ancient,;,
and these are often found far from lhe
F~eralion. pUlIcring :'IhoUI any site the
locals will gh'c them :lcceS! 10. watched
over by \'igilant hhklnr guard~.

Till' SnfiJI//(lII; C(llif~tI~m/;OII mainlains
a policy much like Ih3t of the Imperium.
although Ihey arc less likely to lei l:Vl:n
rubble back into circulation. alld are
sJighlly less l!lcncrous wilh Ihcir finder's
fees (which a\'crngc 8()<"k of Imperi31 stan
dard pril'CS). TIIC 1JI~ICk. market in Ancient
devil"CS is also under const:lIlt <llIack by
SolScc. As il result. underworld prices for
arlifoclS arc high - live 10 100 limes lhe
govcmmelll fees.

Tile Two TJwlIs(lIJ(/ WOrld.f, like the
Hive Feder:uion, have no acknowledged
Ancient siles. Unlike the Ilivers. they
:lppe;lr [0 h:lve li111e interest in solving lhc
riddle of Ihe Ancienl.~. Should such a sile be
found, Ihe Sleppclord of the 2.000 Worlds
would undoubtedly take personal cUlllru!'

rill! Val'.~1' £.rleills. like lite Hienlll':.
have nu standard policy. Since ownillg an
:lfIiraet is a puwerful boust to <I V:lrgr
Ieader's charisma. Vargl" sites are more
likely to be indiscriminately looled. 3nd
lhe ,1I1ifacts more likely 10 see aelllal usc
U1Jtside a research laboratory.

Till' ZJwdmll' COl/SHill/I' appro.1ch is nOi
100 different from thaI of the Imperium.
There are no finder's fees. hUI lhere is
recognilion [0 he had by finding a sileo
(Financial rewards would seem to pro
mOle an 3d\'enlurism Ih31 Ihc Zhodani
would ralher suppress in Ibeir society.)
Any good Zhodani findin~ Ancient bases
or debris is cXpl'CIcd to Ilotify the 3uthori
lies: failure 10 C'oU'T)' out dlis l"ivic duty is
difficult tu l"Oltceal for long in 3 ~3te run
by a psionic olignn:hy. 30d 1U3fks one as
untiliOl"iaJ.

Since many Ancienl arlifaCIS 3re
psionic in nature, the Zhod3ni h.we:l huge
3dvantage over the Imperials when il
comes to studying :lnd using Ihem. The
starrnap :\TIif3CI (see p. T:AI22) is Lhe
mosl dramalic eX3mple.

Working Devices: The find in a million is a working Ancient a11ifact: even
once found. it can be the work of a lifetime lu mmlyzc its purpo~e and u~e. In
fact, unlocking the device's secrets is often the ilion; difficult puzzle.

The "mOther lode" would be an untouched Ancient l:>hip or city, which some
how survived the Final War. This would be a onl...-e-in-a-lifetimc find. and a nat
ural climax to a campaign centered around unveiling the Ancients' secrel~.

ANCIENT SITES
II is the Final War which occupies the popular imagination, but the Ancients

had other interests. Their seulemems and basel:> were not designed as fOrlifica
lions (at least, not the ones which survive); some of the complexes in cilies exca
vated by their successors look like entertainment celllers, concert halls. Ihealers,
parks, schools. A common question among academics is: If the Ancients had
such awesome weaponry, what must the peaceful applications of their technolo
gy have been like?

Traffic in Artifacts
Most interstellar states have an extreme interest in Ancienl artifacl.., due to the

potential value of their secrets. Since the remains vary SO lIIuch. the usual approach
is to gather every available piece of the pu:a.le and search for common themes.

Imperial Research and Discovery Bonuses
The Imperium has strict laws controlling traffic in Ancient anifacts; they

cannot be legally sold unless registered wilh the Imperium. The registration fees
are incidental (usually C(20); the Irue purpose is to allow the authorities to
examine each item.

Garbage is registered and thell relurned to the owner; a compulsory purchase
scheme - paying from CrSOO 10 Cri 00,000. depending on the ani fact - sepa
rates useful items from collectors. after which Imperial scientists analyze the
devices. Unfortunately, this approach result~ in a black market in Ancient
devices; anything more interesting than COmlllon rubble can be sold illicitly for
more money than it would felch under Ihe Imperial purchase scheme. In the
Imperium, black-market prices usually arc two to 10 times higher than what the
government would pay.

Ancient sites within the ImperiullI an:: normally the re~ponsibiljty of the
Imperial Interstellar Scout Service. ScoutS coot'dinflle (and often conduct) the
excav3tion and research of Ihese sites Ulldcr carefully controlled conditions.
Major universities compete for the chance to assist. for most of what is known
about the Ancients was learned by S!llt.lyillg such sites. The exceedingly rare site
which offers immediate military applications (for exnmplc, the site where a
cache of black globes was discovered - sec p. 113) is administered by the
Imperial Navy. and placed under Marine guard. Such sites arc vel)' secret, very
heavily guarded. and of great interest to megaeorporations. organized crime. and
foreign powers_

To encourage the casual Inweler who might stulllble on an Ancient site to
report it to the proper authorities, the ImperiulII pays a nat Cr50,OOO tinder's fee
to anyone who advises the USS of a previously unknown Ancient site. After an
in-depth analysis of the site, which could take years. a further payment of
between Crl,OOO and Merl is made. depending on the perceived value of the
site. This may not seem much. but the typical adventurer docs not have acces... to
the expensive equipment and highly trained help needed to llnlllyze the site.
which in 99.9% of cases will have nothing but interesting rubble to offer in any
event.
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THE SECRET OF THE ANCIENTS
The secret of the AncienlS is nOi known in 1120, not even by the brightest

and best Imperial academics. The Anciellls themselves left no history behind. at
le.lst nol in any form Ihallmpcrial science can recognize. The Pes may be lucky
enough 10 find ..mtl revive n survivor from those limes. and to hold on [0 him
long enough to learn whm he knows (fighting off hordes of criminals and intelli
gence agents all the while. of course), but this will give them only pan of the
SIOry. Only should they miraculously encounter Yaskoydray himself might Ihey
Jearn the whole truth.

ORIGINS
The Droyne became the dominant species on their world nearly half a mil

lion years ago, and built themselves a gentle. simple civilization wi/hom a caste
SYStem. Dwelling contentedly in a society of cooperation and trust. the Droyne
had lillie impetus to develop technology, so advanced very slowly.

MUlations were common on the Droyne homeworld. and one day a fantasti
cally intelligent mutant Droyne was born. He also wielded unprecedented psion
ic potential. Growing bored with the bucolic TL6 Droyne life. he discovered that
while no one occupation could keep his interest, he did like looking for answers.
This reali7.alion sparked his career as the greates( scientist in the history of chart
ed space.

He needed help with his experimcnts. and even more
importantly a better lechnieal base. Given his raw ability,
he took ovcr the Droyne homeworld. With his own inno
vations in psionically enh::mced TL7 genetics, he recruited
the whole population as assistants - introducing casting
as a mcans to hone his race's limited potcntial. The result
ing. morc focused society sped up its technological
progress. The race soon Icn ils own world and began
exploring lhe confines of its solar system.

Their supcrgenius leader needcd a long life (0 follow
his more extended experiments through (0 [heir conclu
sion, so he developed a means of immortality. Even this
was insumcienl to deal with the intcrslcllar travel neces
sary for some experiments, so he invcnted the jump drive.

Even the casted Droync rcmained depressingly devoid
of inlelligence and iniliative, so Ihc supcrgenius began a
breeding program. He sircd 20 children. each of whom
had about 20 more. creating a cadre of several hundred
highly inlelligent. immortal beings. These mel the imme
diate need. so the prognun was stopped. Abou[ this time.
(he original Ancienl adopted the nmne Yasko)'dray, literal
ly Grandfather.

Yaskoydray worked on a wide V<lriety of project.. for
some time. assigning tasks to his oITspring. They scattered
across the galaxy to do his bidding - exploring new
worlds. kindling superno\!as. gcnetically engineering vari
ous species. building lIl<1gllificcnt places. and generally
investigaling the universe. E<lch descendant led a group of
Droyne who carried out the acllIal work: projects were
carried oul at specific bases. which mighT then be aban
doned. reused. or destroyed.
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Ancient Artifacts

The AncientS :Ire the k1.e:a1 way for the
GM to inlroduce exciting high-Itch
gimmicks into his campaign wilhout

unbalancing it. You wanl force swords?
The l'Cs find a couple in an Ancienl base
- enough for them 10 play wilh. nol
enough for lhe GM 10 ha\'c to explain why
Ihc Imperial Marirn:s don't usc them. Of
cou~c. it goes without saying Ihat the
Andcnt base bluws up in a spectacular
m:llIl1Cr before Ihe PCs (.~n loot it com
"Icldy or (e\'cn WOr5C) mO\'e in.

You want a manerduplic:ltor. but don't
w:Jnlto rewrite the entire camp.1ign·s eco
nomics? The PCs find one in :J derelict
Ancient St:lrship. on an unch:lngcabJe col·
lision course with lhe neareSI .'lIar. They
just need [0 get i[ out in time. :md lind [he
sis[een[h of an ounce or UnoblailliUl11 lhut
irs power system runs on.

N:llurally. as soon :IS the)' 11,\'(' this
Sturr. every pelty w:lrlord. religious nul.
bounl)' huntcr. and inlelligclI("c :lgent
between hcre :lIKl Andrumctl:ltakcs a sud
dcn il1lerc:.l in them ...



A Sufficiently
Advanced

Technology . ..
. . . is indislinguishahlc fmlll 1113gic.

saill i\rlhur C. Clarke.
Russian astronomer Nikolai Kardashcv

grouped advanced civilizutions inlo three
Ic\"c!s. based on energy usug..:.

Type J civilizatiuns u~c just ahout all
the energy lln:ir planet can safdy produce.
and 11O.I\'''; usually slurlcu to expand off·
world. A planet with a population of sc\'
em! billion at TLIO+ may qUillify.

T.\1w /I civiliZ<llions usc all the energy
they can gel from their star - aboul 10 bil
lion limes the :lmOllnl IIscd by Type I d\'i
liz~lIions. To gather il. they m:lY creale a
loo'iC shell of sobr 1:0111:1:101'\ amund their
sun (a Dyson sphere). A Type II civili1:a
lion would probably be TL 13-14.

'f)'pl! HI civiliz:lIions arc g:ll:II.:tic in
scope. using the energy of thuusands or
ll1i1lion~ of ~[;jr~. t\ TYIl<: III <:ivili;:atioll
might tap en<:rgy from pul~;Lrs. bhu.:k
hol<:~. or the ,gala<:tic COl\:. A Type I1lci"i
li~.atiun wuuld he TL 15-16.

Not<: that th.:: l\neiel1ts as d.::~cribed in
this book arc easily (·;Lpabl.:: of creating
Typ.:: II societk's. Wh.::n picturing the
larg,::sl Ancienl Sil'::S. the G:-'·I should con
sider what they mighl h:l\'e been doing
which demanded the 10Iai energy OUiput
of an entire star. Unless }'OUr campaign
involves shadowy non-canon Ancient
I"Jces manipulating cvcnts from behind the
scenes. perhaps with thc long-tenll goal of
the I'es uncovering their plots. Type III
civiliz:llions arc not I\:colllmended - the)'
arc of neee~sit)· organiz<:d on a galactic
scale. and their worb wuuld likely be vis
ible frum Charted SI"Lce.

Air on a G·Band

A
ncient sites are usually invisible 10
sensors: whclher this is due 10 delib
eratc eoncc~L1rnenl or the incidem:ll

propenies of Anciel11 building materials is
a lopic of dch;uc among sehol:lTs. pes
may cventually realize that some sile~ ar<:
responsible for delayed echoes in an
obscure communications band callt:d tIL<:
G band, amI may usc this to cunfinn the
prcs<:ncc ur absence of such siles.
Searching th<: G baud can be done using
any ~taT1ihip'~ cummunications suite. and
requires U SUL'CCSS roll against EllX\ronics
Operation (Sensors). conducted by the
GM so that the player is uncertain whether
or not the roll succeeded.

Ynskoydray was never entirely happy with Droync assistants. Thcy lacked
drive. He tried Human laborers. but they were too independent. (llley wcre useful
for a time. and used in lllany projccts before they werc abandoned.) He ncxt tried 10
genetically engineer a more compliant race from Terran canines; their retaincd pack
mentality proved a problem. Finally. Yaskoydray resolted to robots; these were thc
1110st helpful and obedient, though not as intelligent as his children.

At length. Yaskoydmy exhausted the possibilities of whal is now chalted spacc,
and set aliI to explore further. He ordered his children and grandchildren to COttlC
and help, bUlthey had started projects of their own and refused. At first. he ignored
them and pressed on. but evenlmilly thcir experiments began to interferc with his
OWll. lllis was intolerable. Hc decided that having children had been a mistake.

Fortunately. it was one which could be rectified.

THE FINAL. WAR

Initially, Yaskoydray's descendants did not realize thm he was bent on their
cxtermination. After the first few had been wiped out. the others knew that this
would bc a war of IOtal victory or total elimination - a "final" conflict one way
or another. The war grew complicated as the children and grandchildren split
into l"actions. Some wanted to kill Yaskoydray; some wanted to flee and cre,lle
their own civilizalion: some wanted to have their own children: others allempted
to join him, offering to work on his new projects. Some Droyne did not ally with
Yaskoydray or any of his offspring.

The war lasted 2,000 years. and by the end Yaskoydray was convinced that
he had killed all his descendants. (The GM might rule otherwise. or that the war
is still going on somewhere.) The galaxy was by now the worse for wear. with
many new asteroid belts where habitable planets had once orbited.

Wearied by the long slruggle, Yaskoydray used his advanced technologies to
"pinch off' a pocket universe several parsecs across, and retired to pursue stud
ies without risk of interruption from the universe he had left behind.

SURVIVORS
While Yaskoydray's careful count showed he h<ld accounted for all his

descendants, he did not succeed in the elimination of all their followers. Droyne.
Humans, and Vargr were left alive on many worlds. blnsted back into Ihe Stone
Age and unable to regain civilization or technology.

The surviv
ing Droyne began
a long period of
decline - Grand
father's casting
system depended
on his guidance
to function prop
erly. Without his
oversight, the
artificial social
mechanism began
to break down.
the Droyne began
to lose hold or
their ability to caste and their technology level. and worst of all. the modified race
no longer remained viable as 3 low-tech culture. His modifications fmally nawed
their Ullcasled reproductive system.
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Yaskoydray continued to visit the universe he had abandoned for another
250.000 years or so, At first. his goal was simply to eradicate any surviving
bases. lest they be used against him. Later. for his own reasons. he intervened 10

help the Droyne survive, He designed and introduced the coyns. the rituals sur
rounding them. and Oynprith (see p. 88): these in tandem contain coded instruc
tions to keep the Droyne casting and viable. He revised the system several times:
one of these improvements added the coyns depicting the current major races.

At last. Yaskoydray decided that the few complexes and species left could not
threaten him in the foreseeable future. and cut off all contact with our universe. He
did not forget his allies: In his pocket universe, one world is sel aside for descen
dants of his main suppollers. Another (tocally isolated) pocket universe was creat
ed for a faction he considered slightly untmslworthy.

ANCIENT SITES IN THE MARCHES
Unless otherwise nOled, lhese sites are known to the general public, although

access to most of them is limited to researchers licensed by the Imperium, (Those
with information on the fomler site on Fulacin mentioned in Twilight's Peak will
probably have destroyed it during that adventure, so it is not listed below.)

Beck's World (Spinward Marches 2204) has a collapsed warren of interlock
ing caverns, currently being excavated by the University of Regina.

BOl/ghent! (Spinward Marches 1904) has an Ancient village noating on con
tragrav units in the atmosphere of the local gas giant, Komesh. This is surrounded
at a l20-mile radius by a series of navigation beacons, each about lao yards
across. which collect information on local weather and transmit irregular bursts of
static to the village. Discovered in II 12. the site is now under IISS investigation.

Efme (Spinward Marches 1705) has a gridwork of thousands of walls spaced
about 6' apart. punctuated by massive bulwarks at apparently random intervals.
Discovered in 354 Imperial. it has long been stripped of anything useful, and is
now operated as a historic monument.

Ill1he (Spinward Marches 2410) has a large, water-filled volcanic crater
thought to be the former locarion of an Ancient base. Nearby, large mounds of
earth, miles long. are scattered over nearly 400 square miles. So far. analysis has
failed to reveal their purpose. The area is secretly controlled by the IlSS.

Kllorbes (Spinward Marches 1807) has a major excavation project undertak
en in secret by the Imperial Navy. Elaborate precautions conceal its existence;
extensive security measures trap intruders. The Ancient base here is of special
interest to the Navy. because it held a large cache of black-globe generators (see
p. 117). It was destroyed in the Final War. when a massive attack cratered the
area and toppled mountains into the craters.

Pixie (Spinward Marches 1903) has a secret Ancient site. protected by
numerous Imperial security devices and under the aegis of the IISS. It is a flat.
irregular area on the edge of a vacuum plain near a range of mountains. It is
inlaid with a mosaic of multicolored anodized aluminum bars. As yet, its pur
pose is unknown.

Vicroria (Spinward Marches 1817) has a site on its moon. Those who venture
on Victoria's surface may also find a unique small site in the forest. It is a TLl5 res
idence - a bewildering warren of rooms and closets with shimmering walls, doors
of cloudy mist. floors of focused gravity. and partitions paper-thin but steel-strong.
Victoria is interdicted by the nss, ostensibly to protect the unusual local cuhure.

Yor; (Spinward Marches 2110) has a small site found buried under drifting
sands, in a vast desert surrounded by signs of destruction from the Final War.
The site is characterized by iridescent white building blocks and deep rubble
filled wells. The University of Regina administers it.
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Sources of
Inspiration

Long-vanished. high-technology pre·
cursor races <.Ire a st;lple of SF. which
is fortuu<.Ite ... while Ihe net:u to

make every Ancient site unique allows
(,3eh OM m3xirnum «Illg" for his creativi
ty. it also demands an injection of new
ideas each time the pes lind one. Some
good places to Slal1:

Any of the book.~ in Charles
Shellield's lIerirnge l/Ilil'erse scries. Alan
Dean Fosler's nle Tar-Ai),,,, Krang. Larry
Niven's Rillgll'orld and its sequels. lain
M, Banks' Cullllre stories and his novel
Agaillsf a Dark Backgrotllld, Frederick
Pohl's Gateway books. Philip Jose
Farmer's World of Tier~' nuvels. llllU Erich
\"ou Dallikeu's Chariols of Ihe God~' auu
its sequels.

The movies and TV shows of the
BabY/Oil 5 and StarS<lIl' series regularly
feature :meient artifacts.

GMs looking to lise Ancient tcleport:l
lion tcchnology to pose pll7.1.1es for their
players will lind plent)' of ideas in L:lrry
Nivcn's collections All The Myrit/ll \Vuys
and II Hnle ill Splice.

A silly campaign mi!!ht :llso uraw on
Terry Pr:ttehell's Straw.

Campaign Seed:
Lost in the Aftermath

The Pes arc a group of DWylle stored
in suspended animation - miliwry
reserves. refugees. researchers inter

ruptcd in the midst of Meddling With
Things 111:11 Droyne Were Not Meant To
Know. Whalcver Ihe reason. they
missed ,111 thc excilemem and h,\\'(' awoke
afler !lIore lhan 250.(XXl years 10 tlnu the
unh'crse much changed.

Wh:lt is going on outtherc? Where uiu
all these weird aliens cume from? What
happened \() the rest uf their nlcc?

The pes must answer these lIucstiuns,
:lUU deciue wll;!t 10 uu abuut it. Will they
give up ill uespair. try to finu SUllie way 10
travel back in time 10 their filte in the
Final War. seek other survivors. or restore
their cuhure to its rightful place as rulers
oflhe galaxy?

Allem:1Ih'ely. such a group might be
NPCs ~ a shadowy P3Iron the group
knows only Ihrough dead-lener drop.~ or
encrypted transmissions. using the adven
turers as their eyes and hands in this
strdnge, nelV world.



EGUIPMENT
Excavating an Ancient site rarely produces anything of olher

than archaeological value. But every so on en ...

ROBOTS ANO ANOROIOS
Yaskoydray created various robots to assist him once he lost

faith ill his children and other races. 111ey vary enomlously in
fann. according to their inlcmkd 1J.~C. SOllle resemble Droyne:
others do not. The GM is encouraged to develop (or reuse)
designs from GURPS Robo/s, Vehicles, or other works to rep
resent these robots. TLl5 rohnts [end to be highly dexterous
and I'cry smal1 ...

Grandfather also created biological COllSlruCIS. which usually
arc similar in form 10 Droync, but al1ificially created. In efleet,
they can be either biomechanical robots or biocnginccn.:d
Droyne. For bioengineered servants. one might Slart by adding
highly enham;cu allributes. advantages, and skills to the existing
Droyne templates. Many will have the Slave Mentality disml·
vantage. At this TL. partially "living" robots also can be cre:ned.
Scc CURPS Robot... for morc information on both approaches.

M:ll1Y of Ihese tools have m1ificilll intelligcncc. and almost
all bioengineered servants will retain sentience.

TEL.EPORTATION
The Anciems mastered teleponation. and were able to tmns

mit objects or beings across vast distances using various
m'lchillCS. For simplicity, all such devices are referred to as por
rals. Portals are deployed in pairs or groups. Anything inserted
into one portal disappears. to reappear in another.

Underlying Concepts
There are four basic approaches 10 tdeportation in

Traveller; psionic, energy, signal, and circumvention.
Psionic leleportatioll is covered on p. B 175. No one in the

Traveller universe is sure how or why it works.
Energy te.!epOr1llfioll involves total conversion of matter into

energy, the transmission of that energy to a receiver, and lhe
reconversion of energy into maner. Given the huge amount of
energy in even a small amount of totally converted maner, trans
mission presents problems that no known culture has solved.

Signal fe/epO/ratio/l works by a destructive scan of the mat
ter to be transmitted, resulting in a signal which is sent to a
receiver where a duplicate of the object is created from .~tocks

of matter on hand. The main problem with this, again unsolved
by any known civilization, is that any signal degradation would
result in pm1ial or tolal fllilurc to tmnsmit. In game tcnns. it
also has the problem that if the signal can be stored, lhe ponal
is also a mailer duplicator and an infinitely tlexible transmuter;
this gives a ellmpaign many of thc SllTlle economic problems as
those identified on p. GTI4- J5 for nanotechnology.

Ci,-clI/l/velltiolJ is the approach used by the Ancients, and
avoids Ihe pmhlcrns of the olher two technological methods. It
is based on pocket universes. which are independent or our uni·
verse but can be accessed via ponals of stressed space. The
objcclto be tmnsmitted is placed into a portal, passes through a
pocket universe, and emef'.;es from another ponal. No energy or
signal passes between transmitter and receiver; there is no need
for a supply of matter at the receiving end, and the trip is appar
ently instantaneous without exceeding the speed of light, liS it
only traverses a shon distance. It is conceptually similar to trav
eling from the Atlantic to the Pacific via the Panama Canal
rather than going all the wlly around South America.

Circumvention retains one irritating constraint - it cannot
break the law of conservation of energy. Velocity is retained; an
object tdeported from Earth orhit to the surface still has its
orbital velocity (c. 17,500 mph) on arrival, and in addition heat~

up markedly since it is moving down into a gravity well. Editing
the transmission in signal or energy tdcportation would address
lhese issues. but circumvention relies on :m energy sink - a 1;1f'~C

mass which can absorb excess energy, or supply energy to make
up a deficit. A few hundred tons is enough, but the more, the bet
ter. For this reason, most pocket universes have a planet or star
system inside them. Should a failing portal deposit the adventur
ers on its energy sink. anything might be found - any type of
planet. with or withollt native life. possibly including the descen
dams of earlier travelers or factions from the Pinal War.

Portals and Portal Networks
Ancient portals are a long-range variant on the teleport

booths described on p. UTI 17. Each doubling of cost, weight,
volume. and power usage increases nlllge by:J factor of 10. No
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mattcr how largc. thcrc is a maximum mngc for these ullits (scc
below).

Portals are circular. and come in variou~ sizes. ror a ponal
larger than thc base model - which will teleport one Human or
large Droyne at a time - lllultiply the cost. weight. size. lind
power usage calculated above by the portars capacity in cubic
yards divided by 2. To teleport spaceships. multiply by dis
placement tons of capacity x 250.

Once designed. the aClUal portal itself has only 5% of the
calculated weight and volume. 111e remaining 95% of its equip
melll is Ioc.:llted in the pocket universe that powers it (sec
below).

The mOst common are personnel ponals I or 2 yards in
diameter. TIlerc arc also cargo portals (ahout 10 yards across
with a maximum volume of 800 cD and ship portals (abollt 200
yards wide with a maximum volume of 6.000 displacernem
tons). Most portals in a given network will be the same size.
"Prime portals" (see below) arc slightly larger. so that subordi
nate portals can be passed through them.

Portal networks are syStems of at least two and up to 60
linked portals. caeh network attached to its own pocket uni
verse. Nonnally. a star system is pinched off and a portal gener
ator installed: one of the worlds serves as the energy sink. and
the Slar or the core of another planet is lapped for the portals'
power. The portal generator must be al the center of the pocket
universe. (This amounts to 95% of the mass and volume of
each poltal in the network. as desclibed above: usually this is
represented as onc large set of equipment. though.)

The integral compUler switches links between portals. and
can pair all of them simultaneously if necessary. The energy
sink automatically determines kinetic and gravitational poten
tial energy levels at each portal. and adjusts the energy of any
tdeported object. Objects will have their temperature corrected,
and will arrive with a relative velocity of no more than 50 mph.
usually much less.

Portals nre rigid disks with titanium alloy frames. Their
pocket-universe power sources make them portable lind inde
pendent of local power needs. When inactive. they are steel
gray. When opcnlting. they are a shimmering white ~ light can
not pass through them. They arc controlled by a small scries of

pressure-sensitive bultons along the rim of the device: a row or
small buttons is used to enlcr 11 binary c(Xle c(lrTCspnnding to
the destination portaL and a larger button at the end serves to
activate the portal. Ir no destination has been set. one is ran
domly sekcted. TIle number of small buttons varies. from none
(such a portal is always part of a matched pair. and can only
transfer objects to its mate) to half a dozen. The ponals can be
activated illlllly position - upright, nat. upside down. etc.

Portals are durable. and easily withstand normal handling.
but are vulnerable to extreme heat, acid. or physical damage.

TIle prime portal is the center of the network. and effectively
"carries" the pocket universe around with it: other port,tls there
fore reckon their range from it. The nature of the supporting
pocket universe determines the maximum telepol1ation range
between portals. based on facton:; ~t1ch as the ellcrgy sink's size.
energy transmission rates. and so forth. The theoretical maxi
mum range is some 9 AU. but the practical limit is just over 4
AU: beyond this range. non-prime portals Jisconncct ffilm the
system and become inoperative. They can be reset by passing

them through the prime
ponal. hence its larger
SIze.

In a typical network,
therefore. the maximum
tdeportation range is just
under 9 AU. and 10
achieve this both portals
must be <II their maximum
mnge from the prime por
tal in opposite directions.

Portal networks do
have limitations: they
cannot reach a ship in
jump space: they CWlIlot
connect different pockel
universes. although they
can connect a pockct uni

verse to ours: and they do not equalize :llmospherc between me
points of arrival and depal1ure. A vace suit would be a wise
investment when exploring unknown portal systcms.

Lasers and other beam weapons cannot penelrate a portaL
since it blocks all electromagnetic energy. Bullets or other mis
siles lad pUllch on arrival, as Iheir kinetic ellergy is vastly
reduced. Attacks can't be aimed through them. anyway. so any
such effort is targeted as if blind.

Other Applications of Portals
5Iomg/!: "Just how many people arc ill that scout ship. any~

wayT The pocket lIniverse is un idcal storage site. which is
instantly accessible to any of its portals. A traveler fortunale
enough to :lcquire a ponal network (some of which would ea<;i
Iy fit in an apartmellt or small slarship) has access to an entire
star system and all that it holds. Ancient swrships built around
poltal networks - or more modem ones with a lucky tjnd ~ can
therefore earl)' cargo and tirepower far hcyoml what is reason
able for their apparent size. By dewching a few portals. an
Anciellt ship could deploy a planet-buster (sec below).
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['IOllef-Busters: By disconnecting the energy sink in the
pocket universe, a portal network becomes a potent weapon.
There is no longer anything to regulate the speed of an object
passing through the network. Two or more portals in 11 !.'TIlvily
field can be used as a giant particle accelerator; place a rock
into one !}()[tal, let it drop toward another, which flips it back to
the first. When it has reached near-light speed. nick itla a third
portal on or near the target. 'lbe resulting impact is devastating,
often enough to reduce the larget planet to an asteroid belt. This
is how many of chartcd spm:c's eurrenl asteroid hell'i were pro
duced. including Shionthy in the Spinward Marches.

Yaskoydray and his children were all smart enough to have
worked this one Olll. ami transport nelworks have extensive
safeguards to prevent saboteurs subverting them to this pur
pose. A "weapons-grade" network would be an extremely
dest1lbilizing artifact Iu have in a campaign, and the GM is
advised to think carefully before introducing one into the game.

Sal/italioll: By pulsing a horizontal portal on and off, it can
be made tu act as II Wllsle disposal unit. Each pulse slices off the
bottom few millimeters of dIe garbage. and teleports it tu a suit
able reclamation facility or dump; gravity then drops the
rcmaindcr onto the portal surface, ready for the next pulse.
These units are especially dangerous to PCs. as lhey can remove
portions of protective clothing or even the user's body parts.

Dixlrilmfed Hml.l"illg: Different rooms in a base can be
linked by portals rather than ordinary doors. alJowing them to
be physically separated. The adventurers may not realize that in
stepping fmm the airlock to the reception area, for instance,
they have actually been te1cp0rlcd seveflll hundred yards undcr~

ground. or that the wonderful view from that mysterious Ch,Ull
ber is not a hologram of the next planet ~ the chamber is really
011 the next planet. L.;trry Niven's A World Ollf oj lime and
Philip Jose Fanner's World ol7iers novels both use teleporters
in this way.

POCKET UNIVERSES
llu.::se lire "pinched ofT" from the fabric of the universe at

large. becoming isolated from it. Creating this sort of rip in
spacc/time. and sealing it off, requires very high technology
llud enormous amounts of energy to manipulate gravity in the
chosen volume of space. Pocket universes are closed, folding
back onto themselves: it is impossible to leave one by an ordi
nary vehicle. llS a course is bellt back on itself. PCs somehow
reaching a pocket universe will need port,lls to escape.

The techniques were initially developed by Yaskoydray 10
supporl his teleportatioll networks and starships. Creating a
small pocket universe took YaskoydnlY seveflll years; his lItust
ambitious project. the pocket universe to which he retreated
after the Final War, took over a century to build. not including
lemlforming the worlds inside. It is 3 parsecs across.

Due to the extreme expense and difficulty of creating a
pocket universe, no more than a couple of dozen were made,
almos[ all of [hem to support portlll networks: few have sur
vived the intervening aeons intact.

Should the adventurers gain access to a pocket universe con
!<tining II slar. as most do, they will find not black space, but a
uniform star glow within. the result of 300.000 years of sun
light rel1ected from the edge of the pocket.

Ytlskoydray's System: Yaskoydmy's pen;onal JX>Cket universe
consists of three star systems once located in the Regina subsector
of the Spinward Marches. They formerly occupied the hexes
betwccn Wochiers and Enopc (hexes 21 07, 2206, and 2307).

Early in his life, Yaskoydray selected one of these systems
as a base of operations, and this became the core of his pocket
llniversc. It has several plancts, one of which is (by now) nearly
identical to the Droyne homeworld and has been seeded with
animals and plants from that planet. The system has various
industrial complexes, research laboratories, mines, storehouses,
and so on. These are at TL16 - Yaskoydray has improved on
the TLl5 devices he used to fight the rinal War.

DmYIlt! System: One star system is set a'iide for those loyal
Druyne who stood by Yaskoydmy during lhc Final War. llley an:
restricted to that system. and are forbidden jump drive. They
have been left alone for some time, and have revelted to an easy
going TIA life. Yaskoydmy kepi them as a hedge ,lgainst future
need; should he need Droyne as soldiers. experimental subjects,
or whatever, he has a supply to hand. TIley are conditioned to
obey him without question should he evcr issue orders.

Vacall1 System: As a further hedge against future need,
Yaskoydray has reserved a lhird slar system. One never knows
when one might nced the odd gas giant or lwo.

Access to the pocket universe is (or at least was) via tele
portals connecting it to our universe. All were in the Regina
subsec10r of tlte Spinward Marches. for examplc in the Aigine
system. As Humans or others colonized these systems.
Yaskoydray closed the relevant portals. By 1120, there are none
left open as far a<; Yaskoydray knows; it is possible that one
remains available, created by one of his robot servants and for
some reason not yet destroyed - perhaps in deep space, in an
odlelwise empty hex 011 dIe star map.

Another pocket univcrse is described for [he OM on pp.
BTCI24-125.

WEAPONS
A surviving Ancient or a ruined base might display any

wcapml up LO TL 15, e.lpel:ially those not normally found in
Traveller. The Ancients are intended to have mysterious, irre
placeable. advanced technology.

Hand Disintegrators
These are equivalent to the disintegrator on p. UT61. with

the exceplion that Ancicnt disintegrators do not produce heat or
concussion damage in surrounding hexes: the Iarget simply
vanishes. Disintegrators are the commonesl weapon used by
Ancient warriors, should the party be fortunate cnough to find
any and unfoltunate enough to annoy them.

The weapon is operated psionically: it has no physical con
trols or readouts. Thc user simply aims it at the target, and
imagines it gone. (For game purposes. this is considcred to be a
psychotronic interface which can only be used by those with a
skill level of Telescnd-I2 or more.)

Disintegrators function by suppressing the nuclear forccs
holding mailer together; sealed amlor and force screens protect
at 1II00lh of DR; unsealed armor offers no protection. All
defenses arc trelltcd as having PO 0 agaillst a disintcgrator.
They cannot penetrate nuclear dampers.
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ANCIENT WEAPON TABLE

Weapon Malf Type Damage 55 Ace 1;20 Max Wt AWt
Disin!. Pistol Cril. Spd. 8d (100) to 12 1.000 4 0.5
Disint. Rifle Crit. Spcl. 15d (100) 15 18 3,000 12 5
*Assumes TL15 rechargeable power cell. Multiply shots by ~IJ for TL 12 cells.

RoF
1
1

Shots ST Rei
3/C'" 0
15/D~ 0

Costs
6.000/100

20,000/500

LC Hid TL
o -2 15
o No 15

These devices use Beam WeaponsfTL (Disintegrator) skilL
111ere is nO beam a<; such, just an effect produced at the target
point. so if the built-in laser rangefmder is inoperntive for some
reason, make an IQ roll to guess me correct distance to the target.
missing by 1 yard for each point by which the roll wa" failed.

ARMOR, PROTECTIVE, AND
MISCELLANEOUS GEAR

SOffie of the previously encountered wonders of the Ancients
are described below.

Black Globes
One Ancient site investigated by the Imperium revealed

lllmust 2,000 wurking blm.:k-globc generators. Typifying the
incomprehensible Ancient ani fact, the black globe is a shiny
metallic cube roughly 10' on a side. with two minor discol
oratioll!'> which act as Oil and orr switchcs.

When activated, {he device projects a field which absorbs all
fOOllS of energy (including light, hence the characteristic black
color for which the artifact i!'> named) in 11 spherical volulTle
around the unit. In the first experiment, the field formed at a dis
tance of 3' from the generator. bisecting a researcher. in the sec
ond, a roo was used to activate the item from a distance - but
then it could not be switched off, as nothing could penetrate the
field to reach the off switch. Evenrually, scientists discovered
how to adjust the field radius; holding down the ';on" switch
e,llIses the field to altemately expand and contract until the
switch is released. The generator actually absorbs and rechan
nels energy striking its field's surface or from power sources
ncar the generator itself. expanding as more is fed into it. A
ship's capacitors can be used to create the initial field at a suit
able radius. Unfortunately, fields large enough to englobe a war
ship big enough to cany sufficiently large capacitors lIrc inher~

emly unstable. and will explode if overloaded. (GMs are
referred to E.E. "Doc" Smith's LeIlSIlWIl books or Niven and
Poumcl[e's The Mole ill God's Eye for examples of this SOrl.)

Despite this disadvamage, the Imperial Navy has adopted
black-globe generators as a defense tor selected fjghting ships.
Navy researchers arc n.llllored to have produced emde duplie;llcs
of the devices. but have no real understanding of how they work.

Hlack-globe generators can be represented by a modified
form of the TLl5 force screens 011 p. GV93 - they arc 1101

available at lower Us. The main modification is that they have
DR 10,000 regardless of the surface area protected; they contin
ue to require 0.01 kW per square foot of surface area of the ship
on which they are mounted.

Unlike standard GURPS Vehicles force screens, they ham
per the user's weapons and sensors as much as the enemy's,
Ihey do not change color as they gain energy levels, and if over
loaded they destroy the emire Ship.

The standard black-globe generator weighs 20.5 tons and
would cost MCr51 to build at TLi5. IL can protect a ship up to
8,200 sf in sUlface area. Some generators are much larger.

The Oynssork
This is a combination disimegrJ.tor and personal shield. llsed

by Yaskoydray or a trusted lieutenant for personal defense: on
at least one occa.~ion, an 0YlI.uork wa.~ left with a Droyne com
munity. possibly as a souvenir for the then-current Leader of
Leaders. possibly through a moment's forgetfulness.

Carried in the hand, it ha~ a soft metal grip which conforms to
the hand. then tightens to suppon the wrist. Like most Ancient
artifacts. it is controlled psionically. 'Ille device is 3ctivated when
a hand is inserted (it is, of course, designed for Droyne hands): il
is fired at a targcl when the user focuses his mind upon it.
Sensors in the device detect any object approaching at more than
6 mph and automatically activate the personal shield to stop it.
TIle shield effect covep.; ;m arc (acllHllly. a segmel1l of <l globular
surface some 5 yards in radius) in the direction of the threat: it
deactivates automatically when the threat is removed.

TIle Oym.mrk is 1I TJ .15 device combining the functiol1s of a
disintegrator pistol (see p. 116) and a PD O. DR 400 personal
force screen (p. UnM). using the Combillatioll Gadgets rule
from p. UTfI2. It weighs 5.6 lbs.. ami would have cost some
Cr1O.000 to build, although in I [20 it is also priceless.

It operates for 7.5 minutes on a TLl5 rechargeable C cell,
minus 2.5 minutes for every di!'>imegnltDr shot. Using 11 lLI2
rechargeable cell reduces openlting time to 5 minutes minus 2.5
minutes for every shot taken.

Shimmersuits
These are Ancient vacc suits with some defensive capabili

tic"", and arc occasionally found in the hands of collectors. 1llC
majority are fashioned for Droyne users, but some Iluman or
Vargr suits may also exist.
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Shimmersuits are SO named because of the iridescent sheen
they Imve. TIley are form-fining suits. of an clastic material
which can stretch to lit most members of a species. Suits
intended for Droyne Warriors can be wom by HU1llaniti. and
the hump between the shoulder blades (originally imended to
accommodate folded wings> ellll be u.~cd to carry cxtra air
wnks. a small backpack. or similar items. The main problem
is that Humans have fivc hand digits, while Droyne have only
four. so one finger must be folded baek into the palm of the
hand while wearing the suit - this is not only uncomfortable.
but gives a -2 to elTective skill on any related task.

Shimmersuits arc trcated us TLl5 cybersuits (p. UT76).
They have PO 5, DR 160 and weigh 35 lbs.. although this is
not counted against encumbrance because the in-built sensors
and motors nelllmlizc the apparent wcight. They would have
cost about Cr20.000 a suit to build. although they arc now
priceless.

Ancient Wristcomp
This is a slandard TLl5 personal computer. built using the

rules OIl p. V61 ns n small computer with the sentience oplion.
It weighs half a pound. has a volume of 0.01 eubie fect. and
would have cost the Ancients the equivalent of Cr500 10 make.
It is a sentient Complexity 9 device. able to learn IQ-based
skills as if it had IQ 14 and Full Eidetic Melllory. It may bc
encountered on its own. or as a dedicaled processor filled 10 a
vehicle. 1.1 weapon. etc.

If discovered by the PCs. its first task will bc Icamillg to
communicate. so that it can establish whal has happened to ils
fonner masters. If there are Droyne in the group. it will Iry to
make (;ont<lct with them lirs!. thcll Vargr, then Humans. then
anything else. It will usc its built-in audiovisual circuits to make
interesting noises and displays so thm it is kept nearby: by lis
tening 10 and analyzing their speech. it will he able to commu
nicate on a basic lcvel within hours, and will have fully mas
tered the language used (skilllcvel 14) in less lhun IWO weeks.

Onee il can eOlmlllllliellte. the wristcomp's actions will
depend on its person;llity (if any), motives. standing orders. and
any equipment it has control over ..

VEHICL.ES
Ancient vehicles are constructed at TLl5. using (he rules in

GlJRPS Vehicles. Like Droyne, Ancienls aventge half the vol
ume requirements of Humans: thc easiL::st way to handle this is
10 design Ancielll vchicles with cramped I'!uman accommoda
tions. which arc roomy for most Ancients and Droyne.

TL 15 Grav Board
TIlis is a personal transport device lor a single Ancient: it is a

silvery disk capable or atmospheric night, which the rider stands
upon and steers by shifting his body weight. much like a surf
honrd.lllc gmv board is roughly I ynrd across and 3" thick. The
rider nonnally \vears armor lIS :1 pmteetioll agaillst1.lir rcsistance
and windblown dcbris. and is strapped to thc board by the feet
like a snowooarder. The straps arc usu:llly intended for four
toed. ehickenlike Droync feeL but lIccasiorml gmv hoards might
be lound for Human or Vargr riders.

• Subassemblies: None.
• Propulsion: 10.000 lb. lhrust mcga rcaetionlcss thruster (Bo,

HP 2. 10 Ibs.. 0.2 cf, 500 kW).

• Aerostatic Lift: 2.000 lb. lift cOlltragrav gCl1cmtor (Bo, HP 2.
II lbs.. 0.22 cf. 2 kW).

• Vehicle Controls: Computerized.

• Crew: Pilot in harness station (Bo. HP 1.2 Ibs.).

• Power Systems: 502 kW antimalter reactor (Bo. HP 4. 25.1
Ibs., 0.5 cf. lasts 30 years).

• Space: Acccss space (Body 1.84 ct).

• Surface Area: Body 12.
• Structure: Extm-light frame with standard materials.

• Hit Points: Body 4.
• Statistics: Empty weight 51.1 lbs., payload 200 lbs.. loaded

weight 251.1 Ibs.. Volume 2.76 cf. Size modifier -I. Cost
em 1.685. HT 8.

• Performance: Stall speed 0 mph. can hO\w. can fly. Aerial
motive thrust 10.000 Ihs. Aerodynamic drag 12. Top speed
600 mph. aAcccl 796 mph/so atvlR 8. aSR 3. aDtx;cl32 mph/s.

ANCIENT STARSHIPS:
LEAVE THE FUEL. AT HOME

Ancient starships arc hand-buill. ollc-of-a-kind TLl5 items.
and so have becn designcd using the GURPS Vehicles
sequences rather than lhe modular starship rules of GURPS
Tra)'elfer. Any Ancient starship may be declared by the GM to
be attached to a portal network. In this case. fuel and cargo
c:lp:,citics become effectively intillite. <is poJ1als arc eorlllcctcd
to a pocket universe conwining an entire star system. Fuel
processors (if nccessary) are attached to portals in oceans or
gas-giant atmospheres. and so are not nece~sary <Ibollrd ship.

The equivalenls of Cargo. FucL and Fuel Proccssor modules
<Ire thcrefore not necessary: some circulation space is still need
ed to provide space for loading lind unloading: SO cubic fcet of
cmpty space tor a personnel port,,1. and proponionally more for
a cargo portal.
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The cost of the ship may then be figured normally. if
desired.11le cost of the ronal nelwork's associatcd pot:kel uni
verse is effectively infinite. as it represents years of work by
thousands of laborers.

Ancient Hull
This lattice-work frame is the basis for an Ancient explo

ration ship of mughly 200 displacemenl Ions. II carries 43 cap
sules (sec below). of which one (the prime capsule, containing
the prime ponal for the portal network) is fimlly fixed in place.
and the others are detachable. 111e ship is ullstre:lmlincd. and
relics on its capsules for access to world surfaces: typically a
capsule is detached and lands, with personnel and cargo being
transferred through the pol1al network.

Likewise, there arc ,llmosl no internal passageways, as
movement through the ship is via the portal network. Fuel is
pumped from the pocket universe through a dedicated portal to
the jump drive as needed. so lhere is no fuel tankage - it is this
which allows the ship its effectively unlimited range. Also.
while the anlimatter reactors abO:lrd the ship and its capsules
arc only good for 30 years. the selllienl computer operating lhc
ship is quite capable of ordering support units in the pocket
universe to send more antimlllter through from the 1~1ctory

there.
Finally. the ship appears unanned. but this is deceptive: if

expecting comba!. standard practice would be to detach several
capsules with lhe portal Ilelwork cnergy sink disengaged and
the capsule walls open. One or more pairs of capsules would be
dcployed to accelerate rocks using the planet-buster tcchnique.
and individual remote capsules rcady to switch rocks through
the nelwork at targets.

Eng:lgernents bCl\veen such craft would be contests of
vehicle ste:llth. each trying to sneak one of its ..turret" cap
sub. close cnough 10 Ihe enemy to ning a nearly light speed
rock at it. Secondary modes of ,mack if there is no time to
prepare planet-busters - for instance, if the ship is newly
arrivcd in-system - include using detached capsules 10 ram
targets, or deliberately exploding a capsule's antimatter reac
tor (sec p. GV 186 for how to ligurc damage. or assume eon
eussiOll damage of 6d x 7.5 billion x number of years of
operating life remaining. plus lllore hard radiation th:lll your
PCs would wan I 10 lhink about).

Given lhe capabilities of this explnmlion ship. one may well
shudder al the thought of what an Ancient u'o/"slu'p could do ...

• Subassemblies and BodV Features: Living met,ll body (this
represents the hull's ability 10 "melt" :111 cnlr:lI1ee. then seal
il closed again).

• Propulsion: 4.5 million lb. thrusl mega rc,letiunless thmsler
(130. HP 125.4.500 Ibs.. 90 cf. 225.000 kW). JUlllp drive
(130. HP 1.00lU~4.000 Ibs.. 1.680 cf. 140.000 kW).

• Instruments and Electronics: Radio comlllunic;nor (130. HP
18.250 lbs .. 5 cf. 0.4 kW .5 million mile range). Laser
cummunicator with extreme range (130. HP 100. 2.500 Ibs..
50 cf. 4 kW. 10 million mile range). Navigmion radar. I
million mile range. 110 targeting (BoE HP 1.200. 125.000
Ibs.. 2,500 cr. 250.000 kW, Se,m 47). AESA. I million mile

range (BoF, HP 2.500, 375.000 Ibs.. 7.500 cf. 250,000 kW.
Scan 47). PESA. 50.000 mile range (BoE HP 400. 25.000
lbs.. 500 cf. 0.01 kW. Scan 39). Navigation instruments
(130, HP 4, 20 Ibs.• 0.4 e1~ 0.01 kW). Transponder (130, HP
1,2.5 Ibs.. 0.01 kW). Three TLlS terminals (Bo. HP 4
each_ total of 30 lbs .. 1.5 cf. 0.03 kW). Three TLl5
macroframes. sentient. robot brain (130. HP 50 each, total of
3,000 Ibs.. 60 ef. 30 kW, Complexity 13, effective IQ 18.
effective OX 14).

• Miscellaneous: Full fire suppression system (Bo. HP 16,
200 Ibs.. 4 cl). 42 external cradles for Ancienl capsules (Bo.
HP 50 each. total of 42,420 Ibs., 848.4 ef). Tclepol1 projec
tor, 2 cf capacity (80. HP 125.4.000 Ibs" 80 cf, 10.000
kW). Nore: The tclepon projector is not a nomlal portal ~ it
is a dedicated fuel-transfer system allowing the craft to
receive jump I'ue! as I1ccess:u)' from its pockel universe. The
additional cost and weight represent fuel pumps and assort
ed failsafe systems.

• Controls: Computerized.

• Accommodations: Pilol in cr:lmped crcw sWlioll (Bo. HP 50.
20 lbs.• :W cl). Luxury suite. 6 Droync occupancy (130. HP
1,500, 12,000 Ibs.. 3.000 e1). Full life systcm for four people
(Bo. HP 16.80 Ibs.. 4 cf. 0.4 kW). Artificial gravity unit
(Bo. HP 60.2.000 lbs.. 27 cf. 1.000 kW).

• Power Systems: 750.000 kW antimatter reactor (Bo. I-IP
500.37.500 lbs.. 750 cL lasts 30 years).

• Space: Access space (Body 5.040 e1). Empty space (Body
3.500 cf). NOIe: 111e empty space includes long-tenn access
ror Ihe jump drive, and circulation spaee around the two
passenger portals.

• Surface Area: 6.500.

• Structure: Meuium rrame with expcllsive lI1ateria1.~. TOlal
compartmcnwliz:nion.

• Hit Points: 9.750.

• Armor: PO 4. DR 100 cxpcnsive melal (16.250 Ibs.).

• Statistics: Empty weight 738.647.5 Ibs.. p,lyload 200 Ibs.,
louucd weighl 738.847.5 Ibs.. volulllc 25.660.3 ef. Size
modifier 7. Cost MCr239.2. HT 8.

• Performance: Jump-6. sAcecl 6.09 G.

Ancient Capsule
TI1C Ancient capsule is a multipurpose sll1<lll cmf( of roughly

6 displacemellt Inns. It comes in several varit::lics. serving as
stalerooms. cargo holds. maintenance areas. libraries. and so
on: the c.'l:ample below is conl1gured for usc as living quarters.
It may be round allaehed 10 an Anciellt hull (sec ahove for one
pussible example) or on ils own at an Allcielll sileo

Capsules may be entered either by leleponing (each capsule
has two pOl1als) or through the hull: a control on the inside lind
olliside w:llIs causes the wall to melt temporarily. forming a
large enough hole to step Ihrough. Thc meltcd wall refomlS
seamlessly after entry. llle portals arc controlled either from
within lhe capsule. or from ils mother ship (if any).
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When attached to a mother ship or base, the capsule
exchanges data electronically through cables: when detached.
mechanical arms mounted near the portals can be swung
thmugh the portal to connect with mhers and so transmit infor
mation and orders. This is necessary because the portals are
opaque to electromagnetic radiation (see description on pp.
114-116).

Capsules have simple controls. which may be easily under
stood by anyone with Piloting skill for a starship or spaceship:
halve the normal unfamiliarity and TL penalties.

• Subassemblies and Body Features: Two skids (rctmcl into
body). Very good streamlining.

• Propulsion: 145.000 lb. thrust mega rcactionlcss thrusler
(Bo. HP 13. 145 [bs.. 2.9 cf. 7.250 kW).

• Aerostatic Lift: 24.000 lb. lift contragrav genemtor (80. HP
4.22 Ibs.. 0.44 cL 24 kW).

• Instruments and Electronics: Rlldio communiclltor (Bo. HP
I. 0.25 Ibs.. O.ut kW. 5.000 mile range). Laser communica
tor (Bo. HP I. 2.5 Ibs.. 0.05 cr. 0.1 kW. 10.000 mile range).
Navigation r:ldar. 10.000 mile r:mge. no targeting (BoF. HP
60. 1.250 [bs.. 25 cf. 2.500 kW. Scan 35). AESA. 2,000 mile
mnge (BoE HP 40.750 Ibs., IS cf. 500 kW. Scan 31). PESA,
5.000 mile range (BoE HP 100.2500 lbs.. 50 cf. 0.01 kW.
Scan 33). Navigation instruments (Bo. HP 4. 20 Ibs.. 0.4 cf.
0.01 kW). Transponder (Bo, HP [,2.5 lbs., 0.01 kW). TLl5
mainfr:une (Bo. HP II. 125 lbs.. 2.5 ef. 1 kW. Complexity
12). Tenninal (Bo, HP4. 10 Ibs.. 0.5 cf. 0.01 kW).

• Miscellaneous: Full lire suppression system (Bo, HP 16.
200 [bs.. 4 cl).

• Controls: Computerized.

• Accommodations: One pilot in cramped crew station (Bo. HP
50.20 Ibs.. 20 cf). Luxury suite. 2 person occupancy (Bo. HP
1.000, 8.000 lbs.. 2.000 cr). Full life system supports lwo
people (Bo, HP 10, 40 Ibs.. 2 cf. 0.2 kW). Artificial gravity
unit (80. HP 60,2,000 Ibs.. 27 cl~ 1.000 kW).

• Power Systems: 12.000 kW antimalter reactor (Bo. HP 40.
600 [bs.. 12 cf. lasts 30 years).

• Space: Access space (Body 30.68 d). Empty splIce (Body
[60 cl). NOIe: The empty space provides room to maneuver
into and out of the twO portals carried. and to unship them if
necessary.

• Surface Area: Body 1.500. Skids [75. Total 1.675.

• Structure: Medium frame with expensive materials.

• Hit Points: Body 2.250. skids 131.

• ArmDr: PO 4. DR 100 slandard metal (6.700 Ibs.).

• Stalistics: Empty weight 23.643.5 lbs., internal payload 200
[bs.. loaded weight 23.843.5 [bs.. volume 3.308.12 cf. Size
modi tier +6. Cost MCr4.02. HT 15.

• Air Performance: Stall Speed 0 mph. can hover. can ny.
Aerial motive thrust 145.000 lbs. Aerodynamic drng 300.
Top speed 740 mph. <lAced 122 mph/so aMR 4.5. aSR 5.
aDeeel 18 mph/so

• Space Performance: Thrust 145.000 Ibs. sAccel 6.08 g.
sAeed 133.15 mph/so sMR 6.08.
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The Inheritors resemble Chinese dragons. with too many limbs and heads
like hammerhead sharks. Descended from ancient vermin, the self-styled
Inheritors evolved in one region of a partially completed Dyson sphere, long
after the original builders died out or vanished,

The ancestors of the Inheritors survived whatever disaster overcame the
sphcrc's creators. With the enigmatic Builders gone, the Inheritors were on their
own, Gradually, evolutionary pressure from surviving Builder pest-comrol robots.
coupled with the opportunity to study and use the tools and artifacts left behind by
their creators, resulted in their developmem of tool use and civilization.

PHYSIOLOGY ANO ApPEARANCE
Thc Inheritors are oxopod vertebrates that brcathe fluorine. An Inheritor's

body is bilaterally symmctrical and serpentine. I to 3 yards long in an adult,
ending in a further yard or two of tail. Its eight limbs perform double duty as
both arms and legs - each has multiple joints, ending in eight long, dextrous fin
gers tipped with small suction cups, which enable the Inheritor to climb smooth
walls or hang onto ceilings. They have a hammer-shaped head, with large eyes
spaced on either side of the skull, which give superior peripheral vision but illfe·
rior depth perception.

The Inheritors are carbon-based, but their biochemimy is based on fluoro
carbons rather than the carbon-oxygen-hydrogen chain molecules common to all
terrestrial life. with liquid sulfur replacing water as the suspension medium.

An Inheritor's body is covered in light scales formed from a flexible layer of
organic plastic. The color of the scales varies - see CaJ,eJ. below. The primary
sense for the Inheritors is vision, which is roughly comparable to a Human's.
Secondary senses arc also similar to those of Humaniti.

CASTES
Inheritors have three castes. each with a characteristic body-color.
Queells have violet bodies ,:md are the largest and most intelligent or lhe

castes. as well as the rarest. They can be recognized by an enlarged bmin case
that slopes backward from the head. A Qucen is 2.5 yards long. with an addi
tional 1.5 yards of tail. Queens are fcmale and capable of reproduction. mating
with the Drones 10 produce offspring. A Quecn will male about onl.:c every 400
days. Two hundred days later, she will lay a clutch of a dozen or so eggs. One
egg in 20 will be a Drone; one egg in 200 will be a new Queen. Aftcr a Queen is
bom. howcver. there willuslIally be 110 morc Queen eggs for some years.

DlVlle.,: have lustrous bluc budies. Drones are males. and a lucky few will be
allowed to mate with the Queens to produce offspring. Drones arc the physically
smallest Inheritor caste. having a 1.2-yard-long body plus a O.S-yard tail. Drones
are nearly as inlelligent as Queens: their intcllect is approximately equivalent to
that of the average Human.
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The Ancients and
the Inheritors

Elmmin:lfion of InheriwT designs pM
leTflerl otT IJuilrler technology indi
cale~ their "Builders" were almost

ccnainly the Ancients. Given thm hypothe
sis, the existence of the LJyson sphere
world in Nooq sector is nol a great riddle.
The Ancients left a number of olher mega
structures behind. \Vhilc till: ~phcrcwurld

is tIle largest vy some measurements, its
unfinished construction makes it a less
impressive feat th,m the ringworld ill
Hinterlands sector. Perhaps more punting
is the sphereworld's l1uorine environment.
given thai nearly all Ancients sites are
have oxygen-nitrogen or no mmosphcll's.

The InherilOrs claim to he the Ollilrlen'
cho~n people, creaTed hy them to inherit
the sphereworld (and perhaps the galaxy).
This is generally rejected by other raee~.

Other lheories have been proposed by
Hiver, K'kree. and Lilhkind acudcmics.
Om: Iheory is that thc fluorinc atmosphere
1Vil.~ m:edL-J for certain illdustrial processes
or experiments going on in the sphere
world. but if so, il is doubtful that the
Inheritors could have evolved '·naturally··
from any normal Ancit-nt specimens_ It is
possible. however. that their original form
was a genetically engineered arTificial
organism, creaTed as a servanT race.

The l1ive f'erler;uion·.~ Ancients Study
C[uh of Guaran recently proposed another
theory: About 300.000 years ago. the
Inheritors wcre a pre-sentient species. For
as yet unknown reasons. probabl)' having
to uo wilh characterislics of their slar. II

fuclion or Ancicnts chose 10 build a Dyson
sphere there. During Ihe planllin~ Or COII
struelion. Ancient engineers diseo\'ered a
prolosupient race on one of the worlds in
the system. Rather than halt the process or
exterminate them, the Ancients evacuated
the race and SOlne or all were laTer trans
poned onto The spherewor[d. where a life
system was hui[t for them. [t is possih[e
that additional experiments were per
formed on them. and that the Ancients
may have intended them as a sen'an! racc.

The Final WlIr then intervened, Mosl
Ancienls in NOOll secwr uppurenlly wenl
orr 10 fighl or sough I anotlll,:r place of
refuge. TIle Inheritors were lefl to develop
011 their OWII. The spherewodu was Illllin
tailled by robots (who Illay have construct
ed additional life zones for the Inheritors
as their population expanded). Other
Ancient roboTs apparenTly pcrforml';r!"pest
confrol" and kepT the InheriTOrs 0111 of crit
ical systl';ms or restrieled their population.
Eventually. [hI'; Inheritors [earned to defeat
them: in the process. they gained in intelli
gence and dcve[oped civilization. The
majority of these robots apparently were
deslroyeu by tIn: Inheritors (or nUl out of
energy. or malfunclioned) millennia ago.
Inheritor legends indicale a few slill exist
in obscure parts of the sphcreworld.

Workers are the commonest caste of Inheritors. They have pale pink or red
bodies and are slightly larger than Drones, but smaller than the Queens. They
grow and age more rapidly than Drones or Queens. Workers are neuter females,
incapable of reproduction. In terms of brain capacity, they are almost as intelli
gent as a Human, but lacking in creative facultjes and initiative. A worker is 2.1
yards long, with a 1.4-yard tail.

Soldiers are a warrior subcaste of Worker. They have golden-red bodies, and
are more aggressive, faster, stronger, and braver than the average Worker.

CIET

The Inherilo~ are scavenge~. They don't catch live food, but are able to eat
almost anything organic that grows or dies in their own fluorine-based ecosystem,
though naturally some things taste bener than others. In most high-tech nests, the
food vats brew tasteless nutrient soup for the lowly Worker and Soldier castes.
Drones eat more flavorful processed food rich in necessary vitamins and minerals,
while the Queen caste and their Drone consorts enjoy the luxury of natural organics.

FAVOREO ECOSYSTEM

The Inheritors evolved inside the endless labyrinth of pressurized passages
and structures that the Builders left behind on the sphereworld's inner surface.
The inhabited pan ion of the Inheritor's sphereworld possesses almost no gravity
and a hydrogen-fluorine-sulfur tetrachloride atmosphere maintained at 0.9
atmospheres pressure with a temperature of 300u Fahrenheit. Because they
evolved without gravity, the Inheritors are most comfOllable in weightless or
near-weightless conditions. They cannot tolerate gravity above 0.2 Gs without
special powered exoskeletons or artificial-gravity generators.

An Inheritor would quickly be poisoned by an oxygen-nitrogen atmosphere,
while its sulfur-based circulatory tluid would solidify in any temperature that
Humans could survive. Similarly, any Human without n vacc suit will die almost
instantly if exposed to their environment. If the 300u temperature didn't boil his
blood tirst, the corrosive and deadly poisonous l111orine-sulfur atmosphere would
burn his lungs out and blind him in a matter of seconds.

LANGUAGES ANC NAMES
Inheritor vocal apparatus is very complex, and their hearing is very discrimi

nating. Their languages sound. to Human ears, like instrumental music (sometimes

THE INHERITORS



highly expcrillH':lltal l1lusic, but still Tllusic). Spacefnring
Inheritors llsually know Ihe tongue of the Circle of the Sphere
(p. 124). It is M/YH for Humans. or MIH for nnyone with any
Illusicnl skill at 12 or better. Still, Hum<1n vocal apparatus rcn
del's Inheritor very poorly. so tmnslatOfS are rceommended!

An Inheritor name is n series of chords - the higher the
rank, the longer and more complex the namc. Humans usually
give use· names to Inheritor aeqllliintanccs. hased on what the
real name sOllnds like - Flute, Doorbell. Dogfight.

PSYCHOLOGY
Workers, Drones, and Soldiers obey ab.'lolutely those of a

higher caste. and expect instant obedience from their inferiors. No
Workcr would ever disobey a Drone. and no Worker or Drone
would evcr think of opposing a Queen. unless under direct orders
from a more senior Ol1e. Even oITering unasked advice is perilous.
Except in dire emergencies, Workers show rhe utmost deference
to Queens. performing elaborate dances of nbasement before
entering their presence. Drone protocol is similar. but a favored
Drone who is a Queen's formal consortlllay omit much of it.

Workers arc always subservient to superior castes. or to
anyonc (evcn HUIll<1rls) who behllves as if they had high status.
Although they eanthink for themselves. they are emotionally at
se;.1 withollt their superiors. A group of Workers will be eonti
dent. conte.nl. and motivatcd if Ie.d (or recently instructed) by a
higher caste leader. A group lacking direct personnl supervi
sion, will be cowardly. depressed. and lacking in initiative.

Soldiers are unfriendly and dose-mouthed to peoplc they
don't know. and aggressively hostile to enemies. If the person
they are dealing with is on good lerms with their superiors
Soldiers seem to be polite. gung-ho, ;.mel cnutious - much like
Human military cadets.

Drones are somewhat cautious by Human standards. bUI
this is balanced by an intense curiosity and strong suci,d
instinct. Drones are terrible gossips, but a Drone will try to
detennine the status of anyone he meets. and then will be OVl.:r
bearing. comradely. or subservient as he thinks appropriate.

Queens are arrogant and convinced of their own superiority.
A Queen will be jittery without at least a dozen followers to order around. No
Queen will ever meet outsiders. let alone lraveL without a bodyguard of Soldiers!

Queens and drones alike tend to be technophiles and problem-solvers. lillie
inclined to introspection. They believe that almost any problem can be solved
with the proper application of know-how and common sense. They love gadgets.
Inheritor ships, vehicles. and devices are usually in a state of functioning dis
membemlent. as their owners tinker with and fine-tune them.

SOCIETY
The basic Inheritor organization is the nest. A typical modem nest - approxi

mately equivalent to a city-state ~ is mled by about 500 Queens. Under them will
be some 5.000 Drones, and about 100.000 Workers. Although different nests Illay
be fiercely competitive. within the nest the concept of private property does not
exist Instead. a nest's Queens own all nest property in common. though in practice
individual Queens may possess private stocks of material goods (never territory).
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Inheritor Castes

Buth lhc lnhcrilurs and the Dru)'nl:
ha\'t: caste systems. As some
rt:searcher.; believe IImt Ihe Droyne

were the Ancienls. this has led to a suppo·
silion that the Inhcritor caste system was
in faCI derived from the Droyne (through
imilation. or through deliber.lle biological
and social engineering). Criticl> poim OUI
lhe rnnny differences (induding the lack
of any coyn SySTem). Supporterl> counter
thaT lhe current tnherilor system was
douhtless matched to cxisting Inhcritor
biology. and may in any cvcnt have
cvolved or dcgcnerJ.lcd since ilS design.



Interstellar Relations

The Inheritor sphcrclVorld is located in
Nooq Sector (Nooq 3201). in u large
ly unexplored regioll on the lr..tiling

cdgl: of Fcdcnlliun SPUl:C. Since tlll:Y
developed space (f<.IYt:l a few hundred
years ago. the Inheritors have actively col
onized 28 star systems in the vicinity of
the Sphere. mostly establishing bases on
small airless moons and in asteroid belts.
where Ihey mine for r:lW materials rnre in
their home system. The majoriTy of inler
stell;lT b.1_~cS h;l\'c been cSluhlished hy the
Circle of Ihl': Sphere (see tHrill) lext). hUl
other InherilOT ractions and nests have
established colonies. sometimes leading to
rivalry and cvell armed skimlishcs.

The initial contact bctwcl.:ll the
Inheritors and the FcdcrutioJ1 Ul;curn::u
n:ccntly. when a HiveT reseurch cruiser
noticed the stilr Nooq 3201 had what
appeared lo be il Slrilngel)' high amount of
infntred mdiiltion compared to other
wavelengths_ Further stud)' revealed the
answer: the Inheritor sphereworld. which
was absorbing much of the visible lighl
from Ihe Slar il SlIlTOlmded.

Investigation revealed the sphere 1:1)' in
{he center of :I slImll but mpidly expand
ing interstellar eivilizalion. Caulious
observation from 998 to 1027 led to the
Federation initiating direct eontuet in 1008
wilh represenlatives of the Circle of the
Sphere. FiJOt contal·t weilL pe<:lcefully ilnd
resulted in a lent<:ltive agreement for (ur
ther cultur<:ll <:Ind economic exchanges.
allhough the exislence of the sphereworld
was nOl made public until 110 I.

There has since been sporadic CQnI<lCt
between the Inheritors and r'cckralion
(.mel rccenlly, l.ithkind) lraders and
cxplorers_ In some cases, Inheritor out
posts have illlerpenetratcd Fedcration
space. primarily due to thc lack of interest
either side has in each other's planetary
rcal cstatc. The Inheritor's passion for
gadgets and mass-production Lechniques
could result in lhelllut:t:oming major play
ers ill trailing interstellar thralldom.
should the)' succeed in penctrating
Federation marketplaces. On the other
hand. Ihey offer a Wist market for :myone
who can find something they W<lnt - at
least until their engineers learn how 10

copy il!

The. Queens rule Inheritor society. They afC the leaders, executives, and
policy-makers. as wdl as Ihe llIothers of children. The Drones generally fill
middle-management, supervisory, and scientific positions, and are the most
likely Inheritors to be assigned 10 liaison lasks such as dealing with Humans.
The most importanl Drones arc Ihc dozen or so official eonsorlS possessed by
each Queen; it is impossible for a Drone to be a close advisor to a specific
Queen without also being her mate. The Workers make up Ihe prolclarial of
Inheritor society; they look after children. work in factories, and engage in whal
pa!)ses for agriculture. Aboul 5% or so of <'I IIcst's Workers will be Soldiers, but
in limes of stress this proportion will risc as high as 30%. as instinct takes oycr
and a<Jitated Queens be"in producin" more Soldier coosto ., ., bo'

Since caste is biologically determined, social movement is limited, butlhcrc
is a great deal of social competilion within each class. This is strongest among
the Queens, who constantly vie for ultimate power within the nest. and the
Drones, with the ultimate honor being appointment as consort to a senior Queen.
Even workers may strive to obtain beller (or less dangerous) jobs.

Children have value proportionate to their caste, bUI no status until they
reach adulthood. Juvenile Queens are raised by and obey the Drone consorls of
the Queen that bore them; all other children arc raised by members of their own
caste. Juvenile Queens may also be placed in command of spacecraft or other
important installations, usually with at least one experienced Drone consort "Oil

loan" from the harem of their Queen-mother.

WORSHIP
Many religions have grown up on the Inheritor homeworld. Most are cen

tered around the myslerious Builders, including legends that they will return at

somc point to reclaim their home, or that the Builders are secretly watching over
the Inheritors. In some nests, Builder artifacts are considered sacred objects.
Other common religious tenets include reincarnation into hodies of higher caste
(Queens being reincarnated into Builders and passing beyond this reality) and
the worship of Quecns as living gods.

Religion is generally something that is left to the Drones, Soldiers, and
Workers. Priests or minislers arc always Drones, hut the Queens have little use
for rcligion themselves, although some Queens encourage it in their followers.

GOVERNMENT
Queens rule within each nest, with the larger nests simply reqUlnng more

Queens to run efficiently. Different systems have been tried for apportioning
power among the various Queens within a nest. Most commonly, a nest is
administered by one or two of the senior Queens as ·'controllers," with the others
forming a "cabinet" with specific posts such as education, trade. technology, or
defense. Positions may rotate among Queens. or superior positions may be held
by virtue of popularity, age, success in physical tests or duels, or power struggles
and assassination.

The population of the sphereworld is estimated at about 3 million nests. or
about 300 billion inheritors. Relations between these nests are similar to those
between Human nation-states, running the gamut from friendly trade and
alliance to open warfare. for the last three centuries, about a tenth of the known
Inheritor nests have been united in a relatively stable confederation, the Circle of
the Sphere, which has also taken the lead in developing interstellar travel and
contacts with mher races. The sheer size of the sphereworld means many nests
are outside the mainstream of Inheritor politics.
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TECHNOLOGY ANO TRAOE
The Inheritors love gadgets, but they are not very good designers. Most of

their technology was salvaged from Builder artifacts found within the sphere
world, rather than developed from scratch. As a result, they are beUer at modify
ing someone else's designs than creating new technology on their own.

Most scientists and engineers are Drones, since few Queens have lime for
anything mher than politics and administration, and Workers lack curiosity and
intellect (though they make good lab assistants, technicians, and factory work
ers). The inheritor's earliest scientific discoveries stemmed from archaeological
tlnds, artifacts left behind by the Builders. Science involved discovering what a
Builder device did. how to operate it. and (if it was useful) how 10 build more, or
at least something that worked in a similar if less efficient fashion. Why it
worked was not much of a question, but gradually the Inheritors' engineer
archaeologists developed a piecemeal understanding of scientific principles.

The InherilOr5 still have some items of Builder technology whose principles
their scientists do nOi fully understand, even though they do not know how to
build copies of them. The exact nature of this technology is up (0 the GM - it
might include a few black-globe force fields, "tamed" Builder robots, or exotic
tools and power supplies, much of it of dubious reliability. Most of the rest of
their technology is similar to that of Ihe Hivers or Imperium, although being
designed for use by eight-anned beings in a zero gravity/exotic environment, it
doesn't look like Human or Hiver equipment.

The Circle of the Sphere and outworld colonies average TLi 0, with a few
TL13 or higher artifacts as individual relics. As a whole, the sphereworld seems
10 average ahout TLS.

What the Inheritors are good at is copying things, and, since they are not
obsessed with developing new technology, they are also skilled at making better
(or at least. cheaper and easy-to-use) versions of existing technology, although
Ihey tend to go overboard at times. The [alest Inheritor personal communicator
may not have any radically new physics, but it will probably be lighter, more
attractive, able to translate cOll1municmions In 15 languages, and have the capa
bility to display the person you are talking to in life-sized holographic projec
lion. If also probably costs half as much a<; the original, but wilJ break down four
lilllcs as OftCIl.
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Conflict with the
Inheritors

I n 1117, a K'kree military expedition
penetrated deep into Nooq Sp<lct:.
invt:stigating nlmors ofG'N<lkk (n<l~ly

meat-eating :llien mnnSter~) in po.c;se.c;~ion

of Ancient :lnif.1ct~ :lnd consoning with
I-li\'ers. The expedition mounted a ground
:llI:ld :lgain~t an Inheritor mining outpost,
and engaged two Inheritor cruisers in an
indeei~ivc hattIe before retrealing. Sim;e
then Ihere has becn nu direct cunnicl
belween Ihe races. althuugh Ihe K'kree are
nervuus ubuut Ihe potential of a growing
intcrstt:llllr empire 011 their trailing
fmutier.

With Ihe Inheritors' massive popub
tion and their high technology, they are a
potential force 10 be reckoned wilh in
trailing pOlitics. However, Iheir inahilily
to sllrvivp. unprolecled on world~ with nor
m:ll zra\'ilie~. moderme lemrerature~. :Illd
oxygen-nilrogen almospherc~ limits Iheir
imcraclron with most other races, This has
cncoumged some to dismiss uny lalk uf all
Inheritor Ihreat <IS nonsense: Aftcr aiL
with their prcferem;c fur lIIicrogn:l\'ity nu
orine environmeIlls, thcy would have
110 interesl in settling Human-habitable
planels.

This is shortsighted. While the
Inheritors have no interest in settling plan
cis (even with lerraforming techniques to
change the :ltmosphere, they can'l rio any
thing abOlll the gravity), mineral-rich
planet.c; and asteroid helts are de~ired by
fluorine- and oxygen-hreather~ alike.
Once the Inheritor resources in their
~phereworld become seriously depicted.
there is a danger of a war ovcr conlrol of
these resources. While Inheritor military
technology is nOI yel up tu Hivcr amJ 110
belter thall K'kree standards. their poten
tial !lumbers are enormous. their Queens
afe stftltegists t('sted in inter-nest connie!.
and being for being. their Soldier c:lste is
the equal of most other fighters.

So far. the Inheritors :Ire nO! known to

be at W:lr Wilh :lny race, lhough lhere have
been a few inSI:mce~ of "piracy." The.c;e
con~isled of Inheritor palrol ve~~el~ board
ing and examining other vessels whu
strayed into their .c;ystems, usually with an
eye to copying lheir ship systems. 111 most
such ~ituations. ships have been returned
tu their uwnCf); within a minimum amuunt
of time, bUI ill at least OI1C case, a crew
thut tried to n:sist was killed by a Soldier
boarding party. These incidt:nts have
decreased recently, and traders who have
made previous arrangemenls with the
Circle of the Sphere are usually s:lfe,
although there is :llw:lys tht: (rebtively
slight) chance of encountering ship~ from
:I nt:Stthal does not belong to that alliance.
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One area of technology the Inheritors are nOI especially interested in is
robotics and gcnctic cngincering. In their Worker and Soldier castes. the
Inheritors already have pllrpose·built soldiers find technicinns. nnd see no need
to develop new ones,

SPACESHIPS
The lost Builders left some spaceships. antimatter-powered normal-space

emf! lacking FTL capability. But slUdy of Inheritor crnft will reveal that some
of their stnrship sy:c;tems are closer to Hive Federation design! Although details
arc L1ndenr. it seems likely that at some point in the last century or so the
Inheritors caplured a Hive Federation scout or trnding ship which blundered into
their system.

All weapons employed by InherilOrs are designed for a zero-gravity environ
ment. which means they must he recoilless. The favored weapons are lasers and
plasma beams. Inheritor military vehicles are often small one- or two-being renc
tionless thruster vehicles (essentially. grav vehicles without contragravity), since
many Inhcritor military net ions take place iI/side the buildings and corridors of
their sphereworld.

Weapons arc usually borne only by the Soldier caste. who are trained in their
use from infancy. Soldiers are superbly ~killed in weaponry and small-unit wc
tics. but are somewhat deficient in lnrge-scale operational planning. and hopeless
in strategy.

Normal Workers receive no militnty or weapon tmining. Drones Illay receive
rudimentary weapons training if serving as military or seoUl officers. but will
undergo an extensivc education in tactics. militnry intelligence. elc. Queens usu
ally arc skilled in military strategy. and sometimes tactics. bUI (unless promotion
by assassination is the typical means of advancement in their ne:c;t) rarely have
personal skill wilh weapons or unarmed combat.

WEAPONRY ANO WARFARE
While they were still in the equivalent of a Renaissance culture. some

Inheritor scientists learned how to modify the Builders· l<lser tools into weapons,
and how to operale existing aUlOmated factories to build them. They never devel
oped gunpowder weapons, but did produce some pyrotechnic devices making
use of exolic reactions only possible in a fluorine-sulfur environment.

The Sphereworld's
Atmosphere

The hydrogen-fluorine-sulfur tetra
chloride atlllosphere in the sphere
world is a deadly poison :1nd COTTO

shoe for oxygen-bre:uhers.
1",'lIks: Check c:lch hour to sec if a suil

Ic:\ks. Roll 3d. On :1 13 or less. the seal
holl1.~. On a 14-16. a slnw leak occurs. on
a 17 a fast leak. on an IX+ a blow-OUL
Modijiel:f: -I if suit h:t~ DR 30+ or -2 if
DR 100+. Check imlllcdimdy Ut +6 if lin:
suil is PUllt'lurcu by penetrating 1.I;.lIImgt:.
PUl!;hing iI kak lakes J sccunus und a
Vm:c Suit roll; roll <It -I Ilcr f.. ileu attempt.

£'Ipo.wn': Rul! \'S. HT-6 cwry second:
a failed roll docs I hIt u(llllagc. After \11'0
hits arc 10sI. \·il:lim will begin coughing
(-3 to OX until clean air «::ll'hed). Each
failed roll also reduces victim's Vision
roll by 1 (maximum -10). Victims who
lose th~c or more hilS must also roll VI;.
HT-~ 10 :I\'oid perl11:mCnL blindncsl; :md
\·s. 1-IT-6 In avoid lung damage (lose Itl
lIT permanently). Lung damage und
blindness lIIay be cur:tbk by transphlllts
(50.000 and 2 wecks in hospital for buth
eyes. 530.000 :ll1d 8 II'ceks fur the lungs).

Lost Symphony

On an outstalion somewhere in the
tmiliug F~'dcr.ltion or Two ThOIlS-lnr!
Worlds, the party comes ;'lcross a

slr.lIlge sight; it llluhilcgged :tlien ill an dah
oratc exoskelelOn under very poor COntrol.
Iurdling toward the111. trying m operate an
elcctronic lranslamr. If Ihey listen. they call
m:lke 011t the woms '·mercenaries:' ·'Great
Sphere:· ;'lnd '·man}' credits:·

·llic alien is an Inheritor Worker whose
namc sounds likc br:rss windl.:himcs. She is
brJI'c bUl desJX:nlle. fighting panic in an
:tlicli place und:ln e,\oskc1eIUIl slle doesn·t
knul\' how Iu usc. If the mentiOn of credits
gels the I'Urly"s utlentioll_ though. Wind
I.:himc will cairn uOl\'n ilnd explain

Inheritor nests sometimes Me tom by
power struggles between rival Queens.
Usu:llly the lo~r is killed. bUI somelimes
she esc:ljX"s_ Windchime·s bdo\·cd Queen
(long name. sounding like the opening
bars of a symphony). is one such exile. A
dOllhle-c1e:lling c3bal of lesser Q\lec\l~

conspired to o\'erthrow her, lIml she wu~

forced to !lee with a mere two Soluiers
lind six Workers. and 00 Drunes!

Queen Symphony remembered a story
lold her by Olle of her urone-eollsorts
(now dead, ulas) who had served as a
trade delegate to the Imperium. Tllking
her pc150lllll fortune, she ned. seekiog thai
strangt: race called Humans who would
fight not for \lest-love but for moncy. She
has 10 million credits. WilIlhe party jour
ney to the Sphere 10 help regain a Queen's
rightful throne?



In general. Inheritor ships are never streamlined. usually resembling a col·
lectiol1 of globes joined together by tubes. Inside. the ships <Ire a cra:ty three·
dimensional labyrinth of small tubular passages. usually a yard or less across,
connecting into spherical rooms. There is no internal gravity.

Large ships and space stations (with crews of 1,000 or more) may have <l

senior Queen, with the officers her consorts. Otherwise, a ship will be
captained by a juvenile Queen or experienced Drone depending on {he
mission. A ship's officers are always Drones, with crew and marines being
Workers or Soldiers.

Inheritor starships, especially larger military vessels controlled by Queens,
will (when their musical notes are translated) have incredibly pompous and
vainglorious names.

INHERITOR ARMEO MERCHANT CRUISER

The armed merchant cruiser is used for exploratory trading and diplomatic
missions into alien space. It shows a characteristic mish-Illash of technology,
including two distinct reactors and bolted-on drive components salvaged
or purchased from the Hive Federation. Componenls arc TLlO unless noted
otherwise. The ship is not designed to be an economically viable lllerchnntman
- its purpose is to explore new worlds, make contact with olher species, and
lay down trade routes. The heavy armament shows the desire to protect the
Queen (usually an older juvenile) who commands it.

• Crew: Queen (master) and/or Drone consort (executive oflieer/navigalor),
three bridge crew (Drones: pilot. COlllln and sensors oflicers). 12 gunners
(two Drones and 10 Warriors), two scientists/xenologists (Droncs). Iwo
medics (Drone and Worker), 14 engineers (Drone and Workers), nnd cm'go
master (Drone). Frozen watch: 12 engineers (Workers) and 20 ll1nrincs
(Warriors) in low passage.

• Design: 2,000-ton USL Hull, DR 200 (DR 100 turrets), eight Turrets with
three Lasers each, two turrets with IWO TL 12 Lasers each, one Particle
Aeeelernior Bay, Basic Stealth and Emission Cloaking. Modl/les: I
Command Bridge, I Engineering, I Engineering (TLI2), 601 Hold, 80
Jump Drive, 600 .lump Fuel, 3 Low Berth, 540 M-Drive, 40 M-Drive
(TL 12), I Siekbay. 25 Staterooms, I Lab, 5 Fuel Processor, 40 Spacedock.

• Statistics: EMnss 4,707.9, LMass 7,431.9 (induding gig). Cost: MCr561.2
(with gig), HP: 90,000. Size Modifier: +10.

• Performance: Accel 3.44 Gs, Jump 3.

The gig here is functionally similar to the gig all p. GT140. but many other
designs are likely. Usually each gig is customized to a particular ship.

ECONOMICS
All Inherilor llc:'\t i:'\ a communal economy. Money is not used. Queens may

take any resources Ihey wish, or cOll1mi:'\:'\ion any product they desire. within
limits imposed by the powcr structure eSlablished by the other Queens and the
overall wealth of the nest. Stores providing food. goods. and services do exist:
Workers and Drones wenr electronic medallions that show the type and level
of resources that individual is authorized to receive. These resources are not
limited to goods - they nmy include the service of :,\ervants or technicians,
availability of computer time, nccess to records. etc.
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Builder Robot tTL14}

Afew of these robots can still be
fouml roaming about uninhabited
areas of the sphereworld. InherilOr

efforts to study and reverse-engineer lhem
have been hampered by both lhe e~treme

Iy advanced technology involved and the
faci lhat damage to the mbms inevitably
rcsuhs in corro~ive fluorine wreaking
havoc on Iheir ~y~lems.

Variou~ de~ign~ e~isl. from tiny
rnou~e-s;zed duct crJ.wlcrs to hugc spacc
going machines. This particular exallIple
is an clectro-mcchanical rcp,lir robo!. It is
Cgg-Shllpcd, II bil Illrgcr than a basketball.
with a sensor track along its equator. an
unl!ersil!e clealling unit. unl! four lhruster
uucts. It has no legs. but possesses three
retractable tenracles tipped with various
tools.

tt docs not use contragravily (unneces
sary in the sphereworld). Instead. it relies
on reaclionless thrllSlers for lift. II c:m
rcdwrge :ll variou~ energy conduits se:ll
lered throughout the sphercworld.

The robol is not artificially intelligent,
but i.~ quite sophistic:ned. [I i~ pro
gmmmcd 10 rcpuir itself or uther robols. as
wcll as the spherell'urld's fal:ilities. It will
also defend itself against t,IlTlpcrillg, or
nee if it l:allllot overeOlilC an attacker.
Sume robots of this lype have been known
lu b<:hav<: in other ways thut seem inex
plicable (for example. cutting odd graffili
into Willis) but which probably made sense
to the Builders.

• Brain: TLl3 small brain (O.5 Ibs., 0.01
cf. complexily 7).

• Sensors: Basic with 3GO-degree vision
and spectrum vision (0.65 Ibs.. 0.013
ct).

• Communicator; Busic (0.25 Ibs.. 0.005
cO.

• Arms: Two ST lU aml mOlors. cheap,
extra-flexible. cxtendllblc. rctr:lcl,lbi<:
(ellch 6 Ibs.. 0.12 cf. 0.05 kW). One
ST 20 llrm motor, cheap. extra·
tle.~iblc, e:w.:nduble. rctral:lablc (12
Ibs.. 0.24 cr, 0.1 kWJ.

• Weapons: DisinlcgralOr energy Jrill.
(MalL cril.. Damage spcl. (di.~inte·

gr:lIc.~ one hex). SS 14. Aec O. 1/20
ID. Max 30. WI. 2. 0.05 cf. RuF 3-.
shots 7/C). Asidc from rcdueeu l[l:CU
rJcy (as it is a 1001. not u WCllpull) •.II1d
luck uf psionic sighting, dfecls arc as
per Anl:iclIt Jisintegrators. pp. 116~

117. Some robots are amled with sim·
pIe laser torches instead of disintegra
tors (treat as X-ray laser pistols).

• Propulsion: Four reuetionless thru~lcrs,

vectored (<:ueh 3 Ibs., 0.06 eL 2 kW.
40 lbs. thrust).

COI11;,mcd 011 next {wge . ..



Builder Robot tTL14}
[CDntinued]

• Accessories: Two integral dectronics
1001s (each .2 los .. 0.04 efl. Inlegr:ll
mechnnical fools (10 lbs.. 0.2 d).
Incrtial compass (lJ.25 Ills .. 1!,(J{)5 eI).
Clc;ming unit (5 Ibs.. n.! c1).

• Power System: Power consumption 8.2
kW at full thrust. 2.2 kW at 25%
thrust. TLl4 rech:lrgcablc "En cell {20
Ibs.. 0.2 cr. holds 720.000 kWS. good
for 24 hours oper;uion ;11 full IhnlSI or
89 hOUTS;ll 25% lhnm (lhe USU;)] oper
ating condition).

• Body and Subilssemblies: Three amlS.
One "heavy arm" contains ST 20 ann
motor, inlegml mechanic;,1 lools. and
disintegrator (0.'19 cr, :lTll:l 4). Two
"lighl arms" ('3ch com,lin ST 10 ann
malQr and imegral elcctmnics lools
(0.16 cf and arC<I 2 each). Body con
rains all other componclils including
retraction sp:.Jcc for arms (1.3S3 cr.
area X). Tot:ll surface area 16.

• Structure: Me:r1ium (In Ihs.J.

• Hit Points: Body I:!. hC;lVy ,Ifill 6. each
light arm 3.

• Armor and Threat Protection: PO 4. DR
100 mCltll urmor (24 Ibs.). Scu1cd.

• Statistics: Design :mll loaded wcighl
118.'1 lh.<:_ VoIUllH': 2.19J cf. Price
Cr20.MI.5. ST (:lnllS) IO/ZO. Body O.
DX II. IQ Ill. HT 14112. Flight.<:pcc<i:
in .<:phereworld (7.cro gcc but has
atmosphcre) 273 mph (Spced 137). On
I·G world: 140 mph (Spccd 70).
Spacc uc-cclcr,llion: 1.35 Gs.

• Programs: Amhitle~tcrity (comple~it)'

2). Full Coordination Le\'cl I (com
plexily 4). Skill progral11s: Any fivc
Elcclronics Operation or Mechanic
(specializ:ltlon) 14"]-17 progwms
(cach complexity 4). Bcam Wcupons
(Tuch)'onic) [0.51-11. ProgrulIIs cost
Cr26.000.

;10 as 1161 clue m Eitklic "·!emory.

These statiSlks apply to a Builder
robot in good condilion. Over hundreds nf
millennia mosl have repaired themselves
several d07.en times over_ and in some
cases original systems h:lve decayed
or broken down, or heen replaccd by
scavenged lower-TL parts of Inheritor
manufaclure.

Off-world vi!\itors making a long term Wty in a nest (e.g.. diplommic or
lrade delegations) may be issued their own credil medallions. Most nests are
happy 10 encourage trade with other nest!\. or with off-worlders. The Inheritors
will often purcha~e (or steal) advanced technology from other cultures, Inlding
their chcllp. multi-function gadgetry for new idea!\ and !\cientitic or engineering
know-how. Their spies and agent~ are always eager to get access to new devices
and discovcries that mighl prove useful.

In addition 10 technology exchange. the Inheritors are al!\o eager for natural
reSOurces. particularly heavy metals. Their own !\olar sy~tem was swepl clean of
both worlds and 1lsteroidal debris by the Builders, and since they have been sen
ticnt. the race has simply recycled exi!\ting Builder artifacl!\ and structures to get
cOllstruction malcrials.

SPHEREWORLC
The Inheritor's unusual home is located in Nooq Sector (Nooq 3201). on the

far trailing fringe of HiveI' and K'kree ~pace. II is a Dyson sphere, a giant megas
tructure thai cnclo!\es a slar. The Inheritors' sphere is 110t, however, a solid shell.
Much of the outer surfacc of Ihe sphere is only structural rigging and giant conti
nenl-sized sol1lr panels. Only 11 tiny portion - a fraction of 1% - of the structure
is habital modules Ihat possess 1l funcfioning environment, and the inhabited
regionx arc oflen separaled by len!\ of thousand!\ of miles of unpressurized or
incomplete sectors. Yel evcn Ihis fragment has a living area equivalent to 1,000
Earth-sized worlds!

THE INHERITORS



Creating a Dyson sphere requires massive amounts of raw materials, and may
necessitate the dismantling of an entire solar system to provide building supplies;
only a very advanced technology could build it. Since any eivili:tation with a
faster-than-light drive would have little need of a Dyson sphere, the motives of
the Builders in constructing the artifact remain uncertain. It is possible the
Builders were Ancients who subsequently lost jump-drive technology. AnOLher.
perhaps more plausible, theory is that the sphereworld is not primarily intended as
a habitat. Instead, it may have been built for solar-energy collection (10 power
some massive device?), as an experiment in stellar husbandry (to act as a frame
for magnetic or other systems intended to manipulate the star's lifespan), or per
haps as a platform for research into a nova-inducing weapon similar to the
Darrian Confederation's ·'star trigger"' device.

HOUSING ANO CITIES

A typical Inheritor nest is a city-sized region of corridors and rooms. Most
nests arc large modules nltnehed to the sphereworld's structural cables. They
scem to have been originally designed as spaceports or construction centers by
Lhe Builders, hence their fUllctioning environment and relatively finished condi
Lion even prior to the Inheritors gaining their own technological know-how.

Nests arc crowded, chaotic mazes of passages and chambers, filled with
bustling activity, the whole laking place within the murky yellow-green haze of the
nuorine-sulfur atmosphere. The edges of [he nest contain spaceport facilities, quar
ten; for the Workers. and barracks for the Soldiers. As [he visitor penetrates deeper.
storage areas. food vats. and manufacturing cell!crs give wny to oftices and scientif
ic labs. and the quarters of the Drones and Soldiers. Toward the center are executive
offices, planning rooms, computer centers, and royal creches for raising young
Queens. In the hem1 of the nest are the Queens' chambers ami the egg nurseries.

Because there is no gravity. nests arc arranged three-dimensionally. Passages
arc octagonal, with entrances on each face of [he octagon. There's no difference
between a wall. a noor. and a ceiling. Furniture and :lppliam;es arc found on
every side of a room. Humans or o[hcr vertically-oriented species visiting a nest
can go crazy searching for an "up" and "down" to orient [hemselves.

Inheritors nommlly sleep coiled in large, round urns.

Travel
Two means of rapid transit nre used on the sphereworld.
First. i[ is possible to board a spacecraft, leave by an airlock, and tly over Ihe

Oll[er shell in setlrch for a second airlock at the deslination. Functioning space
ports are eOllllllon. nne! regular vacuum trade exists between many fnr-flung
nests.

Second. the Builders left behind a "cable car'· system, which links environ
mental modules via huge pressurized cabs that run on bonded superdense wires.
The cable-car network runs to all kllown Inheritor nests. ;'Ind extends into unex
plored regions of [he sphere.

CLOTHING ANO COSTUME

TIle Inheritors do not make or wear gamIenls. except for protective gear for
use in hostile environment..,. Dyes and markers are used to distinguish individuals
within Drone and Worker castes. Workers nnd Drones have indelible symbols
imprinted all their bodies [0 identify their job and position, or carry eJeclronic lags.

Queens and their Drone consorts tend to be vain about their appearance,
sometimes having workers polish their scales for endless amounts of time.

THE INHERITORS



25 POINTS

-23 POINTS

Inheritors as pes

Apossible role for a PC who doesn"'
W:lnl to be under the thumb of ;J

Queen all the time might be that of
an :lgCnl or trouble-shooter for a nest who
hus been sent to Human space. perhaps as
a Ir.I(.lc agent. diploma!, or spy. either on <I

specific mission or to Ir<lvel with and
observe Humanili. 111(: best way 10 inlro
dll(;C such a character is to h;wc the adven
turers visit the Inheritor sphcrcworld - the
PC is the Drone a_~sir,ncrl to the pany :IS

an interpreter :md guide. :Jnd :lftcr the
adventurers complete whatever mission
brought them to the ncst. the Queen may
decide 10 reward (or punish!) the Inheritor
PC by .~cnding him off with the party
when they leave.

Adventurers will have to wear
Inheritur equivalellts of heated space suils
when adventuring wilh Humans. and the
suits will have to be designed to be self
sealing to prevent any puncture frOIll
being catastrophic. Dealing with the
crushing "normal" gravity of .:m E.1nhlike
world is lllOre difficult, but this can be
cancelled in a slarship or spnce SIMi on
with :mificinl gr.l\'iIY. On a pl:lncl. :I grav
belt could be adnplcd 10 handle lhe diffi
cully. Of course, :In Inheritor could :llso
I:lke :In :ldvant:lge like G.Expcricncc.

CHARACTERS
Inheritors can be created using the racial templates below. and either the

Bm;ic Set or standard GURPS Traveller templates. Players should usually take
Drones or Queens as PCs, since Soldiers and Workers tend to lack independence.

The races' natural gravilY is 0 G and Iheircomfort zone centers on 3000 F.

WORKER
Attributes: ST -21-151.IQ-I [-IOJ.

Advantages: DR 2 [6J: Clinging (Requires [ow gravity. 0.2 G or less. ·40%) 115J: Extra
Arms (Six. shan. also used as feet) l30}: rlexibility [15J: Hypcr:l<:tive 1301: Manual
Dexterity +1 [3J: Peripheral Vision IISJ: Sharp Teeth [5J: and Suiker (one-hex tail)
[101.

Disadvantages: Anaerobic [-30]: DlIll l-I}:Grcgarious [-10]: Reduced Hit Poinls-2
[-101: Selness [-IO]:Slavc Mcnllllily [-40]: Shorl Arms 1-10]: Short Lirespan I
[-10]: Sterile [-3}: ,lIld Workaholic [-51.

Racial Skill: Free Fa[lrrL at DX 12J.

SOLOIER
Attributes: ST -1 1-101.IQ-1 1-101.

Advantages: Alertness +1 [5J: DR 1 [6J:Clinging (Requires low gravity, 0.2 G or
less. -40t!c,) [15]: Extra AmlS (Six. shan. also lIsed as recl) 1301: Flexibility [15]:
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83 POINTS

38 POINTS

Stallls Descriptioll
5 Influential Queen
4 Queen
3 Juvenile queen
2 Drone consoll
I Drone
o Average worker or warrior

SOCIAL STATUS

GUEEN
Attributes: ST -1 [-10], IQ +1 [10].

Adllantages: DR 2 [6]: Clinging (Requires low gnlvily. 0.2 G or less. -40%) r151; Extra
Arms (Six. short, also used as feel) [30]; Flexibility [15]; Hyperactive [3D];
Peripheral Vision [15]: Sharp Teeth [5]; Status 2 [101: and Striker
(one-hex tail) [10].

CHARACTER TEMPLATES
GURPS Traveller template suitnbilily will vary by casle, as follows:
Queen: Wealthy Traveler, Army (Officer), Navy (Officer), Marine (Officer).
Drolle: Rureaucral. Computer TeChnician, Diplomat, Entertainer,

JuufIlaiisl/Reporter, Manager, Medical DoclOr, Merchant, Navy (Officer),

Professor. Scientist, SeouL
Soldier: Hunter/Guide. Law Enforcer, SCOUl, Anny, Marine.
Worker: Engineer, Farmer, Mechanicrreehnician, Medical Technician.

CRONE
Attributes: ST -3 [-20].

Aduantages: DR 2 [6]; Clinging (Requires low gravity, 0.2 G or le~~, -40%) [151: Extra
AnTIs (Six. short. also used as feet) [3D): Flexibility [151; Hypemctive [301: Manual
Dexterity +1 [3]: Peripheral Vision [I5J: ShallJ Teeth [5]: Statu~ I [51: and Striker

(one-hex tail) [10].

Disadllantages: Armcrobic [-301; Careful [-I]; Chummy [~5j: Curious (-5]: Nosy [~I]:

Reduced Hit Points -3 [-151; Responsive I-I]; Shall Anns l-IO): and Short Life

span I [-101.

Racial Skill: Free FallffL at DX [2].

Disadllantages: Anaerobic f-301: Chummy [-5J; Reduced Hit Points -I [-5]; Selfish
[-5]; lind Short Anns [-10].

Racial Skill: Pree PallffL at DX (2].

Hyperactive (30); Peripheral Vision [I 5J: Sharp Teeth [5]: lmd Striker (olle-hex

tail) L10J.

Disadllantages: Anaerohic [-301; Callous (-6]; Careful L~l); Congenial [-I]; Dull (-I];
Fanaticism [-15]; Humble [-11; Reduced Hit Points -I l-5); Short Anns [-10]: Short

LiresplITl It-IO]; Sterile [-31; and Workaholic [-5J,

Racial Skill: Free PallffL at DX [2].
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Interstellar Relations

The Lilhkind u:Jle their first alien con
[:let 10 ·2120. AI this point in their
history, SELK - the Lithkind inler

sldl<lf gUI'I,;rnmcnl - had only rCl:cnlly
been forllled. and the Lilhkillli WCfe

expanding through the rimward readlt::s of
Gzirr!k"1 sector using reaction less-drive
sublight vessels. Their furthest outpost
was in the Yczial system. 6 parsecs to
coreward ;lOU spinward of their home
world fzyme.

In -2102 Izymc losl radio conlact wilh
YeziaL In -2UllO a follow-lip expedition
arrived. discovering a wrecked colony
scarred by beam-weapon fire. They also
found a derelict scout ship of strange
design th:!! h:lU crash-lumlcd on the plane!.
[t cuntained the bodies of large six-limbed
aliens. II possessed suphislil.:OlLCd ll:dmol
ogy im:luding a bctlcr rcactionlcss drive,
superior fusion plants and weapons, and
an FTL drive that used alotally new prin
cipal- jump drive.

Over the next few decades. Lilhkind
scientists struggled 10 reverse-engineer
These technologies. Politici:lns SlntggledlO
handle Ihe ch:ll1enges Ihis discovery posed
for Lithkind society. tn particUlar, a ma.<,
sive military buildUp was begun to prepare
againsl possible alien invasion.

FortUn:llcly for the Lithkind, the aliens
were slow in following up on Ihe loss of
their starship, Early Lilhkind j-drive
expcrimcllb had revealed the dunger of
"misjump." and us 60 years wenl by with
oul fUI1hcr conlilCl, tlte Lithkind assumed
Ihe scout force that had attacked their
colony had perhaps arrived by such an
accident.

In -2027 their w:lil ended. A K'kree
cruiser .<;quadron - the vanguard of a I3rg
er fieel- jumped into Lithkind space.

The Lith Kindriu a-lzyme evolved in the tree branches of their planet Izyme's
southern land masses, When climactic changes threatened this habitat, the
Lithkind became nomadic hunters, They developed fire, clothing, tools, and
weapons, and tamed the fierce Icebals that came up out 01" the fro7.en south.
When the ice retrealed, the Lithkind returned to their trees, but developed vast
arboreal cities, domesticating many varieties of fungus, animal, and insect. With
cities carne science, industry, and eventually, the stars.

PHYSIOLOGY
Standing only 4' and weighing 60-90 Ibs., the Lilhkind are among the small

est of sentient races. Their faces are similar to a delicate-featured Human's, save
for large, slit-pupiled emerald green eyes, poimed ears, and a 10lal lack of eye
brows or facial hair. Concealed by lheir lhin lips are mul!iple rows of needlelike
teeth. A Lithkind's smile can be a shock.

Aside from their small size, their most exotic feature is their "hair:' a mass
of rippling blue and green pencil-thick tendrils thai reaches halfway down Iheir
back. Their skin is smooth and hairless, blue as the sea. Their limbs are Human
like, although their legs are a trifle longer in proportion to their bodies than
those of mankind. and fingers and toes have an eXira joint They are slim for
lheir height, and possess a long, prehensile lail.

The Lithkind are noclUrnal. They have very sharp ears, Their eyes can see
well in anything but total darkness, Their color vision distinguishes fewer
shades then Human eyes. For a Lilhkind, yellow, green, and blue blur together,
as do red and orange.

Lilhkind have two sexes, Wilh the females slightly larger. They are nOI mam
mals, and neither mate nor female Lilhkind possess breasts. Lithkind reach their
full physical and meneal growth afler 13 Imperial years, They are then socially
adults and have reached their full growth, but they don't achieve puberty until 35
to 40 years old.

REPFlOOUCTlON
The Lithkind IIII1S( mate aL the appropriate age, or suffer a fatal buildup of

horrnonclike chemicals. As these honnone-analogs begin Lo surge through its
body. 1.1 Lithkind will feel an increasing desire to mate. A Lithkind who does not
do so by age 40 suffers insanity followed by death Lhrough painful convulsions.

When Lithkind mate. both partners are consumed by a raging flood-tide of
desire, but the female's strength will be artificially enhanced by adrenalinelike
chemicals. Courtships are violent affairs. They end when the female rips open her
husband's stomach and devours his spore-pods and then the rest of his body. The
now-fertilized (and bloated) female collapses into a deep sleep lasting several days.
Afterward. a pregnant Lithkind is listless and quiet. Any threat is met with a
berserk defense. (In game ternlS. she suffers from Berserk and Laziness.)
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The Lithkind digestive tract (and those of other animals on their world) does
double duty a<; a reproductive vessel. Eating the male provides both the male genet
ic material needed for reproduction and the initial nutrients for the feruses thar grow
inside her own stomach. As the female's own digestive tract conveilS [0 its repro
ductive role, she gradually ceases to eat.

Lithkind females develop three to six pairs of matched male and female fetuses.
The exact Ilumher depends on the age at which mating takes place (the older she
was, the fewer children) and her own health. As the fetuses grow they absorb nutri
tion from the mother's body, much of it initially provided by rhe body ma<;s of the
devoured father. However, developing Lithkind fetuse.c; also compete fiercely in the
womb. When food is scarce lhe largest fetuses lllay u.c;e the smaller as food (in
much the same fashion as terrestrial hyenas or sharks).

Normally, one to four pairs will survive. As the fetu.c;es develop, more and more
of the mother's own nutrients arc also consumed. Their bilth means the mother's
death. TIle baby Lithkind cat their way out of their mother's Sfomaeh.

DIET
Lithkind have a very high metabolic rate, Becam,e of their small size, they

must eat often to maintain their body temperature. Lithkind require slightly more
food than a Human does, and regularly eat five meal.c; per day.

They are omnivorous, rai.c;ing a variety of animals and plams for food,
although they prefer eggs, small grubs, and insectoids to larger meat animals.
The interiors of their dwelling-tree.c; are always crawling with small IO-legged
bugs native to their horneworld. Lithkind con.c;ider the.c;e a great delicacy, espe
cially when cooked with the fat orange pseudo-fungi that thrive in the lower
reaches of the forest.

Lithkind body chemislry is based around left.-handed amino acids like lelTe.c;trial
life. However, much of their food is poisonous 10 Humans.
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The Lithkind·K'kree
War

I ronically. the K'kree were unaware of
the Lithkind's presence - they were
embroiled in lheir own inlerslellar war

in Kaa GI'klil and K'Trekreer !:eclOrs.
While seekin[; 10 omllank I-liver defenses,
lhey ran right inlO lhe Lilhkind. The
K'kree saw the Lithkind as G'Nakk of lhe
worSl kind - individuals who ale not only
animal flesh, but even devoured their own
mates! War broke out immediately,

Conniet between SELK (lhc Lithkind
govcfllmenl) and the Two ThouSlInd
Worlds mged across Gl.irr!k'i sector from
-2026 to -2012. Six Lilhkind colony worlds
were devastated by orbital bombardment
and ground fighting, and on two occasions
K'kree slrike cruisers penetraled inlO the
Izyme system, bombarding the Lithkind
homeworld and causing millions of deaths.

The Lithkind saw their main dis.1dvan
tage as :'I se\'ere shonage of jnmp--cilp.1ble
ship.~. Actually, lhi.~ helped them: the
K'kree divened relalively .c;mall forces 10
engage them, eoneenlfating on the more
dangerous Hivers. K'kree captives
revealed the cxistence of the Hive
Fcdcmtion, The Lilhkind mountcd 1I des
pentte diplomlllic expedilion in search of
aid. This n:sulled (ill -2019) iu tilt: Mutual
Ddellst: Treaty of GUllran. where the
Federation offered SELK technological
and material aid against"their common foe.

€onrinllcd 011 next page, , .



The Lithkind·K'kree
War

[Continued}

Wilh HivJ::T a~~is[;]ncc (particularly
jUlllP c1ri\'e~) [he Lithkintl were :Jblc to
hold olT K'kree forces commincd to
GzirT!k"!. and prevent Lhese reinforcing
the main offensive against the Hivcrli. [n
-2013. the Hivcr-K"krcc War CIlUCU ill
vir.:lUry for the Hi\"<: FeLler-dion. Frum the
K"kn:c poilll of view. they were Imppil)'
cantering over the void (Iud lhell they Illel
sume liule disgusting STL things and lots
of disgusting FTL things. They made the
FrL forces a priority. 10s1 lhe war. ,",net
now lia'"c both to contend with. The price
the Lithkind paid for ar11liSlir:c was 15
million dC:ld :mrl a withdrawal from sever
al border worlets (mos! of which had been
Slcrili7.cd anyway). This has left a "dead
wile" roughly 6 parsecs wide on lhe spin
ward and corcwarJ edge or Lilhkind lern
lOry. Since lhen. K'kree rcurs lhul lhe
Hil'e Federulion mighl inlerl'clH: on
SELK's bchalr hu\'c kepI all-uul "';.Jr rrQIIl
brcakiug Ollt. Nevertheless. K·kr('('
Lithkind burder skinnishes. miIJillg. Plllli
li"e e.xpeIJilioIlS. and pinKy (Ire ceaseless.

ENVIRONMENT
The Lithkind breathe a standard oxygen-nitrogen mix at 0.97 atmospheres.

and evolved on a 0.95 G world in temperate conditions. Their world has a 32
hour day/night cycle. They usually stay awake for 21 hours, then sleep for 10.
They are nocturnal, but can adapt to a diurnal schedule with the same difficulty
that a Human would to a nocturnal lifestyle.

SPEECH ANO LANGUAGE
Lithkind voices have similar pitch and timbre to Human voices_ with a notable

"click" in most accents. They can learn (-Iuman languages with little difficulty. TIlcir
dominant language is Jelhra.

Lithkind body language includes their writhing hair. A Lithkim.l whose hair
is in motion is usually content: one whose hair stops moving is likely to be con
fused. agitated, or upset.

Lith Kindriu a-Jzyme is [he Jethra name for the race, tr.mslated as "Iiving
beings with eternal souls born of our world:' "Lithkind" is an Anglic corruption
of a Hiver translation of this. Lith Adriu i-Sha (""beings with souls from other
stars") refer to other Intelligent races.

Names
Among Jethrac-speakers, male nallles arc usually fOllr syllables. and end in

an "en" or "ah" sound, e.g., Jedikimh or Fileetwaken. Female Tlames arc two syl
lables, and end in a "k" or "a" sound. e.g., Ystfnek or Quilla. All names are
accompanied by job and clan ("Eld',) titles. These tend to be norid. For example.
Prisslock. Walker in Light for the Legion of Dealh. Captain of Sixteen Sixteens.
Ninth of Shadow in the High Trees Eld, is a female Lithkind serving in the mili
tary's banledress infantry branch (to this noctufIlal race, "walker in light"
implies something like '·night stalker·') who leads a battalion-sized military unit.
She is from the Eld. or clan. called Shadow in the High Trees. As the "ninth" she
is ninth in line for the position of Ozelda, or clan-head.

PSYCHOLOGY
Lithkind are proud. secretive. ami fat<llistie. They often seem aloof from all

but close friends. It isn't easy 10 win a Lilhkind's friendship, but once won, the
Lithkind will remain steadfast. supporting the friend against Ihe outside world.
right or wrong. Failing to reciprocate. or betraying this IrusL is seen as treachery
of the worst sort.

At the heart of the Lithkill(fs belief system is their faith in reincarnation,
which may be an attempt to come 10 lerms with their cruel biology. When a
child claws its way frolll the mother's womb. it is (ISSllllled to be Ihe reincarna
tion of its father (if male) or mother (if female). Whcn morc lImn a p:lir of chil
dren are born, it is assumed that the souls have "split" among the children - this
is a good sign. showing that the parents' souls have grown in strenglh.

In their own minds. Lithkind can only suffer linal death from nccident or mis
cll<\nce, since they never experience old age. Adult Lithkind take care 10 record
every detail of their lives for their children to study, describing Iheir plans. goals.
and so on, so that the records can be given to their latest incarnatiOIl.

Lithkind rarely forgive an injury or forget a favor. and because of their belief
in reincarnation, they have been known to continue blood-debts and blood· feuds
that last centuries. In an effort to prevent 1ll<~Or bloodshed. a justified blood-feud
("ariseth") is legally recognized if registered with local government bodies. L<l\v
emphasizes settlement between individuals and Cl;IllS rather than state authority.
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Lithkind are very supcrsl1l10lJS Their belief in mysticism permeates their
daily lives. However. lhey are nOl gullible, merely conservative, and the tradi
lions of their ancestors have a .'\lrong hold on lhem.

Lithkiml enjoy nature, and prefer 10 surround themselves with animals and
planLs. They like LO keep pClS. Houses are often adorned with attractive local
plants. A common domcstic aninml i.'\ the crimson snakebm (see sidebar, p, 141),

SOCIETY
Among prchistoric Lithkind, young were cared for by their parents' rela

tives. lmd in turn cared for those relalives' young. The next development was
cultural, laking place in the Lithkind equivalent of the late Slone age.

Some Lithkind discovered the mming frenzy could be delayed if males and
females avoided contacl, thus increasing lifespans and allowing individual com
lIlunities a greater measure of reproductive control. In turn, the ritual
control of inter-gender contact hecame the basis of mosl major Lilhkind reli
gions amI social structures. This led directly to the development of much more
complex social systems based around separate bUl cooperating male and female
communities,

Today, Lithkind society is divided into two distinct hemlicultures, in which
the sexcs are totally segregaled. Traditionally, lhe cultures lived in adjoining vil
lages. Today, cities, towns, and large space stations are divided into male and
female quarters by the "Crimson Wall" which separates [hem, At the boundary
between male <lnd female qual1ers are [he Houses of Conjunction, where male
children arc delivered aner their bir1h.

Outside of certain rituals associated with mating, males and females usually
have no contact wiLh c11eb other, even by radio or television. No Lithkind would
dream of violating these boundaries. If a female did wander into a male area (or
vice versa) ~he would be tOTally ignored, for such an act would be so unthinkable
that it is easier to pretend it docs not exist. Images of rhe opposite sex are pro
hibited, and only vciled references to them exist in art or literature. The taboo is
so extremc lhat if a Lithk.ind Slumbled upon an injured member of the opposite
sex, he or she would walk <lway rather then help.

Relations between Lithkind sexes are strictly egalitarian. Aside from their
separation. this resuhs from the fact that (unlike Humans) a Lithkind male can
not impregnate multiple fcmales, nor C<ln a female mate with muhiple males,
Thus, there is no incenLive for one sex to be more protective of lhe other.

THE ELD
Since males and females live apart, biological families have no place in

Lithkind society, Replacing them is the Eld (literally "dwellers in the life tree"). It is
similar 10 a Human clan, bUl its members are all of one gender. In facl. the Eld is
closcr to a village or city ward, for membership is based on residence in a geo
gnlphie area rather than blood relationship. Each Eld has anywhere from 50 to
2,000 mernhers. An Eld's greatest obligation is the care and education of its mem
bers' children.

Refore mating, every Lithkind will arrange to entrust his or her wealth and
worldly possessions to the Eld. Afrer children are born, the males go 10 the father's
Eld <llld the fCl1lale's to Ihe mother's. That Eld raises them and makes sure lhat they
inhcril the parent's name. home, goods, and status. Just as importantly. the Gld uses
a portioll of the inheritance to pay for their education in the same profession as the
parellL Thc Eld's gO'll is to ensure the child grows up into as close a copy of the
parcnt as is possible and socially desirahle.
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Hillers and
the Lithkind

As thc Lithkind and Hivcrs became
mure acquainted, it was inevitabLe
tllul the Lithkind would become

uware of rhe Hiver predilecrion for mnnip~

ulntions. The coincidence lhm Ihe
Lithkind enCOllnll~reri a K'kree vessel nt
rhe Stnrt of the I-Iiver-K 'kree War under
circmmlances lhar led them to atrack thc
K'kree and ally with the Hivc Fcdcration
has furnished ample ground for Lilhkind
conspiracy theorics, These suggest thc
Lithkind wcrc lcchnologil.:ally boot
strapped and nudgl.:d inlo l.:onnict with the
K'krec 10 dislrat"1 the Two Thousand
Worlds ill lheir war wilh the Hivers.

The "bright conspiracy" theory sug·
gesls that the Federation destroyed or
removcd the Lirhkind outposr ;II YC7.ial.
rhen placed a captured K'kree vessel and
dead crew in the :lrea. simnl;lling damage
to it by Lirhkind we"ponry. The "dark
conspir.lcy" lheory i.~ more benign. It sup~

poses the llivers were monitoring
l.irhkind expansion. bur did not intcrvene
until after a K'krec scouting furee exler·
minated a Lirhkind colony. The Hil'ers
then art:lckcd the K'krce seuuts ami emsed
any sign of lheir own prcsclll:e. They left
enuugh CI'idelll:e to spur Lithkind devel
opmenl uf jUllIp drive and defenses suffi~

t"ienlto resist K'kree aggression.
SOllle conspiracy lheorists go funher.

suggesling rhat the Hil'crs may have been
aware of the Lithkind for a longer period
oftimc. They p<lsrul,1re Ih:ulhe uniticalion
of rhe Lilhkind elden. crealion of thc
Council of Noon, <lnd even lhc llcct
Exodus (see sidehar. Pl". 137~138) might
all he evillence of cO\'cn Hiver manipula·
tions to altcring Lilhkind sociely, Arc the
Agcnts of Dcstiny unwilling Federalion
pawns?

Lithkind fears - ill purtieulur. u fellr
thai lhe Hil'crs lIla)' wish to "convert
everyulle inlO lleer"' - are a major factor
ill SELK's cOlitinued indcpendence from
the Hive Feder3tion_ Nel'ertheless. SELK
mainrains close economic and military ties
with the Hivers. and mOst Lilhkinrl sec
them as eccenrric bllr friendly gi:lnrs.
lndividunl Lithkind ~gularly visit lli"er
space as lraders, diplomats, lIcademics. or
el>iles fleeing hlood-feud~. Hivcr visitors
ro SELK are just as common.



Ethnic Groups

I II present Lilhkillli society twO major
t:lhnic groups exist: lethrac and
CYlhrac. The Jelhrac afC the most

numerous. and ,lfe typiC;11 Lithkind
described in this chapter.

The Cythrac developed the earliest
global Lithkind civilization. :lnd ;Ire s:licl
to have originalecl The Council of Noon.
Cythrac have a [epur,uilln for magic.:!!
powers simi1:lr to thaI of Ihe Gypsies of
r::anh. Their ears arc shmply pointed. and
they evolved in the tfopicul regions of
[zyme, giving them a darker blue shadl: of
skin Ihan other Lithkiml. Tway. Cythml;
arc rclalh'cly few in number (5% of the
populace), and art: considered by turns
c.wlic and sinister.

Elden arc administered by their eldest member, the Ozelda (tree-guardian).
He or she is Ihc local head of government and spiritual leader. Ozeldas negotiate
for their Eld with higher levels of city or rural government. collect taxes, act as
magistrates, and preside althe Time of Mating.

Mating Lakes place at the start of each of Izyme's seasons (every 2 112
months) and lasts for nine days. Masked and robed Ozelda from neighboring
male and female Elden meet at the Places of Conjunction to arrange details of
courtships for members who have gone into heal.

Partners are selected based all availabiliry and eugenic considerations. with~

out input from the actual individuals. After many rituals, the affair is consum
mated in a private chamber. after which the exhausted females are removed, and
the male's remains arc cleared away. When the fcmale gives hirth, the male child
is deposited at thl: Place of Conjunction for the father's Eld to reclaim.

Arranging these courtships is the official justifie:il\ion for nude and female
Ozelda to meet, but the Time of Mating, with its ceremony, rituals. and purifica
tion rights, is also the only period that the separated local malc and fcmale gov
erning bodies of the Lilhkind can actually meet.

Each Place of Conjunction is a sacred neulnll ground whcrc malc and female
Ozeldas can settle outstanding disputes ovcr Icgal issucs, resources, land use,
and economics. Even so, lengLhy purification rituals take place before and after
each meeting.

REI-IGION ANO MYSTICISM
The Lithkind acknowledge no gods. The only spmls Ihey believe in are

those of the living and the dead. Nevertheless, mystical tmditions playa vilal
role ill their society, and belief in magic is commonplace.

The Lithkind are a nocturnal race, and the day contains the same terrors for
them that the night holds for Humans. 1t is a time when predators stalk the for
est. and the harsh. blinding sun heats down. Noon is an especially unlud.')' time,
the Lithkind witching hour, where angry spirits are abroad.

Lithkind believe that parents' spirits are reborn into their children, but any
Lithkinu slain by anything other than mating or childbirth may return as an
angry ghost to haulll the living members of his Eld. Ghosts ("Hriu") appear at
noon over their sleeping victims, and drink their blood, causing illness or night
mares. To stop this happening. the body must be fed to the crimson snakebats
with full funeral rites within three days of death.

There arc countless rituals and taboos in Lithkind society to ward off ill for
tune. Every Lithkilld casts uang sticks or reads the stan; at the start of the
evening, LO sec what the night's events will hring. Being introduced to a new per
son requires Lhe ritual of grceting. FJ touching of opposite palms. Any business or
political negotiations Illllst be preceded by divinations and a ritual exchange of
token gifts.

More formal riLuals center around important evcnts, such as the adoption of
a new member into the Eld. bcginning a major enterprise, and of course, funer
als. mating. and childbirth. Thesc rituals involve ceremonial dress, chanting,
music, and dance, burning of incense. and veneration of the ancient relics and
banners of the Eld. After the formalilies (which can drag on for hours), ceremo
nial events turn into parties where delicacies are consumed and intoxicating
vapors are inhaled. to the accompanimcnL of Illllsic.

All Lithkind believe in fortune-telling, faith~hcaling, and precognitive
dreams, as well as astral projection. posscssion by ghosts, seances, and clairvoy
ance. Curses and blessings are believed Lo have real power behind them. espe
cially if pronounced at death or birth (reincarnation). Many Lithkind practice a
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complex astrulogical and llccromarllic system known as Xyastra. in which sym
pathetic magic is uscd 10 aller probabiliry and ceremonial magic calls up the
ghosts of ancicnt sorcerers. binding the Hriu to give a magician advice or attack
his foes. Among believers. the power of suggestion can make its effects very
real.

Everyone knows simplc magical riNals to ward off ill fortune or bring good
luck, or curse a rude strangcr. 111CSC are used casually, on a day-to-day basis. for
more important mallcrs. Elden have one or two members who are "Iristi:'
("wise") who are Xyastra scholars. These preside at ri!Uals affecting the entire
Eld and instrucl children in the rudimcnts of psychic self-defense and family
lore. Any Lithkind whose parent was an Iristi will receive similar training.

Those rare individuals who have real psionic powers (as common among
Lithkind as among Vilani and Solomani) see their talents as magical in nature,
and will seek to hone their powers through disciplines such as Xyastra - possi
bly with some success, through medilation and visualization. Lithkind psions
will often use "magicallalismans" or words of power ns a psychological crutch
to focus their psionic skills. This nHlY convince credulous adventurers who
encounter them lhat all Lithkind magicians arc renl psions or wizards!

Numerology is.a vilal part of Lithkind mysticism. Important mystic numbers
vary by regional and ethnic subcultures, bUI three and 16 have universal signifi
cance. Three is the number of death, and avoided at all costs - no Lithkind will
enter or leave a gruup if it would rcsull in it having three members, for instance.
Sixteen is lucky: Elden are traditionally founded by 16 members. and 16 times
16 Agents of Destiny serve on the ruling Council of Noon.

Lithkind supel'5titions may seem silly to others, but they are a real pan of the
racial psyche. Offworlders visiting Lilhkind planets who wish to avoid giving
offense should learn these customs. or no business will he done. Woe to the
party of three adventurers (especially of llJixed sex) who show up at noon [0

meet a Lithkind c1ienl, especially if they arrive without a proper ritual of greet
ing, wearing bright colors, and not carrying the requisite gifts of friendship:
"Many apologies, but this meeting is ill-omclled. Evil would surely come if i[
continued. I must leave. Perhaps wc call meel next year ..."

POLITICAL STRUCTURE
The daily workings of Lithkind socielY arc rUIl by local Elden, who handle

such matters as power, telecommunicatiuns. lcgal arbitration, and emergency
services.

Deyond the Eld the workings of governlTlcnt becollle increasingly convolut
ed and impeneuable to outsiders, allhough some Hiver academics have delighted
in its study. On most worlds. two parallel bureaucracics handle everything from
imernal revenue and justice to defense and foreign affairs. onc run by females,
the other by males. Although it has a functional central bureaucracy. the
Lithkind state seems to have no chief executive or legislature. Local OzeldalO
have jurisdiction over local affairs; the bureaucmcy (with ranks up to senior min
isters) enforce and recommend policy, but does not make it.

SELK
The Lithkind's interslellar governmcnt is the Sha Elden Lith Kindriu ('"the

Interstellar Families of Peoples"). SELK is a federation of 22 planetary govern
ments (chief among them lzyme) and 47 dependencies (colonies with very limit
ed autonomy). Each planeL has a paired SCi of male and female bureaucratic min~

istries. SELK's population is 29 billion.
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The lIeet

The lleel are a minorily Lilhkind cul
lure. consisting entirely of females of
Jelhrae dcsccnl. 11K: I11,:el an: mum,'d

aflcr their founder. a genttie engineer
from a female Eld. $c::\'en ~'e:nturies ago.
lIeel discovered a hormone that blocked
the onscl of puberty. She OO\'ocated manu
facture of this chemical for Ihose who
wished il. and the optKm 10 use cloning 10

repfOducc.
lleel found many supporlers wilhin her

own Eld. and was eleeled 01.elda.
However, Ihe Council of Noon decided
th:u her irle3s Ihreau:ned Ihe fabric of
Lilhkind socielY. Facing execution but
unwilling to give up their beliefs, IIci,:llll1d
her followers fled !zyrne. i,:\'i,:llluully
founding lheir own colony in Ihe Ziknrah
Diadem. a resource-ridl asteroid belt Oil
lhe Irdiling fringes of SELK. TIleir colony
prospered. and the result was the creation
of II su<:idy of all-female Lilhkind. They
repnxlul.'t: by cloning Ihemseh·es. and lh'e
subslantially longer than ordinary
Lilhkind. Their a\'ernge lifespan ill 45-60
years. They are somcwhal131ler and slim
mer lhen norm,,1 Lilhkind (up 10 5' lall.
hot wilh lhe saJTM: body weight).

Aside fmm lheir all-fem31c culture and
rejcclion of some beliefs rel31ing 10 repro
duelion. lIeet sociely is similar Iu thaI of
olher Lilhkind. Their Elden mllY be
hollowed-out asteroid statiunl> or large
spacca-olft insteud of tlt In."l:S. bUI they are
slill run by an Ol.e1da. Families do nOI
c,'(iSI: Cltllu:s tire only erealed afler :'I
Lilhkiud dics. and are rnised by Ihe Eld as
new \'ersions of Ihe originaL person - rhe
currenl ruler is a clone of the original
Heet, for inSlanee. and has been lrained as
a leader :'Iod a genetic engineer jusl a.~ she
was. The lIeel rCIa;n many Uthkind super
slitions, and have added Iheir own (for
insl<lnee, a common belief is that mccting
<lny l.ilhkind male e:ln instanlly triggcr a
~lIdden urge to mate wilh him. somelhin.!!
thai is nOl. of COUTlic. troc).

TIle lI~t have spread tu a dOLeIl other
systems (thi,:y prefer aSleroid belts and
gas-giant moons). They m:lintain a lenu
ous cxistemx as free traders. asleroid min·
ers, and smugglers or pir3tes on Ihe
fri,,!,'{.'S of Lithkind sociely. and t(xby :u-e
pariahs bUI nOI outlaws. SELK :lnd the
Council of Noon tolerate them :IS long M
lhey don·t Iry 10 spre.1d Iheir beliefll :md
remain in lheir ships when visiling pon.
Among lhe resl or lhe Ulhkind, they an:
considered somewhere belween perverts
<lnd sorcerers. No one likes 10 travel in an
lIeel ship, bUI most Lithkind mcrchallls
will hire them 10 carT)' cargo or buy on:
from thcm, particularly as IlIdr rlllt'S UIe

often lower then anyone else's.

Comillued 011 lIext ptl8'- . ..



The Ileet
[Continued]

Over the last century. the lIee! have
become somewhat more aggressive. estah
lishing some sffi:lll cnlnnic~ anrl omposts
in rcsollTl:e-rich :l$ll"oroid hells and gas
gi:lnl moon sysll:ms within K"trekreer sec
lOr. This has led to some conniCl~ between
Lithkind and other Hivcr and K'krcc and
minor mec clients in the region. SELK has
reacted to diplomatic cumplaint~ by refer
Ting to the !lect tmders. smugglers. and
scuh:rs as "pirillcs:' but has refused to
take UlI)' Sl:rious actiOlllO rein them ill.

SELK is located in Gzin"!k'i sect.or. occupying 2 l h subsectors and pOflions
of two more. fonnjng all UI1Cllsy buffer wne between the K'kree and the Hive
Federation. SELK maintains trade and diplomatic relations with the Hivers, bur
fears of "Hiver manipulations" have prevcnted elo!>er alliance. Relation!> with the
K'kree are poor at best, with constant border skirrnishc!>.

The Lithk..ind have occupied all habitablc planets in their zone (!>ee map, p. 18)
and are slowly expanding through the rimward and trailing gaps into Kaa G!'Kul
and K'trekreer. They have fought both K'krec and Hivcr clients and independent!>
on both fronts. This "infiltnltion" has not sat well with either major race.

SELK's capital is the Lithkind hOllleworld Izyme (!>ee p. 140). The SELK's
bureaucracy co-ordinates cummunication between the planetary ministries, and
handles foreign relations, interstellar developmeTlt, colonial administration, and the
Lithkind's two military arms. Officials most likely to interact with aliens are
bureaucrats from SELK Adriu i-Shaka (SELKlS). the office of foreign affairs,
either from the SELKlS-K (female office) or SELKIS-R (male office).

Wbo's the supreme executive? When Lithkilld arc asked they give one
answer: the Council of Noon. But no one ever sees the council, and no one
knows whom its members are!

THE COUNCIL OF NOON
The COllncil of Noon does exist, and is accounlable to no one but itself. It is

an oligarchy, hut a very unusual one, for il operates in Ulmost secrecy. It meets
periodically, but the location may vary among hundreds of government facilities
across Lithkind space.

The council hlls 16 times 16 members, half male and half female. Each
serves for a tcrm of 16 Lithkind years (ahout 10 Imperial years). Councilors are
known as Agcnts of Destiny. The routine business of Lithkind government is left
to burcaucrats Rnd local Elds. The Council of Noon deals with foreign powers,
important new technology, and major crises. They manipulate social and eco
nomic Irends to Illaintllin II heahhy, functioning society.

Agents of Destiny are expected to take a long view, looking out for the race
as a whole rather limn any pal1icular segment. They sometimes maneuver events
to act as catalysts for necessary change in the conservative Lithkind socielY, shat~

tering traditions thaI have become dangerously outmoded.
Agents of Destiny arc recruited from those rare individuals who have the

potential to dUlIIge or de.'>troy society: social or economic theorists, charismatic
revolutionaries. ground-breaking inventor.'>, and scientists. An Agent of Destiny
must be willing [0 renouncc his name along with his ties 10 his Eld, friends. and
companions. Agents' dC<'llhs arc fakcd, and their appearance surgically altered.
After an agent's term cxpircs. or if he decides to leave the Council of Noon or is
expelled. his memories will be erased lhrough neurosurgery and drugs.
Similarly. anyone learning an Agent of Destiny's true identity faces death or
similar memory erasure.

All Agents of Destiny arc injecled with II crisis key. which is a sophislicmed
biological computer implant. The crisis key enables the Agent to access Eld and
council data ami command systcms using. an array of passwords which com
mand instant obedicnce from 'Ill government and military computer networks. It
can slore information. giving the IIser total eidetic memory and photographic
recall while within range of such networks. It can provide instant estimates of
the probability of success for actions the lIser undertakes. It is coded to the user's
metabolism and genetic pattem. and will self-destrucf if thc Agent dies or if
removed from the Agent's botly.

Through their crisis keys. social invisibility. ;1nd lheir OWI1 talents. Agents of
Destiny have access to the full wCllllh of the Lithkind civili:wtion. They hflve the
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power to initillie research projects to develop new technology. to eallupoll mili
tary and civilian forces, and to commandeer spacecrdft and monetary funds as
necessary. Agents of Destiny are sometimes called upon to intervene personally
in major crises. although they will usually do so in disguise.

An Agem of Destiny functions in much the same way as an Imperial official
on a covert mission with an Imperial Warrant. Hiver academics believe the
agency is a necessary "defense mechanism" to allow Lithkind society to cut
through the twin layers of male/female bureaucracy and actually get crucial
things dOl/e.

Agents of Destiny rely on subtlety and secrecy. using computer diTcetives
and lesser agents. They never appear in public. Agents have been known to rely
on their ability (0 change government records to give themselves false identities
that place them in the middle of any developing situations. This enables lhe
Agent to have <tccess to first-hand knowledge of what is going on. rather than
relying on the sanitized information filtered through subordinates. Whcn they
reveal their stlllus, Agents do so to as few people as possible. llsing their C0111

puter codes to establish authenticity.
Agents of Destiny are not incorruptible. Over their l,aOO-year hislory. sOll1e

have sought to serve themselves, their Eld. or particular ideologies rather than
the race. Each time, loyal members purged the rogue elements.

MILITARY
Lithkind anned forces are small in number. but well trained amJ equipped.

There are two branches. the female Legion of Midnight and the male Legion of
Starlight.

Ground Forces
The Legion of Midnight is the ground. avialion, and space-transport forces:

250.000 soldiers, organized into 16 division-sized balliegroups plus sUPpol1ing
and special units. Thirteen battlt:groups are "planetary defense" (army) units
with aviation and artillery (including deep meson gun) contingents. Four are
elite "expeditionary" (marine) units capable of space to ground assault.

As the Lithkind are smaller than most other races. their infantry are less
effective in personal combat. Size <ind strength do 1I0t llHlller much in a tiretight
pe" se, but do enable a stronger soldier to carry heavier weaponry. more armor.
and more ammunition. As a result. Lithkind ground troops arc primarily grav
armor crews or pilots. Regular infantry are de-emph<lsizcd, except for the elite
W<tlker in Daylight banledress-equipped units (one brigade per battlegroup), a
few special forces units. and military poliee who also provide security at starport
and government installations. A wide variety of war robots 1.1Ild drones replaces
more traditional lift infantry fonnations.

Space Forces
The Legion of Starlight is the Lilhkind naval forces. consisting of 12 battle

squadrons. 20 cruiser squadrons. four assault squadrons. and several SDB wings.
Assault squadrons have fewer combal ships. but possess assault carriers capable
of lifting an entire Legion of Midnight cXIJl-'ditionary battlcgroup.

The Web of Wanling <..'omplcmclIts these forces. It is an automated planetary
defense system of a very high order of sophistication. with a cOlllmand system
buried on Izyme's moon. The Web of Warding is essentially nn intelligent mine field
in orbit around Izyme and scullered among stratcgic sitcs in its solar system.
Combined with the Legion of Midnight's control of fighter wings and deep meson
gun sites, it is sufficient to proteci Izyme against anylhing shon of a hattie tleet.
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Weaponry

I ndi\'iduals and Elden pnu.:ticc a mili
lUnl sclf-n.:lianl;l,;. UIlU tIll: pructice of
blOlJd·fcud ensures thai most citizens

go aboul f<lf lx:t1er armed then the :tvcr3ge
HiveI' citizell. Almost e"eryont: cl1rries
SUIll\: form of weapon. even jf it's only 11

~'cn:monial knife or needier. Mtlrli.:ll
sports. such as knife~fighting and blow
gun and pistol shO(){ing. are :llso [>Opul:lr.

Lithkind person:!1 wC:lpons :l1'C rJrcly
Inrger ,h:ln a lIuman c:H!'tine _ most
weapons wilh a weight over aboUl 6 Ibs.
:lre 100 awkward for them to usc unless
mounted on a bipod or tripod: pistols ol"l,:r
I lb. must be used two-handed. Suklicrs
prefer lightweight. recuilless weapons.
Fa\'ored melee WCUI)OIlS an,: kllive:. and
shortswonJs. FunKetI r.l.Ilged weapons aR

auto snub pistols, budy pistols. ~lerator
rines. 1asc:1),. and \'cry small caliber gauss
guns (Gauss Needler. p. 82(8). Lilhkind in
txmledress may Gln)' hea,'ier weaponry.

Body Armor
Lilhkind body armor or vaee suiI.';

weigh and eosl Iwo-rhircl.~ as much as
those for HlImanli_ CIOIh and CES arc
populnr. TIle Lirhkind's Iimaller size i.~ an
;H!vanrllge when de.~igning balllcclrcss.
The Walker in Slarlighl Mark 5
(Belh''!'ehar Vakari-5) is the latcst clesi,l;1I
buill to enable Lilhkind llIarines lind
infantry to COUllter the K'kn:o: slrength
aclvulIluge and carry hea"y man-portable
\\'cupons. Its stalistics approximale
hllpro\'o:<! Balliedress (p. OTI tS). bUI it is
mort: \,'OlIlpact :md cheaper: Cr-l9.<X:lO. 206
!bs. (emply). BTV-5 is about 5'8'" lall.



Adventure Seed:
Cycle of Violence

On :I world near the Lithkind border,
a Human merchant named Eileen
ESS:lnclar hirc_~ Ihe party to in\'l':sli

g:lle mysterious a.~sassinmion altem]ll~ and
aCLS of sahotage. She ha.~ no idea who is
behind them: she has no rivals or enemies
that arc thaI upset. She offers CrIOO.OOO
for discovering who is behind Iho.: ulUlCks.

Investigatiun will rc\'cill the Ullucko.:rs
arc frccli.1l1l:c HUl11<l1l (or Ithklur) assas
sins. mercenaries. or the like - with one
oddity: all turn out to be females.

Questioning One of the criminals will
reveal thaI the money and orders come
from the office of Quilla. Ozelda of High
Trees Eld. on Izyme. That explains why the
assassins were all women: High Trees is :l

female Eld, and alThough Lilhkinc1 prohibi
tions do nOI :lpply fO nliens, a female
Lilhkind i~ more eomfonnhle denling with
femnles. Funher rese:J.fCh deepens the puz
zle: Eileen Essandar docs nm deal or com
pete with the High Trees Eld. Also. High
Trees is a comcrvmivc. respectable part of
Lithkind sOl.:iety. Why would it try to COIll
mit murder and S<Jbutage?

The answer is simple: 200 years ago.
Eileen Essanuar's gre<lt-great-grandmother
Karen cheated a Lithkind merchant named
Quilla Oul of a valuable cargo of cybernetic
pans. bringing shame 10 Quilla and c:l\Ising
the loss of her own merchanl ship 10 crecli
tors. Karen Essanclar used the wealth to
help huild the company her descendant now
mns. Eileen knows nOlhing about this. ~U1

the cheated Lithkind remcmbered. and she
pa~sed the grudge on to her descendants.
including the present Quilla. This Quilla
holds the post of Ozelda of II powerful Eld.
II position where she cun commit oriseth
GustifiL-J blood-feud). Being a Lilhkind. she
illstinctively sees her enemy's Sllme-se::o:
descendants us the same person US the origi
nal. And since she believes herself to be the
same person as her own ancestor. she t:Jkes
it very person:tlly.

The investigators c<ln cliscover Ihis hy
tr:tvcling to I,,-yme ,lnd eonfrollling Quilla,
:tlrhollgh if they reve;)1 they nre working
for E~sandar, they may he in danger:
17.yme law recognize~ arise1". and there
would be no penalty for Quillu if she hall
them killell us ugents of her enemy. Or,
lhe party mil)' think tu e::o:amil1l: the
n:curds uf Eileen Essandar's family histo·
ry. If they know about Lithkind cu!lure,
they might make the connection.

TIle best way of resolving the situ:uion
peacefllUy is to tell Essandar whllt they
hnve discovered. She is a fair person. and
would be willing to come 10 terms with
Quilla, perhaps compensating her for her
anceSlQr's ship, Any such negoriation
should require a face-to-face meeting on
Izyme, with Eileen's journey there made
interesting if QuiUa is unable or unwilling
to call off her assassins until p<.:Il(,:C is made.

TECHNOLOGY ANO TRAOE
The Lilhkind have had a spacefaring civilization for at least 3,000 years.

They are almost as advanced as the Hive Federation, with a mix ofTLlO, TLll,
and TL 12 worlds. Partly through long comac! with the Hivers, Lithkind technol
ogy is highly advanced in computers, computer programs, robotics, electronics,
and anti-gravity technology_ Industrial and household robots are common, not all
of them imported from Hiver sources,

Lithkind biotechnology can produce such things as tailored microorganisms
for fighting disease, but their bio-sciences do not measure up [0 those of the
Hivers in 1ll0S[ other fields, such as the creation of artificial organisms.

STARSHIPS
The Lithkind manufacture their own spaceships, but many Elds prefer to buy

Hiver vessels, with internal modifications for chairs, comrols. and staterooms.
All but the largest ships normally have all-male or all-female crews and carry
only passengers of the same gender. In situations where carriage of opposite
gender passengers is unavoidable (for example, a rescue or military spacelift)
they will keep to their own section. and robots will be used to provide service or
expensive and lime-consuming cleansing rituals will be perfonned. (It's a para
dox in Lithkind manners that they will spend considerable time "cleansing"
themselves after coming into contact with someone whose presence they do their
best to ignore when possible ...)

TRADE AND COMMERCE

Lithkind import TLl2 starships, advanced weaponry, and machinc tools, alld
most of their larger ship classes are at least partially assembled ill Fcderation
yards. Lithkind also get along well with many brands of alcohol: good, strong
drink produces a warm euphoria which leaves them feeling calm, soft, and safe.

They also like alien food products compatible with their melabolism, exotic
fabrics, and some cultural works. They prize certain K'kree perfumes (bulusual
ly acquire them via piracy rather than trade). Traders may wish to buy Lithkind
gravities, robots, and cultural goods (in particular, fine textiles and wood carv
ings). Lithkind are also known for producing unlicensed knock-offs of Hivcr
software, which are sometimes bolh cheaper and easier for Humans to usc Ihan
the genuine article.

IZYME
Sf{frport: Class V.
Diameter: 7,753 miles, Armosp"ere: Standard oxygen-nitrogen. Gmviry:

0.95 Gs. SI/Iface Ware,.: 65%. Climare: Temperate. Type: Low iron. Population:
3 billion. Govemll/em: Bureaucracy. Collfrol Raring: 2. TL: 12.

lzyme, the Lithkind's homeworld, is the fourth planet of a yellow GO star.
The planet rotates once every 32 hours. On average. the planet is warmer than
Eanh, but the long nights are cool and comforlable for both Human and Lilhkind
alike. There are six major land masses, but no single large continents. Two-thirds
of Izyme is covered with water, and most of the rest of the world is heavily
forested, with marsh and jungle terrain predominating around the equator.
Izyme's forests are dominated by the great Iz trees, which average 500' high and
60' across.
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Izymc has a single small moon, Trishkat. 17.yme has six large orbital and two
lunnr spaceports and thousands of satellites.

HOUSING ANO CITIES
Lithkind prefer high, slim buildings. Even residential buildings are tall, with

50 floors being average, but each story will be only about 6' high. Commercial
buildings regularly have 200-400 floors. Most connect to three to five other
buildings via branching tubes. The lack of lighting and favored dark green and
gray color schemes can make a Lithkind city resemble a giant forest. Windows
are uncommon if air conditioning is available; Lithkind are not very claustropho
bic. Many buildings have sub-basements with underground fungus gardens.
These are often beautiful. with carefully sculpted terrain and quiet, still pools.

About 2% of Lithkind dwell in (radition~l Iz trees, mainly in rural areas of
Izyme and on those colony worlds where the Iz has successfully been introduced
A tenth of an lz tree is hollowed out, giving some 5,000 cubic feet of living
space without harm to the tree. Most have 5 to 10 separate rooms in the tree's
outer trunk. Iz branches support houses, either made of traditional wood and
paper or fiberglass and light alloys.

Lithkind cities are quiet by day, but come alive at night. They are not lit.
Moving sidewalks, often above ground level, are used in preference to buses or
automobiles. There are no roads, only ground-level sidewalks. Grav vehicles are
in common use for those who can afford them. Landing pads can be found on
most buildings. Intercity transport is provided by elevated monorails using grav
or magnetic levitation.

Visiting a Lithkind city is very difficult for Humans, who are inconveniently
large. Lirhkind starports may have Human-scale lounges and hotels, but normal
doors are 4' high and 1112' wide, and ceilings rarely exceed 5'.

CLOTHING
Lilhkind hate bright. lighl colors and disdain patterns, hut love texture, pre

ferring son, sensual fabric:,>. They like :'>imple, tight-fitting clothing which covers
1Il0st of their body save for their tnil and fnce. Lithkind fashions have chnnged
little over thc last fcw centuries, and are conservative and homogenous; with
sexual allraction playing no role ill society, fashion~ tend toward the utilitarinn.
In cold or wet weather, males add a poncho ,md berel, while femnles wenr n
hooded cloak but go b,)rc-headed. In hal wcather, nudity is com mOll.

Slugthrowing or laser sidcarms and knives aTC worn casually by adult.. of
bOlh sexes at nlllimcs.

ART

Lithkind believe it is bad luck to create images of intelligent beings, for it
binds the soul to Ihe object, possibly interfering with reincarnation amI resulting
in deformed children. Art and sculpture tend toward abstract landscapes, animal
shapes, and mystic symbolism.

Common symbols are an entwined double Iz-tree. symbolizing life and
rebirth, and the spiral in a circle, a warding symbol.

Lithkind music is intricate, weaving complex synthesized harmonics togeth
er with haunting lyrics. The preferred Lithkind format is the long ballad:
Lichkind regnrd music that fails to tell a story as trite. Lithkind literature and
drama is rich, but its cuhural allusions and fragmented abstract style make it
almost impenetrable 10 most orher species, with the exception of many Hivers,
who find it amusing or fascinating.

THE LITHK1ND

Crimson Snakebat
ST: 2 l\'10H:JDOO~C: 20110 Size: I Ill;:';'
DX: 14 PDIDR: 010 Wght: 20 lbs.
IQ: 6 Damage: Id-3cUl Home: Iz)'me
HT: 11/3 RCilCh: C

As COllllllon as cats or dogs in Lithkind
cities (and some space habitats). these ~ni·

mals are long. lifhe. and limbless serpents
wilh sofl crimson-furred bodies, large
earJ::d h:l.llike heads, and leal her)' wings
.~proUling from their necks jusl below Iheir
heads. They arc fairl)' bright (but nOl sapi
ent) and have a dog's loyalty 10 their
owner and a natur.lI homing instinct. and
for that rcason arc allowed 10 run wild
when not in usc. They have the sume rela
tionship to the fierce Icebllts of the
Lilhkiml prehistory th<lt dogs !J<lve to dire
wolves.

Other than playing a crucial role in
certain death rituals (see p. 136). the
snakebars tend 10 keep Lilhkind house
holds fru of various vermin.
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Level
5
4
3
2
I
o

-I
-2

CHARACTER TEMPLATES
Most GURPS Trm'eller templates are suitable for Lilhkind. Those ullsuitable

include the barbarian, marine conunando, scout, and marine commando (officer).
The stereotypical Tleet (see sidebar. pp. 137-138) is a belter. corsair, merchant, or
professor. Midnight Legionaries are army and anny aviation (planelllry defense) or
marines (expeditionary). Starlight Legionaries are equivalent to Il<lvy personnel.
Agent.. of Destiny may come from any background, but the diplomat templatc is
appropriate,

Lithkind
Racial Template

{-35 points}

Lithkind average IT' ~honer and 65
Ibs. lighTer Than a 111Im:m of identical
ST.

Attributes
ST ~2· [.151. DX +IIIOJ.

• Fem;lle~ gel +2 ST during mating: thl.:rc
is no point cost for this. IRISTI

LITHKINO CHARACTERS

The Lithkind racial template is shown in the
sidcbar. The following also applies to cultural
Lithkind:

Social Status
Lithkind status is shown below. Uniquely.

Status 5 Lithkind aren't well-known but instead
become invisible to most of their society; see pp.
138-139.

STATUS TABLE
Status
Agent of Destiny
High official
Middle official, Olzelda of wealthy Eld
Low official, Olzelda of average Eld
Minor burenucral. Olzeda of poor Eld
Average individual
Poor individual
Eldless individual

75 POINTS

Advantages
Acute Heuring +3 161: E:ura Arm

(prehensile lui I) [101: Night Vision [10]:
and Sharp Teeth [5].

Disadvantages
Culur Blindness (partial. -50%) [-5J;

Disciplillcs of Faith (Ritualism) [-10]:
Intulerance (Opposite sex) (-51: Prourl
[-]]: Reduced Hit Points -2 r-I 0): Shon
Lifespan I [-IOJ: and SeJf-{kSlnlcl [-20[.

Agents of Destiny
Agents of Destiny will have these

advanlagCJi;: Ahernate Identity (15J:
Inlerfxe J3ck IHlJ: LcgallmmunilY (201:
.and Staws 5 125) and be built on 200+
character poinLS.

/leet
Members of the lit-oct culture (Stt side

bar. pp. 137-138) n:place Seif-Dt!slruci
[-20] with Soda! Sligma (Minority Group)
[-10). TIlI.:y also suffer from Phobi3 (Male
Lithkind) [-5). An llcer costs 5 poinl."
more than iU1 ordin:uy Lilhkind.

A practitioner of Xyastra. lrisli exist at all lcvels of Lithkind society, and
may serve as de~facto chaplains in 1111.: mililary. Many pick up additional skills
not related to their '·magical" disciplincs. lrisli with psionic talents are rare but
not unknown.

Attributes: ST 8 [Ill, DX 121101.IQ 13130]. HT 10/8 [0].

Advantages: A total of 25 points in Animal Empathy [5]: Autotrance [5]:
Ch~riSll1a [5/levelj: Claim 10 Hospitality [51: Clerical Investment I [5]:
MathclllMical Ahility 1101: Psionics [varies): Reputation [varies]: Sensitive
[5J: and Status I 151.

Disadvantages: A total of ·15 points in Delusion (Xyastra works) HOl and Sense
orouty (Eld) [-51.

Primary Skills: Occultism (M/A) IQ+3 18)-16 and any tll'O of Astronomy.
Cryptology. Diagnosis. Exorcism, History. Hypnotism. Philosophy.
Psychology. or appropriate psionic skills for psionics. all (MflI) IQ [4]·13,

Secondary Skills: Tcaching (M/A) IQ 121-13 plus either Sleight of I-land (Pili)
DX [4]-12 Qr Vcntriloquism (M/H) IQ [4)-13,

Background Skills: Any three of Abacus, Bard. Fortune Telling, Mind Block.
Perfoml<lllcc. Teaching. - all (M/A) IQ-I 11)-12 - or Mathematics - (MIll)
IQ-2 [1]-1 I.
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360-Degree Vision advantage, 42.
Addiction disadvantage, 94.
Age disadvantage, 95.
Ancients,I06-120.122;0I1ift/c/s,

109-110; characters, 107; equilJ
mem, I 14-120; Filial War, 112;
hisTory, 107-108; secrels, 111
113: SF sources. I 13; sites, 113;
sUn'ivors. 112·113; technology.
108-109: till/eline, 106; vehicles,
I 18-120: weopOIlS, I 16-117.

Androids, 114, see also Rabors.
Appeals. 75-76.
Appreciate Beauty (Smells) skill.

45.
Artifacts, 109-110, III.
Artisl (Scent) skill, 45.
Asian. 21. 83.110.
Augury skill. 96.
Avoidancc, II.
Bard skill, 45.
Bardic Lore skill. 45.
Black globes, 117.
Business dealings, 28. 76, 90.

139-140.
Callous disadvantage. 42.
Candory.86-88.
Castes, Droyne, 63-64, 65-68, 73.

93.98·100; Inherilor, 121-122,
121

Casting. see [skyar ceremouy.
Character templates, see

Temp/ates.
Chauvinistic disadvantage. 42.
Chirpers. 63: lemplllle, 97.
Claim to Hospitality advantage,

93.
Claws advantage, 93.
Climbing skill. 45.

Clothes, 50-51, 66.128.141.
Code of Honor (lthklur) advantage,

26-27.
Combat Paralysis disadvantage. 42.
Combat, Hiver limitations in. 45.
Computer Operation skill, 45.
Computers, 49-50.
Confrontation, II.
Consensus. II.
Control ratings, Droyne, 85; Hiver,

36.
Council of Noon, 138-139.
Cowardice disadvantage, 9, 42.
Coyns.70-76. 101.
Crimson snakebats, 136. 141.
Curious disadvantage, 10,41.43.
Cyberwear advantage, 45, 50.
Damage Resistance advantage. 42.
Deathless (krinay/soYlli), 64, 94.

95.
Deckplans. Ci/lzici1l-class

Tralls-IJOn. 58-59; Droyl1e SCOUT.
103: Droyne Trader, 105;
Gizici1l-class General Trader.
62; LJfagic-clun- Utility Vessel,
56.

Decreased Life Support advantage,
93.

Diet. 6, 32. 64, 65,122,133.
Disintegrntors, I 16-117.
Disowned disadvantage. 95.
Dreska)',76-77.
Drone caste, 66: Templare. 99.
Droyne, 63-105: appeals, 75-76;

appearance, 64-65; an, 67:
castes. 63-64, 65-68, 73, 93.
98-100: character tell/plales,
93-94.97-100; CO)'IIS, 70-76:
cmftsmallship, 78-79: equipmem.

101-105: evo/lIlioll, 63-64;/00<1.
64: gOI'emmelll. 80-82, 85;
history, 70-71; Hiwtr policy 011,
22; invisibility, 91,94: language,
75,82-86.88-90: "IIV, 68, 81-82;
life cycle, 68-70; mell1ality, 65;
military. 90-91; mora/e. 76;
mysticism. 70-76; names, 74;
psionics. 93-94. 96-97;
reproduc/iol1. 68; SF sources. 65;
s/llrpol1S, 84; lech levels, 80-85,
94: """fare, 73, 79-80: lI"elipons,
101; lI"illgs, 80; Worlds in
SpilJlI'ard Marches Regioll n/(Ip.
92; aha ~'ee Allcients.

Drug Factory advantage, 42.
Duty disadvantage, 94.
Eld, 135-136.
Embassies, 16, 19,20.
Eskaloyt, 63, 72.
Extra Arms advantage, 42.
Extra Flexibility advamage. 42.
Faz Sense advantage. 42.
Federation. 17-24.35-38. 39,

40-41; agellda, 25: chan/cter
templates, 46-48; citizens, 24-31:
citizens rights, 23: Del'e/0IJmelJl
Agency, 20;/oreign policy, 20-22;
!1iSIOI)', 32-35: Ilumans in, 30:
l/laIJ, 18; miliTia temp/ate. 48;
Navy, 20-21; starp0l1s, 36-37;
s/arships, 55-62: I'ehicles, 53-62;
weapons. 51-54: YOfmg World.\".
30-31.

Final War, 112.
First Manipulation, 32-33.
Flight, 80, 90, JOt. 102:

adrantllge,93,
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Food, see Die/.
Fragile disadvantage. 94.
Fumiture, 51.
Gauss weapons, 51-52.
Glea, II, 37-38; /IIl/p. 37.
Government, DraYl/e, 80-82;

Nil'er. see Federa/ion.
Grandfather, see Yaskoydray.
Gregarious disadvantage, 94.
Guanlll, 32-33, 39.
Gurvin. 28: racial/emIJlme. 44.
Hidebound disadvantage. 94.
High Technology advantage. 42.
History,Anciellls. 107-108: Droyne.

70-71: HiveI', 32-35.
Hive Federation, see FelJermiOIl.
Hivers. 5-62,124.133-134.135;

clllImc/er /emp/mes. 47; commIT
skills limitatiOl1s, 45; emmlssies,
16, 19,20;govemmem, 17-24.
36,39.40-41; !1istory, 32-35;
Inltedlors lind, 124;jobs, 46;
K'kreeand. 9, 34-35: language.
23-24: IlI/vae. 7.10,13; IlIlI'.
21-24: maniplIllIIion, 16-17.
32-33: money, 19: names. 5:
lIests, 13-14: persol/aliTy, 9-11.
39-41: physiology, 5-9: police,
23-24: psiollicsul1d. 9; public
relaTiuns. 31-32: mdal/emp/ml!,
42-43; secrets, 38-41; sellse oj
smell. 5.43: socieTy. 11-17:
Slam,I', 46: Teclmofogy, 49-62;
limekee,Jillg, 8; lopical ell/bs, 15.
21,40-41.

Horning (Telescan) skill. 94.
Horizontal disadvantage, 45.
lIeet, 137-138.
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Imperium, 20-21, 83,110.
Infmvision advantage, 42.
Inheritors, 121-131: Anciellts (ll/d,

122; castes, 121-[22. 123;
character templates, 130-131;
ml'ersand.124; K·kreealld.
125; lallguage, 122-123;
physiology, 121: psychology,
123; social stnlclUre. 123-124;
Spherell'orld. 128·129;
technology, 125-127: weapol/S,
126.

Injury Tolerance advantage. 42.
Insighl's Barb. 51.
Inlelligence. Hiver. 39-41.
Invertebrale disadvantage, 43.
Invisibility (Suggest) skill, 91. 94.
Isk)'arceremony. 65. 66. 69. 73.
Ithklur. 24-27, 34; II/sight's &rb,

51; mari/le clrarocter template.
48; rocial temp/au, 43.

Izyme, 140-141; map, [33.
K'kree,9. 14,20.34-35.83, 110,

125,132,133-134.
Karate skill, 45.
Kritwytsyu, 64. 66. 70.
Kroy/oss.77-78.
Language. Droyne, 75. 82-86.

88-90; FederatiOl1 /lsage, 45;
Glm';Il, 28. 29-32: Hil'('r, 23-24:
Hil'er lrallslation softll"are, 50;
IIlI/eritor, 122-123; Uthkilld. 134.

Larvae. 7. 10. 13.
Lasers, 52. 101.
Law. Dro.me. 68, 81-82; Hirer.

21-24.
Leader casle. 66-67: templOle. 99.
Legal Enforcement ?cwo'ers

acIvnnlage,95.
Link (Telereceive) skill. 94.
Lilhkind. 132-142; clramcter 'em

plales, 142; Council ofNOOI!,
138-139:Hil'e~OJId.133-134.

135: hOlllell'orld, 140: lIut. 137
138: K'kru and, 132. 133-134:
/rmguage. 134: magic. 13&-137;
mi/iwry. 139; /lames. 134;
/,h)'si%gy. 132; psychology.
134; soci"l structllre, 135-139:
techllology, 139-140; weapons,
139.

144

Low Pain Threshold
disadvantage, 43.

Luek advantage, 95.
Manipulation, 16-17. 32-33. 47:

mles.I&-17.
Manual Dexterity advantage. 42.
Maps. Canoo!)'. 87: Droylle

Worlds ill Spillll'ord Marches
Regioll. 92: Glea. 37: Hil'e
Federotion. 18: hyme. 133.

Mathemalics..Hivef.11.
Measures. Hivef. 15.
Mental illness, 23.
Merchants. 28. 76, 90. 140.
Military Rank advantage. 95.
Money, Hiver. 19,46.49.
Mule disadvantage. 43.
Myslicism.70-76.
Names. DroYfle, 74; Hirer, 5;

Inheritor. 122-123; Uthki/ld, 134.
Navy. Federation. 20-21.
Night Vision advantage, 93.
No Sense of Humordisadvantagc, 43.
No Sense of Smellffaste

disadvantage. 43.
Obdul"Jte disadvantage. 95.
Oynprith. 75, 82-86, 88-90.
Oynssork.117.
Oytrip.77.
Panimmunity advantage, 42.
Peripheml Vision advantage. 93.
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Philosophy, Ithklur, 27,43.
Physician skill, 45.
Piloting skill, 76.
Pocket universes, 112, 114-116.
Police. 23-24.
Portals.. 114-116.
Posl-Combat Shakes

disadvantage, 43.
Primitive disadvantage. 94.
Psionic Resistance advantage, 42.
Psionics. DrD)'ne, 93-94, 96-97:
Hil~rsand, 9.

Q-ship,61.
Racial templates, su Templates.
RAM grenades, 52.
Reduced Hit Points disadvantage.

94.
Reduced Speed disadvantage. 43.
Regrowth advantage. 7,42.
Robots. 49. 114, 127-128.
Scent organs. 50. see also Sen.fe of

Smell.
Seamanship skill. 45.
Secret disadvantage, 94.
Secrets. ofti,e AI/ciell/s. 111-113;

ofthe Hivers, 38-41.
Selfish disadvantage, 43.
Selfless disadvantage, 94.
SELK,137-138.
Sense of smell. 5. 43. SO.
SF soorces. 65. 113.
Shimmersuits. 117·118.
Short Lifespan disadvantage. 94.
Sites, Ancien!, 113.
Social Rank advantage, 95-96.
Social Stigma (Visible cyberwear)

disadvantage. 45.
Solomani. 17,21. 71. 83,110.
Sphereworld. 128--129.
Sport caste, 67-68; temp/ate, 100.
StarpOrIS, 36, 84.
Starships. 55-62, 103-105,

118-120. 12&-127, 140; see al.fo
DeckplwlS.

Sterile disadvantage, 95.
Striker advantage, 93.
Suggest (Invisibility) skill, 94.
Tables, Allcient Weapoll, 117;

AnllorModijiers. 51; Coyn. 71:
Coy" SlIbcoste, 73; Droylle Coyn

Chon, 72; Droyne Slaws. 95:
DroYl/e Weopotl, 101;
Federatioll Weapon. 52; Hil'er
Status Eqail'Olents, 46: Inheritor
Status, 131: UtlJi:.illd Status. 142.

Tech Levels, 49. 80, 85, 94, 112.
Technician C3S1e, 67;

template. 100.
Telepathy Power advantage, 93.
Teleportation. 114-116
Telerea:ive (Link) skill. 94.
Telescan (Homing) skill, 94.
Temp[ates: Chirper. 97:

Drotle.99: Droyne racial, 93-94:
Federation Human racial, 44:
Federa/ion militia. 48: Gu",ill
racial. 44; Hh'er let/der, 47;
Hil'er mallipulator, 47;
Hirer racilli. 42-43: Hiller
sto!)'teller. 47: Inheritor Drolle,
131: Inheritor Qneelt, 131:
Inheritor Soldier. 130-131;
Inheritor Worker, 130; Itllkltlr
marille. 48: Itllklur racial. 43;
Leader. 99; Uthkind Irisri. 142:
Uthkil/dradt/I. 142:Spon. 100:
Teclr-f1ician. 100: Warrior. 98:
Wo,*er. 98: Zn'rac/lk racial. 44.

Topical clubs. 15,21,40-41.
Trade. 28. 76. 90. 139-140.
Translation software, SO.
T)'afelm.76.
Vargr. 22. 83, 110.
Vehicles. 53-62, 102. 118.
Voice advantage. 45.
Volatile inlelligence. 41.
Warrion:aste, 66; templote, 98.
Weak Immune System

disadvantage, 43.
Weights, Hiver. 15.
Wings. SO. 90.
Worker caste. 66; templat/!, 98.
Yaskoydray, 70-71, 75,111-113.
Yotroy, 78.
Young Worlds, 30-31.
Za·tachk. 29-30: racial

template, 44.
Zhodani.21.83, 110.





Exploring the worlds
for online support

H/hen you bought this book you also
bought extensive online support for
your game. At the 5j Game~ web site
(www.sjgames.com). you'll find tons
of support material for GURPS (<1nd
.my other Stt:ve J<lckson g<lme) at 1W

extra cbarge. Here are just a few of
the things you get:

• News! Find out what's new, what's
coming soon :lnd what's on the
horizon.

• A complete listing of our games,
wil"h cmrcnt prices, and the hllest
support materials and errata!

• Access to \,Varchollse 23 (if you have
to ask, you aren't cleared to know).

• A chance to hid on unique items at
the Auction Pnge.

• Inform:uion on how to join a
mailing list that supports your game.

• A c"tillog of all Ollr products,
including T-shirts, pins, key-chains
and pcmbnts.

• And a whole lot more - all fully
searchable!

go to . ..
•wn.sJuames.com

The ]oumal of tl,e Travellers'
Aid Society was first published
in 1979 by GDW. Inc. to
provide additional material
(rules, variants, advemures,
equipment and background
development) for Travelfer and
related products, and ro keep
Traveller fans informed on
what was happening with the
game. The hardcopy version of
]TAS ceased publication in
1985, merged into GDW's
magazine Challenge.

Now]TAS continues that same
tradition onto the web, providing

H'":§.:-:;~o!'!~:...•~"l."':";35;;;-"'~E
support for Traveller in all its forms -----
and incarnations. We cover Classic
Traveller, MegaTraveller, Travellel-: the New Era,
Traveller 4th edition, and CURPS Traveller. We'll
keep you informed on what's happening, what's
come out, and what's coming up for the premiere
science fiction RPG. The online format also allows
]TAS to offer an interactive forum for Traveller fans
to discuss the game and keep it alive and growing.
Updated weekly, JTAS features:

~ Traveller articles, news, and reviews, plus a
weekly editorial by Loren Wiseman.

~ A searchable archive of back Tmueller 11"1".'11'1
articles in both ]TAS and Pyml1lid.

~ Discussion boards on an increasing
variety of topics.

~ Live Chat sessions at Brubek's, the
virtual bar.

~The equivalent of approximately
5 full-sized Traveller books each year.

JfAS is edited by Loren Wiseman, an original partner
of GDW and currently GURPS Traveller line editor
for Steve Jackson Games. ]oltmal of the Travellers'
Aid Society and Traveller are trademarks of Far
Future Entelprises.

STEVE .JACKSON GAMES;1~iE~
jtas.sjgarnes.com t;
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