Star Frontiers City Map

This is the city map of Port Loren that came with the Star Frontiers Alpha Dawn boxed set. It's almost complete. All that remains is adding the monorail and the bushes. 

I will be adding hotspots / links to this map as I have a page ready for that building to jump to. Right now the "Weapons" shops have hot spots and will jump to a page with a list of weapons from both Alpha Dawn and Zebulon's Guide. 
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[ Weapons | Links | Survival Gear | BodyComps | Races | ? | ? ]
	The Map of Volturnus

The map of Volturnus - used with Star Frontiers modules SF-0 (Crash on Volturnus),
SF-1 (Volturnus, Planet of Mystery), and SF-2 (Starspawn of Volturnus). 

Click the map to view the full size version. Click here for information on the utility used to create the map. 








Star Frontiers Weapons

Note: Many of the weapons are shown from both the Alpha Dawn Rules and the Zebulon's Guide Rules to illustrate the differences. ZG rules show damage as a maximum figure, to be divided into four increments depending on the roll on the resolution table. Melee weapons are shown only once with the different damages displayed together (AD/ZG).

[ Beam | Projectile | Needler | Gyrojet | Spray | Grenades | Explosives ]
[ Missile Launchers | Missile Warheads | Archaic/Melee | Powered Melee ] 

	Beam Weapons

	Weapon
	Damage
	Ammo
	SEU use
	Rate
	Mass (kg)
	Cost (cr)

	Laser Pistol
	1d10/seu
	20 seu clip
	1 - 10
	2
	1
	600

	Laser Ke-1000 snub
	8/seu
	20 seu clip
	1 - 10
	2
	1
	600

	Laser Ke-1500 pistol
	12/seu
	20 seu clip
	1 - 10
	2
	2
	750

	Laser Rifle
	1d10/seu
	20 seu clip
	1 - 20
	2
	3
	800

	Laser Ke-2000 rifle
	16/seu
	20 seu clip
	1 - 20
	2
	3
	800

	Heavy Laser
	1d10/seu
	100 seu pack
	5 - 20
	1
	20
	6000

	Laser Ke-5000 rifle
	100/seu
	100 seu pack
	5 - 20
	1
	20
	6000

	
	
	
	
	
	
	

	Electrostunner
	4d10 / stun
	20 seu clip
	2
	1
	1
	500

	(Electrostunner)
	40/stun
	20 seu clip
	2
	1
	1
	500

	Sonic Stunner
	stun
	20 seu clip
	2
	1
	1
	500

	(Sonic Stunner)
	stun
	20 seu clip
	2
	1
	1
	500

	Sonic Disruptor
	6/4/2/1d10
	20 seu clip
	4
	1
	4
	700

	(Sonic Disruptor)
	60
	20 seu clip
	4
	1
	4
	700

	Sonic Devastator
	20/15/10/5d10
	100 seu pack
	10
	1
	15
	5000

	(Sonic Devastator)
	80
	100 seu pack
	10
	1
	15
	5000

	
	
	
	
	
	
	

	Rafflur M-1
	28
	microdisc
	all
	1
	0.5
	300

	Rafflur M-2
	32
	10 seu clip
	2
	2
	1
	650

	Rafflur M-3 (starlaw)
	36
	10 seu clip
	2
	2
	2
	825

	Rafflur M-4
	special
	10 seu clip
	10
	1
	3
	1000

	Rafflur M-6
	40
	10 seu clip
	2
	2
	4
	900

	Rafflur M-8
	44
	10 seu clip
	2
	1
	5
	1200

	Rafflur M-10
	52
	100 seu pack
	5
	1
	22
	8000

	
	
	
	
	
	
	

	Maser Pistol
	32
	10 seu clip
	2
	1
	1
	675

	Maser Razer (Rifle)
	40
	10 seu clip
	2
	1
	2
	850

	
	
	
	
	
	
	

	WarTech Alpha-Bolt
	10/seu
	10 seu clip
	1 - 10
	1
	2
	3000

	WarTech Omega-Bolt
	1d100
	20 seu clip
	5
	1
	3
	4000
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	Projectile Weapons

	Weapon
	Damage
	Ammo
	SEU use
	Rate
	Mass (kg)
	Cost (cr)

	Automatic Pistol
	1d10/5d10
	20 rounds
	n/a
	3(1)
	2
	200

	5.56 cal. Auto-pistol
	44/12
	20 rounds
	n/a
	3(1)
	2
	200

	Automatic Rifle
	1d10/5d10
	20 rounds
	n/a
	3(1)
	4
	300

	5.56 cal. Auto-rifle
	44/12
	30 rounds
	n/a
	3(1)
	4
	300

	Shotgun
	2d10
	6 shells
	n/a
	2
	4
	200

	Auto Shotgun
	2d10
	10 shells
	n/a
	3
	4
	500

	Sawed-off Shotgun
	2d10/ 4d10
	2 shells
	n/a
	2(1)
	3
	150

	Machine Gun
	10d10
	10 bursts
	n/a
	1
	20
	2000

	Recoilless Rifle
	12d10
	1 shell
	n/a
	1 - 2
	20
	4000
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	Needler Weapons

	Weapon
	Damage
	Ammo
	SEU use
	Rate
	Mass (kg)
	Cost (cr)

	Needler Pistol
	2d10/1d10+sleep
	10 shots
	n/a
	3
	1
	200

	Needler I
	16/8+sleep
	10 shots
	n/a
	3
	1
	200

	Needler II
	20/8+sleep
	10 shots
	n/a
	3
	2
	300

	Needler Rifle
	3d10/1d10+sleep
	10 shots
	n/a
	3
	3
	400

	Needler III
	24/8+sleep
	10 shots 
	n/a
	3
	3
	400
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	Gyrojet Weapons

	Weapon
	Damage
	Ammo
	SEU use
	Rate
	Mass (kg)
	Cost (cr)

	Gyrojet Pistol
	2d10
	10 rounds
	-
	3
	1
	200

	Gyrojet Sidearm
	20
	10 rounds
	-
	3
	1
	200

	Gyrojet Rifle
	3d10
	10 rounds
	-
	3
	4
	300

	Gyrojet Rifle
	28
	10 rounds
	-
	3
	4
	300

	Grenade Rifle
	as grenade
	1 bullet
	-
	1 / 2
	4
	700

	Grenade Rifle
	as grenade
	1 bullet
	-
	1 / 2
	4
	700

	Grenade Mortar
	as grenade
	1 shell
	-
	1 / 2
	15
	2000

	Grenade Mortar
	as grenade
	1 shell
	-
	1 / 2
	15
	2000
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	Spray Weapons

	Weapon
	Damage
	Ammo
	SEU use
	Rate
	Mass (kg)
	Cost (cr)

	Acid Sprayer
	varies
	10-squirt tank
	-
	1
	5
	1300

	Flame Thrower
	44/ special
	20-shot tank
	-
	1 / 2
	5
	1500
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	Grenades

	Weapon
	Damage
	Blast Radius (m)
	Mass (kg)
	Cost (cr)

	Caltrop
	slick surface
	5
	-
	10

	Chaff
	blocks IR
	?
	-
	?

	Concussion
	stun
	?
	-
	?

	Flash
	surprise
	3
	-
	10

	Foam - Acid
	16/turn
	3
	-
	45

	   - Chemical
	defoliates
	3
	-
	40

	   - Dye
	marking
	3
	-
	10

	   - Extinguish
	smother flame
	3
	-
	10

	   - Irritant
	8/turn
	3
	-
	25

	   - Slick
	slick surface
	3
	-
	20

	   - Solid (rare)
	entrapment
	3
	-
	100

	   - Rad-blast
	blocks radiation
	3
	-
	30

	Fragmentation
	8d10
	3
	-
	20

	Fragmentation
	64
	3
	-
	20

	Gas - Doze
	sleep
	3
	-
	10

	   - Dusk
	dim light
	3
	-
	20

	   - Nightfall
	darkness
	3
	-
	25

	   - Poison
	S5/T10
	3
	-
	30

	   - Smoke
	-10 to hit
	3
	-
	10

	   - Smoke
	-1 CS
	3
	-
	10

	Incendiary
	4d10+1d10 for 3 turns
	3
	-
	20

	Incendiary
	32 + 8x3 turns
	3
	-
	20

	Infra
	sensor damage
	3
	-
	20

	Sonic - Marble
	16
	1
	-
	8

	Sonic - Polyhedron
	56
	3
	-
	25

	Sonic - Boomer (rare)
	80
	5
	-
	75

	Tangler
	entanglement
	3
	-
	25
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	Explosives

	Weapon
	Damage
	Mass (kg)
	Cost (cr)

	Tornadium D-19
	5d10+475
	1
	50

	Tornadium D-20 
	-
	1
	100

	Plastid 
	-
	1
	500
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	Missile Launchers

	Weapon
	Damage
	Ammo
	Mass (kg)
	Cost (cr)

	Rocket Launcher
	15d10
	1 rocket
	15
	5000

	Popper (Launcher)
	varies
	6 micromissiles
	15
	1500

	Missilier (Launcher)
	varies
	20 seu clip - types I,II only
	10
	2000

	MLTC's (Launcher)
	varies
	one type (I-III) only
	2
	1200/tube

	Missiles

	Micromissile
	52
	-
	1
	25

	Missile I
	(1 warhead)
	-
	2
	30

	Missile II
	(2 warheads)
	-
	4
	50

	Missile III
	(3 warheads)
	-
	5
	75
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	Missile Warheads

	Weapon
	Damage
	Blast Radius (m)
	Mass (kg)
	Cost (cr)

	Antimissile
	none
	none
	1
	50

	Electrical Discharge
	electrical short
	5
	1
	55

	Field Crusher
	66
	target (forcefields only)
	1
	35

	Foam
	varies
	6
	1
	30

	Gas 
	varies
	8
	1
	30

	High Explosive
	75
	7
	1
	40

	Scanner

	    EM
	-
	-
	1
	50

	    Infrared
	-
	-
	1
	50

	    Motion
	-
	-
	1
	70

	    Radar
	-
	-
	1
	85

	    Radioactive
	-
	-
	1
	35

	    Shape
	-
	-
	1
	85

	    Sonar
	-
	-
	1
	40

	    Ultraviolet
	-
	-
	1
	50

	Sonic
	Stun
	6
	1
	35

	Standard Explosive
	68 x Msl#
	5
	1
	35

	Tangler
	Entrapment
	5
	1
	30
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	Archaic / Melee Weapons

	Weapon
	Damage
	Mass (kg)
	Cost (cr)

	Axe
	2d10 / 16
	1
	15

	Bottle/Mug
	1d5 / 4
	1
	-

	Bow
	1d10 / 9
	-
	50

	Brass Knuckles
	1d10 / 6
	-
	10

	Chain/Whip
	1d10 / 7
	2
	20

	Chair
	1d10 / 5
	2
	-

	Club (small)
	1d10 / 5
	-
	-

	Garrote
	1d10 (special)
	-
	5

	Javelin
	14
	2
	15

	Knife
	1d10 / 10
	-
	10

	Knuckle Knife
	2d10/ 16
	1
	25

	Musket
	1d10
	2
	100

	Net, weighted
	entrapment
	4
	35

	Nightstick
	2d10 / 12
	1
	20

	Pistol Butt
	1d10 / 8
	-
	-

	Polearm
	4d10 / 26
	4
	40

	Rifle Butt
	2d10 / 18
	-
	-

	Spear
	2d10 / 4
	2
	20

	Sword
	3d10
	2
	30

	Sword, small
	13
	1
	15

	Sword, medium
	20
	2
	30

	Sword, large
	28
	3
	45







 HYPERLINK "http://www.geocities.com/Heartland/Ranch/3498/sf-mapa.html" 

 INCLUDEPICTURE "http://www.geocities.com/Heartland/Ranch/3498/btn2off.gif" \* MERGEFORMATINET 



 HYPERLINK "http://www.geocities.com/Heartland/Ranch/3498/starfrontiers.html" 

 INCLUDEPICTURE "http://www.geocities.com/Heartland/Ranch/3498/btn0off.gif" \* MERGEFORMATINET 



	Powered Melee Weapons

	Weapon
	Damage
	Ammo
	SEU use
	Mass (kg)
	Cost (cr)

	Electric Sword
	4d10 or stun/32 or stun
	20 seu clip
	2/hit
	2
	150

	Electric Whip
	3d10 or stun
	20 seu clip
	2/hit
	1
	100

	Force Axe
	48
	20 seu clip
	2/hit
	2
	450

	Shock Gloves
	2d10 / 16
	power pack
	2/hit
	-
	50

	Sonic Knife
	3d10 / 24
	20 seu clip
	1/hit
	1
	50

	Sonic Sword
	5d10 / 40
	20 seu clip
	2/hit
	1
	300

	Spray Hypo
	special
	-
	-
	1
	10

	Stunstick
	3d10 or stun/24 or stun
	20 seu clip
	2/hit
	1
	75

	Vibroknife
	2d10 / 20
	20 seu clip
	1/hit
	1
	25
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Star Frontiers Survival Equipment

Note: Many sources were used to create this list. A list of the sources appears at the bottom along with a symbol that is used to indicate which source a particular item came from.

[ Survival Gear | Shelters | Jungle/Rain Forest Environment | Forest Environment ]
[ Marine/Water/Oceanic Environment | Arctic/Glacier/Tundra Environment | Desert Environment ] 

[ Mountainous/Cavernous Environment | Source Legend | Notation Legend ] 

	Survival Gear

	Source
	Item
	Cost (cr)
	Mass (kg)
	
	
	

	3
	Airtank
	50
	1
	
	
	

	
	Allweather Blanket
	20
	-
	
	
	

	al
	Altitude Decomp. Coccoon
	
	
	
	
	

	t
	Biosampler
	20
	1
	
	
	

	t
	Climbing Gear
	150
	12
	
	
	

	
	Compass
	10
	-
	
	
	

	al
	Det-Cord (10 m) ##
	50
	1
	
	
	

	t
	Down-Link Nav. Receiver
	500
	5
	
	
	

	zg
	Emergency Beeper
	25
	-
	
	
	

	zg
	Emergency Receiver
	25
	1
	
	
	

	
	Everflame
	5
	-
	
	
	

	t
	Flares (normal)
	5
	-
	
	
	

	zg
	Food Purifier
	650
	20
	
	
	

	t
	Fuel Station #
	1200
	20
	
	
	

	
	Gas Mask
	30
	-
	
	
	

	zg
	Grappling Gun
	200
	5
	
	
	

	zg
	Extra Grapple
	25
	3
	
	
	

	zg
	Extra Explosive Head
	15
	-
	
	
	

	zg
	100 meters microline
	5
	1
	
	
	

	
	Holoflare
	5
	1
	
	
	

	zg
	Hot Rations Pack
	2
	-
	
	
	

	t
	Inertial Compass
	80
	0.5
	
	
	

	t
	Inertial Map
	500
	1
	
	
	

	al
	Inflatable Life Raft and Oars
	100
	4
	
	
	

	zg
	Life Bubble
	175
	20
	
	
	

	
	Life Jacket
	10
	1
	
	
	

	
	Machete
	30
	3
	
	
	

	
	Survival Rations
	2
	-
	
	
	

	
	Toxy-Rad Gauge
	20
	-
	
	
	

	
	Vitasalt Pills
	1
	-
	
	
	

	zg
	Water D/ Purifier
	150
	1
	
	
	

	zg
	Extra Filter
	15
	-
	
	
	

	
	Water Pack
	4
	4
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	Shelters

	Source
	Item
	Cost (cr)
	Mass (kg)
	
	
	

	zg
	Crete Sprayer
	150
	5
	
	
	

	zg
	Tank of Crete
	40
	1
	
	
	

	zg
	Infla-Tent
	200
	30
	
	
	

	zg
	Air Cannister
	5
	3
	
	
	

	zg
	Coolant Canister
	20
	3
	
	
	

	zg
	Insulation Canister
	20
	3
	
	
	

	1
	Enviro Proofing
	see article
	
	
	
	

	t
	Pressure Tent
	1000
	2
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Survival Equipment Grouped By Environment 

	Jungle/Rain Forest Environment

	Source
	Item
	Cost (cr)
	Mass (kg)
	
	
	

	al
	Det-Cord (10 m)
	50
	1
	
	
	

	al
	Explorer's Fatigues
	80
	2
	
	
	

	zg
	Food Purifier
	650
	20
	
	
	

	
	Machete
	30
	3
	
	
	

	zg
	Water D/ Purifier
	150
	1
	
	
	

	zg
	Extra Filter
	15
	-
	
	
	

	
	Foam Grenade - Defoliant
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	Forest Environment

	Source
	Item
	Cost (cr)
	Mass (kg)
	
	
	

	al
	Det-Cord (10 m)
	50
	1
	
	
	

	al
	Explorer's Fatigues
	80
	2
	
	
	

	zg
	Food Purifier
	650
	20
	
	
	

	
	Machete
	30
	3
	
	
	

	zg
	Water D/ Purifier
	150
	1
	
	
	

	zg
	Extra Filter
	15
	-
	
	
	

	zg
	Extra Filter
	15
	-
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	Marine/Water/Oceanic Environment

	Source
	Item
	Cost (cr)
	Mass (kg)
	
	
	

	t
	Diving Gear (wetsuit, fins, goggles, air tank)
	700
	10
	
	
	

	a
	Wetsuit (dralasite)
	?
	?
	
	
	

	a
	Scuba Gear (vrusk)
	?
	?
	
	
	

	a
	Breathing Tank Refill (3 hours)
	5
	-
	
	
	

	t
	Underwater Rebreather
	2000
	10
	
	
	

	t
	Undersea Sled
	150
	60
	
	
	

	t
	Mini-Sub
	20000
	2500
	
	
	

	t
	Deep Sea Rescue Robot
	1200
	250
	
	
	

	t
	Sea Baggie
	75
	2
	
	
	

	t
	Water Breather
	75
	1
	
	
	

	al
	Pressure Dial
	35
	1
	
	
	

	al
	Underwater Flares
	5
	-
	
	
	

	al
	Shark Repellent
	45
	1
	
	
	

	al
	Spear Gun
	200
	2
	
	
	

	al
	spear
	20
	1
	
	
	

	al
	explosive head
	20
	-
	
	
	

	al
	Buoy
	50
	2
	
	
	

	al
	Ankle Weights
	50
	3
	
	
	

	al
	Decompression Chamber
	2500
	500
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	Arctic/Glacier/Tundra Environment

	Source
	Item
	Cost (cr)
	Mass (kg)
	
	
	

	3
	Chillsuit (cold climes)
	400
	1
	
	
	

	al
	Glacier Glasses
	10
	-
	
	
	

	al
	Snow Shoes
	20
	-
	
	
	

	zg
	Hot Rations Pack
	2
	-
	
	
	

	1
	Thermo Sign Generator
	1000
	100
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	Desert Environment

	Source
	Item
	Cost (cr)
	Mass (kg)
	
	
	

	al
	Stillsuit (hot climes)
	
	
	
	
	

	
	Sungoggles
	2
	-
	
	
	

	
	Vitasalt Pills
	1
	-
	
	
	

	zg
	Water D/ Purifier
	150
	1
	
	
	

	zg
	Extra Filter
	15
	-
	
	
	

	
	Water Pack
	4
	4
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	Mountainous/Cavernous Environment

	Source
	Item
	Cost (cr)
	Mass (kg)
	
	
	

	al
	Altitude Decomp. Coccoon
	
	
	
	
	

	t
	Climbing Gear
	150
	12
	
	
	

	al
	Explorer's Fatigues
	80
	2
	
	
	

	zg
	Food Purifier
	650
	20
	
	
	

	
	Machete
	30
	3
	
	
	

	zg
	Water D/ Purifier
	150
	1
	
	
	

	zg
	Extra Filter
	15
	-
	
	
	

	
	Climbing Boots
	
	
	
	
	

	
	Helmet w/ Powerlight
	
	
	
	
	

	
	I-R Goggles
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	Source Legend

	Symbol
	Source
	
	
	
	
	

	1
	appears in article "fistful of dollars" - dragon magazine
	
	
	
	
	

	2
	appears in article "tanks a lot" - dragon magazine
	
	
	
	
	

	3
	appears in the module "bugs in the system"
	
	
	
	
	

	zg
	appears in zebulon's guide
	
	
	
	
	

	kh
	appears in the knight hawks rules
	
	
	
	
	

	t
	appears in the "2300 AD Equipment Guide"
	
	
	
	
	

	al
	added by Albin Johnson, see Equip.Doc
	
	
	
	
	

	ds
	appears in the Deep Space sourcebook for Cyberpunk
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	Notation Legend

	Symbol
	Notation
	
	
	
	
	

	r
	this item can be added to a robot at its cost plus 10% installation fee
	
	
	
	
	

	*
	this item must be plugged into a powerpack to operate. It uses 1 SEU/minute while in operation
	
	
	
	
	

	V
	variable, see description in text see Equip.Doc for Star Frontiers modifications
	
	
	
	
	

	#
	item sold only at authorized locations to authorized buyers
	
	
	
	
	

	##
	character must have license to carry this item
	
	
	
	
	

	###
	item illegal
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The BodyComp Factory

Welcome to The BodyComp Factory 

We have everything you could possibly want in a Bodycomp. We have all the possible accessories, including helmets. You can either buy a pre-assembled Bodycomp for the standard parts cost plus 5% assempbly or you can buy the individual parts and put it together yourself. You can also have us build you a Custom Bodycomp for the standard parts cost plus 12.5% assembly. 

[ Econo BodyComp Package | Value BodyComp Package ]
[ Deluxe Value BodyComp Package A | Deluxe Value BodyComp Package B ]
[ Diamond Enforcer BodyComp Package | Spacer BodyComp Package (By Albin Johnson) ] 

	Econo BodyComp Package


	Item

	Cost

	Kgs


	BodyComp Belt

	1,000

	2.0


	Six Pack Power Pack

	200

	1.0


	Type A Processor Pack

	500

	1.0


	1) Chrono-Calc (A)

	100

	0.1


	2) Help-Beam (A)

	250

	0.1


	3) Map-Calc (A)

	200

	0.1


	4) Audio-Act (A)

	300

	0.1


	5) Dis-Viz (A)

	150

	0.1


	6) Comp-Talk (A)

	400

	0.1


			
	Sub-Total

	3,100

	4.6


	Pre-Assembly

	155

	-


	Audio-Act Throat Microphone

	100

	0.1


	Comp-Talk Ear Insert

	75

	0.1


	Helmet

	75

	2.0


	Dis-Vis Half Visor

	55

	0.1


			
	Total

	3,560

	6.9


			
	Optional Items:


	Upgrade to Dis-Vis Laser Projector

	70

	-


	Help-Beam Receiver

	280

	0.1


	Map-Calc Readout Screen

	140

	1.0


	Progit, Fake

	10

	0.1



	
	Value BodyComp Package

Item

Cost

Kgs

BodyComp Belt

1,000

2.0

Six Pack Power Pack

200

1.0

Type B Processor Pack

750

1.0

1) Help-Beam (A)

250

0.1

2) Audio-Act (A)

300

0.1

3) Comp-Talk (A)

400

0.1

4) Prog-Switch (B)

850

0.1

5) Med-Inject (B)

900

0.1

6) Body-Scan (B)

1,100

0.1

Sub-Total

5,750

4.6

Pre-Assembly

285

-

Audio-Act Throat Microphone

100

0.1

Comp-Talk Ear Insert

75

0.1

Med-Injector Unit

90

0.1

Total

6,300

4.9

Option Items:

Help-Beam Receiver

280

0.1

Prog-Switch, Extra

25

-

Progit, Fake

10

0.1
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	Deluxe Value BodyComp Package A


	Item

	Cost

	Kgs


	BodyComp Belt

	1,000

	2.0


	10 Pack Powerpack

	300

	1.0


	Type B Processor pack

	750

	1.0


	Help-Beam (A)

	250

	0.1


	Audio-Act (A)

	300

	0.1


	Comp-Talk (A)

	400

	0.1


	Trans-Comp 1 (A)

	700

	0.1


	Trans Comp 2 (B)

	1,400

	0.1


	Body-Scan (B)

	1,100

	0.1


	Medi-Injector (B)

	900

	0.1


	Prog-Switch (B)

	850

	0.1


	Comm-Link (B)

	1,200

	0.1


	Prog-Lock (B)

	850

	0.1


			
	Sub-Total

	10,000

	5.0


	Pre-Assembly

	500

	-


	Audio-Act Throat Microphone

	100

	0.1


	Comp-Talk Ear Insert

	75

	0.1


	Med-Injector Unit

	90

	0.1


			
	Total

	10,765

	5.3


			
	Option Items:


	Help-Beam Receiver

	280

	0.1


	Prog-Switch, Extra

	25

	-


	Prog-Lock, Extra

	20

	-


	Progit, Fake

	10

	0.1



	
	Deluxe Value BodyComp Package B

Item

Cost

Kgs

BodyComp Belt

1,000

2.0

10 Pack Powerpack

300

1.0

Type B Processor pack

750

1.0

Help-Beam (A)

250

0.1

Audio-Act (A)

300

0.1

Comp-Talk (A)

400

0.1

Calc-All (A)

600

0.1

CAS-Interface (A)

100

0.1

Body-Scan (B)

1,100

0.1

Medi-Injector (B)

900

0.1

Prog-Switch (B)

850

0.1

Comm-Link (B)

1,200

0.1

Prog-Lock (B)

850

0.1

Sub-Total

8,600

5.0

Pre-Assembly

430

-

Audio-Act Throat Microphone

100

0.1

Comp-Talk Ear Insert

75

0.1

Med-Injector Unit

90

0.1

Total

9,295

5.3

Option Items:

Help-Beam Receiver

280

0.1

Prog-Switch, Extra

25

-

Prog-Lock, Extra

20

-

Progit, Fake

10

0.1
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	Diamond Enforcer BodyComp Package


	Item

	Cost

	Kgs


	BodyComp Belt

	1,000

	2.0


	King Pack Powerpack

	500

	1.0


	Type D Processor pack

	1250

	1.0


	Audio-Act (A) - Helmet

	300

	0.1


	Comp-Talk (A) - Helmet

	400

	0.1


	Dis-Vis (A) - Helmet

	150

	0.1


	Helm-Link (A)

	100

	0.1


	Body-Scan (B)

	1,100

	0.1


	Medi-Injector (B)

	900

	0.1


	Comm-Link (B)

	1,200

	0.1


	Comp-Sight I (C)

	2,000

	0.1


	Comp-Sight II (C)

	2,200

	0.1


	Comp-Sight III (C)

	2,400

	0.1


	Comp-Sight IV (D)

	3,500

	0.1


	Master-Comp (D)

	5,000

	0.1


			
	Sub-Total

	22,000

	5.0 *


	Pre-Assembly

	1,100

	-


	Audio-Act Throat Microphone

	100

	0.1


	Comp-Talk Ear Insert

	75

	0.1


	Med-Injector Unit

	90

	0.1


	Helmet w/ Sonic Headphones

	300

	2.0


	Dis-Vis 1/2 Visor

	55

	0.1


			
	Total

	24,720

	7.4


			
	Option Items:


	Upgrade Dis-Vis Laser Projector

	70

	-


	Battle BodyComp Belt

	70

	2.0


	Progit, Fake

	10

	0.1


	* Max weight of a BodyComp w/ 12 Prodgits



	
	Spacer BodyComp Package (By Albin Johnson)

Item

Cost

Kgs

BodyComp Belt

1,000

2.0

Full Pack Powerpack

400

1.0

Type C Processor pack

1000

1.0

Audio-Act (A) - Helmet

300

0.1

Comp-Talk (A) - Helmet

400

0.1

Dis-Vis (A) - Helmet

150

0.1

Helm-Link (A)

100

0.1

Calc-All (A)

600

0.1

CAS-Interface (A)

100

0.1

Comm-Link (B)

1,200

0.1

Hear-All (C)

1,600

0.1

Prog-Motors (C) *

1,100

0.1

Stop-Hear (C)

2,100

0.1

Sub-Total

10,050

5.0

Pre-Assembly

500

-

Audio-Act Throat Microphone

100

0.1

Comp-Talk Ear Insert

75

0.1

Helmet w/ Sonic Headphones

300

2.0

Dis-Vis 1/2 Visor

55

0.1

Gas Mask

30

0.1

IR/Starlight Omnoculars

600

2.5

Solar Visor

125

1.0

Computer Link

???

0.1

Total

11,835

11.0

Option Items:

Help-Beam Receiver

280

0.1

Prog-Switch, Extra

25

-

Prog-Lock, Extra

20

-

Upgrade Dis-Vis Laser Projector

70

-

Progit, Fake

10

0.1

* Prog-Motors controls the gas mask, solar visor,

sonic headphones, and IR omnoculars.
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Star Frontiers Races
The Human
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HUMAN
Average Size: 1.9 meters tall 
Average Mass: 80 kg (male), 55 kg (female) 
Average Lifespan: 200 years 
Reproduction: heterosexual, viviparous 
Body Temperature: 37 C

PHYSICAL APPEARANCE AND STRUCTURE
Typical adult Humans are approximately 2 meters tall, and have two arms and two legs. They are warm-blooded omnivores with internal skeletons. Both hands have four fingers and one opposable thumb, which allows them to grip and use tools. Their arms are jointed at the shoulder, elbow and wrist. Their legs are similar, being jointed at the hip, knee and ankle. Humans walk upright. 

Human skin color varies over a wide range, including pale white and pink, tan, pale yellow, red, brown and black. This color does not change as the Human matures. Most Humans have hair covering the top and back of the head, and males also have hair on their chins and throats. Hair color varies from white and yellow to red, brown and black, gradually changing to gray as the Human ages. 

SENSES 

Humans have color vision, sensing the spectrum between infrared and ultraviolet wavelengths. They have good depth and motion perception. Their hearing covers a range from 16 to 27,000 cycles per second, with good separation and direction-sensing qualities. Their skin is touch-sensitive. Their senses of taste and smell are not as highly developed as their sight. 

SPEECH 

Humans speak by forcing air from their lungs through a larynx or voicebox and shaping sounds with their lips and tongue. They can create a wide range of sounds, and have no difficulty speaking Pan-Galactic and Yazirian languages. 

SOCIETY AND CUSTOMS 

Human society centers around the family. A family generally consists of a father, a mother and 1 to 10 children. Families usually group together into communities for mutual support and protection. Community size varies widely; several Human cities are known to have populations above 5 million. 

Of all the star-faring races, Humans are the most varied. As a race they are not as warlike as the Yazirians, as businesslike as the Vrusk or as thoughtful as the Dralasites. Yet, individual Humans can be found who surpass even the most violent Yazirians, the most dedicated Vrusk and the most philosophical Dralasites. Humans tend to value individuality and personal freedom more than anything else, but they do not hesitate to work together to reach a common goal or to protect themselves from attack. 

To members of the other races, the most puzzling aspect of Human behavior is their curiosity and love of adventure. Many Humans are willing to put themselves in great danger simply to see something new or go somewhere no one has ever gone before. Some Humans (a very small percentage) seem to actually enjoy being in danger, thriving on the excitement of a life-or-death situation. This type of behavior has never been observed in normal members of the other races. Even the Yazirians, known for their violence and f its of rage, try to avoid taking unnecessary risks. This spirit of adventure has served Humans well, however, as most major exploration missions organized by local governments or private companies are led by a Human. 

Many alien biologists have wondered how the Human race could have survived long enough to build a civilization and colonize new planets; compared to other creatures in the galaxy, Humans are not especially strong or quick, and are no smarter than the other races. However, Humans are very inventive and adaptable. They manage to survive and even flourish in areas other races consider uninhabitable, by adapting themselves to the new conditions with surprising speed. This and the Humans' love for gadgets and hardware led to the appearance of a popular saying among Vrusk, ''Mr. Human and his Indestructible Junk Show.'' Despite this condescending attitude, Vrusk and the other star-faring races have learned to respect Humans. 

ATTITUDES 

Humans are one of the most open and accepting of the known races. They get along very well with Dralasites, and their similarity to Yazirians usually is strong enough to overcome the usual negative reaction to a Yazirian's pushiness. Many Humans, however, are mildly nervous around Vrusk. Human psychologists blame this on the Vrusk's resemblance to a giant insect. (Many Humans dislike insects, and some are actually afraid of them.) 

SPECIAL ABILITIES 

Humans emphasize training and education more than the other races, so players who are starting new Human characters get to add 5 to any one ability score. This bonus can be added to only one ability in an ability pair. For example, increasing a character's Strength score does not affect the character's Stamina score. 

Star Frontiers Races
The Vrusk
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VRUSK
Average Size: 1.5 m tall, 1.5 m long 
Average Mass: 85 kg 
Average Lifespan: 175 years 
Reproduction: heterosexual, ovoviviparous 
Body Temperature: 38 C

PHYSICAL APPEARANCE AND STRUCTURE
Vrusk look like large insects. Eight legs grow from their abdomen, four on each side. Their torso is upright in front of the abdomen. The torso is humanoid, with two arms connected at the shoulders. The head is above the shoulders. Vrusk hands are circular pads with five fingers spaced evenly around the edge. A Vrusk's shoulders are double-jointed, so they can rotate their arms in a full circle without straining any muscles. They can reach any point on their abdomen or behind their backs easily. 

A Vrusk's body is covered by a carapace (hard shell). This shell is jointed at the Vrusk's elbows, hips, knees, etc. The carapace protects the Vrusk from bruises, cuts, scratches and other minor injuries. Unlike insects, Vrusk have an internal skeleton to support their bodies. Young Vrusk have a blue carapace with bright orange near the joints. As the Vrusk gets older, its carapace changes to dull green with yellow joints. 

Vrusk have large eyes that are protected by a hard, clear covering. The mouth is surrounded by four eating mandibles. The two larger mandibles hold food while the small ones tear it apart and place it in the mouth. They are omnivores. Vrusk have lungs, and breathe through many small nostrils under their abdomens. This arrangement makes it difficult for Vrusk to swim. 

SENSES 

Vrusk have very good color vision, but they see more of the short wavelengths (blue and ultraviolet light) than Humans do, and less of the long wavelengths (orange and red). Their sense of smell is centered in their antennae, and is slightly better than a Human's. They also can touch with their antennae. Their hearing is about the same as a Human's. 

SPEECH 

Vrusk speak by combining clicks produced by their mandibles and buzzes produced by a plate in their mouths. 

SOCIETY AND CUSTOMS 

Vrusk are hard-working and practical. Their society is organized around independent corporations. To a Vrusk, the company he works for is his family and his nation. The company determines everything about the Vrusk's life; who he lives with, what his job is, where he travels, etc. Vrusk give their company name before their personal name. 

Vrusk have two types of corporations: conglomerates and trade houses. Conglomerates have business interests in many areas. A single conglomerate might have divisions that build computers, operate farms, train lawyers and set up colonies. A Vrusk that works for a conglomerate usually works for only one division, and might not even know what other divisions the company owns. Trade houses, which are more common in the Frontier, specialize in one type of business. Because all Vrusk working for a trade house do the same work, trade houses usually work together. For example, a trade house that builds farming equipment would hire accountants from an accounting house to keep their financial records. Business between companies is regulated by laws that are so complex no one besides Vrusk have ever fully understood them. 

Vrusk also love beauty, harmony and order. The goal of most Vrusk is to become wealthy, collect art, and live in peace. Their love for beauty makes them unwilling to get into fights that do not involve their company. However, Vrusk that are defending their company will do anything to remove the threat permanently. 

Vrusk adventurers, however, do not belong to a company. Some are independent businessmen, some are company employees who were fired and some are just too rebellious to put up with company rules. A few start their own companies and eventually become leaders in thelr communities. 

ATTITUDES 

Vrusk get along well with the other three races. They respect the Yazirian custom of choosing a life-enemy, and feel at ease around Dralasites because they are careful and skillful planners (though they are annoyed by the Dralasites' sense of humor). They understand Humans the least because, to a Vrusk, Humans seem unpredictable and a little lazy. 

SPECIAL ABILITIES 

Ambidexterity. All Vrusk are ambidextrous (they can use both hands equally well). Players with Vrusk characters do not need to choose whether their character is right or left handed. Vrusk can shoot weapons, throw grenades, write, catch or grip with either hand. 

Comprehension. Because Vrusk have such a complicated society, they are able to understand all sorts of social dealings. All Vrusk characters start with a Comprehension score of 15. This score is the character's percent chance to figure out any type of social dealing that the player himself can not. For example, a Vrusk is following a Human he thinks is a spy for another company. He follows the Human into a bar and sees him talking to a group of rough-looking Yazirians, occasionally glancing over his shoulder. Then the Human hands some money to the thugs and leaves the bar. The Vrusk player is not sure what the Human was trying to do, so he tells the referee he wants to use his Comprehension ability. If he rolls 15 or less on a d100, the referee will tell him that the Human paid the Yazirians to attack the Vrusk if he tried to follow the Human from the bar. A character's Comprehension score can be increased by spending experience points (see IMPROVING CHARACTERS). 

Star Frontiers Races
The Dralasite
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DRALASITE
Average Size: 1.3 m tall, 1 m wide
Average Mass: 65 kg 
Average Lifespan: 250 years 
Reproduction: hermaphroditic, budding 
Body Temperature: 30 C

PHYSICAL APPEARANCE AND STRUCTURE
Dralasites are short, rubbery aliens that have no bones or hard body parts. Their skin is a flexible membrane that is very tough and scratchy. It generally is dull gray and lined with dark veins that meet at the Dralasite's two eyespots. 

The internal structure of a Dralasite is very different from the other races. The Dralasite's central nerve bundle (brain), numerous small hearts and other internal organs float in a pudding-like mixture of protein and organic fluids. Dralasites breathe by absorbing oxygen directly through their skin, so they have no lungs. They are omnivores, but eat by surrounding their food and absorbing it, so they also have no digestive tract or intestines. 

All Dralasites go through male, female and neutral stages during their lives (these phases can be controlled with medicines). Males release spores into the air, which drift until they become attached to a female. A young Dralasite then ''sprouts'' from its mother, eventually maturing and dropping off. 

SENSES 

The most important sense for a Dralasite is smell. They breathe directly through their skin, and the entire membrane is sensitive to odors. Their sense of smell is so keen they can identify persons by smell alone and can recognize familiar smells on objects or persons. The membrane also is sensitive to touch and to vibrations, allowing Dralasites to hear and feel. 

Dralasites see only in black and white. They see shapes and light and darkness very clearly, and can see a difference between distinct colors (blue and green, for example) because one is darker than the other, but they do not see actual colors. 

SPEECH 

Dralasites have a voicebox, but it works like a bellows because they have no lungs. A Dralasite's voice can vary from a soft whisper to a thundering roar and from a bass rumble to a piercing screech. Among themselves, they also use shapes, odors and touch to communicate. 

SOCIETY AND CUSTOMS 

Dralasites are philosophical and thoughtful. Their communities are small, and many Dralasites prefer to live alone. Dralasites do not care about wealth, power or status symbols. They judge themselves by the quality of their ideas and their ability to discuss important ideas wisely. Dralasites often hold large public meetings to discuss new ideas. Discussions and debates are among their favorite ways to relax. 

Steam baths are another favorite Dralasite recreation. They mix perfumes and intoxicants with the steam. These effect Dralasites the same way alcohol does a Human or Yazirian. 

Dralasites are widely known for their strange sense of humor. They love old jokes and puns that make Humans groan. Many Human comedians who could not find work in Human cities have become rich performlng on Dralasite worlds. 

Dralasites do not normally wear clothing, because it makes breathing difficult and interferes with their sense of smell. They usually carry their equipment on web belts. When they must wear clothing to protect themselves, they use special materials that let air reach their skin. 

ATTITUDES 

Dralasites are very fond of Vrusk, because they think Vrusk have funny shapes. They get along well with Humans but are careful not to upset Yazirians, who they consider too violent. 

SPECIAL ABILITIES 

Elasticity. A Dralasite's skin is stretchable and supported by a complex muscle structure. This allows them to change the shape of their bodies, within limits. They can "grow" arms and legs to use for walking and handling tools and weapons, and re-absorb limbs when they are not needed. 

A Dralasite can have a number ot llmbs equal to its Dexterity divided by 10, rounded up. The player must decide whether a limb is an arm or a leg when it is grown. For example, a Dralasite with a Dexterity score of 45 can control up to five limbs. It could have three legs and two arms, two legs and one arm, no legs and five arms, or any other combination adding up to five or less. 

Growing or absorbing a limb takes five minutes. Only one limb can be grown at a time. A limb can be up to 1 meter long, and no less than 10 cm thick. "Fingers'' for handling items can be up to 10 cm long and no less than 1 cm thick. 

Even though a Dralasite can have many arms, it can not fire more than two weapons at once. When a Dralasite player creates limbs, he must specify one as the dominant limb, the same way a Human must choose to be either right or left handed. Also, despite a Dralasite's stretching and shrinking, the pattern of veins and ridges on its skin does not change, so they have a permanent "fingerprint" for identification. 

Lie Detection. All Dralasite characters have a 5% chance to realize when someone is Iying to them. The Dralasite must be communicating face to face with the character, and the Dralasite player must tell the referee he is trying to detect a lie. The referee rolls d100 secretly. If the result is 5 or less, the Dralasite knows whether the person is telling the truth. If the die roll is 6 or more, the Dralasite does not sense that the person is Iying. This special ability can be improved above 5% by spending experlence points (see IMPROVING CHARACTERS). 

Star Frontiers Races
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Yazirians
Average Size: 2.1 meters tall 
Average Mass: 50 kg (male), 60 kg (female) 
Average Lifespan: 140 years 
Reproduction: heterosexual, viviparous 
Body Temperature: 39 C

PHYSICAL APPEARANCE AND STRUCTURE
Yazirians are tall, thin humanoids. They have long arms and legs and slender torsos. Two large flaps of skin grow on either side of their bodies, attached along their arms, torso and legs. When a Yazirian raises its arms, this membrane is stretched tight and forms a sort of wing. Under certain conditions (explained under Gliding). Yazirians can glide short distances using these wings. 

Yazirians have muzzles and high foreheads, giving them an animal-like appearance. Their heads are surrounded by manes and collars of hair, which varies in color from glossy black to pale yelow. Their skin color ranges from gray to Iight tan. Because their bodies do not sweat, Yazirians pant to keep cool. They are omnivores. 

Yazirians have four knuckles (one more than Humans) on their fingers and toes. The inside toe is opposed like a thumb, allowing them to grasp things with their feet. The tips of their fingers and toes end in broad, ribbed pads, giving them an excellent grip. These characteristics, combined with their animal-like appearance, earned them the nickname "monkeys. " 

SENSES 

Yazirians' senses of hearing, smell and taste are equivalent to a human's. Because they evolved from nocturnal hunters, however, their eyes are adapted to seeing in dim light. They can not see in complete darkness. They usually wear dark goggles when they must work in sunlight. In bright light, Yazirians without dark goggles must subtract 15 from both their Dexterity and Reaction speed scores. 

SPEECH 

Yazirians have no trouble speaking Human languages or Pan-Galactic. Their own language is a combination of Human-type sounds and snarls and growls. 

SOCIETY AND CUSTOMS 

Yazirian communities are divided into large, loosely organized clans. All the members of a clan are related to each other. In the past, clan ties were very strong. The clans had traditional enemies and allies, and they struggled constantly for power and land. Since the Yazirians moved into space, they have learned to cooperate more and the clans have become less important. Despite this, Yazirians still have a reputation throughout the Frontier as proud, fierce fighters. 

A custom Yazirians have kept intact is the selection of a life-enemy. When a Yazirian chooses a life-enemy, he dedicates his life to destroying, overcoming or outdoing that enemy as completely as possible. In the past, a Yazirian would choose an enemy clan or clan member as his life-enemy, but now the choice is much wider. A Yazirian scientist could name an incurable disease as his life-enemy, or a Yazirian trader could choose a competing company. The scientist would try to find a cure for the disease; the trader would try to build up his own company so it is more powerful than his enemy's, or even try to drive the other company out of business. 

A Yazirian gains honor by striving to defeat his enemy. Yazirians with powerful life-enemies are respected and admired. A Yazirian that defeats its enemy does not need to choose another, but some Yazirians do. There is no set point in a Yazirian's life when he must choose a life-enemy, and some Yazirians never choose one. A Yazirian that dies without having chosen a life-enemy is considered unlucky. 

Typical Yazirian clothing is a large, brightly colored cape and tunic, a waist belt and two belts crossed over the chest. Dark goggles are worn in the daytime. Yazirians do not like shoes, but when necessary they wear mitten-like shoes. 

ATTITUDES 

In general, Yazirians like Vrusk and Humans. They occasionally lose their patience with Dralasites, because they are slow and would rather discuss ideas than act on them. 

SPECIAL ABILITIES 

Battle Rage. Yazirians train themselves to go berserk in battle. A berserk Yazirian gets a bonus of +20 to hit in melee. Yazirian characters start with a Battle Rage score of 5, and a 5% chance to go berserk at the start of a battle. This chance can be increased by spending experience points (see IMPROVING CHARACTERS) to raise the Battle Rage score. Battle Rage lasts as long as the Yazirian keeps fighting; it ends when the Yazirian rests for five minutes. 

Gliding. Yazirians can glide short distances using the membranes along their sides. A Yazirian can glide 1 meter for every meter he is above the ground when he starts. He must start at least 10 meters above the ground. The maximum distance a Yazirian can glide depends on the gravity of the planet, as shown below. 

	Gravity
	Max. Glide

	0.6
	150 m

	0.7
	100 m

	0.8
	50 m

	0.9
	25 m

	1.0
	10 m


Yazirians cannot glide on planets with gravities below .6 or above 1. 
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SATHAR
Average Size: 3.5 m long
Average Mass: 55 kg
Average Lifespan: unknown
Reproduction: hermaphroditic, unknown 
Body Temperature: believed endothermic

PHYSICAL APPEARANCE AND STRUCTURE
Sathar are long, worm-like creatures. Their bodies are divided into segments, like an earthworm's. They do not have a skeleton. Instead, they support their bodies hydrostatically, by pumping liquid into the segments so they become hard. A shiny, clear slime coats their skin. Scientists believe they are warm-blooded, but no live specimen has ever been studied. 

A Sathar's head tapers toward its mouth, which is circular and ringed with teeth. Each of their two eyes has two pupils. Four tentacles, two on each side of the body, are arranged about 1 meter belowthe head. The first pair is slender and weak-looking, and about 1 meter long. These end in four smaller finger-like tentacles. The second pair of tentacles is stronger and about 1.2 meters long. Both of these tentacles end in a paddle-like pad. This second pair is used for heavy lifting, while the smaller tentacles are used for fine work and for holding small weapons. 

A Sathar moves by slithering across the ground with the first meter of its body raised. They also can coil like a snake, raising 1.5 meters of their bodies from the ground. 

The color of Sathar skin varies from yellow to brown. The tentacles are the same as the body, butwith a slight greenish tint. The underbelly is pale pink. A pattern of dots, speckles and stripes decorates the back of the head. These patterns are natural on some Sathar, but are tattoos on others. 

Some survivors of Sathar attacks have reported that Sathars are not effected by electrical shocks or doze grenades, but these reports have never been confirmed. 

SENSES 

The Sathar'sdouble pupils give it very wide angle vision. Theycan see objeots in front of them and to both sides at the same time. They smell through two pits in front of their eyes. The sharpness of their senses is not known, but UPF biologists assume their hearing, smell and taste is about the same as a Human's. 

SPEECH 

Captured recordings show that Sathar can speak Yazirian and Human languages as well as Pan-Galactic. They hiss and lisp when they speak. Their native language has never been translated. 

SOCIETY AND CUSTOMS 

Almost nothing is known about Sathar society. They have tried to kill every alien creature they have met in the Frontier, usually with alarming success. No one knows why the Sathar attack so viciously or what they hope to gain. All attempts to contact the Sathar peacefully have failed. No Sathar has ever been captured alive, because they kilI themselves before they can be taken. In one case, an entire Sathar ship self-destructed to avoid being captured. Freeze fields have been applied to several dead Sathar in an attempt to have them revived, but biologists have not been able to find a revival technique that works on them. 

Scientists have proposed several theories, based on reports from observers. The most widely accepted was written by Gdtlask Gltak, a Vrusk sociologist. Gltak's theory states that all Sathar belong to military units called cadres. The markings on the back of the Sathar's head identify its cadre. Each cadre trains its members as soldiers from the time they are born. Gltak theorizes that Sathar attack alien worlds because their military society would fall apart if there was no enemy to fight. 

Readers are warned that this is only a theory. Until a Sathar is captured alive, their true motivation will not be known. 

ATTITUDES 

All Sathar should be considered hostile and dangerous. Citizens of the Frontier who encounter Sathar are required by law to report the incident immediately. If escaping is impossible, citizens are advised to attack on sight, as friendly approaches have always failed in the past. 

Sathar also are known to use Dralaslle, Human, Vrusk and Yazirian agents to overthrow Frontier governments, terrorize citizens and disrupt trade. Like the Sathar themselves, these agents are extremely dangerous. Suspicious beings should be reported immediately. Citizens are discouraged from attacking Sathar agents, as most are trained and experienced killers. 

CLASSIFIED INFORMATION 

The following information is secret, and should not be given to players until they discover it in the course of the game. 

Hypnotism. A Sathar can hypnotize a character by talking to him in a non-combat situation. The character must make a Logic check; if he fails, he is hypnotized. A hypnotized character will think the Sathar is his friend, and will want to cooperate with it. He will see things the way the Sathar describes them, if his other senses do not contradict what the Sathar tells him. (For example, a character would not believe that a fire was a pool of water). A Sathar can command a hypnotized person to do something at a specific time, and to forget that he has been hypnotized until that time. For example, a character could be commanded to turn off a security system at midnight. 

Sathar Ability Modifiers. A Sathar's Leadership score must be 20 points higher than its Personality score. Their racial modifiers are: 

STR/STA: 0 DEX/RS: -5 INT/LOG: - 5 PER/LDR: +10 
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HUMMA
Average Size: 2.5 meters tall 
Average Mass: 90 kilograms 
Average Lifespan: 210 years 
Reproduction: hermaphroditic, viviparous 
Body Temperature: 38 C

PHYSICAL APPEARANCE AND STRUCTURE
The body of a Humma is pear-shaped with a short, blunt head, no visible neck, narrow shoulders, unusually short arms, a stocky trunk, and wide hips with powerful legs. The face has a muzzle, with both feline and canine features. The body is covered with matted fur, usually dull brown. The hands are hairless. The feet are long and tough. Humma walk on the balls and toes of their feet, which gives them their extra height. They are able to jump an incredible distance. Their short arms can hold a rifle but are not suited for melee weapons. They have evolved with an agile and strong prehensile tail with which they can deliver a sound blow or use a melee weapon. Humma are warm-blooded but they are not mammals; their physiology and life cycle are unique. Young Humma are female. After they have borne a single child (all Humma bear one child in their lifetime) they change into males. When Humma approach 170 years of age they undergo another change into a neuter stage and remain neuter until death. 

SENSES
Humma hearing and sight are equivalent to Human standards. Their sense of smell and touch are not as acute as most of the other races, while their sense of taste is completely dull. This lack of smell and taste, combined with their tough digestive system, means they can eat almost anything that is vaguely edible. 

SPEECH
The Humma language is an ugly one, full of grunts and gutteral noises. It is not an easy language to learn; Vrusk and Ifshnits, particularly, have a difficult time with it. 

ATTITUDE
Most Frontiersmen do not like Humma, and even their fellow Rim dwellers are not overly fond of them. That is fine with the Humma, because they do not care for the other races, either. Humma are rude, crude, lewd, pushy, and arrogant. The only races they enjoy working with are the Yazirians (Humma admire their battle rage) and Osakar (because no one likes them either). Humma evolved from an extremely warlike society. They were welcomed into the Rim System and eventually allied with the UPF because they are much more desirable as allies than enemies. Since the First Sathar War their hatred for the Sathar has run a close second to that of the Ifshnit. This is obvious from the term they use to refer to Sathar: "meat"

SPECIAL ABILITIES
Spring Charge: A Humma can spring up to 25 meters horizontally from a standing start and, if he lands within 2 meters of an opponent, come to a dead stop and make a melee attack against the opponent, who cannot strike back. The "carousel attack:' a circle of Humma springing from one enemy to another, is a bizarre battle tactic they enjoy using. A Humma can continue this 25-meter spring for up to 10 turns, but then gets winded and cannot use it again for at least 30 minutes. 

Poison Resistance: Humma are unaffected by any poison that they eat or drink. 

Prehensile Tail: The tail of the Humma is 2 meters long and has a grip stronger than a Human hand. The tail is capable of holding an item or swinging a melee weapon. When holding an item, the Humma can use its two arms normally. When using the tail to wield a weapon, the Humma must concentrate on it and cannot use its arms to operate anything else. The tail can only wrap around hilts, handles, etc., and cannot throw grenades or operate devices. The tail itself is treated as a rifle butt for damage. It is strong enough to support a Humma's body, but only for a number of turns equal to the Humma's Stamina divided by 10. 

SOCIETY AND CUSTOMS
Humma history is steeped in civil and interspecies war. The Sathar incursions, however, drove the Humma to finally join the Rim Coalition. There is little that they enjoy more than a good brawl. Humma have an almost fatalistic, "it is a good day to die:' attitude which not only makes them deadly warriors but leads them to entertain themselves in most illicit fashions. They are carousers without peers. Humma society is feudal with the equivalent of a king (called the Highest One) and royalty (Higher Ones, High Ones, and so forth). The fealty they owe their superiors is a very serious matter with them. Humma are usually named after their forebears or the houses they serve (Glaxchild, Klud of Arius, etc.). The lineage of a Humma is important to him and a source of pride. In the last few decades the pride and honor that Humma have traditionally assigned to feats of war have come to include accomplishments in technical and scientific areas and explorations. There is even a house, Platget, that now sends out its descendants to become Star Law Rangers. 
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IFSHNIT
Average Size: 1 m tall
Average Mass: 30 kg 
Average Lifespan: 150 years 
Reproduction: heterosexual, viviparous 
Body Temperature: 32 C

PHYSICAL APPEARANCE AND STRUCTURE
Ifshnits are short, hairy humanoids. They are bipedal, symmetrical mammals that look like tiny Humans in hair coats. All Ifshnits have bald pates, moustaches, and long, silky hair over the rest of their bodies. This body hair can be any color but is seldom different shades on the same body. All males have long and ornate beards, usually or a different shade than the rest of the body hair. The body hair of both sexes is usually worn in intricate braids. Each Ifshnit clan braids its hair differently. 

Ifshnit hands and feet are covered with short hair, except for their palms and soles, which are bare and padded. This short hair is slightly darker than the rest of the body hair. Their hands have three fingers and an opposing thumb, the feet have four toes. 

Ifshnits are herbivores and the thought of eating another creature is utterly revolting to them. Because of their vegetarian diet they are constantly nibbling instead of eating meals. 

Because of their small size Ifshnits cannot use many large items, including normal rifles. 

SENSES 

Ifshnits have normal senses of hearing, touch, and taste. They have almost no sense of smell and have a hard time understanding the concept of scent. Their eyes are masterpieces of biological engineering. A fast-closing inner lid closes instantly iF exposed to bright light, preventing the Ifshnit from being blinded (many exobiologists believe Ifshnits evolved under intense sunlight). Their night sight is no better than a Human's. 

SPEECH 

Ifshnits have a lilting, piping voice that is best described as cute. Their language is intricate, but is compatible with most races' linguistic abilities (except the Humma). 

SOCIETY AND CUSTOMS 

Ifshnits are the major race in the Capella system. They founded the Capellan Free Merchants and still control the organization. Their strange, polite dickering is known and welcome on most planets. Due to their origins, Ifshnits are fiercely independent. They like neither mega-corps nor cadres. They live in small family clans and are governed by a committee that changes continually. 

Ifshnits believe that this is the last corporeal existence they will have. Their concept of an afterlife is one of pure thought mixed with gentler emotions. As a part of this belief they tend to ignore the sensual pleasures of life. Their favorite pastimes include games (they love competition), storytelling, and bartering for goods. 

They adapt very well to living and working in space. Dorem Dasak, the famous Dralasite philosopher and historian, has named them "The race of the future, they who will inherit!" 

ATTITUDES 

Ifshnits are intelligent, brave, patient, and tolerant of other races, and members of most other races like them instantly. Unfortunately, Ifshnits prefer being alone or with other members or their clan. They harbor an intense hatred for the Sathar and any who serve them. This is due to their past dealings with the Sathar Though details are hard to get, apparently the Sathar plagued the Ifshnits since their history began. This leads many historians to believe that the Ifshnits (or a branch of that race) at one time inhabited Sathar space. Ifshnits have been known to risk life and limb many times over to eliminate Sathar and their agents. 

SPECIAL ABILITIES 

Highly Developed Sight: Ifshnits cannot be blinded by any light, as their inner eyelids snap shut instantly. They cannot see during the turn a light flashes brightly, but their eyesight will be normal the following turn. Innate Skill: Because of their unique culture, which is heavily based on barter, Ifshnits learn about trading at an early age. An Ifshnit character is allowed to choose one of the following skills at second level and at no cost when it begins the game: Appraisal, Gemology, or Haggling. 
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MECHANON
Average Size: 2.2 meters tall
Average Mass: 100 kg 
Average Lifespan: unknown 
Reproduction: contruction 
Body Temperature: not applicable

PHYSICAL APPEARANCE AND STRUCTURE
Mechanons are sentient robots. They are roughly humanoid, though members of the warrior class have a large metallic tail which they use to balance and as a weapon. The top of a Mechanon's head is a cluster of various-colored crystals. These crystals form an artificially intelligent storage and computing device, a technology unknown but much sought after by the other races. 

SENSES 

Mechanons are usually equipped with sensors that give them visual and audio input roughly equivalent to Human eyes and ears. The warriors are also equipped with infrared and starlight optics and have heightened hearing. The thinker class is believed to be equipped with all available optical enhancement devices and have extremely heightened hearing. No Mechanon can smell or taste and their touch seems to be the standard type for advanced robots (much less than Human). 

SPEECH 

Mechanons have built-in poly-voxes and can be programmed with almost any language. The higher orders, warriors and thinkers, can learn new languages. The Mechanon voice is high and always sounds mechanical. 

SOCIETY AND CUSTOMS 

Mechanons evolved on Volturnus from primitive Eorna robots. Through a series of incredible coincidences they eventually became a sentient, sapient race of creatures which could propagate mechanically. The robots used on the Frontier in everyday life are to the Mechanons what baboons are to the Yazirians: there is a certain similarity, but the differences are far greater and of more importance. 

Little is known about Mechanon society. What is known indicates that it has a complex and strict caste system which does not allow for advancement from a lower caste to a higher one. The more intelligent Mechanons occupy higher castes. It is known that an aggressive tendency to dominate and destroy organic, intelligent life was once a strong factor in Mechanon society. Indeed, it resulted in the famous Mechanon revolution on Volturnus in FY 54 and the eventual mass exodus of Mechanons from that planet. But recent studies have shown that this is no longer a primary drive within the majority of Mechanons encountered. In fact, of 100 randomly tested Mechanons, only five showed any signs of animosity or superiority complexes relating to organic sentients. 

Some robopsychologists are beginning to suspect that two completely different Mechanon societies may be evolving: one bent on peacefully coexisting with the other races, and another, smaller faction bent on destroying them. 

Mechanons use standard robots to perform menial tasks, just as the other races do. Philosophy and the arts are completely non-existent and Mechanons cannot understand what organic beings see in these pursuits. Mechanons have no sense of public vs. private property. Supplies simply are created, exist, and are used as needed. There is no family unit. 

There are few laws in Mechanon society. Every Mechanon is programmed with specific behavioral directives during construction. Noticeably fewer restrictions are placed on members of higher castes. At present, the Mechanon's crystalline technology is the envy of every government and mega-corp in the Frontier. 

ATTITUDES 

The Mechanons seem to get along with most races now. Their fascist tendencies have waned since they colonized their own planet, and they are now trying to become respectable members of the UPF community. Many people who have dealt with them in the last decade testify that they are no more difficult to work with than any other race and are possibly easier to deal with than the Humma. Still others, though, contend that the Mechanons are planning the overthrow of all biological races in the Frontier and cite their past cooperation with the Sathar as proof. The matter is hotly contested, and only time will settle it. 

SPECIAL ABILITIES 

Ambidexterity: All Mechanons are ambidextrous, just as the Vrusk are. 

Built-in Weapons: All members of the warrior class have at least one built-in weapon, usually a maser or laser. It is suspected that the thinkers have even more powerful armament. 

Amazing Intelligence: The warrior class has a Logic score of 75. The thinker class has a Logic score of at least 95 and can figure out the use of any manufactured item in a matter of minutes. Thinkers are also skilled debaters (Persuasion skill level 2). 
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OSAKAR
Average Size: 3 meters tall
Average Mass: 100 kilograms
Average Lifespan: 225 years
Reproduction: parthenogenesis
Body Temperature: 42 C

PHYSICAL APPEARANCE AND STRUCTURE
Osakar are very tall, long-limbed creatures. Four legs grow symmetrically from the lower portion of their barrel-shaped bodies and constitute 65% of their height. Each leg has two opposing knees and can fold up to lower the Osakar to a height of a little under 2 meters. 

Osakar have two arms with shoulder joints similar to those of a Vrusk, but they aren't double jointed. The hands are short and powerful with five fingers (each finger has five knuckles) and two opposing thumbs (each thumb has three knuckles). 

The Osakar head is set slightly forward of the shoulders on a long, thick, muscular neck. This neck can turn the head straight back, so the Osakar can easily look behind itself. The Osakar head has a very flat face with little detail. The two eyes are totally black. The nose is an intricately baffled vertical opening. The mouth is a mere slit containing hard, bony ridges used for chewing. Two opposing tongues, one on either side of the mouth, can be seen. 

The Osakar epidermis is is made up of thousands of large. white, hard, plate-like cells that are shingled downward all over the body. They resemble a huge, white plant more than any animal. 

Osakar have only one sex, which is considered female and new individuals are developed from unfertilized eggs. To all other races Osakar appear completely identical, like clones. 

SENSES 

Osakar have vision, hearing, and a sense of touch comparable to that of mankind. They have the finest sense of taste and smell on the Frontier (see Special Abilities). 

SPEECH 

Osakar speak a strange language that is quite beautiful. The two tongues produce sounds no other race can make and the use of their baffled nose-hole adds exotic fluting which is entrancing. They have no problem learning to speak new languages. 

SOCIETY AND CUSTOMS 

The incredible physical similarities between Osakars has an interesting impact on Osakar society. All Osakar are absolutely equal and have the same rights. They are the only race that has achieved perfect equality. Their lack of distinguishing features not only reinforces this equality, but also channels their natural inclination toward individuality in a most unusual direction. No two Osakar sound alike, the inflection and tone of their voice being unmistakably different. Some even adopt other languages permanently. 

This desire to be different also manifests itself in their religious beliefs. Every known religion in the galaxy, including ancient and "forgotten" religions, is being practiced by at least one Osakar. All Osakar are fervently religious, but the religion itself is not as important as the fact that the Osakar believes in it. 

But the Osakar desire for individualism is most notably expressed in their apparel. While Osakar can live comfortably in most climates without clothing, apparel accounts for a major portion of their personal expenses. They absolutely love fashion. Gaudy, tasteful, tacky, luxurious, the range of Osakar apparel is without limits and changes continuously. (Osakar characters must spend at least 20% of their income on clothing and accessories.) Osakar do not limit their outfits to one gender or species; any clothing that fits, from any culture or time period, may be worn by an Osakar. 

ATTITUDES 

Osakar try to get along with everyone, but some of the other races are barely able to tolerate the Osakar, probably because of their appear ance. Most Humans are afraid of Osakar (because of their "spidery" legs) and the two races never live close to each other. The only races that get along with them are the Ifshnits (after centuries of trade and interaction) and the Humma (because no one likes them either). 

SPECIAL ABILITIES 

Highly Developed Smell: All Osakar have highly developed olfactory senses. These are so accurate that an Osakar can recognize and identify even very weak odors that it has encountered in the past, including people. Any Osakar learning the Tracking skill has a +2 Column Shift added to its success rate, unless something has masked or removed the scent. 

Languages: Because of their unique mouth structure Osakar can duplicate all known languages. The Osakar are the finest linguists known. An Osakar character starts the game knowing any four civilized languages it desires in addition to PanGal and Osakish. 

Star Frontiers 654: The Downward Spiral.
Much had come from the last six centuries for the Federation. New allies had been met, new regions of space discovered, and scientific breakthroughs in every field made life in the Federation better for all. All, however, was not well for the Federation now.
Political struggle nearly destroyed the Federation in it's early years and was prepared to do so again. The four major factions of the UPF were at an impasse, none willing to compromise on any of the other demands and all appears to be lost. 
The Sathar empire, a true and tested ally through the Milltukke war, now splits from the UPF. Their own inner structure collapsing around them in the wake of new leadership and ideas. 
Tha Thyrann coalition, strong willed and stubborn, wants no treaty from the Sathar and stands on the brink of war.
The RIM alliance, lead by the now militant faction of Humma known as the "Bahg-Ba," stands ready to aid their Thyrann allies against the Sathar. 
And finally the UPF, staffed by the first four races, wants to press for peace but is pressured to take a side.
Through it all the threat of another invasion by the Milltukke forces is an ever present fact. UPFDF scout ships report ever increasing activity among Milltukke forces along the frontier and the UPF sits in no position to host another war. Along with this the Mechanon empire, secretly building itself to mammoth proportions, presses it's territorial rights for more systems with which to foster growth. With ever increasing hostilities along it's borders, Star Law and local law enforcement finds itself hard pressed to contain the rampant crime that has appeared. The Malthar, Syndicate, Nightbreed and other criminal organizations daring law enforcement to challenge them, knowing full well they are at the distinct advantage.
It has become a dark time in the Federation. Once strong allies now threaten war and destruction, all the while in the face of a greater threat. Should the Thyrann declare war on the Sathar it would be devastating to all involved. The RIM worlds would be decimated in the crossfire and the Mechanons would have no choice but to involve themselves as well. In these trying times, heroes are needed to answer the call. As governments collapse and the UPF loses it's control it is now no longer a matter of pay but rather salvation.
H.E.R.R.C.S. - (RC's) -Hazardous Environment Rescue and Recovery Combat Specialists* 
*Please note that the following statistics are based on SF600, ed.5a numbers. Some conversion will be necessary in order to bring these numbers to an Alpha Dawn, Zebs or SF2000 format. 

Special Forces unit tasked with Search, Rescue, and Recovery of any and all critical assets.

H.E.R.R.C.S, or RC's (Rescue Combatants) for short, pride themselves on the motto "Anywhere, Anytime." It is this motto that best describes the RC's operating requirements. At any time they can be called upon to go into any environment to recover or rescue downed aircrews, VP's (Valued Personnel), or sensitive equipment. It is with this in mind that the RC's training program is one of the most intensive and demanding in the UPF Armed Forces. The average enlistment of a UPF troop is five years, RC training exhausts nearly half of! ! that time with a curriculum that covers ocean navigation, jungle training, arctic survival, Urban Combat, rappelling/ climbing, HALO jumps, and so on. The training is so intense in fact that only one in ten will pass the entrance exams. Of those few, less than 10% will complete the two years of training in it's entirety. 

RC's, once done with their training, are in top physical condition. Many are capable of running near endless distances weighted down with fifty pounds of gear or more. As a result of their training, their skill base and knowledge is quite diverse. In addition to the skills below, any RC with an INT of 75 or higher also has the added benefit of Medical Specialist at a beginning level of 4. This skill is considered "In Discipline" for skill purchase purposes! All other RC's will be proficient in basic first aid. 

Although not trained killers like some of their Special Forces brethren, they are generally well accepted in the SpecO! ! ps community. This can be attributed a great deal to an intensive training program and the strong willed, never say die, determination of the RC's to get the job done, at all costs. 

Skills acquired at successful completion of training:

	Skills
	Lvl
	Skills
	Lvl 

	Alertness
	2
	Swimming
	-

	Endurance
	2
	Tracking
	2

	Environmental Specialist (all)
	2 each
	Weight Lifting
	-

	First Aid
	5
	Body Speak
	3

	Iron Will
	1
	Camouflage
	2

	Mountaineering
	2
	HALO
	3

	Navigate Land
	2
	Para-Wing/ Skydive
	3

	Navigate Water
	2
	Pistol
	2

	SCUBA
	3
	Class II-M (Military class Assault Rifles)
	4

	Survival
	2
	Class I (Lt Sub MG's)
	3

	Edged
	2
	 
	 


RC Team Composition:
Typical RC teams are comprised of between 5-8 individuals, each with a primary and backup role on the team. The average team might look like this...

Commanding Officer  
A commanding officer, in charge of directing the rest of the team in meeting all objectives. This position is usually not so much functional as strictly leadership in nature. 

Lead Tech 
This position is held by a senior NCO and is possibly the most critical spot on the team. As lead tech, this RC is responsible for the technical aspect of the mission. He is responsible for working with Intelligence and field experts on any technology the team may encounter. For instance, if the team needs to retrieve a piece of Crypto machinery from a downed Gunship, it is the lead Tech's responsibility to familiarize himself with the equipment, how to remove it, and how to transport. 

Lead Medic 
The one RC that a downed aircrew most like to see on their recovery is the Lead Medic. It is the Medic's responsibility to treat any injuries beyond minor first aid to include splinting, minor surgery, and even b! ! lood transfusions if need be.

 Point/ Sniper 
 It is the point man's responsibility to ensure the safety of the other team members and keep them generally out of large engagements. The Point man will proceed the group by up to two miles out and slightly off of
the team's course. Quickly setting up, the soldier will find a good position with which to watch over the target area and will provide cover support as needed. This may be the most dangerous position on the team as he is often alone and without quick backup options. 

Heavy Gunner 
The title of Heavy Gunner is actually a little misleading. Being that the team needs to remain quick and stealthy, the inclusion of a large caliber weapon is not an option. Most often, the Hog will carry a light machine gun, possibly a Ralto or even HVR, in order to support operations. As is always the case, the enemy has a tendency to zero in on the biggest guns in the group and as a result th! ! is is potentially a 
very dangerous position.

Alternate Slot: Support Specialist/ Alt Tech 
Being that the team needs to remain small for covert actions, often times each man will be responsible for multiple roles, such is the case with the three alternate slots. The first is filled with the support specialist/ Backup Tech. This man is responsible for supporting combat ops with a grenade launcher or light missile launching system. His secondary role, in the case that the Tech goes down, is to fill in and perform that role as well. As a result, this slot often is filled by one of the more capable and well balanced members of the group. He must be quick in order to keep up with the group, strong enough to haul the heavy weight
grenades or rockets with him, and at the same time be smart enough to fill the demanding role of the Tech should the opportunity come.

Alternate Slot: Defensive Specialist 
The Defensive tech is a Jack of ! ! all trades of sorts, filling all the roles that the other members do not. He will often carry a great deal of gear with him, "something for everything," as the saying goes. From 
power-torches and cordless saws used to cut into aircraft to techkits and lockpicking gear to repair or disarm. As a result, this slot must be filled with a savvy and capable man able to work quickly under pressure. 

Alternate Slot: Support #2 
The second Support slot is strictly for scenarios where a "hired" gun is needed. If the team is certain they will be in heavy engagements during the op, the eight man would be strictly a combatant. Carrying nothing but weapons and extra ammo, it is this man's job to cover the rest of the team on egress. By default this position is highly coveted by all RC's as the best slot on the team. 

 HERRCS assets
From insertion to egress, the HERRCS teams use a variety of
weapon systems to accomplish the mission. 
MTJC-112 "Flitter"
Medium Transport Jet Copter
The Flitter is a mainstay of the UPF SpecOps world. Originally designed simply to bridge the gap to the next generation of transport helicopters, the Flitter has over the years managed to outlive two succession attempts. Much of this is attributed to upgrades in engines and sensors, complementing an already battle hardened helicopter with increased speed, awareness, and durability. The flitter is capable of carrying up 
to ten fully geared soldiers, deploying them in a number of fashions in a variety of environments to include all weather day or night.
 Armament: One doorgun station per side, capable of interchanging between 5mm Miniguns, 50 cal heavy MG and 12mm LAP Squad Repeater MG. The Flitter can also be equipped with side mounted SSM's up to Type II.

HGS-1100 "Gorgon"
Heavy Attack Gunship
The Gorgon is one of the latest in heavyweight Gunships on the scene! ! . Boasting improved armor and firepower over it's predecessors, the Gorgon is typically only used in already active areas where stealth is 
no longer an option. RC's will rarely deploy from the Gorgon due to the gunships vulnerability while hovering, rather, the Gorgon will be used to lay down a blanket of suppression fire prior to lighter transport insertion.
Armament: Quad forward firing Air cooled 32mm Auto Cannons, Eight Type III SSM's, Two turreted rear aspect 5mm Miniguns or rapid fire auto cannons. 
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Shie'Kuhll "Skulls"
Physical Properties:
Lifespan Unknown, suspected between 120-140 years.
Average Height: 6’1"
Average Weight: 190lbs.
Attributes: (SF600) +10Str/ Sta +10 Dex/ RS +20 Cou/ Wil +10 Alt -15 Int/ Log
Description: The Shie’Kuhll are roughly human sized if not slightly larger in both height and weight. Although usually encountered in their armor, by appearance they are not far from that of a human. Possibly a long lost descendant of the human, the Shie’Kuhll have altered their own genetic code over the centuries to the state they exist in now. Their skin is typically a dark gray or even a pale black in color with deep-set black eyes. The average male Shie’Kuhll typically has only hair on his head, usually arranged intricately into pony-tails, braids, dreadlocks or some other extreme style. No two males have ever been seen with the same, exact hair and it is believed that their hair is a form of identification or rank among their kind.
After the capture of Stormbringer (see below) a great deal was learned of this new race. For one, centuries of breeding and cloning their own DNA to achieve better physical and mental offspring has created a major defect in their genetic make-up, low fertility. In fact, the Shie' Kuhll where so rare that by the fifth century FY they were actually thought to be extinct. Evidence of their existence, however, resurfaced in 581fy with reports of their assaults on Dirdir caravans in the Omega Sector.
Being that no female of their kind has ever been found or even seen, it is felt that their community is built around a single queen of some type, who offers eggs to be fertilized by male workers for later growth. Facilities studied on Stormbringer have proven much of this theory although no evidence of a Queen or similar figure was ever found.
Senses: Shie’Kuhll have larger eyes than humans and their pupils dominate nearly 80% of the front quadrant area of the eyeball. As a result they enjoy exceptional eyesight in dark or night conditions but adversely must wear eye protection when in daylight, usually provided by their helmet set. Smell and hearing seem to be similar to human levels although with their armor on these senses are drastically heightened. Speech comes in the form of low, barely audible cants and phrases. Their language seems to have as much to do with the inflection and tone of their voices as the actual words spoken. To date little is known of their language although it has been assessed that many of their superiors are capable of speaking Pan Gal, some quite fluently.
Culture: Much of the Shie’Kuhll culture revolves around warfare and battle. Centuries ago it was believed that their empire was far spread and dominant but a catalyst of some sort had ended that. From first contact in 181fy through the early third century much of their economy revolved around the Gas Giant ‘Stormbringer’ in the system of ‘Stormbringer.’ (see below). After being driven from this system, the Shie’Kuhll turned to lives of travelling, wandering the galaxy in large flotilla stations. Their primary source of materials and resources gone, however, their population rapidly decreased as a result of wars and starvation to the point of near extinction.
Their society would seem to be structured around a Feudalistic sort of pattern. A hierarchy of sorts seems to exist among their people with a group of high level commanders dictating policy for the entire clan or enclave. Each member of the clan carries a tattoo on their back that identifies their level in society. In addition, each warrior wears a distinctly separate kind of armor, again based on rank. That rank structure with title and description is given below…
	Armor
	Rank Title
	Role in clan

	Black armor, white markings
	Amis Apalla
	High Lords, only ten to twelve at any time

	Red armor, black markings
	Amis Dupalla
	Barons, control armies

	Grey armor, black markings
	Alland Dupalla
	Lieutenants, control Platoons

	Green armor, black markings
	Moro Cululo
	Sergeants, control squads

	Brown armor, black markings
	Moor Cululo 
	soldiers


Background: First contact with the Shie’Kuhll came as a big surprise to UPF command. In 181fy the Federation had been reaching the second decade of a multi system civil war. Fighting for valuable resources caused warfare on a large scale between corporations and planetary militaries alike. One such engagement occurred just off the system of Beta Psi near Sathar space. During the engagement between Pan Gal and Fochrik forces, a third group of ships entered the battle and all but decimated the Frontier forces. The UPF was called upon to investigate hence the beginning of the first Stormbringer war. (Named for the gas giant planet the Shie’Kuhll use for resources.)
Several one-sided space battles were fought where the Shie’Kuhll fleets continued to make short work of UPF forces. It was theorized then that the new enemy had an armor plating of some type that was so effective as to completely negate all UPF attacks, they were right on. For months the Shie’Kuhll fleet roamed the upper region of the Federation, unopposed as the UPF wanted to avoid another devastating engagement.
The first land assault occurred on Pale, in the Truans Star system. The Shie’Kuhll fleet, left unchecked, were able to land their forces wherever they chose and soon a massive ground battle was on. At this point the Shie’Kuhll were given the nickname "Skulls" by landfleet marines due to the small silhouettes that each warrior painted on it’s armor denoting a kill. In time, and as the war drug on, some Skull warriors were seen with their entire body armor covered with such insignia.
Much to the surprise of UPF command, the ground troops for this new enemy enjoyed the same tactical advantage as thei ships did, that of superior armor! Over four thousand soldiers perished on that day with only thirteen confirmed Skull kills!!! With the recovered body of a Skull warrior, however, UPF scientists quickly learned their secret…Ceramic armor. This new armor, molded from a composite ceramic/ metallic mix, was so resilient that it turned out to be all but impervious to current Federation laser fire. Added to this was the advanced form of Plasma weaponry with which the Skulls used. This new technology, called ‘ToQua’ by the Skull or Torc in Pan Gal, was so effective that it literally tore through albedo and inertia screens like a knife through warm butter. Moving quickly, UPF scientists worked around the clock to devise better weapons with which to combat this new enemy. In the meantime, however, thousands more perished as the UPF rallied everything they had to stop this new enemy threat. Commonplace was the tale of a single Skull warrior, walking up the center of a Federation city, completely unopposed. Hundreds died in their wakes and sometimes the only way to kill one was to wait for him to run out of ammo and then charge en masse.
The Ceramic Armor The ceramic armor worn by the Skull warriors was advanced for the time period and up to as late as the turn of the 7th century FY. This armor completely revolutionized doctrine of the time, forcing the UPF to all but abandon laser weapons as a form of weaponry for centuries to come. Only lately has the laser made a reappearance, now with higher focal points and more powerful beams.
The Ceramic armor of the Skulls was more than just protection, it was a part of each warrior. The suit hosted a wide array of features, making each Skull warrior a formidable weapon in his own right. It was not uncommon in the early part of the first war to see single or dual Skulls engaging whole platoons of UPF troops single handedly or even tanks and attack aircraft as well…and winning! With their advanced ToQua plasma weapons they were grossly overmatching UPF troops, even into the start of the second war. Only when the UPF began to invest heavily in explosive tipped and armor piercing ammunition did the landfleet troops finally have a chance to stop these invaders.
Specs on the Ceramic armor of the Skulls, circa 205FY. (In SF600 stats)
-Fully contained with sufficient oxygen and power for several days of action.
-Filtration system for protection against chemical and biological agents.
-Sintine coated protecting fully against acids and corrosive agents, 90% effective against flame damage.
-Data-linked to all other suits offering real time access to any information available to any other warrior.
-Battle radar (+20 to Alertness/ ½ chances of being surprised)
-CPU assisted targeting system. (+20 to hit, no rof penalties, ½ range penalties as Comp sights I-IV)
-Ceramic plating (Absorbs 95% of all laser damage, 80% of all non armor piercing PGS damage, 60% against armor piercing damage)
-Internal bodycomp offering a wide variety of functions from digital maps, to language translators, etc.
ToQua Weaponry Torc weapons come in a wide variety of forms from pistols and light assault rifles to heavy repeaters and cannons. Torc technology at the time was extremely effective, dealing large amounts of damage to the UPF landfleet marines. Although not an armor piercing weapon by definition, in the hands of trained Skulls the torc weapons became lethal and notorious.
Stormbringer Once a dual star system, Stormbringer (the gas giant) never fully formed and now rotates around it’s living brother. The planet was rich in a variety of materials the Skull used to fuel their economy. A mineral laced asteroid belt in deep orbit provided metallic components as well.
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	UNDER CONSTRUCTION

	 
	Grav-Ball Arena - Diameter - 40 meters at it's equator and from floor to ceiling. Walls are a high strength, clear plastic allowing for stadium seating up to 22,000. Goals are on either side of arena on horizontal axis with stadium. Each goal is .75 meters in diameter, roughly three times the width of the gravball itself. The arena is separated into three zones. A score in the inner zone of a teams area is worth one point. From the mid zone is two, from the opposite zone is five points. 90% of all goals occur within the first zone.  

The Gravball - A hollow federanium sphere of approximately .25 meters in width with a high powered shock generator inside. The generator will emit a shock to any surface not coated with the anti-shock protectant. In addition, any contact to the wall will actually speed the ball up on the rebound as the shock adds to the kinetic energy propelling the ball. It is this fact that has led to the term "Getting Rebounded" or being surprised by a high speed, rebounding grav-ball. 

Players - Teams are comprised of no more than 12 active players at a time. Each team member is equipped in a light weight, ceramic, full body armor used to protect players while in the arena. Each suit also is outfitted with anti-shock soled shoes and gloves allowing them to handle the grav ball without being shocked. Only five team members are allowed on the arena floor at any one time, this includes any unconscious players. All races are allowed to play but a team is limited to the types of players on the court at one time. No team may have more than two players on the court at any one time from the following races: Thyrann, Humma, Dralasite and Dral. Most leagues are race specific and don't allow mixed teams but for the UPF games mixed teams are still allowed. 

Positions are as follows: Ace: The top player, the one usually who handles the ball the most and takes the draw-off. Typically this position is played by humans, Yazirians, and Rellgrak. Sometimes Vrusk too hold this position but their height can be a limitation. Striker: Two players, these are the wingers who setup the better shots and take deflection shots themselves. This position is for up and coming Ace's and is staffed the same. Shielder Middle court player, responsible for ensuring no "hard" or "rebound" shots are taken on the goaltender. This position is allowed to wear extra armor and is usually considered the "toughest" individual on the team based on the amount of hits taken in a game. Think of a "Wedge buster" in the NFL. The most feared position on the court calls for the biggest, baddest dudes in Zero-G. Often times you will find Thyrann's, Drals, Dralasites, and Hummas. The occasional Yazirian will take this position but weight often becomes an issue . Goaltender The goaltender is actually a misnomer, carried over from other sports due to a lack of a good name for the position. Unable to stand within 5 meters of the goal, the goaltender is simply the last line of defense, preventing an easy shot on goal. This position is typically occupied by the best arm on the team, as he often has to make quick, hard throws downfield to teammates. Goaltenders can be of any type but are more commonly Dral and Dralasites in mixed matches. Time - Each game consists of five 12 minute periods with a short five minute intermission between each. Game play is initiated when the Grav-ball is shot into the arena using one of six random entry points, all directed towards the middle. An ace from one of the teams must touch the ball before any other team member can. Alternates - Player changes are allowed at any time during the game but only five players may be on the court at any one time. This means that at times a team member must be freed from the action to carry another unconscious team member to the player's pen. Player replacements are allowed automatically after each goal and at the intermission periods as well. A common tactic used by some of the dirtier teams is to drag unconscious opponents to the opposite side of the field and leave the Shielded there to guard them. No Ace or Striker in his right mind would challenge a Shielder alone to free up teammates! 

Contact - No game would be complete without some physical contact. Contact is allowed in Grav-Ball only under circumstances where a player is possessing, or is about to come into possession, the Grav-Ball. As a result, any player may check, tackle, or block any other player with the ball or about to receive the ball. There is no such thing as pass interference. "Ka-Jacking" - A move developed by the first great Ace of the game, Ka Dun Amas, a Yazirian player for the now defunct Amsa Solar Flares. The move involves throwing the ball as hard as possible at an opponent, either directly or off a wall, to add speed and power. The move can be devastating if performed correctly as an unsuspecting opponent could easily be rendered unconscious. (For game purposes, the impact of the ball is much like an Electrostunner. A roll under STA keeps the player in the game. Two things to consider with this roll. For every minute a player has played in that period -2 to STA. Also, for every rebound off of a wall the player must subtract -5 from their roll due to the increased velocity of the ball. If the character remains conscious, the ball does 1d10 blunt damage.) Tactics 

- Tactics and strategy is obviously a big part in this game. Even the strongest, most fit athletes will run out of energy after only a few minutes of intense grav action. Teamwork is by far the biggest part of a winning team. Although there are some great players out there, none could accomplish what they had without a solid group of teammates backing them up. "Bop" passing: A maneuver where the ace breaks for the opponent's goal, pulling the shielder along with him in a dive. One of the striker's then deliberately throws the ball at the shielder's back in an attempt to allow the other striker to catch the rebound. The intent of this move is to stun the shielder primarily, opening the ace up to a goal clearing pass. It also tends to scramble the other defender's in an effort to compensate. Penalties - Every game has rules and with those rules come penalties should they be broken. Holding: Tackling is legal but the target must be released immediately. A hold calls for a 1 minute violation, leaving the team shorthanded. "Shelling": Called when a player deliberately attacks an already unconscious opponent. 


Timeline

10,500 PF 
(Pre-Frontier) Last remnants of the mysterious Tetrach Societies die out. 

950 PF 
Heliopes left on starmist by Clikks after a Clikk military exploration vessel is forced to jettison unnecessary cargo. 

800 PF 
The evolution of the Mechanon race begins on Volturnus. 

410 PF 
First Vrusk/Dralasite contact. 

350 PF 
First Vrusk/Human contact. 

302 PF 
Fromeltar system discovered by Dralasites. 

300 PF 
Vrusk, Dralasites, and Humans meet for the first time on the Frontier. 

299 PF 
Theseus system discovered by Humans. 

270 PF 
Yazirians enter the Frontier. 

270-4 PF 
The Frontier is founded. 

260 PF 
Gran Quivera discovered in the Prenglar system. 

256-248 PF 
Triad and Rupert's Hole found in the Cassidine system. 

230 PF 
Pan-Galactic Corporation started on Gran Quivera. 

220 PF 
Dixon 's Star system discovered by Humans. 

210 PF 
Madderly's Star system discovered by Vrusk and Humans. 

205 PF 
Madderly's Star system becomes a human system after the freeworld rebellion on Kdikit. 

200 PF 
Pale and New Pale discovered in the Truane's Star system. 

170 PF 
Dramune system discovered by Dralasites. 

168 PF 
Anthor system discovered by Yazirians. 

161 PF 
K'tsa-Kar system discovered by Vrusk. 

156 PF 
K'aken-Kar ssytem disovered by Vrusk. 

155 PF 
Gruna Garu system discovered by Yazirians. 

152 PF 
Timeon system discovered by Humans. 

150 PF 
The Pan-Galactic language accepted throughout the Frontier as a common trade tongue. 

146 PF 
Kizk'-Kar system discovered by Vrusk. 

129 PF 
Araks system discovered by Yazirians. 

125-10 PF 
The Age of Adventure. The discovery and exploration of new planets slows down for the next century while the major races concentrate on mapping the hazards and boundries of the Frontier. Hundreds of exploration vessels and brave spacers are lost during this time. Meanwhile, the discovered planets begin to develop. Thousands of fortunes are made and lost during the Age of Adventure. 

124-78 PF 
The Greater Morass is mapped. 

94 PF 
Scree Fron system discovered by Yazirians. 

77-57 PF 
The Xagyg Dust Nebulae is mapped from Zebulon to Fromeltar. 

61 PF 
The Zebulon system is discovered by Professor Alorne Zebulon, the Frontier's most noted scientist, explorer, and educator. The planet Volturnus is settled almost immediately. Anker is discovered but not settled until 57 PF 

60 PF 
White Light system discovered by Humans. 

57 PF 
Anker (Zebulon system) is explored and settled. Professor Zebulon founds the University of Zebulon . 

56-40 PF 
The White Light Nebulae are mapped. 

39-33 PF 
The Yreva Nebula is mapped. 

37 PF 
Pan-Galactic becomes the first mega-corp in the Frontier. 

32-26 PF 
Thirty-two exploration vessels are lost trying to map the Lessere Morass. Only the area between Screen Fron and Zebulon is mapped. 

25 PF 
A small pirate fleet under Hatzck Naar raids the Cassidine and Prenglar systems. The first Common Muster is called. 

22 PF 
Hatzck Naar's pirate fleet is defeated off Timeon. Naar is ejected into space and slowly boils inside his spacesuit as he falls toward Timeon. The muster is dismissed. 

21-10 PF 
The Xagyg Dust Nebulae is mapped from Fromeltar to K'aken-Kar. 

19-8 PF 
The area beyond the Greater Morass claims hundreds of exploration vessels. Though it is believed that most Frontier races came from beyond the Greater Moras, all information about their origins have been lost. Exploration of the area ceases and it is named the Vast Expanse. 

10 PF 
Representatives of the four major races request that all explorations cease while delegates meet to form a unified defense and mutual interest organization. 

3-2 PF 
The First Sathar War is fought. 

3 PF 
The Sathar first appear. They attack the Truane's Star system. 

3 PF 
Pale and New Pale fall. The Great Exodus to Dixon 's Star Ssytem takes place. 

2 PF 
The four races muster a spaceship fleet. The second Common Muster iscalled and put under the command of Admiral Morgaine, who immediately moves the fleet to the Cassidine system. 

2 PF 
The Battle of Triad. Morgaine's fleet performs a surprise attack on the invading Sathar fleet intent on ravaging Traid. The Sathar lose a third of their fleet. 

2 PF 
Dixon 's Star system is attacked by Sathar fleet. Completely unprotected it is soon ravaged. Meanwhile Morgaine moves his fleet to the Prenglar system. 

2 PF 
The Sathar attack Gran Quivera in the Prenglar system. The Battle of the Two Fleets is fought. The Sathar fleet is routed and destroyed. Morgaine's fleet is seriously depleted and Morgaine dies in battle. With this mutual devastation the First Sathar War comes to an end. 

1 PF 
Morgaine's World in the Prenglar system is named after the fallen Admiral. 

1 PF 
The "Grand Meeting" of leaders of the four races takes place on Morgaine's World. 

1 FY
(Federation Year) The United Planetary Federation, a mutual defense organization, is established. All worlds of the Frontier, expecting another Sathar invasion, immediately join. Under UPF authority, Spacefleet becomes a permanent defensive force. 

2 FY 
The Streel Corporation is founded on Pale. 

3 FY 
The Brotherhood of Spacers becomes the first cadre on the Frontier. 

5 FY 
Star Law is established by the UPF 

5 FY 
The Capellan Free Merchants first apear on the Frontier bringing news of the Rim and their fight with the Sathar, and supplying desperately needed food to the survivors on Laco and Gran Quivera. 

6 FY 
The First Dramune War is fought. 

8 FY 
Cassidine Development Corporation is founded on Triad. The creation and growth of mega-corps proceeds at an ever-accelerating pace. 

11 FY 
The Lynchpin system is discovered by Vrusk. They turn the system over to the UPF for development as a military outpost to protect that sector of the Frontier. The Lynchpin system is a military secret until the middle of SWII. 

12 FY 
Frontier ships enter Rim space for the first time. 

14 FY 
The Sundown system is discovered. 

17-27 FY 
The Blue Plague sweeps the Frontier. Scientists believe it was brought to the Sundown system by an alien vessel that crashed on Starmist. Because of Starmist's light population, the palgue was not immediately detected and had a chance to mutate. It is believed that vermin from the planet became infeted and somehow gained entry to a ship. The ship makes several stops on the Frontier and the plague spreads rapidly. It is called the Blue Plague because of its earliest symptoms -- large blue welts that appear about the face and extremities. These welts leave horrible black scars even if the victim survives the plague. 

20 FY 
Four star systems become so infested with the Blue Plague that the Council of Worlds, the diplomatic organization of the UPF, requests all races to recognize a permanent quarantine of these four star systems. The systems are designated by Greek letters. A spaceship seen leaving one of these systems is to be destroyed by Spacefleet before it has a chance to spread the plague any further. 

22 FY 
Hargut, Pale, and Gollywog suffer massive population losses due to the Blue Plague. All three planets are temporarily quarantined. 

23 FY 
The Medical Services Organization is founded. Funding pours in from most of the Frontier worlds. Gretl Grohn is named as the MSO Chief Surgeon. 

24 FY 
Vaccine for the Blue Plague is discovered at the MSO Center on Morgaine's World. 

25 FY 
The Mechanon menace on Vulturnus first comes to the UPF's attention, but cannot be dealt with because of the Blue Plague. 

27 FY 
The Blue Plague is eradicated from inhabited planets in the Frontier. In total, 17 million victims fell to the plague. 

28 FY 
Very tough laws and penalties are laid down by both the UPF and the Council of Worlds concerning the intersystem transportation and handling of flora and fauna. Star Law is given jurisdiction over planetary imports and exports. 

30 FY 
Pan-Gal system is discovered by the Pan-Galactic Corporation and becomes the first mega-corp star system. 

31 FY 
New Streel system is discovered by the Streel Corporation. 

32 FY 
Devco system is discovered by the Cassidine Development Corporation. 

36 FY 
The Second Dramune War is fought. 

46 FY
Solar Major system discovered by WarTech Incorporated. 

50-60 FY
Laaco's War. PGC and Streel wage the first Corporate War on Laco. The UPF eventually steps in and empowers an inter-mega-corporate commission to resolve the differences. Other mega-corps study Laco's War as a possible legal precedent for solving disputes. 

54 FY 
The Mechanon Revolt. Mechanons on Volturnus revolt. Only through quick action on the part of Star Law is a full-scale war avoided. 

57 FY 
The Waller Nexus system is discovered by the UPF survey ship Eleanor Moraes. The only habitable planet, Mahg Mar, is the site of the first UPF mutiny. 

57 FY
Liberty system discovered by the UPF The planet Snowball is liberated from Sathar tyranny. Tacticians, politicians, andj exobiologists are given a chance to study Sathar machinery and methods first hand because of the information gathered by the populace during their occupation. It is feared that many pockets of Sathar tyranny exist all around the Frontier and Rim. 

60 FY 
Rhianna system is discovered by the Cassidine Development Corporation, but is kept secret. 

61 FY 
The Third Dramune War is fought. 

63 FY 
Streel attacks CDC operations on Alcazzar. Star Law intervenes and averts a potential Corporate War. 

66 FY 
Solar Minor system discovered by SynthCorp. 

67 FY 
Regular trade established with the Rim planets. 

70 FY 
The Mechanon civilization on Volturnus undergoes an upheaval. The majority of peaceful Mechanons migrate into the undeveloped space between Screen Fron and Dixon 's Star. 

77 FY 
Mechanon is discovered by migrating Mechanons. Its entry into the UPF is blocked until the legal status of the Mechanons can be established. 

78 FY 
Tough new guidelines for legal ownership of a system or planet are laid down by the UPF and the Council of Worlds. The guidelines are designed to halt mega-corp expansion and to prevent occurrences such as the Mechanon problem. 

80-90 FY 
The Second Sathar War. 

80 FY 
The Sathar capture a non-UPF system between Solar Major and Solar Minor. They dub it Outpost #1 and enslave its inhabitants. Construction begins on a planet-wide military and industrial complex intended as a permanent base for incoming Sathar supply ships and troops. 

80 FY 
Sathar swarm through the Xagyg Nebula and attack Volturnus. New planet-wide battle tactics are used by the Sathar (including the massive use of diversionary, seeded monsters and cybernetically controlled creatures). The attack is a feint to draw Spacefleet to Zebulon. Task Force Cassidine is dispatched to Zebulon. 

80 FY 
By going through the White Light Nebulae, Sathar Fleet #1 enters the Frontier undetected. 

81 FY 
Sathar Fleet #2 and 3 attack Solar Minor. So overpowering are they that no word of the attack reaches Spacefleet. 

81 FY 
Sathar Fleet #1 attacks Madderly's Star. They encounter the new Spacefleet fortress on Kdikit. Its resistance is fierce and buys the needed time for reinforcements to arrive. Dramune sends three frigates and a destroyer from its militia while the UPF dispatches two destroyers and two light cruisers from its non-attached ships roster. 

81 FY 
The UPF mines the sector between Cassidine and Madderly's Star. Sathar Fleet #1 is driven from Madderly's Star and pursued as it tries to make its way to Fromeltar. All militia ships in the sector, including half of Task Force Prenglar, are engaged in the pursuit. 

81 FY 
Task Force Cassidine crushes the Sathar feint on Zebulon, but with heavy losses. The UPF now realizes how vulnerable it is to land attacks. 

81 FY 
The Rim Coalition dispatches the Flight to the other side of Lkaeok in search of Sathar supply vessels. In return they ask the UPF to station Task Force Casidine half way between Zebulon and Capelle to protect the Rim home worlds in case of a Sathar Sneak attack through the Muld Nebula. 

81 FY 
Strike Force Nove arrives secretly at White Light. Admiral Niles believes more of the Sathar fleet may attack through the White Light Nebulae. 

81 FY 
Sathar Fleet #2 emerges between Timeon and Prenglar, placing itself in front of the remains of Task Force Prenglar. The Battle of Prenglar begins two hours later and results in Sathar Fleet #2 scattering or destroying the reduced Task Force Prenglar.
Flush with victory, the Sathar proceed recklesslyu into the Frontier. Strike Force Nove soon engages Sathar Fleet #2. The remaining Task Force Prenglar ships return and join the battle. This running battle results in the eventual withdrawal of Sathar Fleet #2 into the White Light Nebulae. 

81 FY 
Sathar Fleet #3 attempts to circumnavigate the Great Morass. Two weeks later it is engaged by long-range fighters from Moonworld. Without any knowledge of the existence of the Lynchpin system, the Sathar forge ahead expecting to find a lone spaceship. Instead, the Battle of Moonworld is joined. 

82 FY 
The Coalition's Flight discovers the Sathar supply route around the Xagyg Nebula. They station themselves in deep space and proceed to destroy all incoming Sathar ships. 

82 FY 
The final dregs of Sathar Fleet #1, after slipping into the Xagyg Nebula off Fromeltar, arrive back at Sathar Outpost #1 and prepare to defend to the death. 

82 FY 
The Battle of Moonworld ends with three-quarters of Sathar Fleet #3 destroyed. The remaining Sathar vessels are forced to retreat into the Vast Expanse. 

82 FY 
Task Force Prenglar regroups off K'aken-Kar. 

82 FY 
The UPF establishes the United Planetary Federation Landfleet, the first interplanetary army raised on the Frontier. Thousands of Humma and Osakar arrive from the Rim and enlist, hoping to stop the Sathar menace before it invades their homeworlds. Many die for the Frontier, but still more stay and become citizens after the war. 

82 FY
Strike Force Nova secures the Frontier inward from Theseus. 

83 FY 
A Coalition Flight long-distance probe discovers Sathar Outpost #1 and reports its location before it is destroyed. 

83 FY 
The reminas of Sathar Fleet #2 arrive at Outpost #1. Despite a desperate shortage of supplies caused by the Flight blockade and terrible losses from previous engagements, the Sathar have completed their construction. Outpost #1 is now a formidable fortress. 

83 FY 
Three incidents occur that help the Sathar:
The Mist Stone, a sacred Capellan icon, is stolen by Sathar agents and smuggled into Outpost #1.
The original copy of "Reflections of a Humble Servant" is also stolen and smuggled into Outpost #1. This work is considered by Humans to be the definitive philosophy of Dralasite civilization.
Sathar war ships force the populations of Circe and Kir'Kut to evacuate their planets. They are transported to Outpost #1 and enslaved. All three incidents combine to assure that Outpost #1 is not taken by orbital bombardment. 

83 FY 
Strike Force Nova retakes Solar Minor. The fighting is fierce and half of the Strike Force and all of the Sathar holding force are destroyed. 

83 FY 
The Battle of the Blockade. A reinforcement fleet from Sathar Space is challenged by the Flight. Half of the Sathar Fleet, most of them fighting ships, escapes but all troop ships are destroyed. About one half of the Flight is eliminated. 

84 FY 
The Flight is greatly increased by reinforcements from the Rim. Wing #1, the original Flight, rendezvous with Task Force Prenglar. Battered and weary, they still insist on joining the siege of Outpost #1 with the Frontier forces. This group of Rim spacers quickly gains notoriety in the Frontier and greatly enhances UPF-Rim relations. They are known as the Raging Rimmers.
Wing #2 takes up the blockade position. Wing #3 is charged with thedefense of the home worlds. Task Force Cassidine sails for Solar Minor. The Sathar begin mining operations on the moons of Outpost #1. 

84 FY 
Dralasites and the Coalitions insist that a diplomatic mission be sent to Outpost #1. The Sathar agree to meet three months later to discuss a possibly treaty. Non-Sathar agents represent Sathar interests at the meetings. Diplomatic talks are held for another 18 months with no results. During that time the Sathar strengthen their defeses and repair their ships. The UPF Landfleet is given time to become a formidable army. 

86 FY 
Task Force Cassidine joins Strike Force Nova around Solar Minor. Four months later, Capellan Free Merchantmen transport the Landfleet to the Solar Major and Solar Minor Fleets. Many Ifshnitsremain in the Frontier after the war and begin the Free Merchant trade system throughout the UPF planets. They will become so firmly entrenched in Frontier life that the mega-corps will not be able to force them out, and eventually accept them as another mega-corp. 

87 FY 
The Battle of Five Fleets. In a pincer action, Task Force Prenglar, Coalition Wing #1, Task Force Cassidine, and the remnants of Strike Force Nova attack the Outpost #1 system. Outpost itself is a mammoth world with two planet-sized moons. The entire year is spent destroying the remnants of the Sathar Fleet, the minefields orbiting the planet, the small fighter squadrons the Sathar captured on the two conquered worlds, and the moon's mining and defensive operations. Lost in the action is the rest of Strike Force Nova, except for the battleship Quasar, half of Task Force Cassidine, and all but two destroyers from Coalition Wing #1. 

88-90 FY 
The Siege of Outpost. Task Force Prenglar blockades Outpost #1 while Landfleet is shuttled in under intense fire. The land battles take two years to complete. At the end of hostilities, no Sathar survive and 40% of Landfleet is destroyed. Among the Landfleet dead, 30% are non-Frontier citizens. Most of the Ifshnit, Osakar, and Humma who have served the UPF during the war settle down on the UPF Frontier worlds. 

91 FY 
The University of Zebulon receives Frontier subsidies. Its facilities on Anker increase over the next 20 years until they are larger than most Frontier cities. 

92 FY 
Solar Minor is resettled. 

93 FY 
The Frontier worlds decide that a permanent, but scaled down, UPF Landfleet force must be maintained at all times for the defense of the Frontier. 

95 FY 
Outpost #1 is established asa UPF military base. The "Hoppin' Hundred and Eighth," a spearhead Humma division, is stationed there permanently. 

96 FY 
Galactic Task Force and MercCo fight the first post-SWII Corporate War over settlement rights on a moon orbiting Alcazzar in the Rhianna system. Hostilities quickly spread to include all seven of Alcazzar's moons and over a half dozen mega-corps. The Corporate Wars begin in earnest. 

97 FY 
The first Star Law graduating class containing Ifshnits, Humma, and Osakar finish their training. The violent outbursts threatened by a few radical cults never appear. 

98 FY 
The Rim and the UPF enter into multiple defense treaties and economic trade agreements, but the Coalition gives severe warnings to all mega-corps that their militancy will not be tolerated in the Rim. Tourism between the UPF and Rim is established and is immediately successful. The Frontier now officially includes the Rim Worlds. 

99 FY 
The council of five is formed leading to the formation of the Psi Knight cadres. Almost immediately there are differences of opinion on how Psi Knights should serve the Federation. 

99 FY 
Star Law is invited to the Rim to help the Coalition train their own planetary branches. 

100 FY 
The Rim's Age of Adventure begins as hundreds of exploratory vessels are sent out to make the unknown regions surrounding the Rim. 

102-106 FY 
The Rim side of the Lesser Morass is mapped. 

103 FY 
The first Rim Star Law agents appear. The structure is identical to the UPF Star Law organization. 

104-111 FY 
The Rim side of the Xagyg Dust Nebula is mapped. 

105 FY. 
Star Law is given equal powers, rights, and jurisdiction in both the Rim and UPF systems for interplanetary and interstellar crimes. While it works mainly with the local law enforcement agencies, Star Law is recognized as the only law enforcement force with full authority throughout the entire Frontier. 

105 FY 
An altered Mechanon assassinates the Governor of Zebulon. The UPF suspects that the Sathar may be establishing an extensive spy and terrorist network. The possible Sathar use of mechanical life forms, such as the Mechanonss, as agents becomes a prime investigative goal of Star Law. 

106 FY 
The Mechanons are officially informed by the UPF that they are not considered a stable enough society, at this time, to be allowed equal status in the UPF They are forthwith considered "wards of the Federation." Their protection and supervision are the responsibility of the Council of Worlds. While most Mechanons accept this as a necessary step toward independence, some rebel and go underground, swearing to avenge their race. Many of these are suspected of being Sathar agents. 

106-111 FY 
Mapping of the Rim side of the Xagyg Nebula is completely up to the Klaeok system. 

107 FY 
The A.I.P.S. is formed. Except for the Capellan Free Merchants, who were introduced into the UPF society under unusual circumstances, it is the first mega-corp voluntarily created by smaller companies in an effort to resist merger or take-over attempts by existing mega-corps. 

108 FY 
In an effort to stem the growing numbers of Corporate Wars, the UPF and Coalition worlds grant Star Law the authority to recruit and use mercenaries and to establish the Star Law Psi-Corps, a special branch of Mentalist-disciplined officers. 

109 FY 
Mego-corp recruitment doubles in non-enforcer professions. A trend of smaller and cheaper skirmishes or espionage missions to replace the larger, more expensive Corporate Wars begins to show. Over the next two years the term "Corporate War" comes to mean a war of intelligence gathering, tactical enforcement procedures, and industrial sabotage rather than full-scale military operations. 

109 FY 
Long-range probe ships are sent into suspected Sathar space away from the Rim and UPF systems on the other side of the Xagyg Dust Nebula. It is hoped these probes can answer the question of where the Sathar come from. 

110 FY 
A human assassin fails in his attempt to shoot Queanee Kloonanu, chairman of the Council of Worlds. A small bioform is found attached to the human's back. Scientific studies show it to be some kind of intelligent, parasitic organism with the same genetic make-up as Sathar specimens. Authorities believe it to be a new Sathar method of controlling agents. See-through apparel becomes fashionable almost immediately. 

111 FY 
The University of Zebulon publishes the first volume of Zebulon's Guide to Frontier Space, a multi-volume collection of confirmed flora, fauna, cultures, devices, customs, and history of the known Frontier. It is considered the definitive work on the Frontier and is immensely popular. 

111 FY 
Mapping of the Xagyg Dust Nebula continues from Klaeok and K'aken-Kar. 

111 FY 
The Grand Celebration, commemorating 111 years of the UPF treaty is planned for the entire year. Gala social functions, parades, and celebrations are planned on every planet in the UPF and even some in the Rim. 

114 FY
The Vrusk merchant ship V'chk Ts'tar encounters a ship of uknown origin. They retreat back to Frontier space but weeks later UPF ships investigating the report come across a similar ship. This would be the first contact with the ‘Verge,’ an Empire of Humans descended from a long lost colonizing mission some 300 years prior. Peaceful negotiations ensue and soon the UPF learn of the vastness of the territory that the ‘Verge’ covers. Many of the UPF races are given settlement opportunities within the Verge with the Dralasite and Vrusk making good use and colonizing several worlds in three systems. 

114-116 FY
Deciding that the best defense against another Sathar invasion is advanced warning, the UPF command sets out to locate the Sathar homeworlds. Refitting many of their older capital ships as sensor platforms, a small task force is set out to research and locate the Sathar in their own lair.   A two-year journey ends in disaster when the task force is ambushed in deep space and all but two ships are exterminated. When the UPF finally arrives with help, they locate only the UPFS Challenger and the CCMS Osprey hiding amongst the debris. 
121 FY
The Psi Knight civil war begins. For the next three decades Mentalists pick sides or are picked for sides. Massive battles pop up across the Federation as the power hungry elders of 
125 FY
In an attempt to provide a more energy efficient Grav Car, FSMC scientists inadvertently stumbled upon one of the biggest inventions of the century, Inertial Dampening. By creating a well of gravity around the ship it was now possible to arrange decks horizontally rather than vertically. The concept did not immediately catch on, however, as the power needed to maintain the “well” was tremendous. As time passed and scientific breakthroughs made the technology more appealing, eventually the first UPF ship utilizing horizontal decking was commissioned. The idea in concept was great, in reality it was miraculous.  The new decking made ships more streamlined, offering better utilization of room and design. In five years the UPF had either refitted or built to bring over 50% of their fleet to the new standards. The entire fleet was officially converted another twelve years later in the year 168FY.  By 190FY any ship still using the vertical decking system was considered obsolete and an antique. 

141-180 FY 
A period of growing unrest in the Federation as minor skirmishes and civil wars pop up all across the colonized worlds. Some blame Sathar agents while others blame Mentalist interference. In the end no explanation can be found for the unrest other than overpopulation, high unemployment rates and high poverty levels. The long term effects of this period would have been devastating had it not been for the Federations involvement in the Stormbringer wars.

181 FY
The Pyagroria Dawn, a research vessel returning from a six month sweep of the Xagyg Nebula, encounters an unidentifiable ship just one light year out of Cryxia. With no markings and an alien design the ship’s captain is excited at the prospect of making first contact with an alien species. After several failed attempts to communicate with the alien ship the Pyagoria Dawn calls for assistance and is promptly fired upon. Crippled and suffering heavy losses the Pyagoria Dawn limps back towards Cryxia and help with the alien ship tailing close behind, observing. Three UPF scouts and a Frigate from the AEF RIM command arrive to save the science ship. The resulting fight drives off the alien ship but not before a scout is destroyed. 
181 FY
UPF scout ships search the area of first contact and begin to make sweeps off that mark for weeks to come. Finally a similar alien ship is located just outside a system buried deep inside the Xagyg nebula. The scout is fired upon but managed to evade and escape. 
181 FY
While the UPF Council deliberates on what to do this new alien race forces their hand by launching long range, mass driven, meteor strikes on Pi’Ka’Nair and T’zaan in the Cryxia system. Casualty reports are in the millions as the meteors slam into the surface of both planets. The UPF declares war the very next day. 
181-184 FY
UPF ships scour the region the first alien ship was located for months on end. In time more of these craft begin to appear but never in great number. Typically the craft operate on a hit and fade tactical level and, because of an enormous technological advantage, are difficult to take down even when greatly outnumbered. Their biggest advantage is ship based shields and an armor that is nearly impervious to laser fire. For three years the UPF battle this new foe until eventually the alien finally disappears again as mysteriously as they had appeared. Ever wary, the UPF creates the RIM Command, a permanent fleet assigned to the RIM worlds. 
186-201 FY
A maniacal priest, Yullikiel Azhair, later proven to be a powerful Mentalist, leads thousands of mind controlled citizens in the Araks system into a rebellion .vs. the Federation.  Integrating themselves into society these followers of Azhair conducted suicidal terrorist attacks against high priority targets. It took the federation fifteen years and countless more lives to finally find and defeat Azhair. Alex Bailor, then a lieutenant, leads a unit of UPF Special Forces troops against "Bigamore Dredge."  En vogue at the time were helmet mounted cams allowing citizens to tune into real time combat actions. In the most horrific scenes ever to be broadcast the Federation watches as the mindless subjects of Araks climb over their own dead and rip the soldiers apart with their bare hands and teeth.  The Dredge is finally taken and the priests hold over the people is broken but not until tens of thousands are killed. 
191-195 FY
A series of minor skirmishes and hit and fade attacks by the Sathar scare the UPF into believing that a full-scale war is at hand. Four years pass and the attacks never increase, almost as if the Sathar were testing the UPF’s defenses. Soon after the attacks stop and once again all is quiet. 
194 FY
The Vaijell (Essix) plague, a terrible flesh eating disease thought to have been brought on by a Sathar chemical attack, assaults the Federation. Millions die and seven planets are quarantined while a cure for the plague is researched. In the end the plague was named for the man who finally defeated it, Dr. Lijiong Vaijell, an Ifshnit biochemist from Osak University of Science. 
197-205 FY
The Stormbringer Wars 
197 FY
Near the end of the Araks incursions the mysterious alien race encountered a dozen years prior reemerges, now with support from the Sathar, in an effort to take the Federation at its moment of greatest weakness. Their first strike is a multi-pronged attack that decimates many of the upper rim worlds. The UPF, although well prepared, are overcome by the ferocity and technological superiority of the aliens and the vastness of the Sathar and find themselves reeling from the first blow, unable to counter. 
198-199 FY
Things go poorly for the UPF as the alien race, known as the Shie’Kuhll, continue their assault. Their success is based on their fleet, which is nearly indestructible with their armor and shields, as well as their foot soldiers who wear a ceramic armor nearly impervious to ground based lasers. Not a single battle falls in the UPF’s favor for the first two years and all is thought lost when the Shie’Kuhll and Sathar reach the corners of the Xagyg nebula and stand ready to invade the core worlds. 
200-202 FY
Fate favors the prepared and finally the UPF gets a break. Falling back on old weaponry the UPFDF musters forth an elite branch of landfleet known as the Ghost Force. Led by such great and legendary commanders such as Lord Dan "Blades" Thoms and General Alex Bailor this new force proved to be more than formidable against even the superior Shie’Kuhll forces. In several quick and decisive strikes this new force swiftly reduces the Sathar threat to nothing and turns the Shie’Kuhll forces on the run. Heavy losses were felt on both sides but the UPF was far better prepared to win the war of attrition and the Shie’Kuhll retreat.  
203 FY
Although difficult to locate the Shie’Kuhll homeworlds UPF Intelligence did manage the task remarkably well and led spacefleet and landfleet right to the Shie’Kuhll doorstop. With the Sathar once again battered and on the run it was only a matter of time. The Shie’Kuhll home system contained two worlds that, while dangerous both in tectonic activity as well as indigenous life, were hospitable. The UPF fleet, already on edge after losing several ships while circumnavigating the Xagyg nebula, sent one call to the remaining defenders of the Shie’Kuhll to surrender. The Shie’Kuhll responded by firing on the UPF fleet. Admiral Elox Yangathi, commanding officer of the task force, responds: “Damned bastards. If they want hell well give it to em!” 
204-205 FY
The Stormbringer wars, as they were coined by the landfleet troops who had to spend time on the volatile planets surface, consumed eight years, billions of credits and countless millions of lives. The Shie’Kuhll proved to be a ruthless species bent on the utter destruction of any who stood in their way, no matter the cost. The Shie’Kuhll Empire was many times more lethal than any enemy ever faced by the Federation. Their technology was decades ahead, they were organized, strong, and very skilled.  In fact, they might nearly have crushed the Federation outright had they not been so badly outnumbered from the beginning. The last year of the war involved a ten month long offensive were the UPFDF bombarded and invaded the enemy homeworld. Every male and female Shie’Kuhll of fighting age responded to the call and died for their cause taking those who could not fight along with them. In the end Stormbringer was a loss and a century later shook apart from global tectonics. It was rumored that some of the Shie’Kuhll survived and were taken by the UPF as test subjects but none have been seen since. 
205 FY
Captured Shie’Kuhll technology leads to new breakthroughs in modern science both in military applications as well as civilian. Most notable are ship based energy shields and infantry worn ceramic armors. 
209 FY
It is a new beginning for the Federation. More allies are made each day and science, culture, peace and prosperity are at an all time high.  War becomes a thing of the past as only minor skirmishes and corporate battles arise all of which are handled easily by the star law rangers and UPF  
213 FY
After more than a decade of poor sales Wartech is forced to declare bankruptcy. Much of this is blamed on their aggressive campaign in advertising their new line of beam weapons, the Nid-1000 series. This new weapon, although superior to its predecessors, finds itself useless in the face of the Shie’Kuhll forces during the war. The loss in profits hits the company so hard that a once thriving, multi trillion credit corporation falls to it’s knees. Only through aggressive management is the mega corp saved in the end, a sign that no matter how big, any of the mega corps is vulnerable. 
218 FY
Star Law Rangers successful discovery of the century old Pirate homeworlds becomes a major break for Federation shipping and commerce. In just two days the Pirating world lost over two hundred ships and thousands of men. 

221-231 FY
The Sathar and Zuraqqor fight their famed ten year war during which millions die. The Zuraqqor show their naval superiority while the Sathar dominate on land, neither able to gain the upper hand. The end game is both civilizations so badly cripple one another that neither would be a threat to the UPF or themselves for centuries to come. 

227 FY
The advent of the Neutron drive hails a new era in space flight. For the first time Federation ships are now operating on self contained drives capable of providing their own fuel for longer range missions and voyages. 
241 FY
A new charter is drafted giving the UPF greater authority as a presiding body. Seeing safety in numbers most core worlds sign on immediately, agreeing to abide by the laws of this new governing body. Soon the UPF, now with unprecedented funding, is growing both legally and militarily. 
267 FY
The largest ship to date is berthed from the Olmaris drydocks on Gran Quivera. The HS 22 Battleship boasts state of the art shielding, advanced weapons systems and the new, more fluid horizontal decking system. It is a marvel of modern technology that would stand as the premier capital ship of the UPFDF Navy for more than six decades. 
313 FY
The advent of Gravball is a major success across the Frontier planets. Organized leagues pop up overnight. 
374 FY
First contact with the Fringe Sector is made paving the way for new membership for such races as the Fraal, Seshayan, T’Sa and Weren. 
386 FY
The first Mentalist, Oga Tokassio, is elected as Grand Ambassador of the UPF. While widespread protests soon followed in actuality Ambassador Tokassio’s three terms were some of the most prosperous and peaceful in decades. 
426 FY
The Vrusk undergo their destined "Incubus" spawning an entirely new race known as the "Rellgrak." 
429 FY
Fist contact with the Nagai goes poorly as a communication blunder on the part of the acting UPF commander translates to the Nagai as, “Welcome, we come in peace and seek peaceful rapings.” A two month battle ensues before linguists can properly identify the oversight and an apology can be made. 
437 FY
Noted Dralasite chemist Oobl Do Oohl discovers a method for mutating genes in the Dralasite DNA chain. This new discovery allows Dralasites to make a conscious decision from their first stage of growth on how they wish to evolve. If the Oobl injection is taken, the Dralasite will be capable of growing to over twice their normal height and weight with proportional adjustments for Strength, Dexterity, etc. The one drawback to the injection is that once taken, the “Dral” (As the larger brethren are now referred to as) will no longer be capable of mating. They will be, for all intents and purposes, gender neutral. As a result, Dral are not actually born but yet created from the ranks of Dralasites who wish for a more “aggressive” way of life. This switch is clearly a sign of harder times in the Federation as the Dralasites of old were always known for their passive mannerism and peaceful behavior. 

448 FY
The Weren and Thyrann create the annual “Grog Bowl”. This barbaric and violent game hosts two teams of eleven each at opposing sides of a fifty meter field. At the center of the field is a greased Wolbe Hog. The two teams charge across the field and engage in violent combat, each team struggling to move the hog back to their zone for a point. Fatalities, while discouraged, are almost common place. The UPF moved to ban the game from the core worlds but only managed to increase its popularity. 

475 FY
The Zuraqqor invade the RIM, laying waste to many of the RIM alliance homeworlds. Sin’Suise and Anahantes are hit hardest. Surprisingly during the two years of warfare between UPF and Zuraqqor the Sathar never enter the war. Many speculate that the Sathar Empire has caved in on itself under the weight of its once dominant war machine.  

566 FY
A major revolt occurs on the Penal Colony planet of RuahcPentas. Thousands of prisoners riot and engage guards in weeks of fighting. During this riot the notorious pirate Black Moth is freed and escapesto to the RIM. 
567-573 FY
For six years the exploits of the Black Moth are filmed by an independent film company making him not only a household name but something of a hero to the common man. Although known for his violent behavior he was also a gentleman with women and children and once even donated over ten thousand creds to an orphanage. Unfortunately for the Black Moth he was cornered in a small cantina by Star Law agents. A four hour running gun battle commenced which ultimately led to his death. To date he is the most storied criminal in UPF history. 
578-622 FY
The Sathar, in a shocking move for peace, surrender to the Federation and request permanent membership.  Not realizing the implications involved, the High Council quickly accepts their offer thus alienating many of their own members.  The Thyrann nation, outraged, declare war on the Federation for allying with their life long enemies and shortly after, half a dozen more races follow suit.  Soon, friend was battling friend     
623-625 FY
In one form or another the Coalition/ Federation war waged on for nearly fifty years.  The Sathar tried to right what had gone wrong by withdrawing from the Federation but the intent was already there.  From terrorist bombings to full-scale war, tens of millions of lives were lost.  The end, sadly enough, came with even more tragedy.  Two large fleets met and battled one another over Osak, the homeworld of the Osakar.  The battle waged for nearly three days with debris and stray shots constantly pelting the innocent masses below.  The barrage was too much for the fragile planet to endure and the resulting cataclysm all but wiped out the Osakar race.  Even thirty years later, the race still teeters on extinction.  In rare form, the Thyrann call for a cease-fire, overwhelmed by the deaths of so many innocents.  The war had ended, but many had paid the price for peace on that day. 

626-632 FY
The UPF begins to downsize, an attempt by politicians to curb the blow of near bankruptcy caused by the war.  
633-641 FY
A new enemy emerges from the void beyond the Liberty system. With no apparent reasoning save mearly their own bloodlust, the Milltukke armadas sweep into Frontier space destroying all in their paths.  The Federation battled the Milltukke armada for eight long years and suffered terrible losses. Millions died in fighting over the Liberty system alone, leaving the planet of Snowball in shambles. 
637 FY
The ongoing Milltukke war creates a massive migration of races from worlds caught between the two great forces. Races such as the Vodrin, T’Surr and Ranth are quick to join the Federation against their longtime enemy the Milltukke. 
639 FY
The Sathar civil war ensues, pitting the three clans in a battle for control of the collective worlds. A mass exodus of Federation citizens begins to leave the Sathar homeworlds as crimes of racism and hatred become more and more common there.   
640 FY
The T’Surr join the annual Grog Bowl competitions and immediately become a force to be reckoned with, winning the championship three of the first five years in which they competed. The average number of deaths per game also increased by 142% in games involving the T’Surr. 
642 FY
The Sathar remove themselves from their UPF charter, stating that terrorist actions against their people would no longer be tolerated. Diplomats on both sides move to strike an official peace and soon the Sathar Empire is alive again. UPF patrols along the Sathar border quickly increase in frequency and size. 
645 FY
Increased attacks from the Milltukke prompt the UPF to upgrade all Frontier fleets by 20% in size and manning. Although the attacks are only harassment in nature, UPF Intel feels this is a precursor to future attacks. 
647 FY
Evidence of a schism in the UPF leads many to believe a civil war will tear the Federation apart and plunge its members into a darker time. For weeks the citizens of the UPF wait, watching as investigation after investigation seemingly break away at the credibility of the UPF Lord Berrigan Creos (YM) even went so far as to declare a “Witchhunt,” naming members of the high council as traitors. Finally, however, the near catastrophe was stopped by Lord Keith Bent, backed by the overwhelming support from four of the five major task forces. In a strong-arm move, Bent removed Creos from power and took control of a demoralized UPFDF. Six months of investigations and tribunals followed leading to the dismissal and imprisonement of over thirty high ranking military officials. Known as the “Tenevant Accords,” Lord Bent announced that corruption and anarchy had been removed from the UPFDF and would no longer be tolerated. Immediately Lord Bent became a household name with a vast majority calling for him to run for the High Marshall seat…he is still undecided. 
647 FY
Streel ships engage Pale Colonial Marines in the first documented case of a corporation fighting a planetary government. Surprisingly the Streel forces fair much better than would have been expected and after three weeks the conflict ends in a draw. Those close to the moderation process, however, cite that the Streel Corp walked away with a much better deal than the Pale representatives. 
 654 FY
Present Day. Crime and Corruption rear their ugly heads again as Law Enforcement finds themselves ill prepared to combat it. They are able to maintain some control in the major cities, beyond that it is near lawlessness. Mega Corps control whole cities as local governments find themselves swept out of the way by corrupt officials. The Milltukke and Zuraqquor alike each wander the border zones like hungry wolves, ready to strike.
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