TRAVELLERW

Il & VARGR

THE COREWARD RACES

—— ey —— -

4 Experlence these allen as you never have befnra!

Ctmlents inciude_ for each alien race— - Im.:mbwm !  Sharik (chmmwm o S hd‘s:au't
; “» Physlology: See tachmca! Iy_agmrate deta'ls more, ald Captain Sharik Is no exception: sha is p"W‘m;m‘ﬁ- '.myom :I age ;.:dﬂil q.n:
of the race's body structure. == youthful, Sharlk fikes having Asdzouk a8 member.of tha ship's crew, sinca he s an'!
: + Psychology: Get inside the racas rnind and excallent Scrounger —a skill often found among Varpr. :
* find out how they think . e
- = Detalled Starmaps: Study starmaps of the
et race's home region, with all star sysiem pcsi-
. tions accurately shown. " =5
« Soclety and Culture: Find au'l how tha alien
. race lives, and what makes their culture unique.
. = History: Learn never-before-revealed details
about the race's h£s1c|ry, and how thay got whera

F Discover how you can %
eorﬂidernly integrate the raca into your Mega
Traveller campaigns.

See auual exampt-es
. of the .alien race’s mboLs vehicles, and star-

olepiaylng Exam les: Galn new Insighls 755
into roleplaying the race by studying the detailed \
play examples, hints, and tips presented inside

R P 1 % o T

For use with MegaTraveller —

. This book tis intended for use  with
" MegaTraveller. It requires you have a copy of
 the game rules.” B LG e e

s GDW‘s regxslered lrademaﬁ( for its far futura ‘scienc
Shattered Imperium are trademarks of GDW and are used with permission. :
Copyright 1990 by Digest Group Publications. All rights reserved. No part of this publmmn may be repmdueed In any form or by any
means without written permission from the publisher. Printed in the USA. Portions of this book are taken from Traveller and MagaTraveller ” ”;
materials published by Game Designers’ Workshop, and are right 1987, 1988, 1989 and 1980 by GOW, Inc. == = DGP-878-1295 T (S = . .
i \— Digest Group Publications

"




[Rp—

World Map Grid (Large)

P e—— v pr——

Viand/Viand Sector

3 Faxagon Scall i Kiometers (Crumbersncs dhvded by 35)

1 hex=424 km

o g han: 500

|alslsl7 &IQHFf

2 W e (ardd LWP]

Viand/Viand

Total rumter of mup Pesos por Wangle: 25 Total umter

Thes

1. Dts of Proparston

337-1120

WORLD MAP GRID
IS Form 21

P A N —

e R

ol

Vilani And Vargr: The Coreward Races
THE MEGATRAVELLER ALIEN, VOLUME 1

The Vilani. Founders of the oldest human empire in charted space. Their culture
forms the basis for many modern Imperial ideals. Like you shouldn't trust
technology. Anyone who likes to read technical manuals is perverted. Or that the

lone merchant is a fool.

The Vargr. Humans call them barkers, growlers, or even worse, doggies.
Plucked from earth a quarter of a million years ago and manipulated into
intelligence by the mysterious Ancients, how could this dog race — a race that
knows no long-term loyalties — ever be cohesive enough to become starfaring?

Vilani and Vargr is the first volume of a thoroughly |

ravised and updated series on the aliens of MegaTravaller.

Wa want these books to be far more than just a rehash of
material from the old alien books — our hope is this series
helps you understand these aliens better than you ever
have before. This way, you get to know these races so wall
that putting them in your adventures becomes a simple and
delightful task.

To do this, we decided on the following format to be used
for each race:

» The first section for each race is writtan by members of
that race explaining themselves 1o Imperial citizens. Not

only does this make the section more fun to read, but it |

helps both referees and players "get into® the race's unique
viewpoint more completaly.

« Follow up the race’s own “biased” section with details to
the referae that tell the real story in an unbiased fashion. In
addition, this section includes secret details only the referee
should know. :

= Each race needs accurate and official details of their
physical features and anatomy. Non-human races must
include anatomically correct drawings of adults (each sex),
and a child, shown standing with a typical human.

* Provide specific, detailed starmaps (with actual system
positions shown) of the race's region of chared space.
Include as many supplementary maps as necessary to
explain the region’s cultural subdivisions and other details.

» Includ ive inf ion about the race's home
system and homeworld. A map cf the race’s homaworld is a
must (in color), as well as full World Builder’s stats.

* Provide a significant section on roleplaying the race.
This must include examples with a thorough analysis of why
the example character behaved like he did. Nothing works
better at communicating 1o you how we sse these races
should be played than by giving you examples.

= llustrations must be done so that each race has its own
unique "look™ that you can quickly identify. This includes
evarything from their fashions to their vehicle and space-
craft designs.

+Using the method introduced in Starship Operator's |

Manual, show you what one of these alien’s starships looks
like inside. This way, we get everyone on the same wave-
length regarding the race’s starship deck plans.

= Also give you a sample vehicle and a sample robot for
each race, done using the format in 107 Vehicles.

+ Provide each race with unique strengths that make you
want to include it in your adventures. For example, the Vilani
now have their reduced aging effects, and the Vargr have
Scrounging skill. The other races will have unique aspects
all their own as well. After all, why play an alien i he isn't
much better than a regular Imperial human in some way?

Qur hope is that after digesting the material in this book
referees and players will find playing Vilani and Vargr to be
more enjoyable and more satisfying than ever before. And
along the way, maybe by playing these aliens, we can all
understand ourselves a bit more.

ABOUT THIS SERIES

If the material in this book conflicts with any prior informa-
tion presented in Traveller or MegaTraveller works about
the Vilani or Vargr, this book now supersedes that prior
material. This book reflects the latest view of the designers
about these races, and thus is the most accurate material
published to date.

To our knowledge, changes from prior material are mini-
mal. However, some slight modifications have been made to
correct any prior inconsistencias that have bean discovered.

Additional titles in this series include:

« Solomanli and Aslan: The Rimward Races (volume 2)

« Zhodani and Droyne: The Psionic Races(volume 3)

« K'kree and Hiver: The Exotic Races (volumae 4)

» Humans and Nonhumans: The Minor Races (voluma 5)

ADDITIONAL MATERIALS

Additional materials that you should use with this book
include six-sided dice, pens, pencils, notebook paper, hex
grid or square grid graph paper, and colored markers.

CREDITS

Design and Development: James Holden, Joe D. Fugate Sr.,
Terry Mcinnes

Additional Design: Marc W. Miller, Mike Jackson,
RAob Caswell, Tom Peters, Gary L. Thomas, History of the
Imparium Working Group

Artwork: Cover — A. C. Farley; Interior — Tom Patars,
K. Lebharz Gelinas, William H. Keith, Joa D. Fugate Sr.
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THE VILANI

The following in-depth lock at the Vilani, their worid, history, and culture is a text transcript adapted from High Vilani; The

Culture of Prosperity, a holopublication published in 1119
Viand.

y the Argushiigi Admegulasha Bilandin Information Service on

The term Vilani has a number of connotations. It rafers to the current inhabitants of our race's home planet of Viand, to our
ancestors of the first interstellar Imperium, to citizens of our nawly-restored Vilani Empire of the Stars, or to those of us who
live our lives according to Vilani cultural principles — the principles of tradition, efficiency, and cooperation. When we use tha
tarm Vilani in this work, we are speaking more often of our culture than of our people.

Most archeclogists believe our ancestors an Vland where human stock from the planet Terra, brought to Vland by the
Ancients some 300,000 years ago. Since there are more than 40 human races scattered throughout charted space, it seems

likely the Ancients did indeed transplant humans from

It is ditficult to find examples of racially pure Vilani humans
claim direct descent from our ancient families on Viand. Pocki
coreward regions of the former Third Imperium. The differen
most part, and overlap the racial characteristics of the other h

Terma to other worlds,

today, although some humans in the sectors surrounding Viand
ets of more-or-less pure Vilani human stock do remain in a few
ces that distinguish pureblood Vilani humans are subtle for the

Our heritage began on Viand some 300,000 years ago. Our proto-Vilani ancestors lived under a class F star — which was
quite a change from the cooler class G star of our original homeworld of Terra, Our ancestors also had to adjust to Vland's

gravity, sinceTerra's gravity is lower than that found on Viand,

sistent climate than does Terra — another factor which nodoubt influenced our cultural roots,

VILANI PHYSIOLOGY
A ding to medical dings from the our race's first
empire (and by examining individuals today from societies
that descended from original Vilani stock), the following
description of pureblood Vilani humans can be derived,

Height and Waight: A racially pure Vilani man averages
about 1.7 metaers in height, and weighs approximately 70
kilograms. A Vilani woman averages about 1.6 maters and
weighs about 65 kilograms,

The average height-to-weight ratio for Vilani men is about
41 kilograms per mater. By way of comparison, the average
height-to-weight ratio for Solomani men is 38 kilograms per
meter. Thus, Vilani often have more muscular bodies than
humans from the Solomani Sphers,

Naturally, not all racially pure Vilani fit these statistics,
Some individuals will be larger or smaller in size.

Appearanca: Because our race originally developed
under a hot star that stimulates melanin production with its
ultraviclst radiation output, Vilani skin averages light brown,
with skin tones sometimes reaching dark brown or black.
Hair color ranges from dark brown to black. Pure Vilani have
@ye colors ranging from gray to gold,

Vilani tend to have fine facial features, which includes thin
lips and narrow, graceful noses. The occipital ridges above
the eyes tend to be elongated, sometimes imparting a
sunken-eyed appearance. Many consider purebred Vilani
women to be quite beautiful, even exotic.

Diet: Like most humans, we are typically omniverous,

The history of the food situation on Viand, however, led
our culture to develop a habit of eating only two meals a
day. This differs from the three-meal-a-day or four-meal-a-
day practices of most other human cultures.

Because Viand's native plant and animal life has a bio-
chemistry different from humans, we cannot readily eat
Viand life. Specialists named shugilii developed methods for
converting the native Vland life into digestible food, B

Rest: The natural Vilani circadian rhythm fits a thirty-two
hour day — the length of a local day on Viand. While most
Vilani adapt to the local day of their chosen homeworld, the
32 hour day is what many Vilani return to in a closed
environment.

Many other human cultures have a 24 hour day in a
closed environment, divided into three 8-hour periods: the
first 8 hours is a work period, followed by a rest period,
followed by a sleep period. Most racial Vilani prefer a day
with four 8-hour periods: the first 8 hours is a work period,
followed by a rest period, followed by a work period,
followed by a sleep period.

24 HOUR DAY

WorkPedod  RestPeriod  Slewp Parod

(8 hours) (8 hours) (8 hours)
32 HOUR DAY
WokParod  RestPorod  WorkParod  Sesp Paricd
8 hours} 8 hours) (8 hours) {8 hours)

Reproduction: Vilani women bear live infants after a 9-
month gestation period. Solomani women tend 1o have
smaller pelvic muscles than Vilani women, since our women
needed the extra muscle to carry an infant to term in Viand's
gravity. Multiple births on Viand itself are rare — our women
have difficulty carrying more than one fetus to term.

Senses: Vilani senses are about the same as those pos-
sessed by all humans. However, we are often able to view
and endure bright light with less squinting than humans from
other races. -

A

of the involved nature of shugilii food preparation, we Vilani
developed the trait of only eating two large meals a day,

y: B the minor differences already men-
tioned, Vilani anatomy is virtually identical to that of our
Solomani forefathars.

=]
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Vilani humans do have a differ-
ent range of blood types than Sol-
omani humans. Vilani blood types
are C, D, M, N, and O, with types

C and N dominant. By contrast,

Solomani blood types include A,

B,O,M,N,and Z, with A, B,and O

being the dominant types.

Lifespan: Racially pure Vilani o

typically live much longer than

Solomani — lifespans of 150 )

years or more are not uncommon,
with the average lifespan of pure-

blood Vilani being about 130 °

years, Longevity is a common trait
of Vilani blood fines. One of the
best known Vilani blood lines was
the famous Lentuli Dyr'l_aﬂv of

Martin I, for instance, ived 1o be . =

189. Human cultures with even
as litke as one-sighth Vilani
blood may have lifespans aver-
aging 90 to 100 years,

Vilani timekeeping Is based
on the rotational period of the
Vilani homeworld, Vland. This
period, the drandir (day) is
equivalent to just under 32 stan-
dard hours. The Vilani ﬁa:ﬂ or

ula, based upon 's
grdl;d around its star, is about
360 drandir.

Our Vilani ancestors divided

periods of 36 local days each
called a kidash. Each kidash
has six uumash (weeks) of six
local days each.

Each drandir, or Vilani local
day, is divided into 10 gimu, and
each gimu contains 100
dagimu.

We Vilani also divide our day

THE VILANI CALENDAR 3

into two halves — a dran (or
daylight), and a dir (or night).
Each dran or dir is divided into 2
ishuuna, or periods. We typi-
cally work during one ishuuna
and rest or sleep during the
other ishuuna.

Since each local year is actu-
ally slightly more than 360 days
long, our ancestors also mark
time by the kargurkula, or ten-
year. At the end of each kargur-
kula, any excess fractional days
that have built up over the prior
ten local years are added as a
special short month between
the end of one kargurkula and
the start of the next. «

VILANI TIMEKEEFING

Psriod Equivalent Translati Imperial Vafue.
! 10 Gurkula Vilani Ten-year 13.1 years
mzzun 10 Kidash Vilani Year 478.7 days
Kidash 6 Uumash Vilani Month 47.8 days
Uumash 6 Drandir Vilani Week 7.9 days
randir 1Dran +1Dir Vilani Day o 31.8 hours
Dran 2 Ishuuna (daylight)  Vilani Half-day (daylight) 15.9 hours
Dir 2 Ishuuna (night) Vilani Half-day (night) 15.9 hours
Ishuuna 25 Gimu Vilani Quarter-day 7.9 hours
Gimu 100 Dagimu Vilani Hour 3.2 h&?un
Dagimu — Vilani Minute 1.9 minutes

3

L s e e S IR s e




Vilani: Psychology

Digest Group Publications

PSYCHOLOGY

There are few pureblood Vilani left today — a few hun-
dred million at most. Untold billions, however, live according
to the Vilani ways. While looking at the physiclogical traits
of our pureblood Vilani brothers is interesting, the
more relevant undertaking is to look at our Vilani
mindset.

Three points are key to understanding the psy-
chology of the Vilani ways: tradition is paramount, |
efficiency is vital to any undertaking, and the indi-
vidual prospers best i the whole community
prospers.

TRADITION

Ground structures need a solid foundation |
il they are to stay useful. A structure whose | Y
foundation shifts is of little value, and the ’
structure soon falls to bits. So it is with soci-
ety. Tradition is that solid foundation upon
which a stable sociely is built. Tradition is
using the wisdom of the past to help us
decide questions of the future. i

Tradition is the collective body of the '
peoples’ knowledge, p d down from |
g ion 1o g ion. Iif any g tion |°
falls to pass on the traditions of their
fathers, that wealth of prior knowledge is [ -
lost. Without loyalty to tradition, each
new generation that is born becomes a
generation of fools — unable to profit
from the collective knowledge of their
forefathers. i society is to avoid
regression, tradition must be upheld
or nothing else will matter.

Consider: what would law ba without
tradition? What would business be with-
out tradition? Or what would science be
without tradition? 1

Law relies upon tradition as an aid to ]
enforcement. Is it not the tradition that ~—
murder is wrong that keeps us from kill- |
ing another when the law enforcers are |
not watching? And after an illegal act |
has been committed, is it not tradition f
that heips us decide the case? We ook | |
at past similar cases and usa their prec- I,J__._
edent to decide the present case,

Businesses must rely on tradition it
they are to maintain efficient opera-
tions, and thus stay profitable. Depart-
ing from tradition can be a costly and
stressful experiment, leading to frus-
trated workers and reduced product
quality. Poor product quality leads to
angry customers and damages bus-
iness reputation. Obviously, tradi-
tion is the wiser route in business. (il

Tradition is the very essence of ,
what scienca is about. What are the scientific laws if not the
traditions of nature? Clearly, science is the study of tradi-
tions. Applied sci — ad ing technology through the |

application of new scientific understanding — however, is a
dangerous thing. In the wrong hands, new innovations hurt
rather than help, and too much innovation too soon
destroys a society's reliance on fradition. Evolution
advances socisty safely, revolution does not. A sociaty
\| whose people are firmly rooted in tradition can care-
fully advance society for the good of all its membars.
We Vilani believe a violator of tradition seeks to
undermine society's very foundations, and should
first be viewed as mentally unstable, If we find the
individual's mental faculties to be sound, then the
violator is ionably a perverse criminal,
and must be removed from saciety.
Only one special caste group may
legally violate tradiion — the
researcher castes. They are given an

tohat ot

A in
which they may experiment with non-
traditional methods. This way, soci-
sal) @'y is protected from the havoc their
experiments may cause. Once an
experiment proves successful, then
{ society is free to decide if wants the
change —rather than have the
change forced upon it, for better or
for worse.

EFFICIENCY

Wasted effort makes society unpro-

ductive, wastes time, and hurts us all,
By working to keep society efficient,
prosperity is assured for us all,

Some claim that we Vilani seek profit
above all else — that we are a race of
greedy merchants. Nothing could be
I farther from the truth. We believe that effi-

| cient busi perations through order and pro-
£/ cedure should be our goal, with profit rawarding
“1' us as the natural result of this effort.

|| Profit in business comes in one simple way:

sell it for more than it costs to make.

r Dnawarmdothia.obuimly. is for an item or
’} service to command a higher price. But for it to
{| be worth the money, the quality of the tem or
‘\l service must be consistently good. Reliable, effi-
* |J cient business operations promote good quality
output — it is as simple as that.

Lower product cost is the other half of the
profit formula, And no one would contest that the
way you maintain low costs is by keeping your
business operation orderly and efficient, -

Following tradition is instrumental to keeping
an operation efficient. Changing p d ona
whimoriyclmbodlam—*hichhanﬂhlm

but efficient.

7 = The individual prospers the best whan

the entire community prospers. What good is it for a
wealthy businessman 1o come 1o a town full of poor pecple
and sesk 'o sall his extravagant wares? They cannot afiord
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Vilani: Community Prosperity

his prices. Only when all are s is our individual
prosperity assurad.

We must work together for the comman goed of the com-
munity as a whole. All will benefit when the community good
is the ultimate goal. For instance, consider how Vilani busi-
nesses typically work together:

When you buy an air/raft, not only does the air/raft dealer
know it, but the parts supplier knows it, and even the raw-
materials manufacturer knows it. They know who you are
and the kind of air/raft you bought, so all they all know how

approach keeps inefficiency and unresponsiveness out of
the entire process rather than just subprocesses within indi-
vidual boundaries. We all prosper individually b wa
helped the community to prospar.

One way we insure the community gets prime considera-
tion s our habit of making signifs decisions as a group.
We view the group mind as being better than the sum of its
parts. Thus, group decisions are better, Group decisions
made by consensus assure the good of the community is
considered,

to adjust their inventories and their production schadul
and their marketing prog All work together as a com-
munity unit, rather than being self-contained entities that
only do business on their own,

When we work together like this, we all strive 1o reach the

. b \ the urgency of the does
not allow time 1o meet. In this case, we make the decision
alone, but must later justify our decision before a group of
our peers. The traditional Vilani hero is the rare person
who, when forced to make a quick decision alone, always

ultimate goal of community prosperity, rather than sesking
our own narrow goals as individual players. In the long run,
this is the best way to compete and to cope in society. This

decides for the Y good.

KEY ACHIEVEMENTS OF THE VILANI

While some argue that Vilani culture “does not foster
innovative achievement,” the fact remains that our Vilani
ancestors hold many of the first achievement records
among the races of charted space. Here are some of the
more notable Vilani firsts.”

Electricity (~10431): Our Vilani ancestors first made
use of electricity nearly 5000 years before any other race
in charted space. Electricity is fundamantal to developing
a coordinated, civilized society.

REFERRING TO THE EMPIRES
— by Mark Shigulii, AAB Correspondent

Through the millennia, the various terms have been
used 1o refer to the ruling interstellar empires of the
Imperial region.

The First Imperlum: The Vilani name for this first
great empire was Ziru Sirka, which translated as Grand
Empire of Stars. More commonly, it was just called the
Empire or the Imperium. Not until it fell and was suc-
ceaded by the Terran's S i Empire was it Y

Computers (~10073): The Vilani first used slectroni
computers in -10073, over eleven-thousand years ago.
The computer is central to any advanced socisty.

Fusion Power (-9704): The Vilani researcher castes
HE Py

to distinguish it with a L
called it the Vilani Empire.

The Second Imperlum: The successor to the First
Imperium could lly gh be called the Second
Imperi s own name for itself was the Rule of Man;

first d rking fusion p ph
. in —9704, thousands of years before any other race in
charted space would do so.
Metaconductors (~8410): The Vilani discovered meta-
di dozens of ies before any other race in
charted space. Metaconductors are used in artificial
gravity devices, nuclear dampers, hip th i
advanced weapon systems, and of course, jump drive.

Mat d technology Is a technology
for an interstellar society.

Jump Drive (-8235): The Vilani were the first race to
invent the int llar jump drive, making them the first of

the major races. The next intelligent race to elevate them-
selves 1o major status by indepedently inventing jump
drive — the Zhodani — did not develop it until -5415.
This is nearly 4,000 years after the Vilani, who by this
time were already using jump-2.

First Interstellar Emplre (—4045): The Vilani were the
original starfaring race of modern charted space. Our
ancestors roamed the galaxy unchallenged for millenia,
and our empire, the first of many interstellar empires in
our region, outl  any of its neighbors or d d
by at least a thousand years. «

although some prefer 1o call it the Ramshackle Empirs.

The Third Imperlum: The Sylean Federation trans-
formed itself into the Third Imperium by proclamation.
The act of assuming the name of an Imperium numbered
three gave that government a legitimacy that it could not
gain with a name like Sylean Empirs. There was no other
official name for the Third Imperium,

The Restorad Vilani Empire: With the break up of the
Third Imperium and the founding of the R d Vilani
Empire, the name Ziru Sirka has been resurrected, with a
uniguely Vilani twist. More correctly, the Restored Vilani
empire in the High Vilani tongue is actually Zinv Sirkaa
The double vowel added to the end of a name in Vilani
often means “this is not the original, but t is sssentially
identical to it.” Thus, one can see the rationale of the
galanglic translation of Ziru Sirkaa as the Restored Vilani
Empire.

(In actual practive, Ziru Sirka and Ziru Sirkaa are usad
interchangebly to refer 1o the restored empire. The mora
correct High Vilani usage is, however, Ziru Sirkaa.) «




VLAND: THE VILANI HOMEWORLD .

In 1120, Viand is the capital of our resurgent Vilani Empire. Perhaps more important, it is also a cultural capital, the proud

inheritor of millennia-old traditions of stability and order.

VLAND

Viand, the k id of our , is a tropical world
warmed by Urakkalan, its bright, F-type sun. Equatorial tem-
peratures regularly top the 40-degree mark, while polar
temperatures seidem drop below -35 degrees. Most major
cities are k d in | areas to italize on the
oceans' lemperature-moderating effects.

The most prominent terrain feature of Lugikad is the
Ashkige mountain range, which splits the continent from
north to south. The Ashkige peaks form an impressive bar-
rier, comparable in height and ruggedness to Terra's
Himalaya or Lair's Onggungira. The Degar (or Gray) River
flows down from the Ashkige slopes to meet the sea at the
site of present-day Ishimaga. It was along this river that our
built their first settlements.

Our ancestral homeworld has two great i and
five lesser ones distributed among its oceans, and many
large islands and archipelag Khii Eshkhima, the largest
continent, lies chiefly in the southern hemisphere. Heavily
urbanized Lugikad is the largest northern continent. Frozen

ds Viand . Py

From those early beginnings, Lugikad's urban areas have
expanded. Today these urban areas comprise an unending
mass of homes, towers, busi and indus-
tries. The population hes its density at
Enlugal, the planetary capital (pop. 9,780,000,000), and

Shudushkir pale,

reaches farthest north, and Ushirud Kiigi straddles the dqua-
tor. Mountainous Admegun Lasha and small Irka Ir complete
the tally of major landmasses. -

The name Khii Eshkhima — "Land of the Gods' Wars" —
partly stems from this continent's extremes of climate and
geography; the natural forces in conflict here awed the conti-
nent's first explorers.

The Nedadip Wall, a barrier of rugged mountains and sea
cliffs, rises between 500 and 1,000 meters along a 2,300-
stretch of 4y tern coastline. Behind the Wall
to the southeast lies Kuragan's Jungle, through which runs
the Siigiizuni River, the River of Heroes. The Edamar — the
inland Sea of Fables — dominates Khii Eshkhima's western
span.

Even more impressive is the Dikaai desert, an open,
windswept steppe which covers more than half of the conti-
nent's interior. Today, most of the Dikaai is a terralormed
agricultural area, cultivated by robots and automated food
factories. As most open space on Vland has long been urba-
nized, the Dikaai is responsible for most pi y food pro-
duction. Notably, the desert's southeastern comer has baan
maintained in its original state as an ecological preserve,

Basides the inent’s many promi tarrain features,
Khii Eshkhima has great historical significance, as wall.
Thousands of years ago, it was here that the Ancient auto-
matons fought most of their battles. Several archeological

Ishimaga (pop. 2,860,000,000), both located on the conti-
nent's northwestern coast. Here, towering commercial and
residential arcologies soar over smaller structures dating
back centuries.

With this mixture of older, traditional architecture with
newer, ultra-modern structures, Ishimaga and Enlugal are
excellent examples of Viand's cities. Most of Vland's urban
areas are sprawling phisti d structures,
built long ago with technology now obsolete. Thesa districts
have often been preserved in many places as landmarks: in
a few exceptional inst; they have deteri 1 into
slums.

In sharp contrast, soaring towers rise from these outdated
developments. Dotted by air/raft landing ledges, intercon-
nected by walkways and vehicle bridges, the towers provide
city homes for Viand's upper classes. The largest towers are
almost self-sufficient, containing dwellings, shops, and work-
places, all within a single structure.

On the kirts of Enlugal and Ishimaga, vast industrial
tracts surround the two dirtside ports. These tracts play host
to heavy industrial plants that depend on the nearby
shipping facilities. Raw materials and semi-finished goods
are | 1 here; finished prod are shipped offworld.
Two i Startown di are dwiched b 1
the port gates and the industrial zones, inhabited by dock-
hands, factory workers, and visiting spacers.

With its long history, Lugikad is home to several major vis-
itors’ i

finds have lended support to our old legends of

Many tourists annually visit the Heroes of Viand Planetary
Monument, a memorial of our world's later history, From the
source of the Siigiizuni River at a desent casis near the
Edamar, the river's banks are fined with large statues and

ing the great heroes of Viand.

Visitors generally travel the course of the river on air/rafts:
other, more daring souls employ high-tech grav hydrofoils.
As these obsaervation craft pull alongside the

Near the Ashkige range, for instance, lies
Founders Peak, an isolated 3,500-meter mountain. Carved
on its sheer face is a kilomater-high bas relief of the First
Triumvirate, the founders of the original Ziru Sirka. The tall-
est figure stands holding five stars in his left hand; the other
two stand supporting his outstretched arm with their own
upraised hands.

Enlugal, the capital, has more than its share of landmarks.
Here stands the Imperial Palace, now maintained as a

tour op trigger hok dings of the main events and
accomplishments of each hero or heroine's iife.

Lugikad is the original home of the Vilani racs, for it was
here that the Anci deposited h Today, Lugikad is
Viand's most heavily urbanized area, the site of our planat's
two largest cities and two down starports.

of Ziru Sirka history. One building in the complax
remains in use, however, serving as the palace of the our
Empire's current rulers. An adjacent building houses the
chambers of the Igsiirdi, the Vilani Council of 300, Because
of the current conflict, the museum portions of the Palace
closest to the government offices have been closed for
security reasons,
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WORLD DETAIL SHEET
1. Date of Preparation: 315-1119
& World UWP: Viand/Vland/Vland
1717 A9ETASA-F
SIZE-RELATED
3. Diameter: 14,850 km
4, Density: 1.02
5. Mass: 1.45
6. Gravity: 1.15
T Primary Mass (Star): 1.14
8. Orbit Number (Planet): 4
9. Orbital Period (Planet): 478,72 days
10. Rotation Period: 31 hrs, 48 min, 18 sec
11. Axial Tilt: 6.32°
12. Orbital Eccentricity: 0.005
13 Seismic Stress: 15
14, Asteroid Belt Zones: n/a
15. Primary Mass (Planet): n/a
16.  Orbit Number (Satellite): n/a
17. Orbital Period (Sateliite): n/a
ATMOSPHERE-RELATED
18. A phere Composition: Standard oxy-nitrogen mix
19. Surface Pressure: 1.00 atm
20. Stellar Luminosity: 1.21
21, Orbit Factor: 295.693
22, Energy Absorption: 0.740
23. Greenhouse Effect: 1.1
24, Base Temperature: 18.1°C
25. Orbital Eccentricity Mod: closest, +0.15°C
farthest, -0.15°C
26. Latitute Temp Effects: +2110-49°C
27. Axial Tilt Effects:

0.00 = hex rows 1-6

0.25 = hex row 7, summer +1 * C, winter -1 °C
0.50 = hex row 8, summer +2 ° C, winter -3°C
0.75 = hex row 9, summer +3 ® C, winter -4 ° C
1.00 = hex rows 10-11, summer +4 ° C, winter -6 * C

‘28, Daytime Plus: +7°C

29, Nighttime Minus: -8°C

30. Native Life: Yes

31.  Atmospheric Terraform: No

32,  Greenhs Eff Terraform: No

33, Albedo Terraform: ' No

34, Atm/Temp/Terraform: n/a
HYDROSPHERE-RELATED

35, Hydrographic Percent: 0.74

36. Hydrosphere Comp: Liquid water
a7. Nbr of Tectonic Plates: 6

38. Hydrosphere Terraform: No

30, Tarrain Terraforming: Yes

40.  Nbr of Major Continents: 2

41, Nbr of Minor Continents: 5

42, Nbr of Small Islands: &

43, Nbr of Archipelagoes: 3

44, Notable Voicanoes: 0

45, Weather Control: Yes

46, Natural Resources: Compounds
47. Pi d R : Agroproducts
48. Manufactured Goods: Parts, Weapons
49, Inf tion: R lings, Softwars,

Docum.

POPULATION-RELATED
50. Total Population: 37,230,000,000
51, Local Customs:

Viand's local customs epitomize the Vilani culture in gen-
eral; thus, most are described in detail elsewhere in this

work. N recent political developments have set
the stage for the following practice.
* Unusual responsibilities for certain occupations:

Under Ishuggi's rule, many individuals in the h

castes have been charged with the reorganization of the
Vilani government. For Viand, the change from capital of a
sector back to capital of an empire embraces a number of
problems. With limited time ilable to effect ded
changes, Ishuggi feels a mix of tradition and innovation may
offer the only ch at achieving luti
hence, his call for aid from the researcher castes.

52 Primary Cities:
Enlugal, 9.78 billion, A starport;
Ishimaga, 2.86 billion, A starport
Secondary Cities: 22 cities, circa 500 million,
F spaceports
Tertiary Cities: 105 cities, circa 50 million,
H spaceports
Progressiveness: Conservative, Indifferent
Aggressiveness: Competitive, Peaceabls
= i : i Aloof

986 ¥ 8

GOVERNMENT-RELATED

58. Rep ive Authority: Executive/Leg
Judicial-Several Councils

59.  World Gov Description: Impersonal Bureaucracy

60. Other Authority: n/a
61. Other Authority: n/a
LAW-RELATED
62, Religious Profile: n/a
63. Uniformity of Law: Undivided
64, Legal Profile: A overall
A weapons
9 trade
B criminal law
A civil law
A parsonal freedom
TECHNOLOGY-RELATED
65. Technology Profile: FE high/low commen
F  energy
F  computers/robotics
F  communications
E  medical
F  environment

FFFF land, water, air, space
FF  persnlhvy military
F  novelty
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Next to the Palace in Enlugal is the Imperial Library, the
oldest continuously open library in explored space. The

s Vilani name meaning “Land of the Sky," Admegun
Lasha is Viand's last wilderness. A rugged continent of high

Library houses one of the largest of inf
assembled in a single institution, second only to the Ency-
lopedia in Ishimaga. D stored here range from
20,000- year old parchments stored in inert atmospheres 1o
the latest proceedings of the Igsiirdi and the procl i

ranges, forbidding coasts, and hilly, forested
uplands, it is a favorite site for Many native
Vilani, as well as visitors from offplanet, regard Admegun
Lasha as an ideal location for camping, hiking, hunting, and
other ional activities.

issued by the Triumvirate. Seminars are open 1o visiting
scholars, and most documents are available in original form
or by copy to the general public.

Rivalling the Imperial Library, the Encyclopedia in
Ishimaga includes the largest library in known space, a
museum, research center, and publishing house. The Vilani
name of this institution — Argushiigi Admegulasha Bilanidin
— can be literally translated as the Vilani Repositary of All
Knowledge. Most locals refer to it as the Encyclopedia or
simply the AAB. it now provides library data to ships and
institutions throughout the Vilani Empire.

The Encyclopedia holds a vast collection of written and

I ic d gathered from all of known space. Is
collection complements that of the Imperial Library, which
focuses mostly on Vland, its empire, and its civilization; the
AAB, in contrast, includes much material from other human
and alien civilizati It h for le, the largest

llection of Sok i d ts and publications .off

Terra,

This entire body of information is codified every ten years
into an encyclopedia, also called the Argushiigi Admegula-
sha Bilanidin or AAB. Contained within a set of 15 holocrys-
tals, the yclopedia is the equi of 7,500 printed
books. A maijor task of the AAB staff is to see that the ency-
| dia is distrit i to the inf i tworks of all
major worlds within Vilani space.

Many researchers visit the AAB for ancther reason: the
Encyclopedia also serves as a clearing house for

The Admegun Rangers patrol the continent, enforcing
conservation and hunting laws and rescuing lost or injured
hikers. The Admegun Flotilla of Viand's wet navy performs
a similar function in the seas nearby. lts vessels carry out
search-and-rescue missions and guard against fllegal land-
ings by hunters lacking the proper permits, Many of Viand's
wealthier residents have taken up sailing wind-driven craft
into these dangerous seas as a form of daredevil entertain-
ment, and the Nautical Force is always ready to assist
them.

Irka Ir is Vland's smallest continent. Roughly half of its
terrain is desert; the rest supports two sizable cities and a
sprawl of semi-urban dwellings. Irka Ir lies far south of the

q i quently, li is more mod than
many of Vland's other settled areas.

Drawing on the resources of these continents and the
surrounding seas, our world sports a varisty of industries.
Three predominate among them, namely manufacturing,

griculture, and inf ion. Vland is a leading producer of
high-tech weaponry and gravitic and electronic prod

Our orbital and down starports are home 1o one of the
largest shipbuilding industries in the entire coreward realm.
The massive factory farms on Khii Eshkhima produce such
abundant crops that we export surplus agroproducts to
other worlds.

Our world is also home for the corporate headquarters of
many manufacturing, shipping, financial, and insurance

fasiugy; lof

and copyrights. lts giant database is freely available to

scholars who come to Viand. Local residents can access
the database from their homes via Viand's global-orbital
information network.

Closely iated with the Encyclopedia is Kasiiga Uni-
versity, Vland's foremost center of higher education. The
personnel and resources of the AAB form the backbone of
the University's faculty and curriculum. Kasiiga University
enjoys an Imperium-wide reputation for its historical and
social studies.

The least settied continent, Shudushkir covers Viand's
south pole. Despite the bitter cold, dedicated workers
exploit the resources of the frozen tundra, particularly petro-
leum. Shudushkir is the only landmass on Viand that
receives large amounts of ice and snow, and its only inhab-
fted part is a peninsula that juts northward toward warmer
climes.

The h continent, Alashad's h reaches
are cool, barren desert, while its southem lands are a
rugged countryside dotted with rural vacation homes and
parks. Slightly more than one-third of Alashad is a settled,
urbanized area.

Straddling the equator, Ushirud Kiigi lies totally within
Viand's tropical latitudes. Nearly ail of Ushirud Kiigi has
been settled, but the inent's oppressively warm climat
and distance from major population centers combine to
keep the local population density below normal. Cutside
Arugis, Ushirud Kiigi's one metropolis, most of the middie-
class inhab ctually own the property on which they
live — a rarity on our world,

] Qg status. These
busi both use and generate large amounts of infor-
mation, creating in tum entire information-based service
industries. Many i p solely in areas such
as icati public relati ing, law, data
processing, entertainment, and other, more esoteric spe-
cialties. Taken togeth Iministrations and the

tion service industries are our largest employers.

Naturally, a fourth local "industry” is government, for
Vland has traditionally been a capital of far-reaching impor-
tance. Now that our world is again the capital of its own
i llar state, g | functions have taken on an
even greater importance. Millions of workers insure that the
procl i of the Ishimk the Karunii, and the
Igsiirdi are heard by all loyal citizens throughout our Empire.

Not to be forgotten is Viand's importance as a cultural
center. While our world is an acknowledged economic
leader, it also has a 15,000 year old cultural heritage. The
Vilani people have their roots here, and — especially since
our proci jon of independence — they take great pride
in the traditions handed down cver the millennia, Nowhere
is the characteristic Vilani philosophy and Ifestyle mare
evident.

ORBITAL INSTALLATIONS

Three great space habitats hover far above Vland's sur-
face, seamingly stationary in their geosynchronous orbits.
These habitats serve as the orbital counterpans of Viand's
dirtside ports; in addition, they are major industrial produc-
ors. The orbital manufacturing facilities concentrate on ship-
building and on deli I ics and gravitics sy
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Vilani: Viand's Moons

Each habitat is self-sufficient, with large interior areas
devoted to agriculture. Overall, counting these stations and
other smaller ones, Viand's population-in-orbit exceeds two
billion individuals,

The orbital port complexes are the first stop for al

e e = e
THE VLAND STAR SYSTEM

The Viand system contains only one star, with six
major bodies and one planetoid bel. The system is
d of:

inbound space traffic. | ing Is must go through
customs and health clearance procedures at one of the
orbital ports; until this is done, ships are prohibited from
landing at any dirtside facilities.

VLAND'S MOONS

Viand has three natural satellites: innermost Irukka, well-
colonized Gashema, and large, distant Kalaguur, The com-
bined illumination provided by these three moons make
dark nights virtually unknown on Viand. When all three
moons ara full, the nighttima light level makes outdoor read-
ing possible without artificial aid.

Irukka is a barren ball of rock orbiting roughly 170,000 kil-
ometers from Viand. A small corporate mining and
refuelling station is maintained here, along with a govemn-
ment-operated weather surveillance post. The latter installa-
tion coordinates information from thousands of weather
satellites circling Vland in geostationary orbits.

h Is marginally habitable with its thin atmosphere
and significant amount of free water. Orbiting Viand at an
approximate distance of 505,000 kilometers, Gashema sup-
ports a thriving colony, a psychohistorical research station,
and a military base — the operational headquarters of
Vland's Close Orbit and Airspace Control C d.

Kalaguur is a large sateliite, nearly large enough to be a
twin planet. A distant 720,000 kilometers from Viand,
Kalaguur is seldom visited. ts atmosphere — rich with sul-

fur pounds — s and the only local seftle-
ment is a small corporate mining colony.
THE INNER SYSTEM

As previously noted, the worlds of the Viand system
revolve around Urakkalan, a yellow-white main-sequence
star both hotter and brighter than Sol.

Sagadir, Umiggash, ‘and Umiggash's large moon,
Dinnika, remain undeveloped balls of rock. These worlds
are rarely visited, being of i only to scienti
Umiggash and Dinnika are somewhat unusual, as their sim-
llarity in size aimost makes them:a double-planet system.

The resources of the Khamiur Belt were mostly mined out
by the time our ancestors encountered the Terrans. Pros-
pecting efforts continue, however, in a search for other, less
valuable deposits.

THE OUTER SYSTEM

Travellers outbound from Vland will eventually cross the
orbit of Lirshala, a barren, uninhabited world. Lirshala's
small moon, Agu, is equally barren.

Next out from Lirshala is Bkamakhu, noteworthy only for
its thin atmosphers and sizable icecaps. Bikamakhu has
ore satelite, Kaniirer, an imegular body pockmarked with
craters.

Luukad is the outermost world in the Viand systam.
Beneath its dense methane here lie the majority of
insystem naval facilties, including a capable shipyard
Despite Luukad's hostile environment, over three million
peopla make their homas hers.

Orbit Name uwep Remarks

Primary Urakkalan F8 V

0 (empty)

1 Sagadi Y 0

2 Umiggash Y500000-0
35 Dinnika  Y400000-0

3 Khamiur Belt  F00026C-E

4 Viand A9B7A9A-F N HiCx
12 lrukka G42422C-E

35 Gashema F43456C-F CoRs
50 Kalaguur H7A2220-E

5 (empty)

6 Lirshala Y400000-0
45 Agu YS00000-0

7 Bikamakhu ¥523000-0

5 Kaniirer  ¥100000-0
8 Luukad F9A466B-F CoNv
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VILANI SPACE: THEN AND NOW .

The newly f d R d Vilani Empire is only the latest in a long series of Vilani-influenced interstellar governments that
have made their mark on the central regions of charted space. Here we look at Vilani-influenced space and how it has

changed over the millennia.

THE FIRST IMPERIUM

By far the most significant cultural and social influence of
our Vilanl ancestors came from the old First Imperium. At its
height in about =3500, the First Imperium encompassed 27
sectors and over 15,000 star systams. Only the united Third
Imperium had approached the size and glory of that original
great human-dominated star empire.

While the First Imperium covered roughly the same

Cleon, the founder of the Third Imperium, was of mixed
Vilani-Solomani origin. This mixed origin made Cleon an
choice to our forefathers as the new leader of an
interstellar empire built on the best of both prior interstellar
states.
Thanks to the wisdom of our leaders back in the early days
of the founding of Iha '!"hlrd Impanum, Cleon was convinced to
avoid |

of space as the Third Imperium: in terms of travel and com-
munication time, the First Imperium was vastly larger. Com-

loday'uhm—&miump—ﬁdnmwﬂh the jump-1 to
|wnp2dnvuwaiablo ﬂmodavs.uqecanmlddym

today's Third Imperium. i the Third Imperium were ded
to become the same size in terms of travel time, ltwoddm
1o encompass all of charted space. When looking at the First
Imperium in this way, it becomes apparent that the otier
human empires to follow the First Imperium have never been
able to achieve its sheer magnitude and glory.

Because of the greater relative distances involved, and
because of the lower tech levels of those times, the volume of
interstellar traffic was lower then as well. While space travel
had gone well beyond the novelty stage by about 8500, for
many worlds (especially those off the common space lanes),
a starship landing was still quite an event.

The lower technology of those times also caused quite a
few worlds with less hospitable environments to be
bypassed. Star systems more than jump-1 or jump-2 from
anymrmsymmwomhohudhmmm
today. This b iceable as the frontier bor-
«ndmmrm:qmmlmmm
1wdmm'lwhuahmthtdﬂu{mmup]

In 8715, our lead b i three
mﬂm,mm@dMauniqu-miumhrmﬂm
Each bureau became the ruler and keeper of the star sys-
Imhhragiuﬂ wnmmurrm‘lrugmwmpped
bureau responsibility was assigned on an idual system-
by-system basis, rather than for vast groups of systems.

Much of the things we take for granted in modern star map-
mmnmwwmwmwﬂgm For

sactor use today

comes down to us from ow\r‘llani ancestors. In -9112,

rnsaal\:her castes first proposed dividing space into sectors,

ially the hic boundaries we still

use today. The\ﬁluu.hm subdivided sach sector into

deshi (which equals 2.17 light years — the distance from

Wland to Tauri), rather than the Sclomani-based parsec.

Many sector names and world names — especially those
closer to Viand — date from First Imperium times.

THE VILANI CULTURAL REGION

After the First Imperium was overthrown by the Terrans,
and the Long Night fell upon the Imperial region, direct Vilani
cultural influence dwindled to little more than a few systems
around Viand.

itural values on our pecple. Once

again, mnmnlla.r travel and trade flourished. The Imperium's
policy of staying out of local world affairs allowed dozens of
the systems around Viand to return unimpeded to our cultural
The worlds who chose to restore the original tradi-

tions fully became known as the W.lni %RW (see

map).

This famous region huhoonabmnﬁwludwmdi-
tion for our domain throughout the days of the now defunct
Third Imperium. Perhaps the new Ziru Sirkaa will serve as a
vehicle for leading other worlds of our region back to their tra-
ditional roots.

THE RESTORED VILANI EMPIRE

When Ishuggi declared the new Ziru Sirkaa to protect our
people against Lucan's suicidal politics, many star systems of
Viand sector rallied to the side of the new star ampire. As of
the current time, circa 1120, the Restored Vilani Empire now
includes most of the systems in Vland Sector as well as many
syntmlhncthl spinward edge of Lishun sector and the
tmlingodgod

When Viand sector H’t the | i

mants went throughout the Impadumml!\chammdtla-
tions belonging to Makhidk , Sh hid, and Naasirk
These three megacorporati were 1 to their original
status as the all-encompassing bureaux of Vilani space. In
early 1120, Zirunkariish — also a Vilani founded megacorpo-
ration — petitioned the Igsiirdi for bureau status and was
approved, adding a fourth Vilani bureaux to the new empire.

Currently, hostile activity along our rimward border, the bor-
der with Lucan’s Imperium, has been minimal. The same can
be said for the border with the "Real” Strephon, The real hos-
ﬂniuamahngourmrawwdarﬂtmimhordmmhmc

and ever g Vargr corsair states, Initially, we

wcrlwdwnhmo\falgrmourtxxﬂors trying to sat up mutual
trade agreements. While this was quite successful at first,
ruthless irs have ur ined the initial

Many worlds just beyond our d and trailing bord
cry for our assistance against increased Vargr raiding and
plur!domg Ourﬂed:murﬂchedbihelmii and only as it
is and y do our leaders dare risk over-
cmndng our fleets to add another world to our empire’s fold.

Our hope is for Dulinor, Lucan, and the "Real” Strephon to
stay preoccupied with their fighting, and to continue only
lightly defending their borders with us. H , we must not
forget that these factions will likely turn toward our borders
one day. We must prepare for that eventuality, for it will surely
come.
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VILANI SOCIETY AND CULTURE

Our society and cultyral patterns are the result of untold thousands of years of history and development. We learned long
ago that if we were to survive as a people, we must work together as a community unit.

Back in the times of antiquity, our ar

hid in their mountain valleys from the dreaded war machines that

roamed the lowlands. Those who struck out alone were hunted and killed by these machines. Those who remained in closaly

knit groups survived.

Qver time it became clear that the groups which cooperated survived the longest. The individuals who promoted the great-
est harmony emerged as the leaders, even though others may have been more technically capable of accomplishing specific
tasks. Indeed, those who b b d with technical issues were (and are today) looked upon as potential disrupters o

the group’s harmony — and thus, its survival. We all realize that sociaty must be th

P

d, lest it be unleashed

— like those ancient war machines — to destroy everything in its path.
For hundreds of thousands of years the Vilani pecple have survived, prospered, and led the races of known space with a
stable and harmonious society. Let us look at Vilani culture by examining its various institutions in depth: the family, the caste

system, and the bureaux.

THE FAMILY

The Vilani family is the key unit for passing on Vilani tradi-
tions to new generations. We teach our young the Vilani
ways of tradition, community harmony, and prosperity
through efficiency.

Children are not ically h i From a very
early age they must be taught to honor the family unit, to
respect Vilani traditions, and to make important decisions as
agroup. The family, thus, forms the child's first introductions
to the ways of Vilani society. Through the family, the child
learns to develop his or her own special talents that will con-
tribute to the success of the group and ultimately to the-suc-
cess of society as a whole.

As each child develops his or her own specialty, they
become increasingly aware of their place in the family
group, and aware of the "group mind.” They learn that the
decisions of the group must be obeyed, and that such cbedi-
ence honors tradition and maintains harmony. As they grow
older, each child learns how to handle their disagreements
with the rest of the group, and how to bow ta the final group
consensus.

So the family unit is the first building block of Vilani society.
We all learn the values of group effort, respect for senior
members cf society, the need for politeness to others, and
the importance of preserving harmony first with our own fam-
fly. The family is also of vital importance to each of us, for it is
by group consensus that our family chooses our occupational
caste — a caste within which we must stay for Ife.

THE CASTE SYSTEM

During our long history, each member of a working group
developed his or her own special talents that would contrib-
ute 1o the success of the group. Each working group in turn
would develop special group skills. Eventually, these

parents. We must select the caste for which we are best
suited, The decision must be weighed fully, for once the
choice is made, it is for life. Families in most Vilani societies
decide the child's caste when the child reaches an age of 14
gurkala (gurkala are local Vilani years: 14 gurkala are equiv-
alent to 18 standard years).
Once we have entered a caste, we become an apprentice
o a master who already works in this caste. We serve as
apprentice until the master retires. Then we become a mas-
er, and ultimately take on an apprentice of our own, starting
’ the whole cycle over again.

The local caste-group carries out its responsibilities by
consensus. Each group member must agree with a course
of action before it is implemented. All other groups affected
by a decision must agree as well. No one group meamber is
solely responsible for the q of a decision —
this is shared by the entire group. The group must reco
that all bers are in ag nt before action is taken.
This shared responsibility results in well thought out deci-
sions — the basis for greater h y and prospaerity for all.

Each caste is based on an occupation or job area, making
it responsible to one of the four megacorporate-bureaux.
Each bureau has jurisdiction over all the business, govern-
ment, and technology regulation for a vast array of castes,

THE BUREAUX
Once the ancient war machines were no longer a threat,
our ancestors moved to explore our world and to find more

T o in our g g populati At first, sal-
vaging the war machines sustained us. But in time this
was axh i and various clans banded togeth

and developed certain specialties that assisted the iroup.
This led to the flowering of technology and culture on Vland.
This also led to frequent inter-clan warfare over trading

evolved into castes of specialists, as each master taught an | rights for raw ials and it d goods. As these
apprentice their special skills and passed on bership | feuds b a serious threat to prosperity, the hant:
1 ' inta their group when they retired. gathered together the clan leaders and their shugillis in the
Imperlum k=) In Vilani society, each individual takes his or her place | Great Conclave of —11,078 and formed the Triad, a tri-
‘g é‘ within a caste for life. For each of us, our first role in Iife isto | partite government that later lead to the formation of the
E = to our ch pational caste. Naturally, since | famous three Vilani bureaun.
.\MAI‘_CCJ; ‘% a this decision is a critical one, the group consensus of the The merchants retained control of trade, the shugiili gov-
family decides which pational caste we each will enter. | erned food production, and the ari y admini: d uni-
™ J | We need not enter the same occupational caste as our | form laws and kept the peace. Each of these groups
Federation of llelish VJ\L , Rimward X
GALACTIC DIRECTIONS
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operated independently for profit and incorporated hun- These megacorporations are more than just business
dreds of castes. With these three units of society cooperal- | entities — they represent a hybrid business-governmental

ing as a group, society flowered on our world, leading | unit with law-making and law-enforcement authority over
toward the conquest ol space and the eventual found- their facilities. Rather than have government and business
ing of our historic star empire. be separate entities, these “bureaux-like® magacor-

Today, thc thru bureaux hlvt become the ; porations are the Vilani governing bodies, oper-
three Imp ations Makhid} ated for profit. B these “gi o

run, Naasirka, and ‘Sharurshid, These three
have been joined by a fourth Vilani mega-
parati - ish, a banking 3
i .M 1 Hf“' It Aad y
on Vland at the end of the Long Night.
While the bureaux were at one time
each given specific territories to /
administer, loday the picture is
diffarant with the  four

must be operated as a business for profit,
% each pany views its “citi " also as its
\ worker-customers. To abuse or oppress the
“citizens® is a confiict in terms, since the
citizens are also the customers. To make
the customers unhappy is not good busi-
b ness sense,
Thase megacorporations are respon-
sible for administering our technology

megacorporations. patents. It is our way to develop
Each megacorporation today technology slowly and carefully,
owns and adminsters specific and not release it for general use

kinds of business and
technology, instead of

until it is thoroughly understood
by our special castes of

owning and : researchers. These exceptional
administering ST) :@ individuals must not only under-
territories. o stand technology, but are also
Makhidkarun responsible for teaching the
specializes in other members of Vilani soci-

media and entertain-
ment  technology
(which includes not
only software,
recordings, movies,
books, and maga-
zines, but includes all
manner of gourmet )
food and drink). Naa-
sirka specializes in com-
puters, communications,
and other such complex
hardware.  Sharurshid
specializes in trade and
speculation of any and all
types of goods (although
it has little direct manu-
facturing capability). And
lastly, Zirunkariish spe- |
cializes in banking and
investments.

Thus today, these
megacorporations  com-
pete with sach other in
the same territory to pro-
vide the best possible
lile for their respective
worker castes. All who
join the castes of these
corporations  remain
with the company until
they die. Each corpora- [
tion is expected 10 pro- &
vide for all the needs of
its workers: housing, food, health care, and entertainment
all are furnished.

ety how to use a new techno-
logical method or device.

Naturally, those who
own the technology
should be amply
rewarded. For this
reason, the Reposi-
tory of Patents — created
thousands of years ago when
our ancestors founded the AAB
— establish royalty require-
ments for  technological
advancements throughout the
regions served by the megacor-

the meg
which owns the base technol-
ogy. Anyone who modifies or

logical invention is required to
pay a percentage of profits to
the megacorporation having
junisdiction over the technol-
ogy. The central ruling body
of tha Vilani — the Igsiirdi —
decides which technology
patent (and thus which
megacorporation) is
affected by each new
innovation a researcher
caste develops.
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Vilani: The Vilani Language

THE VILANI LANGUAGE
The exact origins of the modern Vilani language are lost
in the distant past. Possibly, our ancestors spoke a single

WLAHI I’ROVERBS
highlight the wisdom and ideals of a culture.

language when taken from Terra by the Ancients. Wt
the case, when the Final War extinguished the Ancients'
civilization, the languages of the Vilani people begin to
diverge.

Isolated in their mountain valleys, the early Vilani rarely
travelled; to do so was to risk death from the Ancient war-
bots that roamed the planet. Cut off from their neighbors,
perhaps as close as the next valley over, each alpine
village begin to develop their own dialect. Over time, these
dialects became separate languages.

It was not until the Ancient automatons ran down around
—20 000 that travel and communication between villages

l"' Y, lhay are an easy means of conveying cul-
tural values to strangers. The following proverbs illustrate
some of the fundamental concepts inherent to Vilani soci-
ety. (Standard tonal notations have been removed from
the Vilani transcriptions for ease of reading.)

Vilani: "Isazii shagukarun gulashbir asi.”

Galanglic: “Only inferior rulers must prove their
superiority.”

The Vilani find ive use of authority di ful; to
paraphrase an old Terran saying, he govms best who

pl Trade itated the use of govems least. Among the Vilani, rulers who force

widely und d | {. pelled whole nition of their office prove merely that they never
populations to speak the languages of their deserved it in the first place.
Thus, i b setth worked to
decrease linguistic diversity. i - i e T

As time passed, the language today known as Ok High | . Vianl: L wir iy romilen 9
Vilani b it, much as Latin became b lisclocy:
widespread on old Terra. "old High Vilani was not i Galanglic: “C. y is a man's obligation; friendship,
to change; in fact, a later, scholastic form of the language | his gift.”

evolved into today’s Classical Written Vilani. Other related
tongues, including modern Vilani with its sub-languages,
also grew from Oid High Vilani roots.

Modem Vllanl is nornple: u simple grammar and pho-
netics are siructure,
and syntax. Vilani is unusual in that it is a muhi-tonal lan-
guage; each syllable can ba pronounced in any of six tones,
and meaning depends highly on proper intonation. The
Vilani alphabet accommodates this by using a simple set of
characters to represent the basic vowel sounds, while small
flourishes indicate toﬂal quality.

Another | is the i ion of I
sub-languages which must be used in particular social cir-
cumstances. Superior Vilani is used by a person of inferior
social standing when addressing a person of higher status.
infenur \flani is usad II'I 1he opposite situation, when a

Inti Vilani is used
only when add g family bers — chil-
dren, or pats — or closa, lifelong friends.

The three sub-languages use ditferent words 1o convey
similar meanings. They also vary in sentence structure. Use
of the proper sub-language forces the speaker to know his
audience’s social rank ahead of time. Vilani speakers are
often rel t to add for this reason: without
knowledge of their relative social status, they are Iiteraily
tongue-tied.

Modem Vilani is still spoken on many worlds in Imperial
space and beyond, although it remains most prevalent on
worids within the Vilani Cultural Region in Viand Sector.
Many tradition-minded linguists would like to see it become
the official language of the R d Vilani Empire, replac-
ing Galanglic.

Even ide Ziru Sirkaa borders, h , the Vilani lan-
guage still exercises influence. Place names often are
Vilani in nature; personal names, even more so. Men's
names such as Eneri, Enli, Ganidiirse (Gani for shor),
Shannash, Mazun, and Khugi are frequently encountered,
as are Gamaagin (Gam), Nashu, Sharikkamur (Sharik),
likush, and M h ameng Vilani are
more commeon still.

Polite Jsvary',,_ In,....... it d Vilani
wcn'efy Often, are mislead by the
typical Vilani courtesy, I'.':.rﬂirnﬂgI they are among friends.
Many times, this is not the case; Vilani see friendship as
another thing entirsly.

Vilanl: "Gimish dinnika iliremu anidige kadli; siikaka
gimish khulamar iliremi argukege.”

Galanglic: "Many goods do not make a man a mer-
chant; neither do many ideas make him wise,”

The Vilani fear unrestrained innovation. Tradition plays
an important part rrl their lives, and unrestrained new

ideas are p d as dang The i tor fre-
wml'lyﬁno‘s‘ if an in Vilani
Vilani: "Kush i 1ukegma; agagiim gagar-

adus nukigimda gur

Galanglic: “The wise admit their ignorance; the foolish
understand everything too soon.”

This proverb emphasizes the Vilani leaning toward cau-
tion and careful planning. Many Vilani apply this proverb
to the typically ambitious Solomani, who naturally get
placed in the latter category. «

s Sl sl = ]
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THE HISTORY OF THE VILANI PEOPLE

THE HISTORY OF THE \ﬂI.MI PEOPLE

The foll

the history uftho Vilani pecple as best as we can construdt it today. Much of our

knowledge about our early cvilization comes from archeological evidence. This evidence includes a vast array of documents,

. recordings, and computer records — a few of which date back some 10,000 years. The bulk of our source information, how-
ever, came to us from the times following the founding of the First Imperium in —4045.

This material is summarized from A Concise History of the Vilani Period (-300,000 to -2204), Kasiiga University Press,

Ishimaga, Viand.

THE BEGINNINGS

The exact details a.boul the begmnmgu of the U‘ianl peo-
pla remain
(from not only Viand, but from over 90 da‘larem worlds
across the Imperial region) strongly suggests that the mys-
terious race known today as the “Ancients® transported our
original ancestors to Viand over 300,000 years ago. Why
the Ancients did this has never been determined for carain.

About —300,000, the Ancients began destroying all their
civilization in a mammoth struggle we call the "Final War."
Whan the Final War came to Viand, our ancestors survived
the fearsome carnage by I'chng to hlde in remote mountain

The individuals who developed and held the food conver-
sion secret wera called shugilii (the closest Galanglic word
is mille). The shugilii ultimately developed hundreds of
*mystical” food conversion techniques, and became looked
upon more as a shaman than as a cook. Since almost no
food was edible without some treatment, they became pow-
erful members of society,

QOur ancestors had no need for medically criented
shaman. The alienness of Viand biclogy was reciprocal: pre-
dators could not eat humans, parasites found no nutrition in
our bodies, and bacteria or viruses could not invade and
take over. There were few human diseases. Even surgery
was relatively free from the danger of infection.

valleys. Our k 1s incl many ol'lhemrsoi
the gods, their terrible d ion, and their i
jon into our " affairs. The earliest of these

legends tell of the great shadowy god-rulers of the war
machine-gods, no doubt referring to the Ancients them-
selves. Sadly, little is said of our ancestors' relationship 1o
the god-rulers.

Soclety Begins to Stratify: Three groups came to domi-
nate Vilani society: the shugilii, the aristocrats, and the mer-
chants. A large commoner class existed around them.

The shugilii were the all-imp it !Dod They
never allowed their hnigy to
knowledge. Even in ad | food was bought

Encounters with the Anclent Automatons: S | of
our legends tell of explorers finding great living stone-metal
gods with enormous magical powers.

Archaeologists believe these "gods™ were war machines
left over from the Final War. These automatons (robots,
huge juggernauts, and self-repairing installations) fought on
for 200,000 years after the Final War ended. Auhoywors
out, the battles subsided, and our
their mountain valleys, ultimately venturing out on ‘the high
seas in ships. These early explorers returned with tales of
powerful Yighting gods® in distant lands.

The search for these poda drove tho first extensive

p of Viand. E on the power of
pdmmnmhamuudmthowllda\ﬁlmlmbr
Legends tell of vast fortunes and immense power that were
made by convincing one of these "gods" to make steel-
bladed swords and spearheads.

By 20,000, the last of the great robots ran down, leaving
only thair legend behind. These "gods” had always seemed
to function by magic, and it took our race another 10,000
years to develop the science that would enable us to har-
ness our world on our own.

EARLY CIVILIZATION

While our homeworld of Viand was quite hospitable, we

mno!hwnhnmﬂd making it difficult to digest and
Viand's ins, sugars, and amino acids. Our

mmmmmmmm-d Much ol the local plants

and animals cause unpleasant or even fatal allergy ks if

society,
from the uhugdil rather than cooked directly.

The nobility descended from the ancient village chiefs.
The third child of every noble was noble: the others were
commoners. Higher nobles could create new, lower nobles.

Sociaty initially allowed nobles multiple marriages: this
tended to preserve family property. M iled for
all classes by the time our ancestors achieved loch lovel 4.
The restriction of nobility to third children remained: it kept
the noble ranks limited to a small but elite group.

The merchants controlled trade. Trade was important
from our society's early times, because the materials
needed to prepare a food staple need not be geographically
located with the food's production. Just as salt was critical to
early Terrans, we found similar critical substances to trade
on Viand.

Soclety Stabllizes: Society's support of traditional
axchanges, rather than price based exchanges, soon led to
a stable social system. Large states became common, with
fewer nobles than seen in early Terran society. The threat of
{amine gave the noble law-givers and the merchants great
authority — when they upheld proven methods. And the
shugilii relied on proven formulas, rather than risk poisoning
their clientele.

Interdependence between these large states led to exten-
sive trade patterns. Reciprocal trade was most often three-
way or even more — simple two-way trade was less com-
mon. Stable economic units much larger than a single city-

consumed without processing.

state b

was rare. A long war could disrupt trade and

Fortunately for our race, some of our L dto
use aging and chemi atment 1o produce edible food.
Several IHWUWMIWMM*W long-

bring economic ruin to entire states. Certain remote cities
|nhab¢ad by “raiding bandits® were subjects of annihilation

chain organic molecules down into short-chain hes and
simple sugars.
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i hed by the nobility of adjcining states to
prcnocl thur people's survival.
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Vilani: The Flowering

The dynamic element in our culture's
early sociaty was the need for new food
sources — a need driven by expanding
populations. Comparing food processing
methods from different regions and apply-
ing old methods to novel crops in newly
settled lands led to the development of a
new analytic caste. This new caste was
allowed to supersede tradition without fear
of rebuke from the nobility.

THE FLOWERING

Vilani culture flowered around —11,000,
as our horneworld axpaﬂenood an indus-
trial r Iuti her castes
gained new kmbdge by pooling all
available information, and trying old meth-
ods on new subjects.

Society was modified, not overthrown.
The three dominant groups (the shugilii,
the aristocrats, and the merchants)
increased their power by cooperating to
create industrialized weaith. Many new
sub-castes were created during this
period, and the whole planet united into
one global market.

It was during this time that our ances-
tors developad the key Vilani concept of
the “technology patent.” MNew inventions
and their follow-on innovations should be
owned by someone who acts as overseer to that technol-
ogy. Others should not be allowed to add their own innova-
tions nor should they be allowed to call the new result their
own. These interlopers owe a royalty to the owner of the
base technology. Thus the technology patent served to
keep the thrust for innovation where it belonged: in the
realm of the researcher castes. Controlled technology pro-
gress promoted a secure society for all.

And the new technology patent worked quite well, indeed.
For in under 1,000 years, our carefully guided society pro-
gressed from apmnﬂmm level 1 culture to a tech leval
6 one, with our first offworld space forati ing in

he of rnueh benefit. Little did our poupla know at tha time
the turning-point in history this twin expedition would prove
1o be.

The first of the two expeditions, sent to the star Tahaver
(Vland 2017), returned in 9310 to report they had found
intelligent lifel The Tahavi, a race of aguatic mantas, proved
there was other sentient life in the universe after all.

But perhaps the greatest surprise was yet to come. In
-9309, the second expedition returned from Khula (Viand
1919) with evidence there had been a human civilization
there many thousands of years ago!

There was no end to the questions that haunted our

-10,011. During the following century, we estabiished
bases throughout the Viand system. However, many worlds
in the Viand star system proved to have little of practical
value, if space travel was to be profitable, we needed to
invest in finding other resources beyond the Viand system.
And that meant travelling to tha stars.

Our ancestors launched their first sublight i il

Where did these other humans come from? The
Khulan humans had died out, but were there worlds out
there with living humans? What if these humans turned out
to be the fantastically advanced god-rulers of legend?
Tantalized and troubled by the prospects of cther
humans out among the stars, our ancestors mounted addi-
tional sublight expeditions. But sublight interstellar travel

colonization mission in -9,800 to Tauri {Vland 1817), a
mere 2.17 light years distant. At an average speed of 0.1
light years each year, it took our early starfaring explorers
nearly 45 years to travel the round-trip distance. By about

was painfully slow and costly. Over the next century, the
her castes b b d with finding a way to
make interstellar travel more efficient.

OTHER STARS, OTHER HUMANS
The breakthrough finally came in —9235. A research team

—09450, we had developed a small network of about six star
, each boasting its own colonies and scientific sta-
tma Expk:rathntogmmar was undertaken, but

because such journeys were the work of a lifetime, they
remained haphazard and temporary.

In -9502, our ancestors launched the two longest sublight
expeditions to date from Viand — 190 years for the round
trip. The media records from that time show these two
expeditions were launched with much controversy. Many
felt such long interstellar explorations wers oo drawn out to
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king on the fringes of the Viand home system created
the first working prototype of the jump drive, and demon-
strated its effects. Finally, the universe was open to us.
Within ten years, crude jump—1 vessels were built and sent
out to all star systems within 20 parsecs along the jump-1
Vilani main,
We were amazed at our discoveries. While we expected
to find intelligent races, old media records clearly display




Vilani: The Rise of the Bureaux
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Vilani History to End of First Imperium

circa -300,000: Vilani carried to Viand by Ancients
circa -20,000: Last of great robots runs down
circa -11,000: Vilani flowering

-8310: Twin sublight mission

-8000

-9235: Vilani jump drive
circa 300,000: Ancients final war

~8800: First sublight mission to Tauri

-8715: Bureaux established
-8900: Economic sphere
reaches 10 parsecs

-6000: E ic sphere reaches 60 p
-5420: Vilani jump-2 -2204: Aule of
-5400: Consciidation wars Man

-3610: first

the surprise our ancestors felt at finding so many intglligent
races. And we found the first living human socisty, although
a primitive ane, in the Thaggesh system (Vland 2530). .
These alien races, both human and non-human, were just
as surprised as our explorers. None of these races turned
out to be the feared Vilani god-rulers — in fact, none were
even as advanced as our people. We found all the races to
be amazed al our jump drive technology. To them we
became the b of a pricel , and our star
explorers were welcomed by them all.
Ower tima, we would extend the banefits of Vilani law and
trade o all we encountered, slowly rasing their technology
and integrating them into our interstellar economic sphere.
Most were grateful for the order and social benefits this

maintain long-range control over low tech cultures with only
jump—1 technology, which left the three fundamental groups
of Vilani society feeling threatened. To solve the problem, in
-8715 our lead: blished three independent b 8
and assigned each a territory:

Makhidkarun origi i with the ar y. It d
interstellar government. hs coreward territories were the
sectors of Meshan, Mendan, and Amdukan,

St ly iginated with the hant class. t empha-
sized interstellar trade. The rimward sectors were placed
under the control of Sharurshid — which specialized in
trade and transport.

Naasirka originated with the shugilii. It floundered when it
could not control food supplies on most worlds. Ultimately it

brought into their lives. By —8900; the our integrated eco-

a broad-ine organization emphasizing energy,

nomic sphere had reached roughly 10 p in diamet
Expiloration and contact went far beyond this L dary. In

time, we discovered over a dozen human races on worlds
within 60 parsecs — all of them technologically primitive.
None had developad interstellar travel. Mone had even
achieved what our people had been able to accomplish.
The once great concern over meeting the legendary Vilani
god-rulers face to face finally faded. Discussions began to
call the concern a “ruugii* — literally, a wind worry — a con-
cern having the substance of air.

Still, the question remained: where did all these interfertile
human races come from? All the human races wera in
scme way alien to the other lie forms on their planets. The
non-human sophonts, on the other hand, were clearly
related to lower animals on their planets. The two facis
sparked a new theory that humaniti originated on one world,
and an unknown agency scattered it to other worlds.

In =8000, tha god-rulers fear was rekindled when Vilani

t and luxury goods. Naasirka controlled the sectors
of Gi ge, Dagudashaag, llelish, and Verge.
Each b was a lete i tell vernment

P go
operated for a profit, but responsible for its citizens' welfare,
law enforcement, and defense of its territory. The bureau
had rights of taxation, defense, and legislation in its terri-
tory. Bureau fleets protected its shipping and trade: bureau
armies defended its installations and cong i new worlds
it necessary. Mutual aid agreements allowed them to call
upon each other for help or reinf Each b
was responsible for enforcing technology patents on an
interstellar level, to guarantee that no one would innovate
on newly acquired technology without approval.

A central ruling council known as the Igsiirdi, nominally
ruled Viand. But in practical terms, it only served as a coor-
dinating body for the three bureaux. It received tribute pay-
ments from the bureaux and used them to administer public
works on Viand, It also allocated new territaries to the

scouts in Massilia sector ther human race | bureaux as they were discovered. The faimess of such
that already had jump drive, the G After | can- ig was maintained b the three L
turies, our Vilani ancestors finally learmed the truth: the th ives app d the of the Igsiirdi.

Geonee had developed their jump drives by copying a dere-
lict vessel of unknown origin on their homa world.

THE RISE OF THE BUREAUX
Bringing the benefits of Vilani society to distant worlds
was not without its probl h . It proved difficult to
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There was no chief executive. Each bureau chiel was the
chief executive in his bureau's area,

CONTINUING EXPANSION
The integrated Vilani economic sphere of our ancestors
reached a radius of some 60 parsecs from Viand by the
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Vilani: The Ziru Sirka

Vilani History Since First Imperium

-1955: Solomani abolish Vilani caste system 704: Vilani nobles convince

622: End of First Civil War
ey

S : to form Sol 1002: Solomani 1118: Viand decla
~1900: Factionalism at all-time high Autonomous region Rim War -mmm
-1799: Several border world banks refuse olfworld curency
-1776: Financial collapse of Rule of Man 1071: Emperor
-1526: Long Night f:mm
-495: Sylean scouts contact Viand throne
0. 200 400 1100 1120

1065: Second Survey
1116: Second Civil War

year —6000. Our expeditions had reached three times as far,
with ships returning from multi-year voyages to worlds past
the blue-white giant star Duusirka (Vega). During this time,
the Vegans received jump drive from Vilani-influenced trad-
ers. Many client races of our ancestors were connected to
Vland only by economic ties — they were not governed or
occupied. Some of these client races explored beyond the
local sphere, contacting and trading with still more races.

The races contacted by our clients — being unaware of
our carefully legislated technology p — gained new
technology illegally without being exposed to correct Vilani
culture. Most of these new races retained their own values,
which often clashed with our own. This increasing cultural
friction triggered the Consolidation Wars in -5400, The
Igsiirdi committed our people to subjugating the resisting
fringe states.

We had an edge in the wars, for the researcher castes
had developed the jump-2 drive just a few years before, in
-5430. No other culture had such a powerlul drive, and we
used our new secret to both military and commercial advan-
tage. We guarded our new drive fully to insure we main-
tained our advantage.

In ~5273, the Igsiirdi was for i as the g ing
council of Viand and of the entire Vilani trade sphere. The
Igsiirdi directed the course of the Consclidation Wars from
afar. Each bureaux faced small interstellar states, and each
bureau had a separate military. The Igsiirdi arranged coordi-
nation when necessary, shared the burden equitably, and
prevented over-expansion.

The Consolidation Wars lasted until —4045 and enabled
us to bring the benefits of our culture and society to most
worlds between the Greater and Lesser Rifts.

With Consolidation came a marked change in the texture
ol Vilani interstellar society. Before, our society had

i p ful expansi Neighboring worlds were
d in a trade c ity, and gradually absorbed
into Vilani society, both technologically and culturally.

In —4045, with the end of the last Consolidation War, the
Igsiirdi declared the blishment of an i lar empire
to govern all Vilani territory. it was named the Ziru Sirka, the
Grand Empire of Stars. The nec-Vilani calendar also starts
from this date. The Ziru Sirka included ten sectors and
nearly five thousand worlds. We had expanded until there
were no civilized states remaining on our borders, Wa knew
of no other race having jump technology.

To avoid the problems that had led to this unfortunate
series of wars, all exploration beyond the current borders
was allowed only via permit from the bureaux. And to pre-
vent further technology leakage, no new technol pat
were 1o be granted. The current technology enjoyed by the
masses more than met their needs. The various bureaux
owned the rights to all technology. Any further advance-
ments without our permission on that technology — Vilani
intells I y — was expressly illegal.

THE ZIRU SIRKA

The Empire initially had no Emperor, Within 10 years, the
chairman of the Igsiirdi (elected for life by the Council) was
the Ishimkarun — the Shadow Emperor. Finally, in 3610,
the Shadow E b the Emp of the Stars.
The Emperor ruled through published proclamations, never
appearing in public. Upon his death, the Igsiirdi. elected a
sl from its b

The bureaux heads were tha Karunii, literally, the “little
emperors,” all-powerful in their territories. Each bursau
supervised all aspects of trade, industry, and governmant
within their region.

THE PAX VILANICA

With cultural maturity, the Ziru Sirka became a pinnacle
of interstellar socisty. Stability led to solid world tech levels,
good living standards, and record trade levels.

Membership in the h castes was seversly
to save for more reliable traditional

Scouts had explored far afield.

Exploration dropped off when the Consolidation Wars
began. Qur i d concentrated on bringing all
civilized space into the Vilani trade sphare — by force i#
necessary.
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pursuits. This created a stable environment where technol-
ogy crept forward ever-so- fully over d of genera-
tions. In this ideal environment, our technology edged to
tech level 117in the Ziru Sirka's early centuries while the
entire empire prospered.
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These developments ushered in the Pax Vilanica, a
pariod of int llar psace and y that our
enjoyed for over 1,200 years. By —3500, the Grand Empire
of the Stars spanned 27 sectors and governed more than

15,000 star sy Thus, the b g i few if any
permits for exploration beyond the borders — the empire
had grown enough.

Order and procedure, the basis for the equal treatment of
all and the basis for efficiency and profit from all ventures,
.had been ded throughout charted space. The caste
divisions of Vilani society insured that knowledge
passed in an orderly fashion from generation to gen-
eration. Disruptive individual initiative was discou-
raged. All decisi ired i
ing careful pl

of the consequences.
To prevent chaos, any races who
resisted the ways of our culture were
severaly restricted.

q up
ing and due id

DECLINE OF THE ZIRU SIRKA

Despite all our efforts, by -3000,
Vilani technology illegally leaked
across our borders to dissidents and
“uncontacted” races, who then fool-
ishly challenged Vilani superiority.
Periodic threats began surfacing at our
border, While a few dissidents success- =
fully detached small parts of the empire, our V.
leaders managed to discredit most others.
Where possible, our leaders played one rival
against another.

By -2800 insurrections, mutinies, and small
border wars became increasingly common. Sev-
eral b officials ided appeals to their

i b such appeals had poor reac-
tion time and could hurt their bureaucratic stand-
Ing. The officials would strike a compromise but
report it as a victory instead. Meanwhile, some
of our governors strayed from their Vilani heri-
tage. They took to illegally hiring and equipping
races from outside the empire for destructive
personal power plays, furthering the territorial
shrinkage problem rather than solving it.

Movement away from the established, civil-
ized area inued as the der d elemant
of Vilani society fled our borders to fragmen-
tarily settle Corridor and Deneb. A self-
appointed governor ruling parts of Provence, |
Corridor, and Deneb was the first Vilani to
deal with the Vargr, equipping a Vargr mer-
cenary unit in his unsuccesstul bid for power,

About -2400, independent Vargr began
pillaging civilized regions of our empire.
Between —2400 and —1700, Vargr corsair
fleets regularly rounded the Windhom
Riift to raid Vilani worlds.

CONTACT WITH THE SOLOMAMNI

In —2422 a strange alien spacecraft aspearad in the sky
of a barren pianet far out on our rimward frontier. A group of
Vilani prospectors on this world watched humans exit the
craft — humans who did not speak High Vilani, and who
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called themsaelves "Terrans.” The prospectors greeted these
visitors cautiously, believing they were some obscure
human minor race from their part of the empire.

When reports of this incident reached the regional capital
at Lagash, our administrators and officials were stunned to
realize that an unknown human race with jump drive had

tacted us! A e ission 10 i igate the
“Terran® contact was convened to study the
g event. We were shocked to learn that this new

i human culture had just developed jump drive

] plately without ide infl

The Terrans returned in force, setting up a
base on the world they called Barnard. First,
relations were cordial, although the newcomers

d impati about negotiating mining
rights and were to allow ble
time for each negotiation point to be
approved by Sharurshid management,

Boundary disputes soon flared up
betwean the owning Vilani and the Ter-
ran prospectors who wanted to find
new deposits. This friction finally
exploded into open conflict in -2408
when the Terrans fired upon a convoy
of our ore carriers without warning.

We were caught unprepared for the
; flag that followed. Over the

i period from —2408 to ~2219, we fought a
multitude of interstellar wars and cam-
iJ paigns with the Terrans — punctuated
y with brief cease-fires, armistices, or
shaky periods of peace. Indeed, a new
war could break out before the existenca
of a peace treaty could be conveyed to
either of the capitals,

The Terrans were almost constantly on the

flensive. If our had pl d for the
possibility of contact with an aggressive
human race we could have reacted before
their behavior got out of hand. Had that hap-
pened, the original Ziru Sirka might well exist
still today.
But it was not 1o be. By —2219 the Terrans were
within 20 parsecs of Viand sector and closing. The
Igsiirdi sent word to all remaining provincial govern-
ors to cease all hostilities with the Terrans, thus end-
ing the last of the interstellar wars.

THE RAMSHAKLE EMPIRE
The Terrans moved quickly to cccupy the remaining
Vilani territary. Many Vilani subject races, such as the
Vegans, welcomed the Terrans as ‘liberators.”
Between —2219 and -2204 the Terrans sent over
100,000 naval officers throughout the conquered
territories, declaring the entire Vilani Grand Empire
1o be under military rule.
The Terran officers occupied key posts in the
Vilani b y. which otherwi ined
intact. In some cases, ensigns administered
whole worlds and mere commanders ovarsaw entire sub-
sectors. Vilani miitary forces were incorporated into the
Terran forces.

In -2204, the Terran Secrstariat voted to transfer control
of the conquared territories directly to Terra, and to incorpo-
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rate the Vilani Grand Empire into the Terran Confederation.
Such a move would have made the Tarrans millionaires —
at an untold cost to the Vilani Grand Empire,

Admiral Hiroshi Estigarribia, the in-chief of
the Terran Navy, realized that the Confederation govern-
ment could not possibly control the vast territories of the
Grand Empire. Estigarribia proclaimed himself Regent of
the Vilani Empire and Protector of Terra, uniting both states
in the new “Rule of Man.”

Nearly all the fleet sided with Estigarribia, and the Terran
flest head at Dingir b the capital of the Rule
of Man. The bur y d d on Viand,
although arrangements were made to gradually transfer it
slsewhere. -

Pecple of Terran ancestry or culture (many of them

imilated Vilani) i positions of power on most
worlds, becoming industrialists and administrators. Wealthy
Vilani often changed their names to Terran surnames.
Vilani nobles adopted the Terran ice of idering all
children of nobles to be nobles. During this period, the term
“Terran™ dropped into misuse, in favor of the new term
“Solomani.”

In =2173, the Solomani abolished our system of technal-
ogy p . Sol i-influenced journalists of this period
spoke of how our patents "limit useful innovation” and “dis-
courage necessary technology advancement.”

Over the next century, the Solomani continued 1o repeal
many of our laws and restrictions, all in the name of “res-
dom.” Our star empire had lasted thousands upon thou-
sands of years, and had flourished under our guidance. The
new and odd Solomani ways — while perhaps intriguing to
some degree — were risky and unproven, The Solomani
leaders were taking a tr dous gambi king such
radical changes to the heart and structure of an empire that

had lasted th 1ds upon th ds of years. The fact
that their new empire lasted but 400 years leads one to
yuestion the wisdom of their i

TWILIGHT COMES

In time, the lifting of traditional restraints became the
undeing of the Sclomani empire. By -1955, the Solomani
had abolished the last of the Vilani caste system, but failed
to replace it with a new social, order. Destruction of the
caste system swept away the foundations of society on

The final blow came in 1776 when the central govemn-
ment itself experienced a major financial collapse. Monatary
circles lost all confidence when the Rule of Man Treasury
on Hub/Ershur refused to honor monetary drafts of the
Antares branch treasury. This ruined most large-scale inter-
stellar trade, and seversly weakened the governmental
power of the Rule of Man.

Although it refused to come to terms with its plight for
many more years, the Rule of Man had ceased to be a
viable interstellar community. The period we now call
Twilight had begun.

THE LONG NIGHT

By —1526, most worlds had become so introverted that
offworld travel all but stopped. Local world concerns were
what mattered. Interstellar trade came 1o be viewed as a
foolish and risky venture.

Without ded offworld lies, some cult disap-
peared completely — while others managed to hang on, but
dropped several tech levels in the process. Many systems
dropped below starfaring, locking their culture onto their
local world. Offworld trade goods no longer became impor-
tant on most surviving worlds — in fact, offworld dapen-
dency was seen as foolish and seli-destructive. The twilight
period drifted into full-fledged night.

Viand, our hemeworld, plummeted from a high of tech
level 12 around —1800 all the way to the brink of low tech 9
by about ~1550. Jump capable ships were seen as need-
less waste, with little promise of profit. O ional int |
lar trade was done, but the total journeys leaving Viand
numbered in the dozens per year. Only the most shrewd
starship operators could scratch out a living from offworld
trade during those bleak times. Too often, the ships just
never returned.

Free from Solomani dominance, many worlds in and
around Viand Sector (those worlds with the langest tradition
of Vilani dominance) returned to some form of the old Vilani
ways. This return to their traditional roots saved
worlds from extinction and retumned a stabilizing influence to
their society.

many worlds. Key industries fell apart as their L
moved elsawhers.

Further, many worlds found themsslves without any guid-
ance and went haphazardly off in new directions with tech-
nology, politics, and culture. Factionalism carried the day —
new political parties sprouted up everywhere. Getting a con-
sensus became harder and harder for the Sclomani leadars
to achieve. Many minor races renounced all outside ways

pletely, preferring to simply withdraw from the
lar community.

By ~1900, society on many worlds had decayed into little
more than organized bed! Yet, the Sol i rulers
refused to ider giving guidance by bringing back any of
the old Vilani laws and traditions.

Throughout the —1800s, lack of cooperation between
worlds became the rule rather than the excaption. The pro-
blem deepened by —1799 when banks on several border
worlds refused to honor offworld y. | 1]

DAWN
Many centuries passed, with little changing on most
worlds: i llar travel ined unprofitable and risky.

Then, in —485, advance scouts from the Sylean Federa-
tion contacted Vland. The Vilani leaders wera first uncan-
vinced that the new Sylean Federation had any significant
influence over the interstellar lanes. After years of delibara-
tion, the leaders of the bureaux on Viand decided in —4283 1o
test the rumors of ir llar trade’s newbom profitability.
They i d in a small ber of cargo Is and sent
them, laden with goods and wares from Vland, to several
nearby worlds. Their profits exceeded all expeciations —
the Long Night was really ending. More flests followed, and
interstellar trade again flourished.

Our ancestors found many worlds in Viand Sector to be
in similar circumstances to Viand. Many had retumed to
their Vilani roots during the Long Night. And many wers
now finding interstellar trade again becoming a profitable
venture. In —475, the ion Zirunkariish (founded
the Shiisquginsa family on Viand primarily for banking,

trade faltered.
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investments, and insurance ) financed this new trade.
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Centuries later, diplomats from the Sylean Federation
repeatedly approached the Igsiirdi about Viand officially
joining a new and expanding “rade federation” of Cleon.
Finally, in =30 our Vilani ancestors agreed, but stipulated
that b p in the federation must ba to foster inter-
stellar trade, and the federation must not try 1o impose
Sylean culture on the Vilani. Cleon's diplomats consented.

The agreement struck by our Vilani leaders and Cleon's
diplomats became the model for nearly all the worlds that
joined Cleon's Sylean Federation aver the next 30 years. In
fact, Cleon used Zirunkariish as a major source of funds
duing his campaigns over the next thirty years — cam-
paigns that ultimately gave birth to the Third Imperium.

THE THIRD IMPERIUM

After Cleon declared the Sylean Federation to be the new
"Third Imperium® in year 0, our Vilani forelathers sought a
strong voice in affairs at the Imperial Capital. Several Vilani
or Vilani-sympathetic nobles rose to prominence in the gov-
eming body of Imperial nobles in the Imperial core — the
Moot.

Throughout the uﬁy nernunu of the Third Imperium,
Vilani-infl lar among-the moot
and on the Irrlporlal throne. The Lentuli Dynasty of'emper-
ors, for instance, were of pureblood Vilani descent. «

The Igsiirdi on Viand began an aggressive program of
technology patent offerings, designed to foster new
research among the reestablished researcher castes. By
the 300s, Viand had prog d from a marginal tech level
9 to early tech level 11. And by the eary 500s, Viand
approached the best the Imperium had to offer in those
days — tech level 13 technology.

During the reign of Cleon IV — otherwise known as
Cleon the Mad — many of our Vilani oriented nobles fell
from favor or were banished without due cause. Although
Cleon IV was later identified as an insane maniac, the blow
to our influence in the Moot was not recovered until the rise
of Arbellatra to in 629. Arbellatra was the daugt
of the \r"lmi-qrmpathm Alkhalikoi Dynasty

Arbellatra's son, Emperor Zhakirov, banrahsd radical Sol-
omani elements from the Moot under the advice of influen-
tial Vilani nobles in the Moot. Empress Margaret I,
Zhakirov's inued the effort to limit Solomani
power by rorrmng the Solomani Autonomous Region in 704.

The efforts to keep radical Solomani elements at bay con-
tinved, culminating in the Sol i Rim War from 990 to
1002. D d of the Vilani-sy hetic Alkhalikoi
Dynasty have continued to sit on the Imperial throne down
to recent times; Emperor Strephon too, was a member of
the Alkhalikoi Dynasty.

RECENT TIMES

With the ion of Strephon and all his i di
heirs, the threat of the moderate Alkhalikoi Dynasty losing
the Imperial throne looms as a possibility. While Lucan is
officially a member of the Alkhalikoi, his radical policies are

The issue of who the “real” Strephon is will ultimataly
have to be dealt with. Meanwhile, dealing with the Vargr
and with Lucan is clearly the more pmumg mater. Nogcm-
ations with the Vargr have,
easier than handling the d;pbmmll: situation with Lucan.

As news of major Imperial Navy movements away from
Imperial borders reached the Vargr Extents, many Vargr
corsair groups rose to attack our borders. They saw the cur-
rent chaos in the Imperium and its now lightly defended bor-
ders as their grand opportunity for plundering and glory.

Our Viand Domain commanders sought to fortify our
coreward bord ingly severe Vargr corsair
raids. When Lucan ordomd the Carridor Fleat withdrawn to
the Imperial Core, Vargr raiders quickly filled the power vac-
uum in that sector, overrunning and looting worlds. When
Lucan recalled the Viand Fleet in 1118 to help him in his
"quest to avenge Strephon's death®, Emperor Ishuggi —
then the Archduke of Viand — quickly called a series of top
level meetings to discuss the ramifications of complying
with Lucan's order.

After days of debate and council mestings, Ishuggi and
his advi finally refused Lucan's on the grounds
that seli-defense of local Imperial worlds from WVargr
mad'lm-m was the greater need. The council knew

was a serious malter. They depended
onLucana‘“" i upbringi g he would under-
stand their dasperainn anr.l pardon thair uutnghl refusal of
his request.

In his pseudo-reality reply to the empercr-ad interim
Lucan, Ishuggi clearly relies on the emperor's understand-
ing of the total Imperial situation.

"Under most ci , your maj ,Iwuuldnot
hesitate to comply with your req H of
the recent vicious Vargr ancmachmems I believe the very
survival of dozens of Impaerial worlds are currently at stake.
To pull out key Imperial Naval fleets now, at this desperate
hour, amounts to nothing less than committing genocide at
the hands of depraved Vargr. | realize what refusing the
request of an emperor means. But | do not risk your wrath
lightly. The very lives of billions of loyal Imperial citizens —
your subjects as well as mine, sire — depend on us keep-
ing the fleets here in the domain.”

Lucan reacted with unrestrained anger to our message,
and ordered all our leaders diately tried for . In
an unprecedented act of barbarism, he ordered reserve
colonial flests near our domain borders to march on Viand
and take our entire high council as his prisoners! Forced
into no other alternative by Lucan's madman politics,
Ishuggi and his advisors quickly declared our region's inde-
pendence from Lucan's Ramshackle Imperium. They
ordered our fleets to defend against all hostile forces —
Imperial or otherwise — who dared to cross our borders.

Thus, the Restored Vilani Empire was born. Our leaders
have decided to make the best of a bad situation and

b ‘m,"' designed to protect our region from all

Time will tell if the course forced upon

uncharacteristic of his line. Margaret, also an Alkhalikoi
seems 1o be more true to the moderate policies of her
ancestors.

In the months following the news of Strephon's assassi-
nation, we found our region surrounded on three sides by
Vargr corsairs, and on the fourth side by Lucan's Imperium.
Nearby Gushumegge Sector, where Strephon is reputed to
have taken refuge, lies only a few parsecs to rimward,
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VILANI: REFEREE'S SECTION

The prior

d by Vilani who see their audience as non-Vilani. The writers’ purpose was 1o con-

has been p
vince non-Vilani of the benefits of Vilani culture, and to educate on the origins of the Vilani mindset. As such, the prior
material was very much pro-Vilani.
While the writers are careful to point out that the so-ﬂliad Vilani way has much to recommend it, the Vilani way has disad-

vantages too. Here in the referee’s section, we p t
referee should be privy to. The Referee'’s ion, then, is

matarial to il te the “real story™ — information the

referee important insights into the Vilani and their unique culture,

d as a Yy on the prior sections, giving the

PHYSIOLOGY

It is, in fact, quite difficult to single out a racially pure
Vilani in a crowd oi hurnans 1'hey |ust do not look that differ-
ent from Sol i ive way to tell if an
individual is a purebred \I’Ia.nl is through either a blood test
(95% sure) or a DNA test (100% sure).

it you find out the Vilani's age, you can often tell right away
that the person is close to pure Vilani. A genetically pure or
near-pure Vilani will often look much younger than their age.
Vilani mature at about the same age as most humans (al 18
to 20 standard years), but mai thair youthful ph
and stamina well into their 40s, 50s, or 60s. A Vilani on ana-
gathics could easily live to be 200 or more!

Because the Vilani spread so far and wide during the First
Imperium times, many Imperial citizens have at least some
Vilani blood in them. The widespread nature of the Vilani
also means most Imperials to know about the natural
longevity of the Vilani. R will be a rare individual who has
never heard of the long-lived Vilani.

The 32 hour Vilani circadian cycle means that in a 24-
hour period, a Vilani will have worked 16 hours and rested
for 8, while a non-Vilani will have worked for 8 hours and
rested or slept for 16 hours. However, in a 32-hour period,
both a Vilani and a non-Vilani will have worked for 16 hours,
rested for 8 hours, and slept for 8 hours.

What does this all mean? if you have 24 hours or less in
which to reach a goal, you will get more continuous work out
of a Vilani than out of a non-Vilani. But once the time-frame
reaches 32 hours or more, the amount of work time
balances out between Vilani and non-Vilani. So if you are
pressed for time and have less than a day, then a Vilani on
a 32-hour day can be a handy person to have around.

PSYCHOLOGY

Contrary to the Solomani view that technology will solve
all our problems, the Vilani view the blind pursuit of techro-
logical advancement as the cause of more problems than it
solves. For one, it makes tradition a shamble, so that few
care tbuut thu wohl wudnma According to the Vilani, pur-
suing t a culture that wor-
ships the rmr' and anything old (including people,
traditions, or whatever) is relegated to the trash heap.

The Vilani writers do make a convincing argument for the
Vilani way. There is a lot of truth in the writer's statements.
However, modern Vilani often take this ideal to such an
mmn- ll\at what they call *honoring tradition® actually has

to In the end, the Vilani fail to
adapt, md fike the dinosaur they become out of place relics.

The problem is — whather the Vilani like it or not — a
cartain amount of oulside envionmental change is
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inevitable. Some changes are just simply beyond our con-
trol, and cannot be prevented. If you refuse to change at all,
you can end up trying to apply solutions to problems that no
longer exist.

During the Vilani Flowering of Technology period, the
Vilani of that time realized that change itself was not bad,
but failing to manage change was bad. Later on, in the Pax
Vilanica period, the Vilani sought to push change out com-
pletely — to deny it an audmoe Ironically, this only led to

ge — the very thing the Vilani
suugm to avoid. So allowing a certain amount of change
actually gives the problem of change management a much-
needed safety valve.

But many modem Vilani have forgotten all this. They are
resting on their laurels of tradition, glorying in the achieve-
ments of their ancestors as proof of their superior mindsat,

However, to their credit, the Vilani are amazing coopera-
tors. Even when they don't agree personally, if the group
disagrees with their views, that is often reason enough to
drop the matter and submit to the group wisdom. The Vilani
learn this from infancy on up, and it has become engrained
into their being.

SOCIETY

A model we used for Vilani society was the traditional cor-
porate business environment. Anyone who has a new and
innovative idea knows the scepticism and closed minds that
can greet them in a large business. So it is with the Vilani
people as a whole. Trying to move them off dead center and
getting them to even consider something new and different
can be quite a challenge. If you are unsure how a Vilani
should react to a certain situation, try using the analogy of
the conservative corporate business satting. It works almost
avary tima.

Notica that the Vilani caste system is occupation-based,
net regulated by social standing or heredity. Children do not
have to enter the same caste | ion) as their p
When the child comes of age, the family group (including
the child) decides which caste the child should anter, based
on the talents and aptitudes they have exhibited. However,
once the choice has been made, it is permanent. So the
salection of career caste is not mada lightly.

Also notice many Vilani will either be an apprentice or
have an apprentice. This is all part of how knowledge and
experience is passed on in each caste. Thus much of what
a Vilani learns is by rote because the master said to do it,
and includes little if any theory.

This is consistent with the Vilani view that hungering after
technological secrets is parverted — in the same way that
American cuitura today views an excessive preoccupation
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with sex as being odd or perverted. Because of this bias,
most Vilani tend to ignore topics they know little about —
which can be exasperating to m\r‘lam.

The four Vilani T R
run, Sharurahld md Erunkwth are trying to regain
their all-p g in under the new Ziru
Sirkaa. In the Third Imperium, even 1 the Vilani megacorpora-
tions more like just businesses than the total governing

“bureaux of the original V‘iani Fm Imperium. On some

worlds, the had lute sway, but this
was far from mud

Maw that the Third lrnperlum has collapsed, the Vilani-

based ations have largely withdrawn

their corporate assets back inside the borders of the
restored Ziru Sirkaa. In several cases, the megacorpora-
tions simply lost their far flung to enemy facti
(especially in the regions under Dulinor, Lucan, and the Sol-
omani). Margaret, Bzrk, and Norris have all expressed an
interest in maintaining branch offices of the four MegaCor-
porations, but inumning enemy regions have mm.d
much real i The
seeking brave souls Mllhg to make danng wurinc o r.racle
runs through enemy regions to reach one of these isolated
branch operations.

HISTORY
Vilani h iginated in the relatively large sample of

scattered the humans of Viand to its several continants,
hiding them in remote in valleys. Ssoyrdelditsu was
killed in the last years of the Final War, but his faction
(which supported Yaskoydray) was awarded a world in
Yaskoydray's pocket uni when he d from the
universe we occupy.

The devastation of Viand did not stop with the and of the
Final War. Ssoyrdelditsu and his brothers deployed auto-
mated war machines (some were robots, others were
immense juggemauts, still others were immobile seff-
reproducing installations) on the continents and under the
seas of Viand.

For two hundred thousand years after the Ancients left
Vland, their robot surrogates continued to fight the battles of
the Final War. As the battle rnachinas wore out, the battles
ground to a halt and the of Viand ious!

d from their in valleys to explore their world,

After the humans left their secluded valleys, they canni-
balized the dead hulks of the Ancient wnr-mwhmn lor their
metals, ics, and plastics. Unf , N0 of
any war machines exist today. Or so it seems.

In fact, there is an intact war machine deep inside a
sealed cave in the Neda mountains, more or less directly
inland from the Nedadip wall. The machine was lured into
the cave as a trick by a rather clever tribe of ancient Vilani.
After the juggernaut was inside the cave, the Vilani caused

Terran humans which the Ancients carried to Viand. For the
few hundred years that the Ancients maintained a colony on
Vland, their humans thrived quite nicely. The world was
hosplabls. and the Ancient masters were not overly cruel
icious in their treatment of the h

Thn Ancients put the humans on Vland to many different
uses: some were simple servants, others became part of
genetic tailoring experiments, still others were ed d or

a landslide to seal the machine inside.

Unable to find a way out, the 1000-ton robot whiled away
the centuries inside its tomb until it finally ran down.
Allhcmgh itis likely operamnal the war lnachme s tech level

isb d the g of most scien-
uuin yet today.

Now that the restored Ziru Sirkaa has been founded,
Vilani leaders on many worlds in Vland sector are taking

trained for various occupations within the local sconomy.
luvnably some of the humans proved unsuited for any
of the avail i and these surplus pecple were
assigned a reservation outside the main base areas and left
to fend for themselves. From the outside reservation, the
Ancil had a ble source of specimens for their
many experiments and jobs. In addition, employed humans
had a source of mates and a community to join after their
usefulness to the Ancients had ended.
Since the Viand envi t's basic ins, sugars,
and amino acids that were difficult for humans to digest and
tabolize, the A duced food for their humans
using processors that could cumm‘t the basic structure of
raw food into ptable forms. , such a system
was not practical for the humans on the reservations, and
the outside humans had to be g.wun alternative methods.
Once given a few basic tech by the Anci the
shugiliis were able to lock for and test other techniques.
Through various quirks of fate, the Final War came late to
V!.am A:ﬁm,momrlgnarad Vland; its bases and com-
were delditsu, a son of Yaskoy-
dmywhowamdbum-hmlmhnwnﬂmbmn
sons and father, The cther sons left Ssoyrdelditsu alone
and Yaskoydray had higher priority targets to deal with.
Later, Ssoyrdelditsu joined forces with Yaskoydray
against the other sons, and it was through their action that
Viand was devastated. Ssoyrdelditsu, by the time of the
attack, had evacuated most of his equipment and personnel
from Viand; he had aiso released his human servants and
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d ge of the opporti to extend their Vilani culture
into legisiating the space Ianu with a fervor the Third
Imperium never imagined,

Many Vilani Noble families are starting to tak about once
again limiting the noble ranks like their ancastors did. How-
ever, rather than readopt the third child rule, many of these
Noble families are considering a family group consensus as
the means for passing the nobility patent on to one child.

The Vilani are currently executing a secret all-out buildup
on the coreward borders of the Ziru Sirkaa, with a major
offensive planned in late 1120 to early 1121. The goal, of
course, is to push the Vargr Corsairs back across the Viand
Sector border once and for all.

THE VLAND SYSTEM
Even though the Khamlur Betlt is largely played out, dili-
gent belters i make a signifi find. The belt is

over 15 million kikometers wide, and has planetoid diame-
ters averaging 1km to 50km in size. The belt averages one
planatoid every 10,000 cubic kilometars, which means there
is an estimated 10 billion planetoids in the entire belt. Origi-
nally, the belt was rich in nickel-iron planetoids, but less
than 5% of these remain today — and the ones that do
remain are either too large to move in their entirety or the
matal deposits are deep within the body and hard to reach.

Silicon, carbonaceous, and ice asteroids could harbor
useful organics. Some rare compounds likely exist in the
belt as well. And for the really lucky, there may even be an
ancient artifact or two, since Vland was, after all, once an
Ancient site.

. VILANI CHARACTER GENERATION

d in the MegaTraveller Players' Manual A few

Vilani characters can easily be generated using the p

b to those p dures, di d below, laﬂun the lubﬂaﬂu of the Vilani caste structure and the Vilani longer

Ifespan.

INITIAL CHARACTER GENERATION

The same basic ch istics used to describe most
cther humans are usod to describe Vilani: Strength, Dexter-

Education, and Social Standing.

\faluoa for tMu cha.radnnnim initially range from 2 to
12; all characteristics are rolled on 2D. Characteristics can
reach levels as high as 15, however, or as low as 1 (some-
times lower, in cases of illness or injury). This, too, is the
same for Vilani as it is for most other humans.

As usual, the six-place Universal Personality Profile
serves to record Vilani characteristics. Values of 0 through 9
are represented by numerals and values of 10 through 15
represented by the letters A through F.

Naming Characters: Vilani have a personal name and a
surname, just like the majority of Solomani humans. Make
up your own names, generate them using the Vilani word
generation table, or use the samples in the Vilani Language
saction.

Character Titles: Since the Vilani nobility has been inte-
grated into the social structure of the Third Imperium, Vilani
nobles (Social Standing B+) use jard Imperial titles.

HOMEWORLD

_ Select a homeworld for the Vilani character once you've
determined his or her sn: characteristics. You can select a
world already g — saa the sect: d else-
where in this book — or use the homeworld ueneration table
on page 13 of the Players’ Manual.

CAREER TYPES ;

Vilani characters have the same careers to pick from as
do other Imperial characters. They are free to enter any of
the eighteen careers described in the Players’ Manual, sub-
ject 1o homewerid restrictions. Many Wnni become Bureau-

o oot Pr o

and S I Duty: All of
these throws operate in the nomi manner, See the
Playsrs' Manual for details.

Skills and Training: Here we see several modifications
as a result of the Vilani caste system. Vilani tend to special-
ize in a single skill — their caste occupation — but general-
ize in a variety of other disciplines. This change in skill
distribution requires modification to the basic skill acquisition
procadures.

As is normal, skills are acquired during each term of ser-
vice. Careers with rank allow two skill rolls automatically in
the first term and one roll in each subsequent term. Extra
akll n:la" ilabl aﬂar!he haract com-

or app to special duty. K
these rolls are exceeded by 4 or more, one more roll is
allowed; e.g., #f 7+ is nesded for promotion and a character
rolls an 11, he gets two rolis, one for gefting the promotion
and another for his high throw.

Roll skills normally for the character's first term. Then,
pick one skill he has received as his specialty. From that
point on, he can just take another level in this skill each term
in place of two random skill rolls.

Also, when the rolled skill is a cascade skill group, his
choice of other skills in the same cascade group is limited.
He has two options:

» From the cascade group, he must pick either his spe-
cialty or another skill he does not have. Once he has all
skills in the cascade group at level 1, then he can pick one
skill to raise to level 2. Afterwards, he will have to raise all
the others to the same level before he can raise any of the
cascade skills to level 3. This level restriction does not apply
to his specialty skill

+ Alternatively, if the player does not want to deal with the
restriction, he can chose to roll again. if he gets the identical
de group again, he can freely select any skill in the

crats, Dip or ively few
Samtmis practically none are Barbarians.

ACQUIRING SKILLS AND EXPERTISE
Enlistmant and the draft work for Vilani characters just as
described in the Players’ Manual. All careers are open

group, free from the level restriction given above. Otherwise
the level restriction applies. If he gets a non-cascade sil,
he receives it automatically. Only one reroll is allowed —the

player must select some skill the second time.
For example, Shaﬂt a Bureaucrat, picks Admin — a
ber of the E de group — as her specialty.

except for those prohibited by h rid limi

Vilani enlist in a career at age 18, except for Barbarians,
who start their careers at age 14, This is the same for other
human characters.

Tarms of Saervice: Vilani terms of service are lour ysars
in length, as normal.

Default Skllls: Vilani characters receive default skills nor-
mally. Consult the listings for particular careers.

Survival: Survival is determined exactly as described in
the Players' Manual.

25

Anytime Sharik has earned two skill rolls, she can exchange
them for an automatic skill level in Admin. But anytime Sha-
rik rolls and gets a cascade group with Admin, she must
select aither Admin or a skill that she does not already have
at that level. (Or she could reroll.)

Reenlistment: Vilani characters are generally free to
muster out of their careers and enter the game at will.
Remember to make a final reenlistment roll, however, to
check for mandatory reenlistment.
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Vilani: Aging and Anagathics

Thase aspects are hand y

AGING AND ANAGATHICS

Each term adds four years to a character's age. Aging
comes into play at age 34, after four terms. Unlike humans
of Solomani descent, however, Vilani tend to sutfer less
from aging effects. Genetically pure Vilani often have natu-
ral lifespans exceeding 130 years in length; Vilani of mixed
blood will have shorter lifespans, but still may routinely live
to be 90 years or more.

To determine the genetic purity of a Vilani character, roll
2D on the following table, using all DMs that apply. The
resultant aging DM should be applied to all saving throws
on the Players’ Manual aging table.

VILANI BLOODLINE PURITY TABLE

Roll (20)  Aging DM  Description

2410 no DM mastly non-Vilani ancestry

1 DM+1 mixed lineage

12 DM+2 mixed lineage

13 DM+3 mixed lineage .

14 DM+4 average pure Vilani

15+ DM+5 bloedline renowned for longevity
DMs:

If homewaorld within First Imperium borders, DM+1
It homeworld in Viand Domain, DM+1

If homeworld in Viand Sector, DM+1

I homeworid in Vilani Cultural Region, DM+1

If homeworld government type 1 or 9, DM4+1

For instance, if a player gets a DM+4 from the Bloodi
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Retirement, Mustering Out, and Retirement Pay:

THE VILANI HERO

There are times in our life when we Vilani must quickly
lake decisive action without time to meet with our col-
leagues. Individuals who can do this successfully for the
good of the community become heroes.

Even though the situation may force the decision to be
made alone at the spur of a moment, the group consensus
Is not overlooked. The group must always affirm significant
decisions, even if the decision has already been made.
Thus the individual who must make a decision alone has to
justify it after the fact to the group.

Although there are many heroes back through the ages
in Vilani history, the tradition continues taday. A notable
recent hero is Commodore Mazun Igadushda,

C dore Mazun Igadush was wding
Cruiser Squadron 4221 attached to the 247th Fleet during
Vargr border patrols in 1119. Igadusha's squadron was
detailed to patrol the Gemid system. The first two weeks on
patrol proved to be quiet and routine.

However, atthe end of the second week, a Vilani convay
of freighters and troop carriers jumped in-system and Cru-
Ron 4221 was ordered to escort these vessels toward
Gemid. At the time, CruRon 4221 numbered two heavy
cruisers, one strike cruiser, three destroyers, and four
close escorts; plus six auxiliaries and couriers — sixteen

is in all. The i d ing positi
around its charges and proceeded toward Gemid.

Within an hour, a huge concentration of neutrino emis-
sions was detected in the outer system, and within two
hours EMS systems showed more than 50 Vargr vessels
closing fast and armed to the teeth. The Vargr fleet's ton-
nage exceeded Igadushda's CruRon by four to one, and
he asti d he was outg d at least six to one,
BﬂE:dusda had to make a critical choice. He could con-

Purity Table, at the end of his character's 34th birthday, he
gets a +4 on the aging table throws for Strength, Dexterity,
and Endurance. At age 38, he gets the +4 DM again, and
0 on. This DM is permanent, and applies to all aging sav-
ing throws, from age 34 on. As you can see, these DMs can
dramatically i a Vilani ch r's youthful and
prolong his lifetime significantly,

Anagathics, while expensive, can counteract the sffects
of age. Full rules for using anagathics can be found on
page 16 of the Players' Manual.
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declared a hero for making a correct and courageous deci-
sion in a crisis. «

S ———

g the y and fight a rear guard action
knowing both his squadron and the convoy would likely be
lost, or he could save his fleet by jumping and recommend
by tight beam communication that the convoy do the same.
Not an easy decision, since he might be labsled a coward,
Plus, he was, after all, supposed to protect Gemid. But to
die trying and have Gemid lost anyway? The Ziru Sirkaa
could ill afford to loose ps in a suicide mission. Yet
jumping at a moment's notice would mean many ships
would have o use what ever jump vector they had at their
disposal — and many vessels would probably misjump. So
s0ma were sure 1o be lost either way.

Without delay and without consulting his staff and line
officers, the Commodore ordered his fleet and the convoy
to immadiately jump using any available jump vector.

Gemid's population centers were plundered by the raid-
ers and the system fell into Vargr hands. Of the 16 ships in
lgadusda's squadron and the 27 ships in the convoy, 7
ships have yet to be heard from. 3

In a retroactive meeting with his officers, staff, and fel-
low squadron commanders, the group declared
Igadusda’s decision correct because it saved valuable per-

‘sonnel, ials, and b ls that would be
ded in future actions and the ls were sure 1o have
been lost in a futile attempt to protect Gemid. The group
also commended Igadusa for his couraga to risk public and
professional vilification as a coward, lgadusda was then

.

i

ROLEPLAYING VILANI

“Roleplaying advice for Vilani? Who needs it? They're human, right?”
Likely questions, no doubt. You know that tho_\ﬁlani are humans from Viand rather than Terra. You know their empire was

ding Terran Confed

d by the

, while today they exist as Imperial subjects. You suspect that their star-

ships look a little different. But they dont sound that unusual, do they?

On the surface, no, the Vilani aren't unusual. They aren hexapods like the Kkree or uplifted animals fike the Vargr. They
can' see infrared emissions like the Hivers or fly like the Droyne. Nevertheless, the Vilani are aliens.

The Vilani mindset is wholly distinct from that of the modern Imperial citizen. The Vilani may look like us Terrans, but they

don' think like Terrans. And therein lies the challenge.

VILANI SETTINGS

Vilani locales have an atmosphere all their own, a combi-
nation of antiquity, industry, and overcrowding. The typical
Vilani cities is a sprawling megalopalis, the epitome of
urbanization. The hustle and bustle of hectic commercial
transactions and the push of the crowds, set against a
muddled backdrop of towering arcologies and archaic tene-
ments, all lend Vilani settings a unique flavor.

Vilani i llar civilization pred Sol i equiv-
alent by 7,000 years. At its height, the First Imperium
spanned 27 sectors and more than 15,000 worlds. Conse-
quently, Vilani worlds have long histaries, and signs of that
antiquity abound. The long lifespans of genetically pure
Vilani and their cultural emphasis on tradition keeps their
past from being forgotten. Oid buildings, artforms, and other
relics survive from centuries, even millennia, past. Overall,
Vilani settings are highly developed, mature places, some-
times stripped of i but always rich in cultu-
ral ones.

A great deal of business gets conducted amid these tok-
ens of yesteryear. Vilani settings are not the dull, tomb-like
remains of a decadent civilization. Rather, they're the accu-
mulated achievements of a grand culture, still very much
alive today. Vilani are by nature industrious; they view work
as an end in itself and profit as an incidental benafit. This
being the case, Vilani are always doing something, and their
cities and worlds reflect that constant activity.

The Vilani themselves do more to flavor their surmound-
ings than anything else. Highly organized and ionalk

Vilani NPCs fit into the same basic categories as other
NPCs: extras, allies, trouble-mak and pat In some
cases, the differences between the average Imperial NPC
and a Vilani NPC will be negligible; in others, they will be
obvious. Let's take a closer look at these distinctions.

Extras: Vilani extras can be more easily treated as scen-
ery than as people. They are the clerks, passersby, and

I nts regularly d h H
as such, their presence is taken for granted. Usually, contact
between player characters and extras is so brief that the
players may never realize that they're dealing with Vilani.

But by clothing, minor risms, spoken language, and
other details, Vilani extras serve their main purpose: remind-
ing players that they're ded by a vast, {
allen universe, peopled with all sorts of exotic baings.

Allles: Allies are a step above exiras, for they possess a
crucial quality: personality. Where a store clerk extra might
marely sell the characters a needed item, a store clerk ally
would explain the tem's use and history, and perhaps train
the player characters in its operation.

Admittedly, allies take much more work to develop than do
extras. Details such as names, backgrounds, and skills often
must be worked out in advance. Nevertheless, allies — per-
haps more than any other type of NPC — can help commu-
nicate the flavor of an alien race.

Allies are frequently p to with the player
characters; this gives the PCs a chance to learn about tham.

polite, they project an image of the utopian socisty. Violent
crimes are rare in Vilani locales. The crimes that do get
committed tend to be business-related, incidents of law-
bending or lawbreaking as a means of | i i

As ing NPCs, allies can lend an element of continuity
to a campaign, at the same time serving to educate and
entertain the players.

Vilani allies are fikely to be colorul ch D di

tiveness in the market. Thus, Vilani worlds have a reputation
for being safe worlds.

Still, non-Vilani are seen as potential threats to social har-
mony, as chaotic influences better controlled than accepted.
They are viewed as social and cultural inferiors, and conse-
quently the Vilani feal no qualms about taking outsiders for
all they're worth. Vilani settings are many things — old,

A ded — but harmi to outsiders doesnt fea-

VILANI AS NON-PLAYER CHARACTERS
Vilani NPCs are a good way of introducing your players to
alians. Physically, the Vilani blend into the surroundings —

on the ition of the PC group, a Vilani ally may look
down on (or occasionally respect) the ch The inter-
actions between Vilani and non-Vilani are ready sources of
amusemant.

Trouble-Makers: These "anti-allies™ can make the lives of
characters (and their players) extraordinarily difficult.
Wheth uble-makers are ruthless villains or well-meaning
rivals, their mere presence complicates the lives of PCs.

Player characters may not have too many opportunities to
i with trouble-mak directly. Many trouble-makers
direct things from behind the scenes; some will openly con-
front the PCs, winning or losing in the process. Once the sit-
uation is resolved in the PCs’ (or the trouble-maker's) favor,

at least in human- dominated locales — while y
they're something unique. Thus, Vilani NPCs can help
play i to dealing with aliens. And what's more,
k of the far- hing extent of the First Imperium,
Vilani NPCs can be encx d nearly everywhere.

27

fow r g lly remain for continued i

Still, alien trouble-makers often have interesting motiva-
tions. Hailing from backg ds, with their th
processes shaped by culture and heredity, alien trouble-
makers are not run-of-the-mill NPCs.
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Vilani: Vilanil as Player Characters

alien race challenges players, but at the same time, it
makes more work for referees. The ultimate responsibility of
Insuring that Vilani characters act like Vilani rests on your
shoulders as referee. Players come to play the
game; it's your job as referee to know the guide-
lines and to see that they are followed,

Aliens do a lot to bolster MegaTravellers
| science fiction flavor. Yet, aliens who simply act
like humans in funny suits detract from the game.
Especially in the case of the human Vilani,
mental and cultural differences are the only

things separating them from your already human
gamers. Those differances have to be retained,
or Vilani alien characters cease to be alien.

Realize that the roleplaying ditferences for
Vilani aren contained in the rules. True, inter-
personal tasks for Vilani are handled ditfer-
ently. Vilani soldiers have higher morale, and
the Vilani as a whole tend to be skilled special-
ists, not generalists. But following the guide-
lines in the chapter on rules or the one on
character generation won't make your Vilani
characters alien.

All the rules changes — in fact, all the alien
Vilani traits — stem from the unique nature of
the Vilani psychology and culture. ¥ you and
your players put those details into practice,

you can be assured that you're really role-
playing Vilani.

A Vilani villain, for instance, may be thoroughly ruthless,
obsessed with achieving his goal as efficiently as possible.
thiammwbomtﬂmbua.mdha may walt to carry
them out with P And despite the =
enmity between him and the characters, he may
always be the perfect gentleman, displaying impec-
cable manners even in times of crisis.

Obviously, NPCs lke this can be fun for bath the
players and referees. Both similar and dissimilar to
allies, the time and thought invested in their crea-
tion is almost guaranteed fo be well spent.

Patrons: Patrons play an important role in
nearly all MogaTraveHer advanturus y
Whether an Individual or 4
sometimes no more than a rumor —

ide two y things:
dimcﬂon and reward.

Vilani patrons can be especially inter-
esting. Many are seemingly obsessed
with efficiency and cost-effectiveness.
Others seem overly concerned with
seeing jobs completed in traditional
ways, objecting when new solutions
are proposed. More still consider the
effects of their employees’ actions on ¥
the community as a whole; reckless,
gun-toting PC groups are unlikely to
remain employees for long.

The Vilani corporate mindset as a
Inhola makes !or lrunuung encount-
ors t
Atthough most patrons m distant
figures, seldom available for ready
consultation, their goals, personali-
ties, and nds comprise crucial ele-
ments of their design. When details like these

-

I

CREATING VILANI ADVENTURES

One crucial guestion pertains to the
design of Vilani adventures: Why are these
Vilani adventuring in the first place? Adventur-
ing, with its connotations of risk, indepen-
dence, and self-interest, goes thoroughly

are fleshed out beforehand, the players are against the tenets of Vilani society. Seem-
Hered yet her point of i in the ingly, the label "Vilani adventurer” is a contra-
game. j diction in terms.

Nwonhelm V’llarﬂ can and do get

In summary, Vilani NPCs can add gruﬂy
to the futuristi of aT
soubns Although hurnan. the Vilani hold a

of | views, especially con-
cerning innovation, technology, and the indi-
vidual's role in society. Players can enjoy |
learning about the Vilani over the course of
a campaign, simply by interacting with a
variety of well-designed NPCs.

Still, referees should be careful; familiariza-
tion with the material in this book is a must.
Usually, a rel introduces an alien race through
NPCs before allowing players to roleplay mem-
bers of that race. But if you poorly portray alien
characters, how can your players be m:pectod
to do better? R ber that psychological and
cuaturaj dﬂﬂamu are !ho koys to successful

those

ti Some are
drawn in through their normal line of work; a
mundane bureaux trading mission, for
example, may turn into a bght for su:wul
when Vargr

oty, leaving behind their jobs and plam

within the community to seek their fortune alone
among the stars; those left behind perceive them
as fools, criminals, or worse. And for an excep-
tional few Vilani, adventuring is their job: the
researcher castes exist 1o break tradition, to try
new solutions to old problems, to explore and
innovate.

This tends to separate adventures for Vilani
into three types: adventures for all-Vilani
groups, adventures for mixed Vilani and
non-Vilani parties, and adventures for
Vilani researchers. Let's consider

drlforenm (bcnh lub1lc and not-so-
subtle) in play. Only then pass the torch

1o your players. Arem'l each in depth.
At times, \nlarl are k:rmd tn
VILANI AS PLAYER CHARACTERS adventure. A group of b , as
When your pluyarn m rudy to roleplay Vilani, your | above, may have to cope with a rapldly dntmoraung situa-
games are g leplaying an tion beyond their control. Their only option may be to accept
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Vilani: Vilani Roleplaying Example One

VILANI ROLEPLAYING EXAMPLE ONE [
SHANNASH IN COUNCIL

Shannash Urkenim is a Vilani employee of the
Naasirka megacorporation, Until the Rebellion broke out,
he filled a mid-level management position on the como-
rate worid of Ipadmali (Zarushagar 1527 B500510-C).
With Lucan's demand for the Viand Fleet and Viand's

subsequent recall of its assets, Sh, h
and his colleag were charged with supervising
Naasirka's pull-out from lpadmal,

Here, we observe Shannash at work in late 1118. The
deadline for the ion of critical personnel and
equipment is only two months away, and to Shannash,
the situation looks grim.

The meeting had dragged on for hours. The various
department managers had all argued for giving their
people priority transport on the ships bound for Viand.
Shannash was somewhat less than thrilled at the pros-
pect of having to mediate this dispute.

Alapirlu was still insisting that his people in Purchasing
ought 1o have first right of passage over Khemgik's audi-
tors. An hour previously, Kidameri had voiced exactly the

same sentiments. And the subject of t for non-
vital personnel hadn't even been addressed w.
The shtustion th d to devolva into pointless, petty

wrangling. Nothing could be done without achieving a
consansus on how to proceed, and each executive saw
his owndopanmmumcmualbkunuds L}
only the ingency plans had for this....

That's where Shannash placed the blame: poor plan-
ning. Standard company practice was to predict and pre-
pare for all possible events. Contingency planners

piled lists of hypothetical worst-case scenarios and
cnmpoaed ptbmdum to deal with them. Unf ty

made. Apparently, when the next transport ships arrive in
the day after tomorrow, we will send them back to Viand
empty. Am | correct?” The other participants lowered their
eyes as Shannash scanned the room.
ly, Sh b I g the silence to

hang in the air like fog over tha Mhldpo abpoa, Then, his
point made, he continued. " believe we need to consider
the situation from another viewpoint. Your reasoning
stands, Is:l:uandgmﬂomm but | say it is irelevant.
Viand needs our senior accountants and their data, true;
Viand needs our long-range purchase planning commit-
tee. But more importantly, Viand needs our cooperation,

“Unless we can work hera, this fon will
not succeed. Viand will not receive the information it
neads. It will not receive the experience of our people or
the benefit of our accounts and inventory. Without a deci-
sion made here, today, Viand will receive nothing but
empty holds.

"Now, would ‘e care to
agenda for the Ipadmali office as a wholu?"

Analysis: What has taken place here? Initially, we find
Shannash, Arapirlu, Khemgik, Kidarneri, and others in
council. Faced with limited transportation and a strict time
limit, an argument has arisen over which department will
be evacuated on the next ships out.

In non-Vilani corporations, one person at the meeting
would have the final say over which department's parsonnel
left and which stayed. But in Vilani society, all meeting mem-
bers are equal, and a must be achieved before
any action is taken. This slows decisk Ki

none of them had expected the Rebellion.

The current evacuation plan was a hastily modified ver-
sion of another designed to protect company assets in
case of a mapr Sohmam invasion. The plan called for
critical inf ployees, and equip 1o be sent

, while i "aammsoldmpnyuﬂ
debts. As conditions allowed, non-critical employees and
equipment would also be transported.

The plan looked good as a mere exercise in contin-
gency theory, but the timeframe in which it had to be exe-
cuted made its ¢ ing seem i ible, Less than a
year to move all crucial Naasirka assets out of Zarusha-
gar? Shannaah muldn‘l help but wonder i the pull-out
was prog t in the Imperium; he knew
how it was gofng hera.

Arapirlu's shouts drew Shannash's attention back to the

drasticall h.rthnmobtmﬁloﬂrmﬂrgihommmummld
dlpuﬂuwnwmd—anhpomnmbcmhdumnh

support the decision he helped make.
Shlnrlashl mind wanders bri-ﬂy and he faults the
for not predicting the current series

of Mnta Loqg-hrrn phnnhg isa mtl.nl outgrowth of
the renowned Vilani caution, for planning not only mini-
rmzu nsi: but mulmizes profit, as ml. Thus, all wm

ao

hwrwm eonﬁngancy planning groups :mu their ranks,

Arapiriu's raised voice returns Shannash's attention to
the meeting. In a society that values harmony and cour-
tesy, such an emotional display is a breach of manners.
Shannash feels the need to quiet Arapiru, but he does so
in an und i, tactful , refusing to take
offanse. Only after Arapiriu's vehemence has beer

clireared “Nothing gaod can come of berating the group.”
Shannash rose from his position at the far end of the
conference table and walked over to Arapirlu's side. Plac-

meeting. The purchasing executive's breach of pr y h d does Sh h launch into his own speech.
was shocking, despite the tense circumstances that In an pt to foster feslings of solidarity among the
it. "Calm y " Sh h rmny ives, Sh h & on Viand's needs, rather

than the needs of the individual lpadmali departments.
This approach works, for it turns the managers' minds
from thoughts of their own problems to ones of the Vilani

ing a hand on the distraught s shoulder, he
firmly guided Arapirlu back into his seat. The manager
buried his reddened face in his hands.

Shannash glanced at the digits on the wallclock display
and leaned forward over the table. "We have now been
here for more than nine hours, and no progress has been

ity at large. Di can now proceed on a
more positive note. »
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marhkmdaﬂaﬂm*mThcu situations are in fact

idering the Vilani love of plan-

ning, so-called Mulphy teams™ — a Solomani name —

exist to anticipate and handle these worst-case scenarios.

An enjoyable all-Vilani campaign can be built around the
assignments of such a team.

Other campaigns mora greatly ressmble the Msga-

ity. The bi of thesa principles helps separ-

ate the Vilani from the rest of humaniti.
I's unlikely that you'll identify closely with a Vilani charac-
ter. Most gamers are not bound by tradition; they don't care
to do everything with efficiancy in mind or to submerge their

~ identity in a group. Still, roleplaying a Vilani can be fun.

Thn Vilani emphasis on tradition means that Vilani are

Traveller norm. Here, only one or, at most, | mem-

- bers of the adventuring pmy are Viari These Vilani are

likely to be invol y exiles from
their society. Traditional \i‘ﬁanl do not respect non-Vilani,
although they treat them with characteristic politeness, and
friction may arise in relationships between Vilani and non-
Vilani in an adventuring <+
group.

In cases such as this,
much depends on the pre-
cise reason why the Vilani _
left their society: Did they
resent the high degree of
enforced conformity? Were
they poor group workers?
Did they find their old jobs

ining? 3 1

backgrounds can be devel-
oped for Vilani characters
who find themselves misfits
in Vilani society.

Finally, campaigns can
be built around the activi-
ties of Vilani researchers.
The term “researcher” sug-
gests a lab-bound academic,
delving into the mysteries of
science and nature. To the
Vilani, though, the term con-
notes an original thinker,
someone whose list of pos-
sible solutions to a problem
is not limited by the dictates
of tradition. The starfaring
explorers of the First Impe-
rium were members of the
researcher castes; today, any
sort of job requiring initiative and innovation may be filled by
researchers.

Once these initial have been add d, adven-
ture design can proceed as usual, wmdawlopmontofplol.
setting, and characters. Helpful advice can be found in the
Refarea’s Manual and other MegaTraveller publications.

ADVICE TO PLAYERS

Why play a Vilani? What's in it for you, the player? Role-
playing an alien is work — enjoyable work, but work
nonetheless. So why go the trouble?

WHAT MAKES A VILANI UNIQUE?

Physical differances between Vilani and other humans
are negligible. Unlike exotic races such as the Kkree or
Hivers, Vilani have no unique physical traits or capacities to
saparate them from the rest of humaniti.

Psychologically, however, the Vilani are unique. As dis-
cussed at length elsewhere in this book, the Vilani sthos

more d with the past than with the pre-
um Enpyabia banter can stem from this, as Vilani argue
with non-Vilani over the “proper” way to do things. Where
Solomani might invent new solutions on the spot, Vilani
tend 1o look for tried and tested solutions in the past. Trying
1o think this way can prove to be an enjoyable challenge.

The Vilani efficiency ethic also
has its effects on roleplaying.
Vilani choices of action are typi-
e cally limited by concerns of alac-

rity and cost-effectivenass. Which
option has the greatest likelihcod of

success? Which will accomplish the goal
most cheaply and with the least risk? Which
stands the best chance of achieving the goal promptly?
Here, too, trying to imitate Vilani thought pro-
-, cesses can be fun.

The good of the community is a third
area that must be considered
A when roleplaying Vilani.
~ Although not selfless, the Vilani
as a race are more concerned
., with the social effects of their
actions than are most other
humans. They fear innovation
because of its potential 1o dis-
rupt the community; they pro-
mote tradition and efficiency in
order to maximize prosperity
and minimize risk. This strong
desire for social harmony is evi-
dent by the emphasis on polite

conduct shown by most Vilani,

Another thing that helps make
many races unique is a racial
specialty, an area where a given
race excels. The Zhodani spe-
cialty is obviously psionics; along with the Droyne, the
Zhodam are mn pslomc masters of axpiorsd space. The

is t, too: No
other ma;or race has uplifted non-sentients to mteFﬂganu or
Wksdmhswoopmgchangasonnampooph

What specialty area, then, is peculiar to the Vilani? In a
word, poiitics. The Vilani are masters at maintaining profitable
and harmanious group relations. The traditional Vilani system
of g nt has for millennia kept multiple power groups in
balancs, each contributing an equal share toward the prosper-
ity of the community as a whole. What other race can claim
that sort of stability for its political system?

Along those lines, the Vilani are masters of economics,
simply because they are willing to recognize and accommo-
date their clients. The Vilani are able to successiully balance
their own i inst the i of both thair suppliers
and consumers. The Vilani mogacorpo:amm a9 known for
their responsi to small markets and i
preferences. Again, this knack for salesmanship displays the

-
char

revolves around tradition, efficiency, and y
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ic Vilani bant toward politics.
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Vilani; Vilani Roleplaying Example Two

VILANI ROLEPLAYING EXAMPLE TWO
SHANNASH AND AN EMERGENCY

Several weeks after the meeting we just witnessed, we
again encounter Shannash, this time on one of lpadmali's
factory floors. .badmahsan airless wnd Md'Nmirkas
facilities there are 1 almost
Thus, the factory chamber where sh.lmuh now stands is
a pressurized cavity far beneath the ground, linked to the
surface by a number of lift shafts and corridors.

The Iaicst news releases from rha Event Corporation
were d ing. Lucan had y called for ships to
drive into Daibei, consequently throwing the sector's vari-
ously allied navies into turmoil as fleets were hastily redis-
tributed. As Sector Duke Andrew’s capital, Liasdi, had
fallen to Lucan’s forces earlier in the year, Shannash
couldn't help but imagine that the new year would bring
nothing but more troubles to Zarushagar. In a way, though,
he regratted leaving Ipadmali, his home for years, despite
its location in the midst of a civil war.

Shannash paced the factory floor restlessly. The fac-
tory was running at a mere eight p of ity now,

some major default payments, and with all the ships we're
chartering, Accounting says we simply can't afford it."

At that moment, ancther series of explosions sounded
clearly from below. The shock threw Shannash and his
companions to the floor of the lift. “Thera went two more
units.”

“What's going on down there 7" Kelar cried.

“The pressure in the liquifiers varies widely,” Shannash
explained, "depending on the particular manufacturing
procass with which they're connected. Without a full com-
plement of technicians to keep the pressures down, the
things have a tendency to build up steam and blow. The
units were never meant to operate without tight
supervision.”

"But shouldn't somebody stop that? What about the
technicians down there? They'll be killed!®

“You're probably right." Shannash turned to Nikhasha
and Amashdag. "What do you two think?*

*Shut thom down,” Nikhasha stated plainly. Amashdag

most of its vital machinery already aboard the Naasirk

transport Shuubaniim, now waiting in orbit high above for
final departure clearance. The various manufacturing
groups had mostly packed up, their personnel scattered
among a motley fleet of freight and passenger haulers
bound for Viand.

Sh h used the [ift capsule's intercom
o tol the fuctory technicians to shut down the plants. He
knew this would mean facing a board of inquiry later; he
could only hope his actions found approval.

mmu At this lncir.le_m's outset, we find Shannash

It didn't feel like his part in the "Vilani Exodus® — the
term was widespread among the news i these

g his final prep to leave for Viand. After

days — was really over, After rmarly ayear aupcmlng the
Naasirka pull-out from Ipadmali of k ga
ship for the long j b F f“ dash d
unreal somehow. He wanted one last walk Ihrnugh the fac-
tories before riding the lift shaft up to Shuubaniim, waiting
patiently on the planet's surface.

As this last tour led him to the end of the final installa-

. ftion, Sh boarded the lift. There he joined
Nikhasha and Kolar two old colleagues from Marketing,
and A from P l. Like

him, these thru were on their way to the Shuubaniim.
Thcfourrw\o!hoift upward in silence, lost in their remi-
ing. Sudd the lift bled, and a dull rumble from
below ¢ captured their attention. It has to be one of the com-
pression units,” Shannash mumbled, trying to catch his
breath as the lift struggled to continue ts Journay.

"What?" Kelar asked.

"One of the compression units in the factories,” Shan-
nash explained. "The things are giant atmospheric
liquifiers. Manufacturing uses them to create a high-
pressure anvironment — conditions like that are needed
for some process or another. Anyway, the compressors
have to be ca.reful}y monitored, but we're running with
such a small staff....”

'You ‘mean nobody's down there watching the things?*

g asked in

*No, there are people down there, all right,” Shannash
returned. "But we're talking about two or three technicians
assigned to watch twenty or thirty compressors. With most
of Manufacturing already on its way to Viand, there simply
aren't enough people left to cover everything.”

Nikhasha broke in. "Why doesn Administration just
shut everything down? If there's a safety hazard--"

Shannash shook his head. "We're committed 1o a num-
ber of big contracts. f we dont deliver, we'll end up owing

g the Naasirka pull-out from Ipadmali for the last
1uﬂ months he now must leave his home and office of
more than twenty years.

Drastic changes like these are hard on the tradition-
minded Vilani. Vilani culture encourages individuals to rely
on the past; but when the past is full of major changes, that
reliance becomes difficult. Many Vilani, Shannash
included, are susceptible to feelings of discontinuity and
displacement when forced to make a major move.

This is aspacmlly notlcelbla among long-term megacor-
porate y ac d to gua:-
anteed ]ub su:urity. mtal health care, free housing, and
other stabilizing asp of their employ Such bene-
fits suddenly seem ephemaeral when a significant change
must be made, with all the concordant stress that implies.

Also Inurusung is the fact that even in the wacuamn's
last hours, the factories are still running, albeit at red
output. Partially, this has to do with the Vilani efficiency
ethic. Closing the factories while staff — even inadequate
stalf — rummnbmnihomnﬂotmsteﬂsdwo In addi-
tion, efficiency and good cust age the
fuffiliment of contracts in the worst conditions.

Note how Shannash, after giving the order to shut down
the factories, worries about an upcoming review by a
board of inquiry. As seen in the previous vignette, most
decisions in Vilani companies are made by executive
councils. At times, however, individuals must take inde-
pendent action, and when this happens, their actions are
subjected to outside review as promptly as possible.

Shannash’s actions wera later justified by the board;
continued operation of the factories was seen as a risk 1o
both company property and employees. Holiday, 1120,
found Shannash safely within Ziru Sirkaa borders; he was
given a new role in the administrative hierarchy of the
Naasirka bureau. «
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With these concepts in mind, it's fairly simple to see that
the Vilani are unique. They have aftitudes and aptitudes not
shared by other races; their heritage stretches far back into
the past. These factors form an llent foundation on

consistent with the Vilani ethics of order and efficlency,
ideally, in such a society no individual or group would usurp
the authority or responsibility of another. With technological

dh came di i, h , and the Vilani soon saw

which to build the background and personality of a Vilani
character.

VILANI CHARACTERS FOR DIFFERENT PLAYERS

A different way of looking at the "Why play a Vilani?*
question is to see how Vilani characters complement basic
player inclinatis Some g are int d in action
and combat, others in problem-solving, still others in role-
playing and character development. Can Vilani characters

date these di ity 7 Let's see.

Believe it or not, Vilani characters can be well sulted to

players who are most interested in action and ady

to the tenets of their

P as ing

civilization,

There was a time when members of one caste would

invent a new process or device, and other castes would

make alterations, improve upon it, and finally market it to

the general public. From the Vilani point of view, this sort of
ined i N d the following two probi

* The distinctions between castes blurred. Without proprie-
tary rights to use and develop certain technologies, sach
caste duplicated the efforts of others. Inefficiancy diffused

Vilani history is filled with heroes — consider the many
monuments along Viand's Siigiizuni River — and modern
characters can continue in that grand tradition. Such heroes
performed great feats; many fought great battles. It is not
without cause that the armed forces of the original Ziru
Sirkaa conquered 15,000 worlds. Vilani morale is still high,
and although the Vilani are reluctant to join compat, once
involved they fight with a vengeance matched by few.

The peculiar Vilani mindset makes probi ving an
i ing task for players of Vilani ch With their
focus on traditional solutions rather than novel ones, the
Vilani employ history for decision-making purposes with
great frequency. Problems are addressed and soived in
terms of similar situations dealt with in the past. This can be
challenging for players who like to solve puzzies and
mysteries.

Negotiation, too, is enjoyable with Vilani. The Vilani are
masters of courtesy, alwayuamdmopmporwuym
treat others. They are consummate bargainers, supremely
skilled in the ways and means of negotiation. Players who
enjoy i ing with other ch may find Vilani char-
acters very much to their liking.

Thus, wmmmnmmbevmwruﬂle. No
matter what your inclination as a player, roleplaying a Vilani
character can be an entertaining, challenging, and worth-
while experience. Give it a tryl

THE VILANI AND TECHNOLOGY
Most members of Vilani society mistrust technology. This
is nothing new. In the course of history, the Vilani have wit-

q g gy's
potential for misuse. Think back to the days of the Ancient

g the y. Holistic "experts® appeared, trying
to work around the limitations of their castes; in actual prac-
tice, these individuals generally proved themsalves inexpert
in every discipline.

* In addition, risk was increased without similar increase in
economic gain. The minimization of risk had always been a
central concept to the cautious Vilani, and uncontrolled
i i d a reckless action devoid of value, Much
effort was expended, but substantial profits rarely resulted;
in many cases, harm — to the ity, the envi
or the y — resulted i

These troubles gave birth to an important concept now fun-
damental to Vilani society: only members of the caste that
owns a particular technology should try to advance f.
Today, each caste has certain technalogies to which it lays
claim. The castes own not only the basic technologies but
also all derivative advances. Thus, only when a completely
original technology is invented must there be a determina-
tion of ownership.

Simply put, the Vilani see the owning caste as desarving
of royalties. The ing caste ives pay for all
future enh of its technology that do not result in a
wholly new process or device. Thus the Vilani technology
patent was bomn,

In this way, the envi of e ic prospaerity stays
balanced. The innovating caste — that group which took
the greatest risk — is rewarded for its daring and foresight,
The petty innovators — outsiders who seek 1o ride the coat-
tails of greater minds — must reward the original inventors
iorhmmmwnodthohmofbmﬂendﬁakfotho\ﬁiani.
this seems totally just,

easily capable of destroying g
one aftar another. Dark memories of technology gone wild
lurk in the deepest comers of the Vilani race's collecti

The sy of royalty payments set up by the technology
patent system is intended to create a stabls working envi-

unconscious.

With these past lessons in mind, mast Vilani have little
direct interest in advancing technology. The Vilani way is to
develop technology lously, ince lly, leavi "
innovation in the hands of dedicated axperts. As these atti-
tudes have proven lasting and pervasive, and have often
colored Imperial views, it's fitting to ine the subject in

Thus, i from ide castes are siow 10
suggest minor, valuel hanges to technologies they
dont om.Suchinmmrummfulachangohtruly
worthwhile before they'll begin to disrupt the sconomic and

hnological i by impl ing it. This eases
about wur ined i , which
ity in a state of constant fiux,

greater depth. d

INNOVATION, THE CASTES, AND THE BUREAUX
As the Vilani rose from their primitive beginnings to build
a civilized society, they developed a series of pecialized

gend ring stress and hampering prosperity.

Today, a scant few Vilani pursue innovation. The general
consensus is that most, if not all, useful technological arti-
facts have already been i d. Further h is there-
fore viewed as a wasteful activity conducted by a handful of

mm.Emhhadhmuudmpombihy,apd

a2

lists. Even the members of the bureaux-
approved researcher castes are sometimes suspect. The

= 2

peaatan bl Ll s o
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Vilani: Researchers and Technicians

Vilani public generally sees innavation as a pursuit that dis-
rupts harmony — i ion should be avoided in the Vilani
way of life.

Nevertheless, the AAB maintains the Repository of Tech-
nology Patents, which insures that payments are made to the
proper castes. When the caste st llapsed following
the First Imperium's demi rietary rights to the various

hnologies fell to the megacorporations. Now, under the
jurisdiction of the resurgent Vilani Empire, the Igsiirdi adminis-
ter all royalty payments owed 1o the different bureausx.

RESEARCHERS AND TECHNICIANS
This "owned technology® system further encourages a
high level of specialization. Only researchers in an owning
caste have the k ledge to know whether they've created
a true | jon or not, Technicians that use the technol-
ogy may belong to any caste, but they're prohibited from
usurping the researchers’ role by trying to under-
stand and alter the technology. In shor, techni-
cians use technology; researchers
understand it. To the Vilani, this divi- ¢4
sion is one of utmost necessity.
Any Vilani technician who tries
to understand the technology he ‘gl
uses is seen by his fellows as a [~ §
troublemaker at best, or a pervert ¥
at worst. The common Vilani view
is that such individuals want to warp
society into a discordant and unreliable

t — a dest ght perverse to
the Vilani mind. This has had a dramatic eff
on the operation and mai of ph

devices in Vilani society.

A technician's training ists of i
in the operating equipment by rote by ¥
knowing what warning signs to watch for. A
device is treated as a "black box" — nothing ®
is taught about its inner workings or the the- {
ories on which its operation depends.

For ple, a Vilani hip engi learns
what a maneuver drive does, how 1o operate it by
rote, and how to tell # somathing is wrong. As a drive
technician, he sees the drive only as a black box. He
knows that if you do the right things, it should work; if he
doas those things and the drive doesn't work, then it's pro-
bably broken.

Most travellers, though — Vilani included — would feel
uncomfortable- knowing that their ship's chief engineer
couldn repair the vessel's drives. Engineers and othars in
similar technical positions need to know something of how
things work — and we are speaking of technicians here, not

hers. An i ilable situation? Not for the Vilani,

To alleviate this dilemma, the Vilani make heavy use of
diagnostic expert systems. (The roles of technicians and
researchers became fully distinct only after the Vilani had
developed P hnology.) Such programs, using
outside input, can diagnose even difficult device maffunc-
tions and tell technicians how to fix the problem. Thus the
technician never needs to know the theories behind a
device's operation; those details need only be known to the
researcher who designed the expert system.

Let's observe this p in action, Consid,

the follow-

a3

A Vilani pilot is guiding her hip through an uninhab-
fted system when the ship's power plant suddenly fails.
The pilot checks her engineering system monitors for obvi-
ous signs of trouble; she finds that the fuel flow 1o the
fusion plant's reaction chamber is aimost non-existent.
Next, she checks the fuel tank monitors and finds that the
ship has plenty of fuel. Now, our pilot s stumpad — what
does she check now?

She has no idea, so she a diagnostic prog
stored in her hand computer. She tells the program about
the low r ion fuel ding. In resp , the prog
inquires about the level of fuel in the fuel tanks. "Almost
full,” she responds. "Are there any leaks in the fuel lines?"
returns the program, providing a sch ic diag of the
lines" location. The pilot goes to check them: she finds no
leaks. Given this information, the program tells her to
replace the fuel pump assembly and
instructs her in doing so. This solves

the problem; adequate
- fuel once again flows
to the power plant.

Note that a cer-
tain amount of
technical learning
Is  unavoidable.
The pilot will remem-
ber the incident, and i
a similar malfunction hap-

pens in the future, she'll know
y to check the fuel fines and the
I pumping assembly without first con-
# sulting the expert system. Thus,

technicians do learn to repair things,
but through rote rather than from
R o il ledge of

the devices' workings.

Problems do occasionally
arise that are beyond the
ability of expert systems to
diagnose. What does the
technician do in a
case like that? She
has no recourse
but to study the

design schemat-
:aq Ic5 for the
Arenis) daice in

question with an eye to solving the problem herself, This is
the only time whan such an action is acceptable. Even so,
this method usually fails, and then the technician is truly
stuck.

Rarely, the technician may have a flash of insight; with
effort, her jury-rigged repairs may work. She may even
have invented a new solution 1o the problem. But because
she knows it is not her place to inncvate, she refrains from
announcing her solution. i sha was to speak up and her
solution turnad out to be an innovation, she'd likely have to
pay a fee to the owners of the technology in question.

Does the technician find this untair? Does she fesl
cheated? After all, he solved the problem on her own.
ledﬂshallwhorwluﬁuﬂmbembﬁdykmwn?m
answer is a ightforward *No.” R T 1o the Vilani,
those who take pride in “playing" with technology are social
misfits or, worse yet, perverts.
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VILANI MEDICINE -
In Vilani society, when one thinks of a community leader
who is kindly and wise, a friend and benefactor to all, a

VILANI EQUIPMENT
Vilani-made equipment is known for its high quality and
consumer orientation, The Vilani make the same item in
tiple, slightly diff iated models, each designed 1o

man or woman of status and wealth, this individual is more

a given buyer's pra!aranéas. Because of this

often than not a shugilii. He is the hereditary p of
the food p ing tachnig Y to human survi-
val on Viand.

Knowledga of these techniques is no longer as important

as it once was; the modem shugilii is more likely to be a
food wholesaler than a civic leader. Nevertheless, the
power and prestige of this traditional profession remain rela-
tively intact.

Many scholars draw a ison bety the Vilani
shugilii and the Terran doctor. Terrans, of course, have a
vital need for medical practitioners on their homeworld, for
they are constantly under attack by microbiological agen-
cies. The early Terrans had to develop medical science to a

orientation, Vilani-made products are widely sought, despite
the fact that they are rarely innovative or original.

Vilani manufacturers prefer not to use innovative technol-
ogy. Their main strategy is to instead add value through
small refinements. Enhanced i to
desires helps the it ing s stay in touch with

3 Jusly, it inc thair patitive-
ness. Other companies, geared to produce only a single
undifferentiated item or product line, simply cannot compate
with the Vilani meg, i inded, quality-
oriented, and responsive.

The Vilani have learned the wisdom of not ignaring

high degree simply to cope with their world's native pl g

— not to mention the accidental injuries and degenerative

conditions that all lifeforms must experience.
OnWmd.maarlyVilmihadnonudwmpswnh

native bacterial life, and only rarely were they forced to
cope with injuries inflicted by the local wildlife, and's ani-
mals found the immi h latable, qften poi-

sonous, and the same differences in biochemistry protected
the Vilani from microbial h ds. N lty, the Vilani were
injured on occasion, but without the danger of infection,
such wounds were less serious to the Vilani than to their
counterparts on Terra.

Historically, then, the medical needs of the Vilani have
been simple. Laymen who took the time to leamn human
anatomy, simple surgical skills, and the art of counselling
had their place, true enough. But they wers regarded
merely as craftsmen, no more or less important than the
carpenter, barber, or blacksmith.

As the Vilani expanded into space, the medical
therapists' role became more vital and more complex.
Especially after contact with the Sol i, the Vilani med-
ics were faced with microorganisms mare deadly than
anything ever faced on Viand. Vilani spacers suffered from
the diseases of hundreds of worlds, until such time as the
Terran physicians aided their Vilani counterparts at the
end of the Interstellar Wars.

This assistance notwithstanding, the Vilani have tradition-
ally never been as adept at medicine as the Solomani; even
today their skills lag behind. Indeed, the vast majority of
Vilani ider the ion of physici hat dis-
tasteful, and Vilani worlds often face a shortage of capable

dical expert it

medics. Fi Iy, ¥ p
Imperial and Sclomani sources hava done much to offset
this situation,

VILANI PREFERENCES
Vilani preferances are evident throughout Imparial terri-
tory. Partly, this stems from the wide spread of Vilani cul-
ture during the days of the First Imparium. The Vilani
magacorporations have also contributed, keaping Vilani phi-
losophies of design in the forefront of Imperial attention.
Vilani-influenced goods are availabla averywhere within
Imperial space, and in many places beyond, as well, The
prevalence of Vilani goods and artifacts is one of the few
threads binding together the spli 1 states of

the now-shattered Impgri'um.w
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niche markets. Many p see no profit in filling
such niches. The group-oriented Vilani, on the other hand,
8ae a need to provide for all customers, not just a majority,
Their corporate hierarchies have been organized to capi-
talize on small markets as well as big ones. In fact, some
economists suspect the megacorporations make more off
the innumerable micro-markets than the few large ones.

VILANI CLOTHING

Vilani clothes have a style all their own. Asymmetry, gec-
metric ing, and outlandish designs all ch, i
Vilani fashion. Hoods, hats, and shrouds are common, as
are bulky mittens and i I 5 ially
among the nobility. The elaborate costumes of the nobility

itomize the flamboy of Vilani designs — a Vilani
noble in full court dress is a sight to behold.

Despite the impracticality seemingly inherent in their
design, Vilani clothes are in fact as functional as they are
stylish. They are cleverly tailored and made of an unusual
array of fabrics. Overall, Vilani clothing is durable, attrac-
tive, and well-suited to the needs of its wearer.

While Vilani fashion is as distinctive as the culture that
produced i, it has infl d the dress styles of thousands
dwﬂds.lkbuicprhdpluddeaignﬂamh'amdup
within the Vilani psyche, thoughts of submersion in
the community contrast with feelings of individ identity.
The resultant blend of showiness and ornate subtlety
appeals to Vilani and non-Vilani alike, and the styles of
Viand have been modified and drawn upon by designers
thraughout the Imperial space.

VILANI ARCHITECTURE
Vilani archi is characteristically stodgy, ive,
and elaborate. Traditional Vilani architects lack the flair for
elegance and omateness enjoyed by the Aslan. Neither do
they possess the Kkree knack for natural, open simplicity.
Even the Vargr occasionally erect an interesting edifice —
what the Vargr designs lack in quality they make up for in
sheer quantity. But Vilani architecture is best described as a
collection of "old and boring designs,” albeit ones skillfully
executed,
One of the few ding features of Vilani archit
Is its emphasis on ease of communication. Vilani buildings
are spacially designed with group i in mind: Meet-
ing rooms form an integral part of every building plan, allow-
ing those inside to discuss matters of importance, With the
ity ethic ingrained into the Vilani mind, these

Y play an obvious role.
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To be fair, Vilani building designs are not totally without
merit. They are well-designed, facilitating movement and
idi f living and working envi Yet,

hetically, they frequently leave much to be desired.
Many Vilani structures are mammoth and grand — consider
the Imperial Palace in Enlugal — but despite their elabo-
rateness, they lack some crucial element of artistry.

VILANI ROBOTS

Before the Rebellion, the Vilani megacorporations were
the largest robot i s in the Impoeri Naasii
stood at the pinnacle of robotic distribution, untouched by
sither Makhidkarun or Ling-Standard Products, its two
biggest competitors.

Due more to its aggressive marketing staff than any tech-

logical fority, Naasirka capitalized on fts initial suc-
cess with the Rashush series, the first Vilani robots
intended for domestic use. As the Rashush line was first
marketed during the Rule of Man, circa 2000, Naasirka
has obviously been in the robot business a long time.

Makhidkarun, on the other hand, has always stayed tech-
nologically ahead of its big brother, Makhidkarun researcher
castes were ible for the tion of the first tech 13
and 14 robot brains, as well as breakthroughs in the field of

ing. This int in implementing new dis-

overies is I in a Vilani megacorporation, but it has

e -
stood Makhidkarun in good stead; the company has been a
major contractor of the IISS and Imperial armed forces for

Vilani: Vilani Robots

ECONOMIC POLICIES OF THE ZIRU SIRKAA

Since the reestablishment of the Vilani Empire two
years ago, the Vilani porati have pushed for
greater control of the Empire's economy. Ziru Sirkaa
leaders have moved to limit entrepreneurship and inde-
pend. . trying instead to bring fledgling anter-
prises under the megacorporati wing. tors' rights
have been reduced; new businesses must obtain permits
o open their doors.

On a cultural level, work is underway to reinstitute the
casta system on a voluntary rather than a hereditary
basis. Thus, efforts are being made throughout the new

empire to p ly tie work to their occupations.
Overwhelmingly, citizens are being encouraged to seek
I with the megacorporation b rather

than with small, unconstrained firms.

This drive toward economic centralization is one of the
Ziru Sirkaa's | goals. Indep Ce came too fast
for the Vilani; as a reaction to Lucan's outrageous
demands rather than a long-planned secession. Indepen-
dence has in many ways proved to be a shock to the
Vilani sphere’s economy. Without careful planning and

lized directi experts fear that the

Ziru Sirkaa economy may collapse.

Ishimkarun Ishuggi entrusted the magacorporate
bureaux with the preservation and development of the
Vilani economy — in his words, “the transformation of

ialized, regional y into a di , L

canturies, not to ion its ind
Sharurshid has devoted fewer of its resources into the
robotics industry. Although it has manutactured the versatile

one.” Independent mercantilism has thus become a devi-
ation from these plans, a potential rival to the _a-.ulhor‘:yI of

Mashkuliid workbot line for over 900 years, it is perhap
Sh hid's robotics divisk 's only claim to fame. Lacking
both Naasirka's veh dvertising effort and Makhidka-
run's urge to implement other pecple’s discoveries, Sharur-
shid is the least robot-oriented of the original three Vilani
megacorporations.

Regardless of the preci f + Vilani robots —
like most tems Vilani «— seldom stand on the cutting edge
of technology. Functional, highly efficient, and reasonably
priced they are; outstandingly innovative, they are not.
Despite Makhidkarun's excellent track record with synaptic
processing, many of the crucial discoveries in this field were
made elsewhere; Makhidkarun simply put those discoveries
o use.

VILANI VEHICLES
None of the Vilani megacorporati peciali
i ing. Their subsidiaries, as well as some indepen-
dent Vilani corporations, do produce a variety of land, air,
and sea craft, h . Seldom incorporating revolutionary
design features, Vilani-made vehicles tend to be copies of
older craft designs or quality reproductions of other compa-
nies' designs.

In appearance, small Vilani vehicles tend to resemble
their larger cousins, the starfaring spacecraft. Vitani vehi-
cles are biocky and rounded, heavily built with functionality
strassed over lorm. Vilani-made vehicles will get you thare,
promptly, comfortably, and cheaply — you just may not
arrive in style,

in vehicle

the b By allowing p to
exist, the bureaux are in essence permitting the survival
of a chaotic el detri | to the public good. The
spirit of self-interest carries with it the ability to ruin
Ishuggi's plan, and thus ruin the economy of an empire. +




Vilani: Vilani Vehicles

TECH LEVEL 12 GUDUKRAA G-CARRIER

The Gudukraa G-Carrier is designed to be a
priced civilian vehicle for transporting people and cargo. Over
half the Gudukraa hull surface area is clear plasté#) wind
providing for an lled view of the dings during a
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CraftiD: Vilani GudukraaG-Carrier, TL 12, Cr635,000
Hull: 5/14, Disp=6, Config=6SL, Armor=4E,
Unloaded=18.1tons, Loaded=36 S tons
Power: 1/2, Fuel Cell=5.0 Mw, Duration=6/18 days
Loco: 1/2, Std Grav, Thrust=60.01ons,
NOE=160kph, CruiseAtm=540kph,
TopAtm=720kph, MaxAccel=0.60Gs
C Radio=C. tal(5,000km)
Sensors: Active EMS=VDistant(50km),
Passive EMS=VDistant(50km),
Headlightsx5,
ActObjScan=Diff, ActObjPin=Diff,
PassEngScan=Form
Off: Hardpoints=1
Def: None
Controls: Computer=0/bisx2, DynamicLinkedx2
Accomm: Crew=1, Seats=Foomyx12,
Environ=basic env, basicls, extls,
gravplates, inertialcomp
Other: Fuel=d.2kl, Cargo=18.4ki,
ObjSi- Small, EmL l=Mad

NEW GAME

RULES FOR VILANI

Certain rule modifications make it easier to accurately portray Vilani in a MegaTraveller game. This section discusses those
modifications. Using the material here, you can easily and confidently incorporate Vilani into your MegaTraveller adventures
and

ns.

TECH LEVEL 12 SHADAN SURVEY ROBOT

The Shadansurvey robot is one of the more innovative rebot
designs from Naasirka. It is a general-purp survey robot,
built to survey world surfaces for a variety of purposes, It pos-
sesses areasonable intelligence of 5, and has a usaful array of

skillprograms.

RobotiD: Vilani Shadan Robot, TL 12, Cr410,000,
UPP=V4x5Cx (Strength V=200)
Hull: 210/350, Size=2,000 liters, Config=1,
Armor=4A, Weight=1,390kg
Power: 18/36, FuelCall=1800kw, Duration=120days
Loco: 65/131, 6Wheals, Road=270kph,
Offroad=85kph
Commo: Radio=Continental(S,000km), Pwr Interface
Sensors: Basic Sensor Pkgx2(4 eyes, 4 ears, 2 vodars),
+lelescopic eyesx2, + light i itying esyesx2,
Active EMS=Distant(50km),
PassivaEMS=Distant(50km),
Neutrino=1Mw, Densi =surface,
Spotlightsx2, Olfactory Sensar,
Magnetic Sensor, Radiation Sensor,
ActObjScan=Form, ActObjPinsFarm,
PasObjScan=Diff, PasObjPin=Imp,
PasEngScan=Form, PasEngPin=Form
Off: None T
Dal: None
Braln: CPU=45 linear, 34 parallel, 1 Synaptic,
Storage=120standard,
FundLogic=low data, FundCmds=fullcmd,
Software=Recon-4, ATV-3, Prospecting-3,
Survey-2, Survival-2, Hunting-1
Append: Heavy Armx2, Rotating Head=5%
Other: Fuel=1175 liters, ObjSize=Tiny, EmLevel=Faint
Electronic Circuit Protection

INTERPERSONAL TASKS
When interp | tasks are conducted in the Vilani lan-
guage, relative social status becomes a matter of impor-
tance. Vilani will attempt to learn the social standing of others
before they meet, At times, though, that sort of research is
impossible, and the Vilani must resort to the following task:

To estimate Social Standing:

Routine, Liaison or Streetwise or Bribery, Int (uncertain).

Referse: If the result of the uncertain task is: No Truth:
Misraprasent Social Standing by 2D-7. Somae Truth: Misrep-
resent Social Standing by 1D-3. Total Truth: Provide the cor-
rect Social Standing value,

This task is unskilled OK for Vilani speakers, who must fre-

quently use this task prior to co h g

Social Standing figures greatly in Vilani attempts at conver-
sation, negotiation, and interrogation. To handle this, apply
the Social Standing of all icip as a confi ional
task DM when Vilani are involved. Thus, for instance, the
tandard negotiation task b

To negotiate with the aim of gaining cooperation:

Routine, Liaison, skill, Soc (confrontation, uncertain).

Referee: The other unnamed skill is some skill appropriate
1o the negotiation (Admin, Trader, elc.).

If the Vilani ch failed to ly esti his audi-
ence’s Social Standing, use the defenders actual Social
Standing in the task — not the offensive player's esti

an NCO and a lower-ranking support NCO — 1o form a
squad. Four ds are bined with a d squad —
an officer with a lower-ranking support officer and three com-
mand teams — and an elite squad — three elite fire teams —
to form a platoon. All larger units consist of four of the next
smaller unit, along with a command unit.

Opponents often find Vilani gies surprising. Althougt
the Vilani are peaceful and avoid combat with a passion,
once they decide that war is the only answer, they are ruth-
less adversaries. They rarely take prisoners, use nuclear and
biochemical weapons freely, and have no compunctions
about sterilizing entire planets. Vilani forces use any and all
cost-effective tactics, including hostage-taking, terrorism,
and other will-breaking methods. In short, they do everything
in their power to win as cheaply and as quickly as possible,

The primary reason for this ruthlessness is the Vilani effi-
ciency ethic. Warfare is expensive, so they seek out the most
cost-effective solutions. High- yield weapons, such as

lear devices, are very cost-effective. Similarly, caring for
pri luable time and so Vilani
avoid it whenever possible.

The new Ziru Sirkaa finds itself with potential anemies on
all borders. Only limited forces are available in each region.
Reinforcements are difficult to get, as requests for such must
be carefully analyzed and debated, often over the course of
months. Thus, a sman miltary commander uses his

but make the task one level more difficult; e.g. a Routine task
b Ditficuht. Ci | the defender’s true Social Stand-
ing, however, and dort inform the offensive player that the
task has become more difficult. Just tell him the results and
let him recognize the problem on his own.

LARGE-SCALE COMBAT

The MegaTraveller Referee’s Companion provides rules
for handiing large- scale combat with multi-person units.
Thosa rules can almost be used without change; Vilani forces
in large-scale combat differ from “average® forces in only
three respects: morale, organization, and strategy.

The Vilani are a proud people, and rightly so: their ances-
tors conquered enormous volumes of space and held them
for centuries. The military forces of the First Imperium were
unstoppable in their quest, their fidence unshakabl
The morale of today's Vilani soldiers reflects that proud heri-
tage. In large-scale combat, Vilani recruits have a morale of
6: regulars, 8; veterans, 11; and elites, 14,

Vilani ground forces are organized along unique lines at
their lower levels. While Vilani units serving in Imperial forces
were divided along Imperial lines, p hial units —
planatary armies and the like — retained their ancient system
of troop organization. With the birth of the Restored Vilani
Empire, that system is again becoming the norm.

Under the Vilani system, the basic combat unit is the two-

]

to their he may never receive any more.
This is not to say the Vilani are morally corrupt, holding
sentient life in complete disregard. They simply have an “us
or them" philosophy with regard to war. Either they defeat the
enemy, of the enemy defeats them; morals do not enter into
it. Civilians, and children are still the enemy, and
thus must be eliminated in order to insure a final victory,

LINGUISTICS

For the purp of learning Vilani languages, Old High
Vilani and Classical Written Vilani are considered to ba sep-
arate languages. Modern Vilani, with its three sub-languages,
Is a single language. Thus, a non-Vilani character fluent in
Old High Vilani, Classical Written Vilani, and the modarn
Vilani tongue would have Linguistics-3.

PSIONICS
Vilani characters have the same psionic potentials and tal-
ents as other humans; the standard rules in the Mega-
Traveller Players' Manual apply without modification,
The Vilani are unusual in that they have a long-standing
jud i lonics. Dismissed as a dangerous and

b

llable novelty, psionic abilities were feared by the
bureaucracy of the First Imperium. Even in Viand's pre-
spacsfiight days, any howing signs of ab | mental
p was punished with banist t from the

man fire team. Working on a

two troopers support and protect sach other in all situati
Four such fire taams are combined with a command team —
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y — a horribl fate for the group-conscious Vilani.
This panalty is still anforced on many Vilani worids today.
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Vilani: Trade and Commerce
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TRADE AND COMMERCE by the bureaux to consolidate the control over the Vilani
N | trade proced are followed within the borders | economy they once enjoyed ages ago.

e o 2 SR | wanp cmnamon

s o 2 Vilani worlds ble those inhabited by humans

Wi 7 throughout space. Physically, they exhibit the same range of

Whan indepandence from Lucan's | rium was declared
in 1118, registration wuroqulmdioralpmmlymudsur-
ships. O ibly, this forced reg ion was to keep illegal
traffic out of Vilani space.

Ships can only be registered at worlds with class A, B, or C
starports, and only under special circumstancas at the latter.
(In the case of worlds with C-class ports, the world must
either have a high p ion — UWP lation code 9 or A
—or have a naval base k d i JU istered ves-
sels receive an official escort by armed craft when travelling
in thesa systems.

Thorogmbnprmhlengﬂw Iving ad

characteristics; miany most have been long since inte-
grated into the society of the Third Imperium or, in some
cases, the Vargr Extents.

Nevertheless, there are some worlds where Vilani culture
survives intact, virtually unchanged from its origins in the
First Imperium. These worlds bear no outward markers, no
flashing signs saying "Vilani culture enjoyed here!” The pres-
ence of such worlds can be determined, however, by the use
of simple criteria.

A worid's governmant type is the best indicator of surviving
Vilani culture. By nature, Vilani tend to adhere to traditional

tive red tape and a ! | t. Gen-
erally, registration takes a month, during which time the ship
in guestion must remain grounded. Registration costs
Cr5000 plus Cr10 per ton of the ship's displacement. This
process can be speadod up by skilful bureaucratic wran-
gling, as by the following task:
To speed starship registration: 5
Ddllwlt. Mmin Logal adays.
, such as bribing cl«k.s or
i mh ki bars of the local port authority,

also aid the success of this task. For sach successful bribery
mmmmmmpt.lpﬂylnadd'munammmmmm

hods of bt Thus, government
types 1 and 9 — lndlcaﬁng corporate control or an imper-
sonal bureaucracy, raspectively — are good signs that a
world may be a pocket of Vilani culture.

Since the recent refounding of the Ziru Sirkaa, the Igsiirdi
has found it necessary to impose Vilani culture on a few
worlds to maintain order, These worlds typically have a gov-
ernment code of 6 — a captive government.

A lass helpful indicator of Vilani culture is a world's nama.
Many worlds have Vilani names, but only a relative few
uphold the tenets of Vilani culture. In most cases, the cul-
tures of these worlds have been greatly affected by Solo-
mani or other immigrants, drawing them far from their Vilani
roots.

K g these factors in mind, roll 2D for 12+ to ascertain

Once a ship is regj j, tha t kage must be
replaced yearly. Almoﬂlhhlp\nlﬂbrmrual i e,
this replacement can be . The

mmtmuanaﬂdimal&m abuwlndhoyondlheusual
maintenance fees. Note that the signals of Vilani registration
transponders are dated, ships broadcasting out-of-date trans-
ponder codes are treated as unregistered vessels.

Border systems with class D, E, and X ports are routinely
patrolled to catch traffic trying to sneak into Vilani space with-
m reglltarlnq ¥ an unrogm.rid ship is caught outside a
b'__ g y" sy , @ variety of stiff panalties may

imposed.

For the first violation, the ship in question is impounded for
six months; for the second, the ship is permanently confis-
cated. Thmi-tima vblutors face ten ym on a prison planet.

is the prison by
an additional ten years,
Natunly such cases may be argued in Vilani courts, and
j may be led. N heless, the
Vilani gowrrrnam has taken a strict stance on the qutrl-
tion issue, and would-be offenders should be fi ned.
Depeanding on the exact circumstances, varlous tasks can be
generated to handle these situations.
©On 001-1120, the Ziru Sirkaa instituted a further registra-
tion policy: aﬂcugoatobeihmdfrumonasyalomio
another must also be registered. This reg

if Vilani culture is dominant on any given world, with these
DMs (all DMs are cumulative):

i Gov code 1, DM+1

i Gov code 9, DM+2

If Gov code 6 and in Viand sector, DM+1

If the world has a Vilani sounding name, DM+1

If the world fies within the Viand Domain, DM+1

¥ within Vland Sector, DM+1

M within the Vilani Cultural Region, DM+1.

VILANI STARSHIPS AND SPACE TRAVEL

Vilani smahipn iolbw the same trade prw,m and opera-
tional jon in the
basic MogaTrmIlm mlowl and DGP's Starship Operator's
Mm‘u&dmbu appﬁod wtthout modification. Note, however,
the P reg| di d above. This legis-
lation has made a p ,impncton llar trade and
travel throughout the Vilani sphere,

One interesting custom does have its origin with ancient
Vilani spacaf. : jump di Following an old Vilani
superstition, shlps pilots weiomanly dim the vassal's interior
and exterior lights just before jumping. This stems from the
early days of Vilani space exploration, when all available
power was nndad to make a safe transition into jumpspace.

qdd&.takmbuufmhourn(mdapmmngfuofcrzo
per ton of cargo). Nevertheless, this has slowed the flow of
trade, and many independent merchants have made strong

h not p 1 by pilots of Solomani descent, many

;lhnl-lraimd shb captains still make a habit of jump
mmi

As fnr as starship designs go, Vilani craft follow traditional

is set down millennia ago by the naval architects of
the First Imperium. Although Vilani technology has pro-

Various methods of skirting this requi are
currently being tried, mmmmgoodeifed
In general, these policies are part of the g effort

1o return to the Vilani traditions of an interstellar economy
closely regulated and controlled by the state.

Start-up busmuus must have government approval, an
intricate but Y P This to be a move

gr d since that time, Vilani starships still look the much
the same: rounded, blocky, very functional but aesthetically
uninspired. The 400-ton type R subsidized maerchant — the
so-called fat trader — is often cited as a sterling example of
Vilani influenced starship design.

g
|

:
2

— Whita Die

answwa Bl

Red
1 2 3 4 5 8 pie 1 2 4
[V_Iv_Iv v [v Iv 2. Determine syllable structure. Usa the Hm EREE
[ov_[cv_lov |ov [cv oV Baslc syllable table If first syllable in M& ~
fov_ev_lov_lev oy lov| W, of Hprevious sylsbis anded n 2 a[ev ] v ]
CV_[CV _|cv_[vC [vC |vC alCcV | TVC
VC_|VC_|VC |VE |V _|CVC
[CVC [CvC [cve|cve|cve [ove 3“?"““"‘:“00'““::"# :22’,3 22’,2
For initial syflables, or after VC or CVC S s T 3 2 i For syllables after V or CV
INITIAL CONSONANT FINAL CONSONANT
A D e T T Die 1 8 i B LiE 4 5 8
KK [k [k [k [K 1[& A 1[R_IR A _[R_[R
x_|K [k |[K _[K [K 2[A A 2(R_|R R _|R_IR
K K K |K K K 3lA A 3|R R R |R |R
K K_[K_|[K |K afA A 4[R R_|A_|R
K K_|K_|K |K s[A A s|R R_|R IR
K K_|K_|[K _[K s[A A s[R R_|R_IR
2 Rod 2 Red 2 White Die
T T o T 5 Die 1 4 s
K K K 1 A A 1 R
G_|a |G z A A 2 R
a_|a _|a 3 A A 2 R
a a 4 A A 4
[] [] ] sl A A A 5
[<] G ] 6lA E E 8 R R
3 Red 3 Red 3 Winite Die
T Rt SR V) Die 3 [ Die 12 7
G G G |G |G G| 1|E E E 1 R N N
M_IM M M M M 2|E E E 2 N N N
M M _IM MM M 3 3 N N N
MM (M (MM (M| 4 4 N N N
(M| M _|D D D 5 S5(N_[N N N
o_Jjo Jo 1o Ib 1D L oM M ju Iw jM W |
4 While Dia P P White Die
AT O 0 e T Die el 2 4 5 &
D D D D D D 1 1M M ] M M M
D D D D D D 2 2(M M | M M M
L T G R E L 3 3M M MM (M
L S I S NS T S 4 a[M_[M ]| [ []
e O e N L S 5 5 LI WM M|
L L L _|SH [SH |SH [ s[M_[SH SH |SH | SH
5 White Die Red D Whita Dia D White Die
1 4 8 Die 1 L I ol 2 3.4 & @
5] [SH ] SH [T U_JU U 1 [SH_[SH_[SH _[SA _[SH _[sH
SH SH 2l [ 2[SH_[SH |SH [SH |SH |sH
SH SH U U_Ju _|uU 3[SH _[SH [SH [SH |sH_|sH
KH KH 4|0 u_|u_|U «|[SH [sH [5H (@ |6 [a
KH K M U_ [0 [0 [T s[@ |6 _|a ]
KH KH e[l _u (U (U Ju (U §/G_I1G_ |G _I1G_[G |
6 White Die fed B While Die fog O White Dia
;LT O T ol S e T ooy O R &
N_|N [N [N [N [N 1[U_JU U U JAA JAA Y 3 R O
N_|N [N [N _|S§ [S 2[AR [AA [AA [AA |AA [AA 2[5 I8 |5 |5 IS
B8 |15 16 |5 P O I a(0_ 0 [0 [0 _|D
5 (5 [P [P [P [P P L . L L L L} o0 [0 6 [B
B _|B |8 |8 |[Z [Z s[T_ 0 |0 W _[UU [U0 sP_ P [P [P [P
Z |(Z |R _|R_|R_[R g[U0 |UU |UU |UU (U0 |UU sk K _|K K _|K

F




The MegaTraveller Alien, Volume 1 Vargr: Vargr Pyschology

THE VARGR

The following in-depth look at the '-"W Mhomomrﬁ their history, md their cukum is a text transcript adapted from

the latest edition of the all-time classic Und g the Vargr, a holopubli p hed in 1120 by Transform Publishers
of Antares.
The Vargr — unjustly downgraded by some, but hailed by others as the galaxy's g st risktak Authors Gelath Oer

and Arzul Urzingo staunchly defend their pecple’s status as a major, albeit m;sunderstmd interstellar race. Their compre- ;
hensive work, Understanding the Vargr, remains one of the classics of sophontology. :
Now, in the troubled times of the Rebellion, the Vargr enjoy a renewed importance. Some are our allies; others, our
snemies — yet all deserve attention. To further public knowledge of this people, Transform Publishers is proud to release
the latest edition of Oer and Urzingo's classic, Understanding the Vargr. s
This edition has been updated by Etath Unggukh, Professor of Sophontology (himself a Vargr) from the Tomutov Institute
of Antares, New information covers the history of the Vargr Extents onward from 1100 in great detail. TNS journalist Morgen
Hmﬂadvmumdlmmilnqvamrwldl and ¢ dent Farr Oedhued: a look at Lair, circa 1118.
Wa hope this work g th ives with the Vargr —a unlqua and impressive people.

VARGR PHYSIOLOGY
From a multitude of studies done on our race; bo‘lh within

Our biochemistry has greatly affected our dietary prefer-
ences. Since we share the same fundamental biochemistry
d by all Terran mammals, our ancestors — frans-

and outside the E the foll g P of a
Ttypical” Vargr can be derived.

Helght and Welght: The average male of our race stands
1.6 meters in height and weighs approximately 60 kilo-
grams. The average female is slightly smaller in stature,

plantad to Lair millenia ago — \‘ound the mdtgomua crea-

tures edible but not , ourg

expended great effort to find s men sauces, and means of
q:\nra.tbn |1‘|at would make Lair foodstulfs more appealing.

standing 1.5 meters high and ghing ghly
kilograms.

Thus, the height-to-weight ratios for Vargr approximate 37
kilograms per meter. For comparison, the average human
masses slightly more kilograms per meter. We Vargr typi-
cally have a shorter, lighter build than humans, but we are
known for our better dexterity,

Not all Vargr adhere to these statistics. Some minority
populations, for instance, are larger or smaller in size. The
heavily-muscled Urzaeng people clustered around the Wind-
horn Rift average 1.9 meters in height and 80 kilograms in
body weight.

Appearance: We walk erect on two legs with a digitigrade
stance — that is, we put our weight on our toes rather than
the soles of our feet. Most of us stand in a more relaxed
posture than humans (some humans call it a "stoop”). A flar-
ing, brushy tail and a covering of body fur heip to make us a
an attractive and distinctive race.

The color of our body fur varies considerably. Gray is the
most common color, but many sport fur ranging from white
and red to brown and bilack. A little-known fact is that fur
color is in part determined by climate: Vargr in colder
regions display a wider variety of fur colors than their breth-
ren nn warmer climes. On pre-spaceflight Lair, the several
groups could be referred
ia by the fur colors of lhmr constituents. The Gvegh cultural
label, for example, actually stems from a descriptive term
meaning 'l.nwny or 'hl'n brown.”

Many other char vary b Vargr of different
sthnic groups. Tail, fur, and muzzle length, for instance, all
vary widely among individuals. Eye color and posture also
differ significantly.

Diet: We Vargr are camivorous, with the basic component
of our diet being fresh, raw meat. We also enjoy uncooked
fruit and fruit-derived b.vcraqu such as wine, a.llhough

g programs were performed to adjust local
livestock to our tastes, and even today a large portion of the
interstellar trade of Lair concerns edibles.

The Vargr di i quickly and effi-
ciently. We are lhnrnby enabled 1o eat multiple large meals
in short order. The nourishment we obtain from such feast-
ing makes long periods of fasting possible, if food later
becomes scarce.

Rest: The Va.rpr circadian rhythm has adapted 1o the
twenty-six-hour rotation period of Lair. We are very flaxible
in our sleeping habits, F , and find ch to day-
nlgtnporbdnddlﬂtnm whtubeliﬂlorno problem.
Where humans tend to rest in a single, eight-hour sleep
period, we prefer to divide our sleeping time. The most likely
time for a nap is after a meal, as sleeping during the day is
no more trouble than sleeping at night. Often, we will adjust
our sleep cycles so as lo take advantage of favorable local
temperatures, whether that means through an
overly hot midday or an overly cold late-night.

Reproduction: Vargr pups are born after a gestation

of four months. In most cases, two pups comprise a
litter, although litters of as many as five pups are known.
The pups are born blind and deaf, and are complately haip-
less. They require constant parental attention until the age
of four months — by that time, they have gained the use of
their senses and can walk without assistance.

Our females are able to conceive almost immediately
after giving birth, but, if at all possible, they will refrain from
bearing any more children until after their pups are at least
six years old and can take care of themselves. This aversion
to bearing litter after litter in quick succession is a
survival trait — without it, our communities would suffer from
overwhelming population pressures.

Senses: Vargr share the same senses possessed by
humans, but our sensory faculties are typically more acute.
Ournnsoa for instance, are much keener than those of

these items are not g gh in th as o
bacome our main staple.
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deprived of the use of eyes and ears, we can stil
nmgnlzammhor meraly by scent.

Our hearing also has excallent range — slightly farther
than most humans can hear. While humans enjoy greater
sensitivity to very low frequencies, we can hear high pitches
they find inaudible.

Our ayesight is sharp, although it differs from human eye-
sight in some respects. Human eyesight seems to be
excessively sensitive to color. Because of this, humans
often find our choice of colors “garish®, where we find the
colors to be most pleasing.

Anatomy: There are a great number of similarities and
dissimilarities batmsn humans, Vargr, and non-sentient
Terran cani Sig tomical changes were made
to the canine booj structure when we were created. Most
important were changes to stance and forepaws: our hands
ara very similar in size, shape, and capability — though not
internal structure — to human hands.

Qur muzzles are typically shorter than those of wild Ter-
ran canines, but presumably this change has as much to do
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with dietary adaptation as it does with any deliberate
genetic modification. Longer muzzies assist feral canines in
tearing meat from prey, while shorter muzzles are found in
civilized sophont canines. Other differences — changes in
the locations of internal organs made necessary by the
change in posturs, for instance — are either the results of
Ancient geneering or adaptations to the rugged environ-
ment of the Vargr homeworld, Lair.

Lifespan: Vargr in industrial-era societies typically live 65
to 75 years. Poor living conditions and a lack of medical
care reduce this figure for pre-industrial Vargr. Advanced
high-technology such as hics increass it.

PSYCHOLOGY

To understand the psychology of our people, you must
understand three key points: Vargr are naturally gregari-
ous. We desire prominence within the community. And we
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Even within the family, birth siblings compete

take pride in our origins as a race. Let's ider thase
points individually.

GREGARIOUSNESS
As with most creatures, we Vargr seek the security and
comfort of fellowship with others of our kind. While this drive

among themselves for dominance within a ltter. Charisma
makes our race strong and propels us o success,

RACIAL PRIDE
A third characteristic of the Vargr mentality lies in the uni-

is strong, it is not ¢ g. Unlike the herbi

Kkree, this is not a herd mentality — under no uru.lrn-
will we relinquish our individuality, our

identity, On the other hand, the concept of the Vargr pack Is

strong and not easily broken. A certain amount of solidarity

is felt between all Vargr, no matter what our backgrounds or

beliefs may be.

Because of our strong sense of comradarie, we feel a
tremendous urge to belong. We find the need
for acceptance and comradeship extremely
important. The tight-knit pack can be seen in
our families, our business groups, our military
units, and our religious congregations, To a
human, loyalty is limited to just one pack, while a
Vargr is not so limited. Vargr often spread their

have many commitments, for he knows he can
count on the assistance and friendship of his
many peers.

CHARISMA

While Vargr gregariousness unites our
communities — our desire for charisma and
prastige places us in competition, Humans
dilute their efforts among many goals: Y
wealth, fame, and social standing immediately | £
come to mind. Akthough Vargr, too, hl\m gt}
many diverse | all our |
guided by our prime focus: the quest for l:ha.nsma.

To humans, charisma is a vague term. The
closest Galanglic analog to these Vargr concepts is
“kfaegzoukhin™ (Gvegh) or "gaelkhodzatu® (lrilitok)
— that Is, the force of personality or the personal
prestige that aftracts other Vargr, We have an
innate respect for those leaders whose charisma
exceeds our own. Similarly, we feel a responsibility to
direct and care for those lowercharisma individuals who
submit to our amhuﬁfr

The thought of i ing our chari I
appeals to us, although other considerations do lalm
pracedence at times. Nevertheless, we often sirive
to increase our own charisma by both word and #3
deed. To do this, we must prove curselves and
prove we have the ability to succesd. We must take
chances and triumph, confront obstacles and overcome
them — this is both the history and the destiny of our race
as a whole.

Accordingly, any adversity that befalls us has potential il
properly viewed. More than a hardship, the adversity can
become an opportunity to raise our standing in the eyes of
others. The adversity must be considered with care, how-
ever, since poor judgment can spell failure and a loss of
status.

The quest for charisma permeates all facets of our soci-
ety. Our governments rise and fall with the prestige of their
leadars, Navies change sides to serve the most deserving
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q of our origins. We Vargr are a race separate, put
apart by virtue of our uplift by the Ancients. Alone among
the major races, the Vargr were purposefully raised to sen-
tience, which makes us special.

This pride in our origins takes many forms. Members of
the Gvegh culture have their belief in "kaenguerradz,” racial
superiority. Proponents of the "high kaenguerradz® school
maintain that the Vargr were designed to be better than all
other races. As the Ancients deliberately designed and
modified the Vargr, the argument runs that the Ancients
would have been foolish to make a race less than per-
fect. Interestingly, members of the “low kaenguerradz®
faction hold that the Vargr were-the original sapient race

% on Tarra, and that the Ancients removed them to Lair so

as not to interfere with the g ing of h from
pre-sentient Terran apes. Numerous other baliefs
have been fostered by scientists, politicians, and
religious groups such as the Church of the
™) Chosen Ones.
It is worth noting that most of us do not
believe that we are superior to other sophonts.
A minority within our population seems unable
R 'o adjust to the ramifications of our heritage
\ and suffers from deep-rooted feelings of
 inferiority. These few troubled souls often
feel a need to assert their own self-worth
through dramatic actions. Brashness and a
degree of dangerousness characterize these
individuals.
Most Vargr have views lying somewhere
these two . Few of us
support notions of galacti quest nor
do we believe that our creation by the
Ancients was a clear mandate that we
should eventually rule, We are content
with the fact the Vargr are unique as a
people. We, and only we, were created
by the Ancients, whatever their intent. From an
ignominious beginning, far from our original
homeworld, we have risen to the stars. Those
facts alone make us special.

. LAIR: THE VARGR HOMEWORLD

Lair is the Galanglic name of the homeworld of the Vargr people. Humans find it interesting that we Vargr do not accord
the world any special significance. Our own astrographers do not even agree on the world's name. Despite this seeming dis-
interest on our part, Lair is definitely worth a look as the birthplace of the Vargr.

LAIR The Eggaekh on Onfakh Dzae was once larger, but terra-

Lair is a temparate world. Average temperatures range | forming efforts hnt forced bads its bortlera ‘I’m great
from a warm 37 degrees Caelsius at the equator to a chilling | cities dominate the hemisphere: ldogoukh and F
-38 degrees at the poles. Between these two extremes lies | bustling ial tuated at the feet of

a temperate belt of ph climes, untroubled by the fierce | mountains. . :
storms of the other latitudes, Lair's hydrosphere, small in Safokunggaru is not only the largest continent, but the
comparison to Terra's of Viand's, lessens both the chance | home of the largest mountains, as well. The Onggungira

and severity of rain. range looms darkly above the cities dotting the southeast-
Five major landmasses divide the seas. Mountainous Sal- | @M coast. Among Lair's few acﬂvn volcanoes, tha tallast
okunggaru, the largest inent, ddles the eq Onggungira peaks challenge climbers to scale their sheer

Onfakh Gurz and Onfakh Dzae were once a single, sand- | Slkopes. y . y
swept continent, but crustal Ioreu hm since broken them While vacationers flock to the mountains, executives and
apart. Asrueko Fen d i from the politicians head to the far end of the continent. There lies
le at one tip and tundra at the other. Finally, there | Aforrarrang, planetary capital and legendary birthplace of
o junge at one e i ool continant " era | Erzich Dhadh. Fianked by its mammoth por, his cit of 700
expanse of snow, ice, and rock. million surrounds the palace of the curmrent ruler, Ulurs
Besides the varied natural landscape, much of Lair's sur- | OtSunga. An omate structure built in pre-spacefiight times,

face has been changed by its inhabitants, who today num- Otsunga's palace dralws millions uf visitors annus!ly.
ber two and a haff billion. Sprawling urban megaplexes The people of Lair show a mix of characteristics une-
have replaced forests and fields, although dedicated agri- qualled in the Extents. Members of all ethnic groups are
cultural lands still exist, set aside for livestock and crops, All | Nere. as are many alians, perfectly befitting the homeworld
in all, Lair offers the tourist a striking array of historic sites | ©f @ Major Race. Logaksu is the official language, but many
and scanic locales. Some of the most notable are men- dialects can be heard in common use. As a rule, the people
are friendly and npon. although many complain about

reform

tioned below, listed by continent. = ‘s far
Aerueko Fen was the original home of the Vargr; even
bday. it h still Llw most heavily populated continent, The

Lair sporis a diversified economy. Bath manufacturing
L 3 Arrak and agricultural concerns exist on the planet, but they make
dow ke peine, up relatively small portions of the total economy. Instead,

nnrﬂ: of the jungle now talled Dzuengfuerr. ind .. Fe the
g so-called service industries pndomm govemn-
Like most tropical forests, the Dzuengfuerr is home 1o a ps I ter of the Lair P

tremendous variety of wildlife, and much of the jungle has Sministrative lions.

beon"" d a nature p ..‘Onannloid!heaayul 'mw I pmhmm:m'm’":ummb”n
kel srawis the ciy of Gaent ook by O a— he aims 1o provide uniform technol-

day manufaclunnp center and former national cepi!al. ogy a.nd I:zmg m:gihm for all citizens, Consequently, con-

In contrast, the barren, glaciated continent of Gaksa- lent industry.
dudha sits over the southem pole. ,“’ surface ﬂ"?d?"n_ Three moonl nr;n Lair. Two, Errgh and Sanko, are
except by the Fothironggen chain — barely ten kilometers across; most likely, they are captured

brocds quiatly under tons of ice. M_I'bough isolated commu- | _oonids The third moon, Ouksade Fan, is much larger.
nities have existed here for millenia, the local population | Eqyivalant in size to Luna, Tarra's satsilite, Ouksado Fan s
has never bean very I'arge. L o)L the site of a naval base and home to nearly nine thousand

Gaksadudha remains the planel's least visited and least | ;npahitants. In addition, seventeen major orbital complexes
explored locale. Occasional scientific teams do trek inland | ot Lair, supporting a population of more than one hun-
across the cold wastes in search of fussils and other remains, | gred million people.
for the { j unmr h and life before the
Ancients tipped the plane!'a axis 300,000 years ago.

Onfakh Gurz and Onfakh Dzae are often considered
together, for until recently — geoclogically speaking — they
were one and the same. Movement of the world's tectonic
plates caused the land in the center of the continent to sink.
Ocean water poured into that valley and divided the conti-
nent into two halves. The two halves share many features.
Both have deserts — the Ungodhi of Onfakh Gurz is the
planet’s largest.
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Vargr: World Detail Sheet Digest Group Publications
WORLD DETAIL SHEET POPULATION-RELATED
1. Date of Preparation: 243-1119 50. Total Population: 2,590,000,000
2. World UWP: Lair/Gmoulf/Provence 51. Local Customs:
2402 ABBSSBY-F +Extravagant quarters for political figures:
SIZE-RELATED With Lair's long, rich history, monumental structures
3. Diameter: 12,811 km abound. Custom requires that politicians restore such build-
4, Density: 0.98 ings and reside in them.
5. Mass: 0.98 +*Remarriage required in certain areas:
6. Gravity: 0.98 The planetary government wishes to see Gaksadudha
& Primary Mass (Star): 0.94 developed. To that end, remarriage is required for those liv-
8. Orbit Number (Planet): 3 ing on the polar continent, with the hope that

9. Orbital Period (Planet): 376.72 days

10. Rotation Paeriod: 25 hrs, 58 min, 3 sec
1. Axial Tiit: 235°

12. Orbital Eccentricity: 0.000

13. Seismic Stress: 2

14, Asteroid Belt Zones: n/a

15. Primary Mass (Planet): n/a
16.  Orbit Number (Sateliite): n/a
17.  Orbital Period (Satelite): n/a

ATMOSPHERE-RELATED
18. A hera C: ition: Standard oxy-nitrogen mix
19. Surface Pressure: 1.80 atm =
20. Stellar Luminosity: 0.90 L
21. Orbit Factor: 374.025 -
22. Energy Absorption: 0.747
23, Greenhouse Effect: 1.15
24, Base Temperature: 16.2°C

25. Orbital Eccentricity Mod: n/a
26. Latitude Temp Effects: +2110 -49°C
27. Axial Tilt Effects:
0.00 = hex rows 1-2
0.25 = hex row 3, summer +4° C, winter -6° C
0.50 = hex row 4, summer +7° C, winter -12° C
0.75 = hex row 5, summer +11° C, winter -18° C
1.00 = hex rows 6-11, summer +14° C, winter -23° C
*C

28. Daytime Plus: +5
29. Nighttime Minus: -6° C
30. Native Life: Yes

31.  Atmospheric Terraform: No

32.  Greenhs Eff Terralorm: No

33, Albedo Terraform: No

34, Atm/Temp/Terraform: Evidence suggests
planet's axial tilt induced by Ancients 300,000 years ago.

HYDROSPHERE-RELATED

35, Hydrographic Percent: 0.51

36. Hydrosphere Comp: Liquid water
37. Nbr of Tectonic Plates: 4

38. Hydrosphere Terraform: No
39. Terrain Terraforming: Yes

40.  Nbr of Major Continents: 5

41.  Nbr of Minor Continents: 0

42, Nbr of Small Islands: 7

43, Nbr of Archipelagoes: 5

44, Notable Volcanoes: 4

45, Waeather Control: Yes

46, Natural Resources: Agricuttural, Ores, Radio-
actives, Compounds

47. P 1 R Ag ducts, Non-metals

48, Manuf i Goods: Durables, C t

49, Infs i R fings, Saft
Documents

enforcing this law will aid population growth.

+Closed meetings of academic figures are taboo:

Ulurs Otsunga wants to institte some sweeping
reforms. His plans are formulated by the elite and secre-
tive Council of Sociologists. All outsiders have been
banned from the Council's mestings by Ostunga's decree.

52, Primary Cities:
Alorrarrang, 700 million, A starport;
Gaenfouzoudo, 600 million, C starport;
Feksoudhi, 300 million, B starport;
Idogoukh, 100 million, B starport

53. Secondary Cities: 16 cities, circa 50 million,
F spaceports
54, Tertiary Cities: 64 cities, circa 5 million,
H spaceports
55, Progressiveness: Progressive, Advancing
58, Aggressiveness: Competitive, Neutral
57. Extensiveness: Discordant, Friendly
GOVERNMENT-RELATED
58. Representative Authority: Executive/Legislative/
Judicial--Ruler
59, World Gov Descripti Non-chari ic Dictator
80. Other Authority: n/a
61. Other Authority: n/a
LAW-RELATED
62. Religious Profile: n/a
63, Uniformity of Law: Territorial
B4, Legal Profile: 9 overall
A
9 trade
B criminal law
8 civil law
7 personal freedom
TECHNOLOGY-RELATED
€5, Technology Profile: FD  highflow common
F  energy
D computer/robotics
G communications
E medical
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THE LAIR SYSTEM

The worlds of the Lair system have been infrequently
renamed. Old names have been discarded, new names
have been chosen, all to suit the preferences of current
leaders, Most worlds bear the names of great historical or
legendary figures. Others are called by their distinctive
characteristics. Thus, Erzikh Dhadh is named for a mythical
Vargr prince; Uerul literally means “small one.”

(Publisher’s note: In deference to Imperial convention, the
authors have agreed to use the name Lair to refer to the
Vargr homeworid. Vargr scholars do not agree on a single
name for the planet, which has been renamed several times
in the course of millania. The name Lair at least has the vir-
tue of familiarity, if not that of accuracy. The use of such
name is in no way intended to be insulting or derogatory.
We hope that Vargr readers will take no offense at its inclu-
sion in this work.)

THE INNER SYSTEM
Kneng, Lair's primary, is a yellow main-sequence star
slightly dimmer and cooler than Terra's Sol.
rfed by many of
prospacting

Og Orz is an insignificant ball of rock, dy
the system's moons. Ms rocky core discourages
efforts. Consequently, no plans exist for future exploitation.
Erzikh Dhadh is a larger world with a trace atmosphere.

Vargr: The Lair System

THE LAIR STAR SYSTEM

The Lair system contains only a single star, with sight
major bodies and one planetoid belt. The system is laid
out as follows:

Unlike Og Orz, Erzikh Dhadh has great mining p ial, In
1113, the Dhufokh Corporation | i major deposits of
rare crystals deep within the world's crust. Dhufokh quickly
laid claim to the deposits, but the company was unsure how
to proceed. A research station was designed and built, and
now over two th d exp are working to determi
the best way to harmess Erzikh Dhadh's mineral wealth.

Foulours is an unusual world in that it retains a very thin
ftrog: ygen atmosphere despite its high surface tem-
perature. Even more unusual is its possession of a ring
system.

THE OUTER SYSTEM
Goullaengrak is the system's largest body with the excep-
tion of Kneng. A huge, gas giant, Goullaengrak has a spec-
tacular multiple ring system and six major satelites. One
moon, Vadze Aengkoe was the site of a space battle in the
early years of expansion from Lair, Ancther satellite, Fi
ltsoudzi, today plays host 1o a small tourist hostel; many
llers pass through Msoudzi Port to see Goullaengrak

Orbit Name uwe Remarks
Primary Kneng G5V
0 OgOm YS00000-0
1 Emzikh Dhach H310300-F Ressarch Lab
2 Foulours Y630000-0
1 Serlonaz YR00000-0
5 Olou ¥300000-0
3 Lair ABBS9BO-F G HiCp
60 Ouksado Fan F20031C-F Naval Base.
4  Goullasngrak Large GG size 220
1 Raekfong YRO0000-0
3 Raekg: Y 0
7 Knoen ¥100000-0
8  Suekh ¥100000-0
30 Vadze Aenghkoe
45 Filtsoudzi G40011B-E
60 Uerul
250 Dzaer
5 Garzingnall Belt Y000100-E S0mJ/10km,
n-40 m-40 c-20,
0.5 AU
6 Saghumkh Small GG size 80
7 Atourrkou Y300000-0
65 FRror Usuersogh  H300000-0
7 Ngolkfaech Small GG siza 60
6 Uzl H400167-E
8  Olahgz YS00000-0
11 Knoka Llan Y5A0000-0
60 Dhuggzung YS00000-0
8 Rrallan Ang HOA5239-E
TRAVELLER'S TIPS
— by Morgen Herref, TNS

The human visiting Lair — or any Vargr world, for that
matter — needs to remember four key points:

= First, know your relative status. Appraise your own

close-up.
The once metal-rich Garzingall Belt has been larg
mined out, The Belt supports a small indi lati

ding in Vargr society, and know the charisma
of those you encounter.

of miners, but most prospectors who come to Garzingall
Belt are merely transients.

Saghurrkhoer, another gas giant, orbits Kneng beyond
the Belt. It has two sizable but otherwise insignificant
moons.

g dh is the sy 's third and llest gas giant.
Its innermost satellite, Uzil, has rudimentary living facilities.
Ag t sci team ly ies those facili-
ties. engaged in ical studs

The system's outermost world is large, ammonia-swathed
Rrallan Ang. The leaders of one of Lairs nations were
ousted from power in 923. Many of those administrators vol-
untarily took up a life of exile on lonely Rrallan Ang. Their
d d today ber in the hundreds.

= S d, think "privilege.” All levels of charisma,
from highest 1o lowest, confer some privileges.
Demand your rights and consider others',

+ Third, be assertive. Vargr respect people who
make decisions and stick by them.

* Finally, praise the actions of those who submit to
your authority. Subordinate Vargr need approval;
make sure they know you value their services. »

SRR R
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THE VARGR EXTENTS .

The Vargr E: pass roughly 33 sectors o the co d of the human-dominated Imperial region. The settling ol
the systems in this region of space began in earnest when our Vargr forefathers invented jump drive in -3810. The migrations
to the stars from the Vargr homeworld was incredibly swift — the natural Vargr tendency to move on when things are not to
our liking lead our race 1o spread quickly, though in the early days, the colonies were small and spread thin.

There never has been nor is there today any one interstellar state uniting the Extents. Ir llar states do i 1o be
established, some of them even quite large (such as the Empire of Varroerth), but the degree of control exercised by the cen-
tral g is far more t than that found within the Imperial region. In fact, it is not unusual to find several worlds
within the "boundaries” of a given interstellar state that are independent or even actively hostile to that state. And as always,
autonomous corsair bands are frequent occurrences on many worlds, even though their baseworkd may nominally answer to
the ruling interstellar government of the region.

Early Vargr interstellar expansion was stopped in the trailing direction by the Windhom Rift, a region where star system
density is so low that interstellar travel is difficult. This kept our race from encountering the Vilani humans who had already
ssttled the region to the trailing of the Windhorn. Had the Vilani known of the existence of another starfaring major race like
themselves, they no doubt would have tried to subdue the Vargr, given the Vilani policy that no other race could indepen-
dently possess the secret of jump drive.

Eventually, as the First Imperium declined, various Vilani provincial g b aware of an alien starfaring race of
“barbarian mercenaries” from beyond the Windh probably from Vargr corsairs who circumnavigated the Windhorn Rift
to raid the Vilani boundaries. Word of the wealth of the “flat-faced aliens beyond the rift" spread throughout the Vargr colo-
nies. Vargr mig around the Windhorn b By the time the conquering Solomani marched the streets of
Viand, our race had spread throughout the p ly Vilani domi 1 regions of the Windhorn and Meshan — ultimately
reaching far to trailing to the colonies populatediby K'kree. Many of the Vargr enclaves in these sectors remain relatively
Isolated even today. b

CULTURAL REGIONS OF THE EXTENTS

The Vargr Extents can be roughly divided into seven
areas. The following coarse ethnic groupings of Vargr
(defined by similarities in language, culture, and physiclogi-
cal characteristics) are recognized by most astrographers.

Logaksu (Lalr): This is an irregular bubble around Lair
about 20 to 30 parsecs in radius, plus adjacent areas not
included in other groups. Mast of this region is the original
area colonized during the First Diaspora.

The region has normal volatility for Vargr spacs, but a dis-
tinct stability remains inherent in the patterns. G
superficially change, but remain similar in form and boundar-
les. Merchant companies come and go, but the trading
lanes tend to stay the same. Even styles follow recognizable
cycles of varying length. However, the region has gone
through pericds of cataclysmic change where all recogniza-
ble patterns and cycles were disrupted. These pericds
occurred in ~2400, -1400, and -200. Each lasted about a
century and divided distinctive epochs in the region's his-
tory. Imperial logists beli the region is overdue for
another period of great changs. -

Gvegh (Zhodanl Marches): This region roughly encom-
passes the vertical line of sectors including Ghoekhnasel,

psionically trained than elsewhere in Vargr space. Psionic
h groups s i occur with great regularity near
the Zhodani border in the Extents.

Aekhu (Deneblan): Approxi ly follows the Imperial
border, including Gvurrdon, Tuglikki, and Provence. Vargr
were drawn here by this newer Imperial region around
Deneb. Gvegh and Aekhu influences overlap in Gvurrdon
Sector, while Aekhu and Ovaghoun cultures mix In
Provence.

Attitudes along this frontier are marked by shamp contrasts

garding religion, lity, patriotism, viok , and honor.
Inconsistency from world to world is about the only thing that
is consistent. This region also differs strongly with the inner
Vargr regions around Lair in that change is constant and
real, consi: ly breaking from set p. . and more than
any other region.

Family bonds tend to have greater importance than pack
bonds within the Aekhu region. Siblings (sukagrra) often
maintain lile-long associations, especially when they're litter-
matas (kagrra).

Urzaeng (Coreward Windhorn): Includes Fa Dzaets and
kfueg hes into Meshan. This region halos the
coreward end of the Windhorn Rift. This region came into
5 ; being when Vargr rounded the rift during the Vargr Pillagi
Knoellighz, Gvurtdon, and the Spinward Marches. Vargr | (2400 10 -1700) Expansion of the Urz:gng into the Imparie
were attracted 1o this area for the interaction with the Zho- | taritories was not as deep because of the wars with the
dani Consulate. Interstellar trade is icularly strong | g d Empira of Gashik
throughout this length: some would call it feverish. The Urzaeng have a propensity for violence and a disdain

At the same time, this tends to be the most politically vola- | for weakness. Runts, elderly, and chronically il are usually
tile region of Vargr space. States, while often largs, are very llected into sep ities. S with a tem-
short lived, and their boundaries constantly shift. Wars are a porary iliness is wise to seclude himself from the public until

regular occurrence. On an individual level, Gvegh Vargr | he recovers.

have historically had a ger incii 1o be mercurial Urzaeng ars 2!sa known for baing very territorial and pre-

and rash, tective of their scace. Their trading ships are particularly
Not surprisingly, b of thair proximity to the Zhodani

wide ranging and are marked for their spaciousness; double
b0 dol.

Consulate, there are more Vargr in this region who are yms are almost unh
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Vargr: Cultural Regions of the Extents

o

Irilitok

waghoun- |
Iiitok A |

C

The border around this region denctes the boundary of space where 5% or more of the population is Vargr

The mixed region cont

i frontier sy

bodying a mi of non-distinct cultural characteristics

Cultural Regions of the Vargr Extents

Ovagh (Old Imperial): Includ
of P , Windh and Mesh
Impaerial regions taken over by the Vargr during the Vargr
Pillaging (-2400 to -1700). While the region is predomi-
nantly Vargr, the sparse Vilani population was not signifi-
cantly displaced. The original Vargr immigrants were
pressed into the surrounding areas, and to this day stil
tend to collect in densely populated fringe communities,
with the human populations living at the center of the older,
larger communities.

Human presence and involvement have done much to
stabilize the political environment. In fact, the Vargr have
adopted much of the Vilani culture into their own, some-
times taking on pattemns very familiar to Imperials.

At the same time, however, the Vargr often resent having
to live "in the h ' shadow”, ip of compa-
nies, land, and oftentimes political positions frequently
reside disproportionately in the hands of humans.

Suedzuk (Vargr Encl ): Amdukan, Trenchans, and
trailing. These Vargr were displaced from Gashikan and
Mendan by violence scon after the Sack of Gashikan. The
Vargr Enclaves region is not heavily populated, and the
Suedzuk form interstellar states less often. This group
tends to remain isolated and disinclined to invoive iself in
afiairs spinward, |

Humans in Mendan and Gashikan call them “the Red
Vargr,” alluding to both the occurrence of reddish fur and
the blame given them for the bloodshed resulting from the
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Sack of Gashik Hi well integrated into a racially
;n:doqmm.mdmaameVugr.ummSuadzmwﬁh
ain.

Suedzuk packs are not as loose as slsewhers, tending to
be closed and enduring. Packs of adolescents often remain
Intact throughout their lives, forming strong personal bonds.

Irllitok (Jullan): Violently anti-Vargr attitudes made Vargr
settiements rare during the Long Night in Mendan, Gashi-
kan, and parts of Trenchans and Amdukan.

About -1000, humaniti began taking Vargr as slaves,
selacting those with a more “human-like® appearance.
These were Vargr with large, "expressive” eyes, shorter
snouts, and a reduced tendency 1o stoop. On some worlds
where their reproduction was left unchecked, the slave pop-
ulation eventually grew to dominate the world. At the same
time, additional Vargr from Meshan began moving into the
region as attitudes relaxed.

Especially since the Julian War, this group is known for
having the most cooperative inclinations with humaniti. They
also tend to be the most f Vargr for h o
deal with, El , Vargr and h generally segre-
gate thamselves into their own societies. In this region, the
division between Vargr and human societies is blurred, and
on some worlds all but absant.

HUMANSINVARGR SPACE
A significant number of humans live within the borders of the
Extents. Mapy h ol Vilani jon live along the
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Vargr: Vargr in the Imperium
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Imperium's border from Provence to Amdukan. Some human
settiements date back fifty centuries or more to the time when
these sectors were First Imperium territory. Sok ih
were common in Meshan and Mendan during the Rule of Man.
These isolated human ities comprise a diverse lot.
Some human worlds are independent and Vargr-free; others
have mixed populations enjoying full racial equality, In places,
unigue cultures have arisen, incorporating both human and
Vargr pts. Elsewh h are held as inferiors,
sometimes even as slaves. Exact treatment spans a broad
range and varies with location,

P q ly travel into the rimward
fringes of the Extents. Many states near the Imperial bor-
der areallies, clients, ortrading partners with the Imparial
factions. Of course, many others are neutral or hastile;
some have even sided with the Zhodani and other Impe-
rial enemies. In any event, the lures of wealth, power,
knowled; dh tinue to draw Impe-

ge, and
rial citizens into the Extents.

VARGRIN THE IMPERIUM

Only a few planets populated entirely by
Vargr existin | ial space. Nevertheless, bil-
lions of Vargr inhabit hundreds of Imperial
worlds. Vargr have relatively little trouble accii-
mating themselves to life with humans and
other aliens. Their gregariousness usually
keeps their communities distinct from the )
general population, though. A city's Vargr  /
Quarter often retains its “allenness” —
the garish colors, the harsh voices, and
the threat of hidden danger are all
characteristic. |

Onalarger scale, Imperial Vargr share
many cultural traits with their fellows in
the Extents. Largely, these traits stem
directly from the depths of Vargr psychol-
ogy. Imperial Vargr show a familiar disre-
gard for distant authority, although they
do ionally follow chari i
human leaders. Mostly, though, they
obey the laws of the local authority and
ignore the othars.

Imperial Vargr can often be found
pursuing the careers of emissary or
loner. However, Imperial law hampars
the formation of corsair bands, and cor-
sairs are less common in Imperial space.
Other Vargr seek their fortune in merchant
service, but their brash nature handicaps
them in competition with humans. Other Vargr
enter careers typical of Imperial humans; some
have even joined the Imperial Navy.

Non-Imperial Vargr — ias,
ars, criminals, o from the extents — can
also be found in Imperial territory. Most such Vargr live just
beyond the coreward frontier, that s, the line of sectors extend-
ing from the Spi Marches through Antares. After the
assassination of Strephon, non-Imperial Vargr have aiso sat-
tled the coreward subsectorsof Corridor, Lishun, and Antares.

On rara oceasions, Vargr will linto the i ! ial
sectors, although seldom do they venture as far as the Solo-
mani Rim orbeyond.

, trad-
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WORLDS AND ORGANIZATIONS INVARGR SPACE

The following worlds and organizations stem from the spin-
ward side of the Extents and adjoining Imperial territory. Many
similar organizations can befound throughout Vargrspace.

Asgzaeng: This was formerly an independent corsair group
with a strong capability for ground operations. The band
remained a distinct entity even after the Kloruzeng absarbed it
in 1105, employing it as its chief ground arm. The Aegzaeng
broke away again in 1114, Rather than piracy, most of their
activities involve raids or legiti y work.
Ethueng: Anticipating the Kforuzeng would disband,
Tukera Lines encouraged a major group to split off in 111 5,
and transferred its dealings for p ion to them. The
relationship between the Ethueng and Tukera is remarka-

| bly close. The Ethueng prey on other Imperial traders in

Vargr space competing with Tukera, particularty Ober-
lindes Lines.

F g: A ial organization within the Kioru-
zeng. This most feared group is seldom involved with
piracy and raiding. Instead, the Fueznuzorg's primary
purpose is king ve gainst the corsair
i d the Kloruzeng, particu-

A}

ganizations that abando
larly the Ethueng. it also serves as an internal policing
organization within the Kforuzeng.

S Gabrael (Deneb 2807 A473646-E): Imperial

p. world with a high p. ge of Vargr, din
the domain for its level of social equality. Vargrfrom

brael are very fortable relating with Imperial
humans. Many enter professions where the two
races interact. Vargr originating from Gabrael are
often found on both sides of the border from the Spin-
ik wardMarchesto Viand Sector.

" Gvaoknoks (Vargr Sector-Wide Line):
Gvaeknoks (Wonderworkers) provides mer-
chant service throughout Gwurrdon Sector.
Although technically based in Dzen Aeng Kho
territory, the company has managed to keep
its identity from the g t's,
and thus has insulated ftself from potential

paolitical probl Gvaeknok intains a
fleat of jump-2 traders which continually
visit every world in the sector, and a fleet
of jump-3 transports that carry cargo and
goods among the sector's worlds.

Home Port: Kiolaell (Gvurrdon 1421).
Territory: Gvurrdon Sector.
Gvaskuers: In 1114, a Kloruz

P group, the Atueg captured
a Tukera Lines ship under Kloruz pro-
tection. The Kforuzeng sent ships of
their secret organization, the Gvurknue-
surrg, which itsell broke away and
the Atueguers to form the Gvae-
kuers. Maving to trailing, they collected
other Kloruz splinter groups and evantually
took over the Kforuzeng's trailing range in
Provence sector.

Imperial 49th Crulser Squadron: Cru hed to the
61stFleatin Deneb, Faravar watchiul for Vargrincursions, this
squadron is composad sxclusively of Imperial Vargr. Inci-
dents between the 49th CruRon and prabing ships from the
Dzarrgh Federate have created a particular rivairy between
the two. The 49th is characterized by espacially high morale
and takes pride in the number in their ranks knighted into the

n att

<z
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Vargr: Worlds and Organizationsin Vargr Space

Order of Gvadakoung. Even after the Vargr invasion of Corri-
dor, Norris has repeatedly demonstrated his high degree of
confidenca in this squadron.

Kforuzeng: The most powerful Vargr corsair band in Gvurr-
don Sector. From 110510 1107, it vinually monopolized all cor-
sair activity along most of the length of the Domain of Deneb
border. It remained the largest band even after severs decline.
Its growth is surging again amidst the chaos of the Rebellion.
The Kf h ion for

arep f i

VARGR IN THE REBELLION: DENEB AND CORRIDOR
The Vargr are major players in the chaos of the Rebel-
lion era. While small threats to peace when compared
with the Imperial factions, the Vargr have clearly taken
advantage of the situation along the Imperium's coreward
k by invading the Spi d Marches and Deneb,
and by totally overrunning the coreward half of Corridor.
Domain Of Deneb: For years, the Kforuzeng ware the
most rul i the coreward border of the

Oberlindes Lines (Interface Line): Oberlindas provid
extensive cargo service in the Regina (Spinward Marches
1910) and — more ly — Aramis subsect: It also
trades with the Vargr in Gvurrdon Sector, exchanging | ial
goods, rare wines, and technological jewelry for unusual mate-
rials, finished goods, and processed ores. The Emmissary, a
fully armed Imperial cruiser converted to carry Oberlindes
cargo, is well recognized throughout Gvurrdon. Oberlind:
maintains a trading center at Pandrin (Gvurrdon 2240), and

ly employs Vargrto handle its interf. icas,

Home Port: Regina. Territory: Regina and Aramis subsec-
tors; Viargrterritory in adjacent Gvurrdon Sector.

Rraegnaell Oukh (Vargr Interface Line): Based in a sys-
tem a mere three parsecs from Zhodani territory and a mere

the Domain of Deneb, their range spanning several sub-
sactors. When times were good, they offered their ser-
vices 1o local planetary nments as mercenaries.
However, when they failed to find such work, they preyed
on shipping and helpless planets.

At its height between 1105 to 1107, the Kforuzeng
began to develop internal difficulties from 1107 to 1113.
By 1114, major breakups bagan.

The Kloruzeng might have totally disbanded in 1115

had it not been for the Oekh tirades, p

hrough a Vargr i device called the utovegh.
dradh ged an anti| ial atitude and

dhy d ks on the | itself. Since the

Wh +

d the most widely known corsair

five from Imperial territory, Rraegnaell Oukh (Borderline)
maintains a profitable three-way trade between Vargr, Zho-
dani, and Imperials, often trans-shipping goods that would not
be allowed direct passage by local authorities.

Home Port: Dhaengae (Gvurrdon 1539). Territory: Spin-
M ool s

Saezghen (Gvurrdon 0216 B200A72-C): The struggle
over is L ding on Saezghen. Armies ly
clash inthe sub oron the barren surface to

ipture mines, f ing and irs. Occa-
sionally, afaction manages to capture allthe world, but itinevit-
ably splits into smaller factions to start the cycle over. Before
the Thirz Empire, Saszghen's history was bloodier still whe:
its armies fought wars of ination to control populati

g T
group, they received the greatest share of the new cor-
sairs. By 1116, the Kforuzeng organization was only
twenty percent of its original size. With the onset of the
Rebellion, the Kforuzeng took full and early advantage of
Imperial troubles. Piracy and raids, particularly into Ara-
mis subsector, brought back a substantial amount of
wealth. These windfalls restored some of the lost Kioru-
zeng power. Now that they have finally completed their
long awaited flagship, the Ozam, many Imperial workls
fear the worst Kioruzeng raids are yet to come.

Corridor: When the Corridor Fleet left at Lucan's sum-
mons, Vargr at once swarmed into the sector, over-

growth. The world is now trying alternatives under the Empire's
guidance. But no one has ruled out a return to the old ways i
population growth is not checked. Most of the ground forces of
the Thirz Empire originate from Saezghen.

Uthith Flest: Fleet of the Ekhile Ksafi (40th Squadron)
based at Uthith (Gvurrdon 2703). During the Fifth Frontier

War, it ied Yorbund (Spinward Marches 2403) and Heya
(Spinward Marches 2402), but did not press further, spending
much time moppi and consolidating. After the Gireel

g up

Fleet was destroyed at Beck's World, the Imperial 212nd Fleet
forced the Uthith Fleet back. On 252-1109, Admiral Thuekhs

gotiated a sep peace and withdrew the Uthith Fleet
from Regina subsector. Many Vargr veterans of the Heyan
occupation ly have irs, i ly bottles of
fine Heyan liquors.

Vun MNez Onorka: School of law and political science on
Torrrrerz (Gvurrdon 3137), renowned for its strict discipline
and ritual, Graduates often adhere to the style of dress pre-

g local reserve vessels before they could
mobilize. The Vargr overrun of Corridor became perma-
nent with the capture of Depot (Corridor 1515) on 130-
1118,

In an ing display of peration, | Vargr
groups formed the “Destiny Alliance” and defeated the
Depot security fleet. They wanted the Depot facilities 1o

upgrade their older ships of Imperial design and refit
others. Unf ly, the local Imperial technicians and
i familiar with the sy hard would

not cocperate, so they were mercilessly slaughtered.

Hoping to end the bloodshed, Admiral Andreas Xavier
suddenly ordered the formal surrender and cooperation
of Cormidor naval forces on 171-1118. The surrender was
specifically to the Vaenggvae, a corsair group of the Des-
tiny Alliance. Lead by a female Vargr named Nougzoel,
this faction was the least infected with race hatred and
the least rapacious in its activities. It even had a few ex-
Imperial Vargr officers in its ranks.

scribed by de, even into theirp L
Students preparing to b issaries are trainad to serve
in higher level and formalized settings. When serving in their
roles, they usually don omate stoles marked with the sigils of
theirteachers.

Noug. ly tock control and renamed the
Destiny All 1o the Windhom Alii |

/ By p
tion, the Vargr thereafter refer to Corridor as Llananae
Tourz, "The Devoured Sector.” The three largest Vargr
facti d N I's authority with great reluc-

Zhosokh Urs: A brotherhood of professional emissari
Their school, Tsu Thoezhou (Honor Gate), was established at
Astskaekhoun (Gvurrdon 2725), but t failed financially in
1104. None the less, Zhosokh Urs emissaries are highly

tance. H , signs of limited cooperation batwaan
bath the Imperial workds in Corridor and the rival Vargr
Gfoups are slarting to emerge. Some are even daring to
suggest the Windhorn Alliance may evolve into an full-

sought for their exceptional degree of prof grity
Graduates are marked by having their right ear clipped, thus
the origin of their name, ing “well-respected ear.”

g state. =

o= =
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Vargr: Vargr in the Rebellion

VARGR IN THE REBELLION: VLAND, LISHUN, AND ANTARES

In recent years, the Vargr have been pressing hard on
the borders in Vland, Lishun, and Antares seclors, both
before and after the assassination of Strephon. Whan
Lucan ordered the bulk of the Viand and Antares Fleets to
the Imperial core to fight Dulinor, had the Archdukes of
those sectors complied with Lucan's wishes, the Vargr
would surely have overrun much of Viand and Antares, just
as they did Coridor and Lishun,

Viand: In the years just belore the Rebellion, Imperial
relations with the Vargr declined along the coreward fron-
tiar, primarily because of the anti-lmperial Utovogh tirades.
Viand sector saw increasing raids as numbers of Vargr cor-
sairs dared to cross the border and attack.

The Vargr played a major role in Ishuggi's decision to
restore the Vilani Empire and leave the Third Imperium. By
standing apar, hopefully the Vargr would distinguish
between the Imperium and the Vilani. The Vargr were at

war with the Imp , but not ity theVilani.
Until this time, the Vilani had few trade links into the
Vargr E Arean Transport, a subsidiary of Makhidka-

run, maintained regular routes coreward, but Ghly to
human communities. Vlamld‘mohmrlamtmding
with the bey ‘ma d Thnow
fond'l served two purp It opened new k
lost | ial markets, and it d he\i&rgr
wmmwum-mmrhalrﬂmh
The three Vilani b , Sh Makhidkarun, and
Nam&ka.begmmuoumambyundlng\mnd'n
muﬂwﬂfbﬂabmihddnrhhwbmmhhgmﬂm
there. These were escorted by any available armed ships
to protect the fleets from the Vargr corsairs.

g a major lier of
manufactured goods, the Vilani pa\n Vargr states much
incentive for peaceful coexistence. Where they could, the
states encouraged the corsairs to direct their attacks else-
where and removed Viand as a subject of Utovogh tirades,

But a new threat arose, perhaps mare dangerous than
corsairs: trade war. Many Vargr corporations were dam-
agodhymchﬂmbnodmughnhfmmrimard The three
major companies that reacted most mmly ware Knmk
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joined the fight. By early 1120, the hostilities continue to
escalate.

Lishun and Antares: The drama in Comidor in many
ways replayed itself in Lishun, Vargr corsairs swarmed into
the Imperium {n the wake of the Lnshun Fleet's departure.
Ressrve ls took to defending individual worlds. Vargr
attacked Dynam Depot (Lnahun 1219) and wvirtually
destroyed iton 052-1118,

Lishun's predicament, however, was made worse by two
things. First, the political situation was alrnady In mllcl dis-

array. In to , St red sec-
tor authority from House Lagaash to House Hollenau in
1114, At the same time, the sector capital was switched
from Lishun {Luhun 1511)t0 Taphany (Lishun 2719), Con-
tinued feudi ity 1 thesa h quickly d yad
the sector’s cohasion.

Second, Counselor Ahfgaard guided the Meshan Vargr.
A rmltla:y genius and uncanny political manipulater,
Ahfgaard made a career as a consultant to corsair groups,
merchant lines, and even navies. He earned a substantial
reputation for integrity and objectivity, and began serving
as a mediator between corsair packs, then later between
states. It was not until 1097 that he called together a force
of his own and formed the Ogaros Tribunal of three clus-
tered worlds in Meshan Sector. The young Brzk (the even-
tual archduke of Antares), brilliant in his own right, was in
his 1u|alaga throughout the Ogaros campaig n.

never d |orrrlal lead ip over the
\I"nrur as they began their plunder of Lishun. Insioad he
remained behind the scenes and kept his influence subtle.
He formulated the plans to assault the Lishun Depot, but
maneuvered other leaders to carry out the attack. When
corsairs drove deeper into the Imperium than he thought
safe, he halted their advance by setting them 1o bickering.
He also arranged for Dzo the Ruthless to take the govemn-
orship of Tephany.

Dzo's takeover was through d by
mwmm;mwww invasion. But
below the surface, this was only a preparatory step for Ahf-
gaard to take Tephany for himself. In 1119, Ahfgaard
staged a carefully planned coup. Dzummbkallym
for crimes against Tephany's population and executed.

sarrgh Ong, Gzugzo Lines, and Mend

Knouksarrgh Ong created and rnm.rlmumd the
Utovogh. Eloctrum goods from Naasirka and enteriain-
ment products from Makhidkarun cut sharply into the mar-
ket share and thr 1 to keep capturing more.

Gzugzo Lines is a Windhom sector-wide line stretching
into Provence. Most goods transported around the rim-
mmd&-MMMmﬁhmmhdbmegm L3
maintains friendly ties with many corsair groups.

The Mondaral &xpormnon i8 a bi-racial megacorpora-
tion involved in Jf ing and transp , based in
tha Julian P Their F range from the
Vargr Enclaves and Antares Sector to the Windhorn Rift.

All three have engaged the V‘n‘m: n a vnlent trade war,
The St id- Makhidk irate has so
many resources that Viand is difficult to resist through con-
ventional means. The Vargr companies thus resort 1o
raids, sabotage, and industrial espionage, adding to
Rebellion pressures in hopes of toppling the Vilani, In most
cases, this has meant use of Vargr corsairs.

Once renewed fighting broke out along the Viand sector
borders, things have only gotten worse. Independent Vargr
corsair groups, whose only goal is plundering worlds, have

Ahfgaard then established himself as Tophmfu emperor
lndenpyodmcpaoultiyul'l liberating hero.

tial problem for Archduke Brzk.
While good \MII exists bel\nrun them, Ahigaard prefers to
traat the lon as a conty former student and
master. Ahfgaard sees himself aligned with the Vargr while
Mﬂummmwwmlmmmm Brzk, on the other
hand, prefers a more mopomm solution in Lishun, but

may have to engag gaard in his onca other
matters are settled.

Hurrwhlve the Varw corsairs pursue their individual

, raiding and p g ships. Many worlds,

stunned by dlsbollo{ that the Vargr could penetrate the
Imperium, continue to trust the fleets will return to save
them. These worlds are plundered without mercy.
More prac:ml world gover and compx

have hired corsairs as mercenary protectors, Ths profits
have turned many corsairs into professicnal starmerc
squadrons. Others were adopted into regular forces. The
Adawi Cluster is one such group that hired several Vargr
squadrons as pant of a defense pact with neighboring
worlds. «
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GOVERNMENTS OF PROVENCE SECTOR

These excerpts, taken from Provence Sector library data,
provide an overview of typical Vargr states in the Extents.

Dzarrgh Federate: Overlapping the border between Pro-
vence and Tuglikki sectors, the Dzarrgh Federate was
formed in 1090. The Federate pushed outward from Dzarr-
vaer (Provence 0224) over the next six years. Many of the
surrounding worlds had been independent since the col-
lapse of the Foergaz Coalition in ~2530. These worlds ini-
tially resisted, but the ideals and might of Federate forces
eventually won out. Since that time, the Federate's expan-
slonistic desires seem to have gradually slacked off.

The Federate is really a government in name only. Each

ber world fses a high d of 1 there

is no state legal system, no single cunmqr anr.l Tittle taxa-
tion on an interstellar level. Thus, the Fi

matter of political mnmaenm They all have found the
idea of a chari ble among the g |
populace, and they seem to have no qualms with this status
as figurehead, as long as the real power is in their hands.
Military skirmish any combination of regional
irs, and Independently-minded b
worlds oceur ona mgular basis within the bordorn of the
Empire. Loose conf 6 of individual worlds often
secede from the phantom Ernpiro to form thair own inter-
stellar governments. Many of these new governments are
ignored by the central empire authority, left to their own
devices by an empire without the energy to fight civil wars.
Just as there is little central government, there is little
common culture in the Empire of Varroerth. Individual
worldl and clusters of worlds form their own governments,

many different cultures and lacks true continuity. Eaeh
member world has ined its pre-Fad from
the old days of independenca.

Before 1116, the Federate was an Imperial trading part-
ner. Word of the Imperium's break-up and the withdrawal of
the Corridor Fleet changed that, for it presented the Feder-
ate with a new opportunity. The Federate endorsed looting
i-nperlal torrﬁonf. in lha hope this would appease a number

and usually under some control from
sither the regional governors or corsair groups.

Glory Of Taarskoerzn: The Glory of Taarskoerzn,
formed in 869, was originally a loose grouping of seven
worlds along the edge of the Windhorn Rift. Shaken by
internal turmail in the late 900s, a new, highly militant gov-
ernment seized power. The new leadership was heavily
influenced by the Church of the Chosen Ones, finding justi-
fication for conquest h the Churuha 1aad1lngm The Taars-

d its

worlds. Fed and corsair koerzn military . as it was

veuals quickly lluodaﬂ across the Imperial frontier _h'ﬂ? Iumlllhlmu!ablh!\sdh!he nllddo{mpnratwogmnh
Dens s Garidor, distupting commerce s they travel The Giory of Taars} ially hated their
= “"’,:"9' Sliar s iy tha najght istence in the shadow of the powerful Irgh Manifest,
ing lrrgh est over territorial d diately to ri Soam;!amwaremadebseok

of both governments met on Kirg (Pm.m 0731) under
the guidance ol the Vaenggvae. A:I‘Icr only three hours'

Aalibaratl both
states muld continue raldlng on tl'mr own, bu'l they would
not i in imed by the other; additionally,

they promised to assist each other against Imperial forces.
The Irrgh Manifest's conflict with the Glory of Taarskoerzn
means most worlds in Corridor has been left to the Fedar-
ate (making them largely responsible for isolating Deneb
from the rest of the Imperium). The presence of humans at

inst the Manifest when the right time came.

That time mntwlly did come in 1118. with Strephon's

ination and the subseq ion of the

I i With Taarskoerzn naval forces augmonlodby

corsair mercenaries, Taarsh flasts d and bat-

tled their way through Irrgh territory into Corridor. The anti-

Imperial Oekhsos tirades only bolstered public sentiment,

and the Taarskoerzn government felt that it was finally time
to set out on lmmo{galncﬂcmﬂqum

The T figh were initially successful. Raid-

1ho Kirg nmmions hu rniud suspicions that Denebi
are cl i Ived with the Vaenggvae.
Empire Of V, th: The V. rth and some
of his "yes-Vargr" claim that the Empire of Varroerth dates
back to the original interstellar organization founded in the
very first days of Vargr space exploration. There is, how-
aver, very little evidence and the more accepted date of the
Empire's inception is closer to the year 26 Imperial. Nev-

ors looted a number of both Irrgh and Imperial worlds. One
large force laid siege to Lemish (Corridor 1808), a subsec-
brupﬂal.mdh-bdiotnknih-momwmbydu-
ess. Unf , the popul fused the T: b

demands. In mrimnn Lemish's starport was all but
destroyed, along with key industrial centers. With wealth
pnunngnl'rurnﬂ'la',' and the neighboring Irrgh
if y unable to robin its divided tarrnory. con-

ertheless, this likely does make the Empire of V; rth the
oldest interstellar government in the Vargr Extents,

In the ensuing centuries, the Empire of Varroerth has
changed drastically. Originally, it was a force that sucked
independent worlds into itself and digested them like an infi-
nitely huge amoeba. Today it is an empire in name only.

Stretched 1o its limits, the central empire authority has lit-
tle infl among its ber worlds. The Emperor Var-
roerth XLVIl is no more than a figurehead. The actual
power in the Empire of Varoerth lies with its twenty
regional governors, who operate independently from the
empercr and from each other, as well.

Several indepandent corsair groups are also in control of
quite a bit of m:lita.ry, aconomic, and political pumr within
the confines of the Empire. The bond b
these corsairs and the regional governors is the lip-service
they pay to the emperor and Empire of Varroerth as a

53

ditions looked f ble for T n.

A freak occurrence disrupted Taarskoerzn plans, how-
ever. The Vaenggvae, a corsair group hired as naval auxil-
laries, managed to accomplish a feat at which all others had
failed: the coercion of the Coridor Depot's personnel.
Backed by the Depot’s incredible resources, the Vaenggvae
quickly rose to dominate all other Vargr forces in the sector,
This corsair group, once a minor band operating out of the
Glory of Taarskoarzn, now dictated policy to the govem-
mant of its former territory.

Irrgh M:nlful The Irrgh Manifest is a sizable and long-

llar state pying the ri d portion
of Provence Sector. From its capital at lgunfaksa (Provence
1731), the Imgh Manifest has dominated politics in Aenkuk
and Voudzeur subsectors since its inception in the early
400s. The state is named after the charter that created it.
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The Imgh Manifest is a heated enemy of the Glory of
Taarskoerzn. Before the Rebellion era, the Taarskoerzn
state held a small area of space along the spinward border
of the Windhom Rift.

But in 1117, the Taars it hired
to drive a safe path 1hruugh Irrgh Wry toward the Impe-
rium. This d Irrgh h The

The Jihad military is divided into four branches: the Navy,

, Rh gour, and Faarzg Thc roles of the first

two branches are self-expl . The Rl gour is the

Jhndsmmﬂuim chnmd with conducting espion-

age and terrorist activities against infidel-worlds. (Interest-

hgv. all seven of the current Kataarzgaenae were once
officers.)

« spinward half eventually allied tsall with the neighboring
Dzarrgh Federate aﬂor sarly bo'der dmu The larger
trailing portion of the Manif faksa, tried to
avoid alliances and struck into Corridor hdapundomly

Eventually, like most raiding groups, the trailing fraction
of lrrgh territory fell under the dominance of the Depot-
backed Vaenggvae corsairs. As the Vaenggvae were origi-
nally associated with the Glory of Taarskoerzn, this domina-
tion has humiliated the Irrgh leadership.

Jihad Of Faarzgaen: Shortly after the secession of the
Llaeghskath Interacterate, the Jihad of Faarzgaen was
established dlrocﬂy o tmlmq Beginning an a hmh and

cruel yet g
P 0704), the religion soon lprlad to swat ad]a
cent worlds, By late 1115, tho Jhad anonmpmﬁq eight
worlds in the LI and \ Some
had joined willingly, cnhm after bloody iwuium .

The enmity bety 9 and Llaeg| h — the

Interacterate capital — dama from a rohgms source.
Llaegharrgh (Provence 0604), a tech level 16 world, repre-
sents everything the Faarzgaen religion despises: technol-
ogy and scientific thought. This enmity has turned the Jihad
into one of the most hateful, destructive governments in the
hltln':rsiI of the Emm: Even the Jhad'a own citizens are
li blich d. The
hhu.bllanu of Ghnz-l.mgh (Prm 08031 caught in the
midst of Jihad territory, were subjected to massive execu-
tions and enslavement — the world's population has
dropped 75 percent in six ym
The Faarzgaen religion (URP 500030-9) centers around

The Fulzgserrnrl are an elite group of suicide troops.
Their loyalty is forcibly ensured: if they succeed in their mis-
sions, they are hald up — posthumously, of course — as
great heroes; if they fail, their names are slandered as
traitors and their families are killed.

The Jihad g does provide minimal necessiti
for its citi but free and the p ion of
money is forbidden, Possession of luxury or entertainment
ftems is a capital offense. Interstellar trade is non-existent.
Mercenaries and oﬂ-ﬂoﬁd lhpyam are paid in “hard
assets,” includi and slaves
homGhtu-ngh

Lalr Protectorate: The Lair Protectorate is a loose coali-
tion of nine worlds in Provence sector centered around the
Vargr "homeworld,” Lair (Provence 2402). The majority of
Vargr hold little or no reverence toward their homeworld,

ially since the i duction of the Sok i Hypothe-
sis and proof that the Vargr race was transported to Lair by
the Ancients. As the birthplace of Vargr civilization and
tachnology, however, Lair is still a fairly important world.

Once a member of the ailing Empire of Varroerth, Lair
declared its independence in 777 Imperial, carrying the
neighboring worlds of Firgvaar, Khvhaargvaetsoerrgh,
Kaarlag, Zhorvrn, and Fraets-Vog with it. These worlds are
among the first worids settled by the Vargr race. All have a
long tradition of independence that went contrary to mem-
bership in the Empire of Varroerth. Over the intervening
years, three more worlds, Zargvaetsr, Aertsvad, and
Oeghzvar have joined the Protectorate.

Embracing everything that is truly Vargr, the Lair Protec-
hmehbnudonmmlcmofchmmw

a:kvghgod{llwk.-wnnanpun)whu-"‘,
guides the lives of his adh how
mmnmqsmum.dhwsmw d

h (called chaos by some humans).

Leaders, customs, organizations, and laws change on a

themselves. Followers know that Faarzgaen is communicat-
ing with them whenever they feel they should do something.
If they're hungry, Faarzgaen wants them to eat; if they want
to murder someone, Faarzgaen wants that person killed.

Worshipers of Faarzgaen believe themsalves to be the
true believers of the true faith; therefore, they see them-
selves as the only ones fit to rule the universe. Heresy (a
Faarzgaen name for free thinking) and lapses in devotion
are punishable by death. Believers actively spread their
religion by forcing it on others by violence and strict oppres-
sion. Any world not a member of the Jihad must be con-
verted or crushed into submission.

The religion and the Jihad are run by seven lord:

basis.

The Empu of Varroerth, represented by Regional Gov-
ernor Ghaarkis Faegzag, tries o ignore the Protectorate
which, with its high technology and tradition-minded fervor,
would certainly triumph in any reasonable version of a civil
war. All in all, the Empire of Varroerth simply refuses to rec-
ognize the Lair Protactamas existence, and the Lair Pro-

q Y to ize the Empire of

Varroerth,

The P d d d to dissolution in the
first decade of the 1100s with the death of ruler Fanadae
Asgon. Civil unrest rose to frightening proportions on Lair
M and political scientists feared the Proteciorate would

called Kafaarzgaenae. The Kafaarzg have !
control over their worlds, lndﬂwydacﬁepolcyfurmc
Jihad as a

In order to .main the rank of Kafaarzgaen, a priest must
meet a number of requirements — mos! violent and
unwholesome. A priest desiring the office must aiso
"arrange” a vacancy among the Kafaarzgaenae. Such
assassination attempts prompt the seven autocrats 1o live in
L e . Noverthok 2 of
are made on the life of each Kafaarzgaen yearly. Since
1114, there have been nearly thirty such leaders.

pse. A new admini ion led by reform-minded Ulurs
Otsunga has rooorruy provided a mbi[zmg influence, how-
wer; hope for the kindled

el

ate: T‘he Liaeghskath |
sts was formed in mid-1114, A long serias of mrnnla:nts
against the increasing hostility of Faarzgaen caused two
worlds of the Empire of Varroenth — Llaegharrgh (Provence
0604) and Ouskathoarz (Provence 0405) — to secede. This
sacession, meant to defend against Faarzgaen's ambiva-
lence, prompted Faarzgaen to uooda as wall.

The two s — and Jihad —
squared off aqunu each other. Varroerthan officials were

initially stunned, but they had no intention of forcibly reinte-
grating either side. The Empire preferred to remain neutral
until the hostilities burned themseives out and both sides
willingly returned to the Varroerthan fold.

At present, it is fairly certain that such a return will not be
happening soon. The Llu.erghskmh Interacterate is strong,
stable, and ind y Its g embod-
les a strong, prmtoch ideclogy — one that has allowed Llae-
gharrgh, the capital, to reach tech level 16. Young Ghaarn |,
former Admiral of the Fleet, has just been crowned Raarvak
of the Interacterate, with the overwhelming support of the
populace.

After six years, the war with tha Jihad of Faarzgaen has
hardly lessened in severty. Both sides have sustained mil-
lions of casualies and gigacredits of damage. The clesest
approach to a cease-fire came in 1118, when news of
Strephon’s assassination and the Imperial break-up drew
corsairs and mercenaries from the fighting in Provenca into
Comidor, Nearly constant, brutal warfare scon resumed,
though.
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The frequent battles have taken their toll on the Llaeghs-
kathian people. Once very friendly and hospitable, they
have bnme hard, quiet, and determined — a people
accl fare, death, and destruction. As
the Imgracteratea fledgling economy is completely dedi-
cated to the war effort, high taxes and mandatory unpaid
factory service now weigh upon the citizens. Contact with
other governments has dwindled to naught, and foreign visi-
tors are often suspectad of being Faarzgaen terrorists,

i and whaﬂ the fighting does end the Intcraclerals pro-
misestobe ah . Its found ded to
create an open, active based on the advancemant
of technology, to the benefit of all citizens. Consaguently,
aducation is a high priority in Llaeghskathian life, and an
individual's charisma often depends on his academic
background.




VARGR SOCIETY AND CULTURE

Qur societies m tremendously variable. Cultural patterns prevalent in one area are virtually unh
dlor jumps from world to world. Yet beneath this veneer of dmrsuy certain common con-

mental ge as a
cepts can be identilied.

dof in h

+ funda-

Two basic forces shape our societies, These forces are old, dating back to the pre-civilized days of our ancutors. but thay

- nonetheless affect us today to a great extent. The first major influence is a strong

on ] y and

agreement among pack membars; this pulls our communities together,
At the same time, however, the individual's desire for betterment of himself can push the cumrnunny apart if the leader's
and

charisma is weak. Each Vargr must balance the benefits of ¢

leader, 10 his peers, and to himself,

ibilities — to his

This can lead 1o a society that changes drastically — a society that is always trying to reach an equilibrium under a good,
charismatic leader. Long-term stability is only achieved under the best, most charismatic leaders. This seeking for the true

leaders keeps us from becoming stagnant.

It doesnt matter whether the charismatic Vargr seeks to better his pack or his own circumstances; the key is that he works
for Irnpmmmnt. Sometimes, of course, poorly-directed efforts can hlndnr progress, rather than help it. Nevertheless, this

usto ive in an i and d

armhnrw-ymbaklauuodﬁyhmbaknm. institu-
tions that it. S | units are fund 1p Vargr
society. Let's look at each in depth.

-

THE FAMILY
The ultimate building block of sociaty is the family, the pack
of blood relatives.
It is within the family arrangement that our young lim Iurn
g and

CORSAIR BANDS

The glamour and prestige of the corsair have always
appealed to the Vargr mentality. These bands of commerce
raiders answer to no laws but their own and are able to go and
do whatever they wish. A few bands’ power has even eclipsed

|hu oimmmams,
dably, the irs are seen as the
nhi'nateoppomﬂlm and are admired by many Vargr. Unfor-
ly, h tend 1o view our entire people as a race of

the ways and means of
Mmuslahowpmporwbmhdonwthehmily head; they
must establish their individual status among their litter-mates
and siblings. This interaction in a pup's early years constitutes
crucial training.
Famnllm tend to be slighty Iugor in pro-mww.} agrarian
wh of tamily

corsairs, which is untrue. Ta the contrary, many corsair bands
are feared and hated, especially by their victims. Relatively

few of us ever take to the pirating way of life.
Those who do adopt the corsair ways, however, enter a
way of life made vhhiehy l?w{raumlrmd political state of the
Without a force, irs can

ere agl
1o a greater ber of hunters. This principle holds only up to
a certain point, however — too many family members, espe-
cially infants and old ones — places a strain on those mem-
bers who actually hunt. And, of course, a larger pack is more
noticeable and has more ditficulty stalking game.

Families tend to shrink as the technological and e K
banmmfrom g/agriculture to industry. The indus-
trial e llowing parent

less time to raise families.

The average industrial-era Vargr female gives birth to only
ons litter in her lifetime, When parents are away working, their
pups are deprived of prime cpportunities to observe the work-
ings of charisma in society. Fortunately, at higher tech Imls

easily avoid the law simply by ::roaslng aborder.

On occasions, bands aven hire out to governmaents as mer-
cenaries; in this way, they earn a measure of protection from
authoritarian wrath. This is an option generally available only
to the larger, better-organized bands, however.

On a smaller scale, single-ship "part-time" corsair opera-
tions also exist. These independents tend to focus their efforts
on smal.lmgm uporanng near borders.

d targets are freq y ignored by the larger bands,
but still hold some promise of gain for smaller corsair groups.
Also, there is less threat of reprisal. Unfortunately, political
and economic conditions near the edges of human space
oﬂmmuragemchmdsmnhebmdor—-daubﬂuna

this trend somewhat reverses itself, with more
and robots in the workforce.
In fact, great diversity in family structure bk as the

| anr o human

The larger bands may have dozens of ships of a variety of
ig mrrymg afull l of ground bat troops.

economic smphasis moves away from heavy industrial manu-
facturing. Prior to earfy stellar tech levals, a "mass culture®
pradomma‘tes — goods are mw—pmducod people are
hought of as facel and so

Revolutions i i ications technology
changsthings. however. By the time a culture approaches the
early stellar tech levals, more and more custom-mads pro-
ducts appear. Markets adjust to suit the individual, not the
public as a whole.

The same sor of diversity and hdmduallaln arises in soci-
aty. A variety of family struct. P o
—spring up.

garize
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As d above, — and after-battle
locting — are possible; so are ra-ds against poorly defended
worlds and major smpphg ventures. At ﬂmos other corsair
bands b g targets, y when there is
competition for territory.

Carsair bands anjoy one benefit over units of the reqular
Vargr military: they commonly have stronger leadershio. Mili-
tary leaders tend to be lar but unskillad offi bound to
administrative positions. Corsair leaders, on tha other hand,
must be both popular and skilled; their lives depend on both
these traits as they direct their lorces from the front lines of
battla.
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Thus, corsair operations see less of the jockeying for
power prevalent in regular military units, and they are conse-
quently more stable.

VARGR BUSINESS
We Vargr have no companies equal in size 1o the meg

forth.  these individuals are ch they attract
followers, who bargain with the Ioadarahp as a semi-
autonomous powar bloc.

Complete shifts in loyalty (that is, mutinies) occur more
raroly of course. Such charismatic infighting, if lll-timed, can

porations of other races. The tendency of our race o be dis-

isfied with an ing status quo works against such
I le organizations. Hc . on the subsector (and
mdimn uctor) level, huammc proliferate. Fledgling
companies spring up l.lmosi daily. Interface shipping con-
cemsarea Y, g goods baty our many inter-
stellar states. ]

The human merchant in the Extents notices one fact imme-
diately: our businesses come and go much more frequently
than human ones. At first this might seem to limit trade; there
are, h , many ad g to such a business
environment. 5

Capital doesnt stay tied up in unprofitable companies. The
wurkfumels rouhnely exposed to new experiences. And bus-

must ally i and stay efficient if they
are to compete. This state of affairs for Vargr busi has

the of a battle.
in some instances, especially charismatic mid-level
officers may decide to take the initiative and act contrary to
the wishes of their commanders. Occasionally, this can aven
turn into a desertion to the enemy's side in the midst of a
battle, robbing a force of a large fraction of its firepower.
Humans may find this sort of opportunism difficult 1o undar-
stand, muuﬁmmmomnnuthan sticking with an
ic leader d d to failure. While Vargr troops
may seem to have a higher morale, remember that Vargr
morale is “fragile.” Without the inspiration of a charismatic
leader, morale rapidly fades.

VARGR GOVERNMENTS
Abukunpdﬁcdmapdemmmmmm
facts: first, the E and Encli are an k of

made three professions in the extents extremaely |

The first is the junk dealer, the second-hand equipment
merchant. Because Vargr companies come and go, leftover
hardware frequently floods the market. Although companies
could search for used equipment themselves, most of this
hardware is bought up by the independent dealer. In turn, the
dealer sells the used equipment to corporate interests.

The second is the scrounger. The scrounger finds things —
raw materials, high-tech products, or anything else in
demand. Excellent bargains are scattered throughout Vargr
markets, but one has to have certain skills to find them. The
scrounger supplies those skills. A company with a good
scrounger can do a lot to keep its overhead down.

The third profession — the contingency expert — fills a role
similar in some ways to the scrounger. In most cases, compa-
nies are dependent on outside materials and resources, from
raw ores to office help, As businesses come and go, so do
their Then, a contingency expert proves his worth —
he has a ready line on altematives for everything.

THE VARGR MILITARY

Varnr mlltary urnanlzaﬁons adhere to no conventions. In
dictate the compaosition,
o‘gamznlon. and usae of military units; in the Extents, no such
structures exist.

Each government has its own forces, whether the govern-
ment in question controls a world or a subsector. The most
common force types are planetary armies, space navies, and
marines — often put down as “raiders” by human soldiers.

Vargr soldiers must work around a number of difficultires.
First, officers are promoted on the basis of charisma; skill fig-

small states. Second, no typical Vargr government
exists.

Each state has its own unique ruling body and ideclogy,
separate and often different from that of its neighbors. This
should not be taken to mean that our people are incapable of
uniting. When danger threatens our race, we have no gualms
about joining forces. In better times, though, we prefer our
independence.

Several factors have contributed to the i political
state of Vargr space. First, as has been mentioned else-
where, we as a people dislike remote, abstract authority. A
government too large to effectively interact with its citizens
and make its charisma felt has no real authority. A distant
leader cannot properly exercise his charisma to direct his
subjects, and thus he quickly loses their respect.

Also, where human political dissidents might work to
reform their g Vargr dissid are more fikely to
muwduwh-mandmnﬂmrm state. Whou this isnt
possible (as in cases where a wi k
Isakoadyhpmu}momhodummsmmmom niche.

This is ible b 's spatial bound:
les mean little to us, mmpared 1o its sphere of influence.
Within the area claimed by any Vargr government, there are
bound to be many other autonomous units. These units are
not necessarily threats; rather, their existence is merely the
result of natural forces. To us, territorial borders lack the sig-
nificance humans seem to place upon them.

Perhaps one reason for this confusion about Vargr gov-
ermements is that humans expect different things from their
governments. We expect our governments to provide charis-
rn.atbludonwhamhwuchmh the populace. We expect

ures indirectly, if at all. This p an upper echak
popular, but not necessarily skilled officers.

When the plans of the less capable leaders go awry, they
are demoted for their inability, and their positions are filled by
other charismatic individuals. A certain amount of high-level
instability arises until the organization becomes "battle-
seasoned” — a condition reached when its cofficers enjcy
both popularity and exparianca.

Chansma can affect mnlllary opafamns on a lower level.
O lists with an often see room for

improvement — better pay, better rooming conditions, and so
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and fund. ntal services. On tha other hand, we
domiupor.: ictive laws or g t interf 8. A
government that steps in where i| does not belong enjoys no
popularity nor hope of continued existence.

The multitude of political bodies that thrive in the Extents
makes diplomacy a challange. Nagotiations betwean multiple
parties require many intermediaries, and a specialized 2roup
of emissaries has arisen among our people lo meet that
need. Emissaries are expressly trained in mediation of dis-
putes, and their services are now used in many areas beyond
just the realm of government.




Vargr: The Vargr Languages
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THE VARGR LANGUAGES

Of all the major races, only we Vargr display linguistic
diversity. Our language families parallel the ethnic divisions
of the Extents.

For instance, speakers of languages belonging to the
Gvegh family — Gvegh, Knithnour, and Taeksu, among
others — live along the spinward boundaries of the Extents.
Urzaeng tongues are spoken coreward of the Windhorn
Rift, while the Suedzuk and Irilitok language families are
prevalent to far trailing. Within these and other families,
dozens of dialects exist.

As the chie! means of transferring ideas between
sophonts, language is certainly important. We find it even
more useful, moreover, because we usa linguistic clues to
communicate cur personal charisma. Our languages are
spoken ditferently between speakers of different charisma,
allowing us to easily judge a speaker's charisma just by lis-
tening to him for a few moments.

In the Gvegh language, for instance, low-charisma Vargr
uses more grammatical markers and a certain word order.
High-charisma Vargr, on the other hand, may use bare root
forms of words, and they have more freedom in choosing
the structure of their sentences. =

Speakers of high charisma are consequently more gen-
eral in their speech, requiring low-charisma Vargr, to pay
closer attention to what is being said — which, of course, is
what they should do.

The desire for prominence comes into play in spasch
through delays and interruptions. A high-charisma Vargr
draws out his words, essentially demonstrating that he con-
trols his listeners’ time. H he wastes too much time, how-
ever, he will be interrupted by one of his listeners. The
interrupter then gains face at the expense of the former
speaker.

This constant verbal jousting is just one more aspect of
our race's open drive for prestige. Unlike humans, who
shamefully keep their ambitions to themsaelves, and then
sacretly hurt their fellow beings, we Vargr feel it is better to
be open and up front about it — and to borrow a human
phrase, "let the best person win."

VARGR NON-VERBAL COMMUNICATION
We also communicate in other, non-verbal ways. Like
bers of other species, body language plays an impor-
tant role in our interpersonal dealings between our fellow
Vargr.

Small cues, understandable on a near-subconscious
level, communicate our emotions and status. Peripheral sig-
nals — the posture of the body; the expression of the face;
the position, shape, and movement of the tail and ears;
even the particular scent given off — all convey useful
information.

A knowledgeable individual can determine a Vargr's state

THE GVEGH LANGUAGE

There is no "Vargr language” any more than there is a
*human language”, but some dialect of Gvegh is spoken
by about 60 per cent of the Vargr encountered in the
Spinward Marches, Deneb, Corridor, and the seciors
immediately coreward.

The word “gvegh" is a Vargr racial name meaning
Sawny" or “light brown". Many Vargr racial names are
color terms, For example, a closely related language,
Gvegh-Aek, literally means “awny-black”,

GVEGH PROVERBS

Another way 1o get a glimpse of a culture is 1o look at
some of the sayings handed down generation after gen-
eration. Gvegh is rich in the number of proverbs com-
monly used by its speakers. Most of these proverbs are
used in a high-charisma form; by this, the speaker actu-
ally relies on the high charisma of the Gvegh race as a
whole,

Gvegh: "Thursuth gha kvaekh?"
Galanglic: "Where is death not allowed to go?”

This proverb is typical of the Vargr response fo foo
many rules. Besides reminding that some events can not
be prevented by any ruls, the proverb contains a thinly
veiled threat against the listener.

Gvegh: "Ghakse faeng faeng faeng faengeg; dzedzd-
hougz faeng faeng kufaeng udheg.”

Galanglic: "A pup's ball is the pup's; a pup's teeth are
the pack’s.”

Vargr are highly individualistic, but society depends on
loyalty to a group cooperating foward certain goals. Pro-
tection of the group against outside dangers is one of
these goals.

Gvegh: "Khofaeghorz gvegh gvegh gnaedh faeng
vargr rrirg.”
Galanglic: "Vargr speech without Vargr teeth.”

This saying is used as an insult, directed toward any-
one who can not back up what he says.

Gvagh: "Aekh kfaegzoukhin kha vargr; kaeg-

of mind, personal ch , and submi or agg
tendencies simply through a few minutes of careful
observation.

in zersakh kuvargr.®

Galanglic: "A Vargr without charisma is no better than
a rock; a rock with charisma is better than an entire

This proverb points up the importance of charsma in
Vargr socisty. *

THE HISTORY OF THE VARGR RACE

The history of the Vargr people is a malleable account. Vargr historians have written and rewritten the chronicle of our
race, organizing their accounts to afnphluizn their own rulers, patrons, and individual ideals. The Vargr habit of telling and
retelling history plagues non-Vargr historians, so the following account is a simplified overview for the non-Vargr.

VARGRHISTORY

Naturally, the early history of the Vargr on Lair is incom-
plete. Records were rarely kept, as few Vargr retained literacy
from their Ancient benst; e predomi concern of
the day was survival, not scholastics. Today, we are not even
certain what continent our ancestors first inhabited, although
recent studies suggest Aerueko Fen as the most likely
candidate.

Those early Vargr were substantially different in physiclogy
{rom the Vargr of today. As they grew accustomed to the envi-
ronment of Lair, they adapted in form and aptitude. Seem-
ingly, the Ancients granted our ancastors the ability to readily
adapt, rather than giving us the pracisa qualties needed to
survive on Lair alone.

Thus from about 300,000 years ago to around 50,000 years
ago was a time of change, learning, and savagery; during that

time, our people slowly increased in number and hesitantly
explored their surroundings.

The first signs of civilization began to appear around
-50,000 (using the Imperial calendar). Up until this time, tha
Vargr hunted in small wandering packs. But as knowledge
increased and the idea of breading food animals began to take
hold, permanent settlements began to grow.

Mare pl iaties developed, still based around the
pack concept. Those small groupings, ruled by small, auto-
cratic governments, fostered the rise of a political climate that
human historians liken to that of the classical Greek city-states
of oid Terra. Thosa small govarnmants were numarc nd
fisrcely indepandant. From this era stem the legands of the
mythic princes such as Erzikh Dhadh.

Only those Vargr exposed 1o a given leader's charisma
could be expected 1o show any degree of submission. Hence,
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Vargr History in Pre-Imperial Times

circa -300,000: Vargr created by Ancients
circa -50,000: First Vargr civilization

circa 300,000: Ancients final war

circa -30,000: Legendary Vargr prince Erzikh Dhadh
-8100: Lair reaches tech level 1

-4200: Lair reaches tech level 5
-4089; First Vargr space travel
-3810: Vargr discover jump drive

-2400: Vargr pillaging of
First imperium
-1658: Sack of

primitive methods of mmuﬂmﬂoﬂ limited me range of

Vargr ambitions. Gur d d this _pydml-
oping more g L hnologi

Asb b le via radiq, televi-
sm.andmharrncans ded. Shifts in allegi

wera frequent. (While frequent shifts seem to make the aver-
age human politician uneasy — how else does one make
sure that he who leads is deserving of a leader’s charisma?)
In -4089, we first reached out into space. An unmanned
satellite launch ignited a massive contest for orbital domina-
tion among the numarous states of tha day. Manned missions

Events on the early colonies imitated those prising

L.all'l history. Most interstellar states formed, flourished, then

lined — their lead ving of any permanent,
long-range chari The few g that dto
stay in power for longer periods had their leaders’ charisma
tested by hostile groups within their borders. Only those rul-
ers that deserved to stay in power did so.

The interstellar expansion of the early explorers and mer-
chants met a barrier to trailing — the Windhorn Rift. Stars
within the Rift were too far apart to allow easy jump travel.
Although many courageous efforts were made to cross the
Ri‘l. the technology of the time was unable to meet the

Many hmnanu note that the barrier presented by the
Ak Rift was

for the Vargr people, for beyond
lhl Rift, the Ziru Sirka — the Vilani Grand Empire of Stars —
heldmy‘mqurmuidnothmfﬂummophmofth

Vilani dicated as they were to subju-

tuLalfsrnoonsand g soon followed, and
the nation of Arrd: blished h-ori i colo-
nies on Erzikh Dhadh and Foulours.

h-&aiﬁ.mum declared their independ

g the Colonial Rebellion. These colonies came to con-

trol the maiority of Arrdzafodh's spacefaring mbu!Arrd-
zalodh's military technologists — i d in g their
advantage — embarked on a line of research that culminated
mhadlsmkudiumpdﬂwh&m

Significant d promptly followed now that the
basic principles of were understood. Within two

jump physics
decades, all major states on Lair had working jump-capable
ships. Armed with this vastly superior propulsion system,
Arrdzafodh finally put down the Colonial Rebellion in -3790,
whan its navy obliterated the Erzikh Dhadh settiement.

Qur engineers ware quick to recognize the potential of jump
drive. Athough the drive was initially used just for insystem
microjumps, researchers soon discovered it could also propel
ships to nearby star systems. Once that di y was made
and a ship reached the hospitable world of Firgvaar (one par-
sec from the Kneng system), a massive number of Vargr
a:plodsd mnwn.rl:l from Lair. The Vargr Diaspora had begun.

ph p:nd d like ripples in a pond.
Waw after wave of opp lait thair h rid, moti-
vaud by the basic Valpr virtue of removing themselves from
dings. Despite the speed and range of

thla initial sums colonies were at first small and sparse.

By the time axgansion siowed around -2700 hownvor‘

gamg other races and monopohzirq the technical knowledge
of interstellar travel.

But while this was long before the a:pansbrl of humans
from Terra, the Vilani Imperium was already in a weakened
m As l.hh “grand” empire continued to decline, many of its

dmirably set out to make thair own for-
wnu. To mplhh their goals 1hay neaded military forces;

1o gain these forces, they i troops from outside the
First Imperium'’s borders.

One such governor, Tazzik Kuluunaddar, controlled parts
of both Corridor and P ctors, and was nominal ruler
of the b d. Many ians, both Vargr and

human, ldantﬂy him as the first Vilani human to have dealt
with our race. Most likely, he became aware of our people's

on his borders when irs raided his ships or
anpoﬁl Whatever the case, Kuluunaddar supplied arms
and equipmeant to a large bu.rld of Vargr corsairs, the Infaerr-
geng, whom he employed in his bid for power.

Kuluunaddar's gambit failed, but the Infaerrgeng bensfitted
nonetheless, The Vargr were now aware of the riches availa-
bla for the taking from the weak and decadent Vilani. The

initiated the plunder of outlying Vilani tarrtorias,

thesa worlds had grown into |
trade provided a new impetus for travel, athough now travel
was redirected away from and focused toward
visiting settled planets.
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lhng thmr loot on the Ziru Sirka's black market. So substan-
tial were the profits to be made in this way that our ancestors
never considered trading with the Vilani. The pathetic
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89: Imperial Antares Pacifi
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0: Third Imperium
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charisma of the rulers of the d g First Imperium i d
that little if any retribution would be executed upon our
people.

Modern historians disagree on the exact contribution our
raids made toward the Vilani fall. Human chroniclers give
prime credit to the battles fought by the expanding Terran
Confederation — but without a doubt, our own race's incur-
sions were also responsible for the Ziru Sirka's collapse.
Justly, downfall had come to the *advanced" human society
that labelled our differing race as barbarians.

While the Vilani "grand* empire

i. Blessed with charismatic management and the
resources of many former Vilani companies, it remained one
of the strongest corporations in the Rule of Man until the lat-
ter's breakup in-1776.

Scorpion was very active in world development, as conser-
vative Vilani enterp had I i many f
which the company sought to mcpbn A steady stream of
Scorpion-hired immigrants, Mponod In sumnded anima-

again surged — the second wave of our Diaspora. Oppnrtu-
nists could not overlock the wealth awaiting them on the far
side of the Windhorn Rift, and they travelled around its boun-
daries, bcnh coreward and rimward.

The migrations of the i Di lasted approxi-
mately seven centuries, beginning around -2400 and climax-
ing around -1700. During this time, new human interstellar
states arose from the ashes of the First Imperium, but these
ﬂodpinga ware easy pray for tho Vargr I!pbml. Corsairs

i these nations to by di g trade and
communications, uﬁocﬁvnlymlng anendtoc onganizmion on
an interstellar scale. No human seemed to have sufficient
charisma to gain a strong following during ﬂm era.

Here, too, the lypal pattern of was d. A

tion, p d into the | around
Antares, Mendan, and Amduk thrsmroummn

led, Vargr i Gashikan and Trenchans to settle 4 worlds. Thus,
Scorpion's actions introduced Sol i attitudes to the cul-
ture of this area.

A less charismatic force within the region were Vargr who
had first reached Mendan before the breakup of the Second
Imperium. While accounts of Vargr raiding acnvitm in naigh-
boring Windhorn and Mesh and
even fear of the Vargr among Mendan's human woflda. a
strong naval presence helped to put an end to most anti-
Vargr sentiment. Vargr immqrm wontuaﬂy boume
accepted into the
community.

In Gashikan, Vargr were even incorporated into human
p|am for ugm.th Our ancestors were given mostly

powerful corsair group would set out to raid and piundar‘
When the corsairs found a world suitable for they

ge — while the h kept the
but worlds for themselves. This was viewed by human

took it, fi g a new The [
charisma would decline, and gruups from within that commu-
nity would form their own bands and leave the world, starting
anew the fervor of Vargr expansion.

The Vargr overran many of the human communities of
Windhomn and Meshan sectors, but Mendan ascaped notice
until late in tho ornoﬂhl Fluhai Me.n At that time, the Sec-
ond | d great chari difficul-
ties, and r.ould no longer control their backwaters and
frontiers.

However, one Solomani corporation, the Scorpion Com-
pany — a company having leaders with surprisingly good
charisma for humans — want to graat lengths to protect the
political stability of M and Amduk

The Scorpion Company was an aggressive business
based at Ant. joying a vested i in the markets to

lopers as a great act of magnanimity, especially in view
of our people’s "violent” past.

This attitude among the humans of the ragm ouminuod
when the Gashikan worlds declared their indep in
-1666, establishing th ives as the E of Gashik
Vargr worlds were granted equal status in the Empire as a fur-
ther g of human g ty. In mn?x I our peo-
ple were ruthlessl il i human
business magnmu and politicians wuh equnly poor cha-
fmna.Ow\fargr" thers were d by sub-
tle reg which cond d us to lives of poverty.

Bravely, the Gashikan Vargr reballed against this oppression
in -1858. Pooling thair rescurces, they hired corsair squadrons
far protection against human naval forces. Unfortunately, the
Vargr worlds' leaders failed to have sufficient charisma, and
!hey mbdnyld by the more charismatic corsairs, who sec-
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to further their own goals.
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The corsairs antagonized the humans of the Empire in the
name of the Vargr settlers, and when retribution came, a:hn;

The Mend Carporation, an i llar trade and manu-
facturing concemn, dominated the Asimikigir cluster and
d Vargr to immi The reason, however, was

corsairs fled. The Vargr worlds were left defl
their leaders’ charisma suffered so much in the wake of this

not trus fesling for our people among the humans, but rather

turn of events that the unprepared Vargr populations were a desire for cheap labor to exploit local resources. Anti-Vargr
forced to fight alone against well-armed humans anxious to | P j f‘ ] ined until h began to see such concepts
punish them for “ingratitude.” asa to Seeing a prospect for

While the settlers fought for survival, the corsairs nqurnod

profits, charismatic leaders in the Menderes Corporation set
licies to rapidly break down anti-Vargr sentiment.

their raids. In late -1658, they %ed human

Gashikan ftsefl. The corsairs stripped the planet's naval
assets and then deployed them against the Vargr colonies,
leaving Gashikan an ling and unpi d target. The
corsairs finished off Gashikan by using nuclear weapons 10
neutralize the remaining defenses and throw the survivors
into helpless chaos. While the cities of Gashikan burned, the

corsairs landed and looted at will.
Again, the corsairs fled to enjoy their newlound wealth,
iding the terrible reprisals di d against their home-

worlds by the humans. As people on Gashikan continued to
die from radiation, famine, and disease, humans wreaked
indiscriminate vengeance on all Vargr they encountered.

The Sack of Gashikan shocked human settlements as far
rimward as Antares. Threuqro\.rl the entire area, the Gashi-

kan incident sp self-perp ing hatred and, violence
batween humans and Vargr. ¥
When Gashi .. od, it establisfied itselt

In the year 89, the coreward region came 1o the attention of
the new and expanding Third Imperium, and Emparor Artem-
sus launched the Antares Pacification Campaign. Antarean
ships, escaping into the area, carried with them a very nega-
tive view of the Imperium, including news of Imperial mistraat-
ment of Vargr. Charismatic humans spreading through the
Vargr-inhabited Carridor sector, for example, simply took
over the Vargr planets, supposedly “returning” them to Vilani
nobles wha lacked just claim to the worlds in question.

The Menderes family did not want Imperial interferenca in
their territory; and even saw the Imperium as an economic
threat. Ti bat Imperial propaganda, the charismatic Men-
deres Corporation publicized the issue of race relations,
establishing this as a cause uniting both humans and Vargr
against the Imperium. As Menderes trading ships moved
along the | ium's d frontiers, their crews cam-

as the human champion of these race wars, and used the
ongoing conflict as an excuse to elevate itself to power as
head of the Second Empire of Gashikan. The world — and
soon the entire empire — single-mindedly strove to unite the

Aand. inst the

human worlds of Gashikan and h ag

Vargr. Between fierce wars of unification, the humans pur-
sued a ruthl paign of racial ination as far as
their fleets could reach.

Unfs ly, no Vargr leaders with the charisma to meet
this challenge arose. Those Vargr that could, fled, many mov-
ing onward to ultimately settle in those areas to trailing, core-
ward, and spinward of the Two Thousand Worlds across the
Lesser Rift. Known as the Vargr Enclaves, these worlds were
cut off for centuries by the human pranroohcur:ika'nand

When the tensions finally peaked in 175 and the Julian War
broke out, the Imperium encountered a surprising amount of
! lead by chari ic leaders. Expecting to engage
one or at most two confederations at a time, the Imperium
failed 10 expect a war against large protective alliances incor-
porating multiple states. Included in these alliances wera the
states of our people — finally guided by charismatic leaders
—and aided by supplies and arms from Asimikigir.
Julian Menderes, though wealthy, initially served as an
hari ic admini within the naval acquisitions
gi of the Asimikigir g Politically minded
and gifted with keen foresight, he rose in charisma to become
Regentin 178.
Assisted by the vast corporate ruourmq‘d his family and

Mendan until near the dawn of the Third Imperi
ist sentiment was bolstered among these Vargr.
Back to spinward, the Sack of Gashikan had set the tone
for Vargr-human relations, instilling deep bitterness in both
races. The Vargr involved eamed the name Suedzuk, "Red
Vargr,” a reference both to their paft color and the blood they
shed. Race wars continued in the area for over a millennium.
Through most of the Long Night, the lack of charismatic
Vargr lead d human ination of Gashikan and
Mendan sectors. However, by Dawn, the growing number of
Vargr presented serious difficulties. Not only were there
many well-established Vargr worlds along the periphery of
this arm of human space, thera were also frequently ignored
Vargr communities on many worlds within human territory.
Tha Vargr of these communities were still treated harshly in
the Empire, if not killed outright. Many worlds enslaved Vargr.
When the hypothesis arose that Vargr were Terran canines
geneared by the Ancients, they were often given the status of
gither dang: imals or jroids. Our people thus
acquirad the stigma of being regarded as abominations — a
tremendous blow to our charismatic standing among
humans. Bigoted critics were quick o point out our “infariar-
ity whenc d to true® soph
Accer of our | heritage came more quickly
among the worlds neighboring Asimikigir, the capital of oneof
many fac duk

astens in

his ch sway, from con-
federations spanning Meshan, Mendan, and Amdukan, form-
ing the Julian Protectorate. Our people valiantly fought side-
by-side with our human allies in defense of our homeaworlds.
When victory against the Imperium was achieved in 191, a
new era in Vargr-human relations began. The ugly memories
left by the Sack of Gashikan started to fade, and mutual pros-
perity followed, encouraging an aver-increasing bond
between Vargr and humans.

Today, race ions within the P inue to be
amiable. On many worlds, Vargr and humans are completely
integrated into mixed societies, enjoying full equality and ben-
efiting from mutual interaction.

In the Imperium #tself, much progress has been made
toward improving the lot of Vargr citizens. Efsewhers, unfor-
tunately, conditions are not so good. The Suedzuk Vargr,
descendents of those who fled the reprisals following the

Sack of Gashik intain their isolat stance in the
Enclaves.
O jonal border incids still occur along the Impe-

rium's d frontier, Neverthel the Julian Protecto-
rals serves as an outstanding example of what can be
achieved when charismatic humans and others come 10
understand and welcome our people.

an Imperial human. H

Vargr who spoke in the prior section had considerable led

- VARGR: REFEREE'S SECTION

As you have seen, the prior material on the Vargr race has been presented by a series of Vargr explaining their race 1o
that section s, of course, biased toward the Vargr mindset. While we assumed the various

their concepts.

unique view of things.

ge of Imperial human culture, they are still very much Vargr in

In this saction we present "bqhmd the scenes” details the referee must know. We have organized the referee’s section as a
commentary on the prior material presented by the Vargr, thus making this information the real story behind the Vargr's

PHYSIOLOGY .

Many Imperial sophontologists and most Imperial citizens
are unaware of the vast numbers of “non-standard® Vargr
minorities within the Extents. Members of these minorities
have often been the victims of prejudice and ism. This

{foliowed, the canine desire for approval changed little, and

the trait i in the tality of modem Vargr.
Because of this, Vargr society is highly dependent on

leaders. While humans can often work effectively without

tment "1holmlb bandon their “normal® brethren

g ders, Vargr cannot, at least not for very long.
Without a leader to approve their actions, Vargr come up
against a subconscious block: a lack of approval engenders

and flee to the sp y-settled i hes of Vargr
space. Thus, Imperials rarely see Vargr who do not conf
1o the majority sterectype.

Of the few minority Vargr subspecies known to humaniti,
most humans are probably the most aware of the unusual
Urzaeng subspecies. Taller and more powerfully built than
the average human, Urzaeng Vargr are capable of holding
their own against an adult Aslan male in close combat. Orig-
inally bred by the Ancients for menial labor and guard duty,
Urzaeng typically lack the full mental faculties enjoyed by
other Vargr.

Other subspecies also exist — they are holdovers from
Ancient geneering performed on the proto-Vargr millennia
ago. The diminutive Kokasha, nearly extinct in their refuge
in Rukhs Dall, are opposites to the Urzaeng — they were
specifically geneered for enhanced mental abilities at the

The Al "

expense of their physical p g of
Ksinanirz, Nakagun of Li ya, and the Roth Thokken all
possess weird psionic talents. Of all these psionic races, the
Roth Thokken of Angfutsag are the most bizarre — all are
permanently blind from birth. These sightless, superstitious
Vargr perform frightful rituals using psionic senses unknown
1o other races.

Rarely obvious and mostly excluded from positions of
power, these special Vargr ate beings set apart. Outcast
from their fellows, they have fled to backwater districts 1o
take up lives of exile. Thus, members of many different sub-
species exist in small b d th hout the

Extents and Enclaves, awaiting discovery by

a lack of motivation to work within the group.

A leader is the hub of the pack's efforts. At a basic level,
the leader need not be any more active in his direction or
present more often than a typical human supervisor. But in
his inued ab group wanes and coopera-
tive effort braaks down — unless another leader emerges. A
leader who p a high chari can give his follow-
ors a more positive and persistent sense of direction even
over a distance. This explains the typical Vargr disregard for
distant authority — a distant authority cannot easily provide
the app | or drive ded by its folk

Humans often see Vargr as mutinous, for at best, their
loyalties are temporary and unstable. Yet, humans often dis-
regard the fact that those loyalties are exceptionally strong,
and that shifts seldom occur without cause or without warn-
ing. Vargr rarely turn against a leader. Instead, new loyalties
form over time, which eclipse and override those felt with
the current leader.

The need for a leader has the side-effect of causing the
Vargr to engage in a continuous struggle for dominance.
Observers have long noted that this is a routine element in
their oral i jon. Speaech patt reflect domii
submission, challenge, and so on. Non-Vargr often have the
idea that Vargr are all powermongers, constantly in a cut-
throat battle for prestige — which is a most inaccurate
picture.

In adapting 1o an i ingl! plex society, Vargr

sophontologists.

PSYCHOLOGY

Vargr are ty jous of chari It directly
affects how they individually interact with society; conse-
quently, charisma is a fundamaental concept in their lives.
However, few Vargr are aware that charisma is rocted in
something deeper in their subconscious — their primal
instinct for approval.

Pre-sentient canines crave approval, even more so than
do humans. In packs of wild cani bordi b
seek approval from the pack’s leader. This turns them into a
cooperative group improving their success as a spacies. As
domestic pets, the desire for approval makes them
extremely trainable and exceedingly loyal. The Ancients
sought 1o exploit these qualities, elevating Terran canines to
the status of intelligent servants. In the millennia that
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jeveloped this behavior as a means of assuring that a dafi-
nite leader will emerge in any group. A continuous testing
occurs among Vargr 1o give every member a well-defined
place within the pack and, thus a feeling of security. This is
the role of charisma, which is not the same as the personal
pursuit of power. In fact, achisving "power” for its own sake
is no more — or no less — important in Vargr society than it
is in human society.

While charisma is important to Vargr, it is not directly tied
to a Vargr's feelings of self-worth. A Vargr that loses cha-
risma as a result of infighting, say, would not be happy with
tha results, but he can quickly accept and adapt 1o the situa-
tion. A human, on the other hand, would be dealt a far
stronger amctional blow as a result of the humiliation. Still,
Vargr do fesl humiliation, as when they are demotad in 3 jcb
or make a blunder. Often a loss of charisma accompanies
this, but the loss of charisma by itself is rarely the cause of
humiliation. .
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The pack is the fundamental unit of Vargr society, even
more basic than the institutions listed by authors Oer and
UrzhpoWod:qmpl.fumliu.mIﬂawunh all can be
seen as forms of the pack. Thus, a closer look
at how the pack developed is in order.

Among the Vargr's pre-sentient ancestors, the pack struc-
1uufowadcnop¢mlmhrhuminu purposes. A pack had
to have a mink of bers both to hunt effec-
tively and to interact socially. On the other hand, it could
have no more m-wbonmmwuidbedﬁd.mlylad Also,
100 many b meant intolerabl petition.
Thus, the pack always ined a ly-sized group
of animals, efficiently organized for survival.

Pack members tended to be related, but animals from

rules of charisma, and Vargr actors will pretend their cha-
risma is whatever the play calls for. However, the actors
have great difficulty maintaining the pretense of charisma
beyond their fictional roles.

An interesting side note is that artificial techniques of sim-
ulating charisma do work. Thus, a computer generated sim-
ulation of a high-charisma personality can at times achieve
dominance in interacting with Vargr.

So far, there are no successful examples of the Vargr
l.-hq these 1oehn|quu to maintain direct control over sub-

The le of this technique’s use in
Vargr space s in the entertainment industry. The utovogh,
pioneered by Knouksarrgh Ong of Lair, has proved iisell an
explosive success and may open the door to still other
applications of these principles.

one pack mated only with members of other packs. Among
the mambem. there was a dominate pair of animals, a

of ibordi , and a number of juveniles;
bnoumcamudhduupukbm“reommkndal

wh.ntho\r‘mgrmumudmumiom their pack
et d jously, if Vargr from Pack A

mVugrﬁumkBmdgu,thomm-mid
have had widescale chaos among their new sarvants. The
proto-Vargr were given the ability to bond sodially with
members of other packs outside of mating. Thus, the way 1o
civilized society was opened for their kind.

In modem times, the “pack lity" is still an underlying
influence. In some Vargr cultures — Suedzuk ones, espe-
clally — pack membership tnmgmdknportanaa Else-
where, hiring practices reflect ancient pack fo get
hired, a Vargr needs a dation from
almdy on the inside. Applying directly on one's own merit
succeeds only when an urgent need exists for help. In
these areas and others, the significance of the pack to
Vargr society can still be seen.

VARGR COMMUNICATION
Vargtptmnbgydounmpunﬂlhm-mngcd
facial exp as that dbyh d, Vargr

mwonmn.wm.-\dmmmmm
communicate non-verbally. For this reason, Vargr are typi-
cally more demonstrative than humans.

Vargr display more of what they think and feel through
non-verbal signals as well as through speech patterns and

HISTORY

During the Ancient Period, circa -300,000, Droyne domi-

r\meﬁ lfm region of space. Most urvod the children and

of Y, ly known as the
drayunkin Odemymmnhthudmmol
Grandfather himsalf.

Yaskoydray, however, found the Droyne too complacent
1o make good assistants for many tasks. Humaniti, how-
aver, seemed much more suitable. After he adopted them,
lnd hurnm dtn'nnwaud their value as servants, the

kin began to them as well.

Stiﬂ hummaprwodmhdnpendmwmmh
cnnnnlbbcwbimw alﬂ\ouwlhqmnadﬂn
qualities he sought. Yaskoydray P
be made with Terran ! ' ting them to
o see if they might work out better as servants for his pur-
memMﬂwmpmmho so he

] Esoth, a k, to their devek

E,wm«modomhhw«mmc Knangtymm ‘There, a
large gas giant, Fyutinyu, ‘s habitable
zone. One moon, Ossobro, wuhumcwimahrrnumh
center run by Esoth, but other moons also orbited Fyutinyu.
The moons were a mix of natural satelites and bodies
moved from elsewhere in the system. Eamh'a wvam ter-
raformed each to simulate specific
in space. One such moon, Rilath, today called Lair, was
altered 1o ble Terra and lated by a few groups of

humans.

Forawhlh.ﬁ'nOuubmmardmu refined the

inflections. However, this usually takes place on a sut
scious level. Vargr are often unable to suppress these
refiexes, which sometimes makes their inner thoughts open
to public view.

To protect themselves, Vargr use other non-verbal sig-
nals as distractions. Most Vargr pick up on the distracting
signals and thus fail to notice signals that convey hints of
ancther's true feelings. In theory, a Vargr trained in non-
verbal communication could gain much by applying his skill.
Unfortunately, Vargr are very much creatures of instinct
where communication is involved. Even trunod Vuw have

a difficult time ignoring di render-
ing them no more effective than their hurlum mnmrpuu
This is especially true where ct is involved. The

rules of speech that govern which Vargr have thhor cha-
risma and which have lower are very clear. Yet, Vargr seem
unable to muster the control or “nerve™ by which they can
pretend to have higher charisma in real-life situations.

On the theatrical stage, for instance, the director — usu-
ally a high-charisma Vargr — can call a suspension 1o the

d canines in lled conditions. Later, they were
moved to Lair and allowed 10 breed without controls. After
they grew into a stable population, Grandiather began
drawing on them as a new supply of servants.

These proto-Vargr were as good as humans in many
ways, and were much more compliant. But they brought
with them too much of their pack origins. The project to use
proto-Vargr as servants was abandoned, and Y
instead turned to robots and artificial beings.

When the Final War came, Esoth and his staff were
killed. Grandfather rctated Fyutinyu and most of its moons
into a small pocket universe, but he leit Lair in orbit around
Kneng and gave it satellites of its own. Lair's inhabitants
were left without supervision or assistance. The few
humans on Lair were moved elsewhere, leaving the proto-
Vargr as the world's sole inheritors. Over the next 300,000
years, they developad in isolation. They rapidly grew accus-
bmsd to their new mwmnmam and natural processes of

ion finished the job of shaping the Vargr from where
the Ancients left off.

yaray
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While all this tock place, the early Vargr on Lair were
unaware that they were being watched. Grandfather was
fascinated by them and decided to obseve the development
of this upiifted race over the long turrrl Ucing the oqubmom
and genetic reservoirs of Ossot ants p

o= o e = LS —————— ———="]

THE TETUSU-DENE SCALE
The Tetusu-Dene scale was developed in 1109 to
@ Vargr integration into human societies. Many

an android, Ihdren-Gzal, to oversee Ihl robots, equipment,
and resources of the pocket universe. He gave lhdren-Gzal
his directives — foremast of which was “observe the Vargr
until | return® — and then Grandfather left.

From his base, secure within Fyutinyu's pocket universe,
the android kept watch over Lair. Occasionally, he sent
robotic probes through the portals on the asteroid moons.
More rarely, to assure secrecy, he used portals connecting
directly to the world's surface. Ihdren-Gzal sent periodic
reports to Grandfather, but he never received a response,

After millennia of study, the android foresaw the coming
Vargr rise into space. Aware that his Instructions specified
observation of the Vargr people and not just their home-
world, he prepared to expand his surveillance. When the
Vargr developed jump drive in -3810, he initiated his plan.
New androids, outwardly similar to modern Vargr, were

created and sent into the Extents wherever the Vargr had | may be imp
gone.
These new | Iy ble and ipped

i area pilot's guides are beginning to incorporate
the Tetusu-Dene codu Imn their worlcl Ilshngm making
this rating sy gof a L

The codes range mmugh digits 0 to 9, spanning
extrema racism (1) to full interracial harmony (9).

0: No attitude. The world or culture has no appreciable
history of contact with the Vargr, and thus no developed
opinion.

1: Actlve extermination. Driven by xenophobia, the
culture will attempt to reach beyond the bounds of its own
worlds to kill Vargr.

2: Planetary ban. Vargr are attacked and killed i
found on the world. Where political consequences are
involved, Vargr may be deported.

3: Slavery. Vargr are regarded as work animals. They
d under careful regulati
4: Nond:i‘llzana. Vargr are mnﬂmd to particular

with gear far in advance of Vlrgr t-chnobgy today watch in
ucru. Many co\mﬂy omplny Vargr agents of their own,

to them. These agents
midomoduﬂlydlhdrmh not their true purpose. At
times, some of these Vargr grow suspicious of their employ-

ers and to trate the mystery of Ihdren-Gzal's
organization. So far, all have failed,
THE LAIR SYSTEM

Besides the eight major worlds commonly known to be
orbiting Kneng, one other world and its moons lie hidden in
the system. Millennia ago, the gas giant called Fyutinyu by
the Ancients was rotated out of normal space. Soon after-
ward, Yaskoydray ignited it, enabling it to take the place of
Kneng as the system's prime luminary. Today, Fyutinyu still
l:dmhnsm&lpoduunmm surrounded by a rosstte
of its moons.

Thlpodtnumimhhkdbourunlvtmmmo‘hl

of p k d on and d Lair, One portal

mdmnnowhnlurnmuumonlmEnghmsm

several uuwrl lie dormant on Gaksadudha and other

of Lair's surf: Even now, the portals are

muloﬂally used by the inhabitants of the Fyutinyu uni-
verse and their robotic servants,

The characteristics of the hidden Fyutinyu worlds ars as

5:Limited rights. Crimes against Vargr are prose-
cuted. Vargr are given freedom of movement.

6: Citizenship. Vargr participate in government, but
are treated as a lower class.

7: Equality. Gluu distinctions are erased, afthough
social th h and Vargr continues.

B: Fermal Integration. Traditional lines of species seg-
regation are dissolved.

9: Harmonlous Integration. A dual-species culture
evolves.

THE JUGGERNAUT: HUMAN SOCIETY
Vugr don't always understand humans, any more than
always und d Vargr. The stability and anti-
mﬂydhummmehlywzzhamw\lmw it is not unu-
sual for Vargr to find the lack of frequent, marked change
in human realms a cause for concem.

This image is often permpetuated by the Vargr media.
One Vargr author described human society as "a
juggernaut with its own deep, dark schemes of unfathom-
able complexity.” Comments like this do nothing to dispel

follows: the mystique shrouding h iti in Vargr eyes.
More ly, the Oekh have bol d

Orbit Namo UWP Remarks this view. In his tirades against 1I‘|e Imperium, Oekhsos
Primary  Fyutinyu Ignited LGG Lum as G5 Vstarat 1AU | has drawn attention to humans as inscrutable agents ol a

150 Ossobro F485360-M mysterious snd deadly N

150 U H863000-0 i R

320 Alr;:r‘;; {80000 like this can only hamper human- \fargr relations, =

150 Duadbi H565000-0

150 Brudeod H995000-0

150 Ubayayl H7B2000-0

150 Efosursi HA88000-0
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VARGR CHARACTER GENERATION

Vargr characters follow the basic ch proced d in the Players’ Manual, with little modification.
V&nrchmenmpom&umocbuﬂhhumm dwadmmmaumomprﬁm Still, differences in society, psy-
chology, and physiology do impose a few ch on the ch process. ==l

mnough,‘,’ | diff - d d ity and reduced strength and end —are | the
greatest chang + g for Vargr entails their emphasis on charisma. The character uennmron rules take
into t the individual Vargr's att o his personal charisma as well as the attempts to increase his rank.

Also, because of the vacillating nature of his race, a Vargr character is free to change during ct g
whenever he wishes. This is quite different from that allowed for human ch in the Player's Manual.

INITIAL CHARACTER GENERATION And just like human characters, Vargr characters also

Six basic charac Vargr ct Five | have aftributes such as age, rank, money, skills, and

are shared with human characters: Strength, Dexterity,
Endurance, Intelligence, and Education. However, the sixth
characteristic, Charisma, is unique to Vargr,

Values for these characteristics range initially from 1 to
13. For common Vargr, Strength and Endurance are deter-
mined on throws of 2D-1. Dexterity is rolled on a 2D+2
throw. Intelligence and Education are unmodified 2D throws,
while Charisma is rolled on 1D.

Various modifications may raise characteristics 1o 15 (F),
or 18 (G) in the case of Dexterity, and even higher for Cha-
risma (which has no upper limit), Values do not drap below
1 except in cases of aging or severe inj

Urzaeng Vargr characteristics have slightly different
ranges. Strength and Endurance are rolled on 2D+2; Dexter-
ity and Intelligance become 20-1 throws.

Use the standard six-place Universal Personality Profile
format to record Vargr characteristics. As usual, for values
of 0 through 9, use the comresponding numerals; for values
of 10 to 15, use the letters A through F. For higher values,
continue to use letters sequentially, but skip the letters | and
O to avoid confusion with digits 1 and 0. Thus, the letter G
atmda!ar 15 H-tanduur 17, .Il‘llndlinl' 18, and so on.

Vargr nead names.
Create yuurown or generate one using the Vargr word gen-
eration tables.

Character Titles: Vargr do not automatically receive
noble titles as do humans of high social standing. Some
Vargr states do assign noble titles to their citizens, but they
employ no consistent system. Titles must therefore be deter-
mined on a case-by-case basis.

his ing o note, h , that a Vargr of Charisma
A+ has enough authority to assign titles — either to himself
or to others — and to make them stick.

CHARACTERISTICS
Below are the official definitions for each Vargr personal
characteristic:

Strength indicates the ability to apply physical force using
muscles.
Dextarity | coordi and the ability
10 p«"ﬂm detaflsd mamp-.daﬂnn cf objects.
ysical stamina and the ability to
continue to work over time.
Intelligence corresponds to native ability to manipulate

knowledge, apply logic, and arrive at conclusions. It corre-
sponds 1o 1Q or "raw” inteliigence.

possessions.

HOMEWORLD

Select a homeworld for the Vargr character after the six
characteristics have been determined. You can select a spe-
cific known Vargr homeworld, such as the examples given
below, or you can create a non-specific Vargr homeworld
using the homeworld generation table.

Generate non-specific homeworlds using the standard
procedures detailed in the MegaTraveller Players' Manual,
page 13. The law code and tech code columns on the Vargr
homeworld generation table given here are different from
the Players' Manual, to reflect conditions within Vargr space.
Simply roll 2D for each column of the table below, applying
appropriate DMs.

CAREER TYPES

This book introd igh
from most backgrounds.

Each career below lists certain homeworld restrictions.
The character's homeworld must meet the restrictions, or
the character cannot attempt 1o enlist in the career. The
careers (in alphabetical order) are:

Pt mr:r' A
in the organi | and
An Administrator must come from awﬂdwmapopulahon
qudeop«mdaiawcodaoiLmuw«

An influential individual with a relatively high

charisma. An aristocrat often has large amounts of ready
caah or may have useful ini!uanoe with those in power. An

ble for Vargr

| that is well-versed
of

has no h rid skill limitations.
Btrbtrlll'l' A rugged Indmdual from a primitive world.
are iship and are well-versed
in wild and L ' hnk A barbarian must

come from a world with a tech code of Pre-Ind.

Balter: An individual who prospects and mines asteroid
belts in search of mineral deposits, artifacts, or salvageabls
materials. A belter must come from a world with a tech code
of Early Stellar+.

Corsalr: A member of an independant armed fighting
band including both space transport and ground troops. A
corsair band operates as band of pirates and mercenaries,
They ti find temporary employ with govem-
ments, but they seld ap nt home. A cor-
sair must come from a world with an Early Stellar+ tech
code. Vargr from the Imperium have an additional DM-4

lied if they wish to enlist in the corsairs.

Ed Sl vl of lated g | knowl-
odga gamod in formal and Inhrmnl settings.

es the individual's force of personality
and dominance among others.
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Doclot A r.ra!nod medical pmdnbnu A doctor knows
and dical di 1. A doctor
must come from a world with atech wda of Indust+,

-by a Vargr government or other concern. The fragmentary
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Vargr: Career Types

Star- VARGR HOMEWORLD DESCRIP"HON CODES
Die port Size Atmos Hydro Popul Law Code Tech Code
2 A Asteroid Vacuum  DesertWorld LowPop  NolLaw Pre-Industrial
3 A Smal Vacuum  DesertWorld LowPop  Lowlaw  Industrial
4 A Smal Thin Dry World Mod Pop  LowLlaw  Industrial
5 A Smal Thin Dry World Mod Pop  Low Law  Pre-Stellar
6 A Smal Standard WetWorld ModPop  ModLlaw  Pre-Stellar
7 B Medium Standard WetWorld ModPop ModLaw  Early Stellar
8 B Medium Standard WetWorld HighPop ModLaw  Early Stellar
9 B Medium Dense WetWorld  HighPop  ModLaw  Avg Stellar
10 C lLarge Dense WetWorld  HighPop  Mod Law  Avg Stellar
11 C Large Exotic Wet World High Pop  High Law  Awg Stellar
12 D-X Large Exotic Water World  High Pop  Ext Law High Stellar
on D-X: DMs: DMs: DMs: DMs:
Roll 1D; Asteroid, -9 Small, -2 Low Pop, -1 Starport A, +3
1-3=D Small, -2 Large, +2 High Pop, +1 Starport B, +2
4-5«E Large, +2 Starport C, +1
=X Starport X, -2
SOMETYPICAL VARGR HOMEWORLDS Asteroid, +1
Hommliwenmp{ualulﬂVqumm Water World, +1
I.alrthsmr} The foster homeworid of the Vargr and mm :,12
ﬁﬁtﬂtl’w HiL‘:{ﬂHSW Iy Ran - Neg (Zso Kieng GrllohhSle.
uzan
Asimikigir (Amdukan Sidnn Capital of the Julian thdn- trial world of the Jarrgh Subh.u" ata, SWMBMQ:(D”::
rate, phn-; d by h and Vargr. Stapot A, Atm, Dry World, Hi Pop, Low Law, Avg Stel
o Sho Donslllm WetWorld, Hi Pop, Mod Law, Hi Stsllar, l[l..lllmn Sector): A Vargr advance military
An Imperial client stale overunby  base "colonized” . Starport A, Large Size,
Vargr corsairs. &lr;onc Madium Size, Standard Atm, Wet World, Enﬁc.l\ﬁll thWﬂlId.HndPop NDLJI! ElrlySUIt
MndPﬂpHLlqu—Shlx,- AN r): Capital of the Jihad of Faarz-
IQIo(SachlyofEl‘:.m}"‘ B_‘c‘wﬁ:uro?n‘m ﬁﬁdg”ﬂumMFumzm Starport B,
WetWorld, Hi Pop, Mod Law, Avg Stellar. " Swlr. i o

“.

Emi y: An individual b .

or arbitrator

oy

fleet. Regard ~~a;.

nature of Vargr society | imuru a need for intermediaries
who can assist in h Such individuals must
m-fmsmrld*ilhmhduﬂn&uﬂuﬁ;uﬂa
Low+ law level.

Eprur. An individual whd spends a large par of their
time g other star sy and worlds, often as the
part of an d team. An exp must come from a
world with a tech code of Early Stellar+.

Hunter: An individual who tracks and hunts animals for
profit. A hunter becomes able about the less
urban aspects of visiting alien worlds. A hunter can come
from any world with an atmosphere of Thin+.

Law Enf A ber of the law enf; t branch
of the local government. A law enforcer tends to have good
Investigate skills. A law enforcer must come from a world
with a tech code of Indust+.

Leader: A charismatic individual in a management or
executive capacity within an Vargr government, organiza-
tion, or group. A leader has useful influence, interpersonal
abilities, and stature among other Vargr. A leader must
come from a world with a tech code of Indust+,

Lonar: A self-refiant Vargr who works alone. A loner may
be an independent adventurer, or may perform some othar
l‘unc!lerl A loner must come from an Early Stellar+ wrld

Me T A ber of the ial ent
Merchants crew anything from the lone ship of an indepen-
dent free trader to the muftitude of vessels in a vast
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assured of seeing a variety of camuu passengers,
jobs types. A merchant comes from an Early Slallan-md\
code world. Vargr from the Imperium have an additional
DM-2 applied if they wish to enlist in the merchants.

Militia: A member of a local armed fighting force. A mem-
ber of a militia deals with minor actions on planetary
surfaces, large battles, and extended campaigns. Some ex-
militia soldiers go on to y work. A militia character
must come from a world with a Pre-Stellar+ tech code.

Nn\rr A member d a local \I"argr interstellar space fleet

ible for the space b the stars. Such
fleats protect society from lawl I like
and hostile foreign powers. A navy character must come
from a Pre-Stellars world.

Ralder: A member of a local armed fighting force camied
aboard starships. A raider fights corsair pirates by performing
boarding actions in space, defends starports and local navy
bases, and supplements soldier ground forces. A raider char-
acter ba come from a world with a Pre-Stellar+ tech code.

Rogue: A member of the criminal pack element, who Is
familiar with the more rough aspects of society. A rogue
tends to be good at circumventing local law, although a
rogue also tends to have a lower charisma. A rogue must
come from a world with a tech code of Industs.

Sclantlst: An indeuaI who has been trahod nn 1od|no-
logical and h A h
tions into materials, situations, and p A ntist
must come from a world with a tech code of Pre-Stellar+.




Vargr: Acquiring Skills and Expertise Digest Group Publications
ACQUIRING SKILLS AND EXPERTISE Skills are acquired as in standard MegaTraveller charac-
Enlistment for a Vargr character works exactly as | ter generation. Initial acquisition gives a character one level
described in the MegaTraveller Players’ Manual. A Vargr | in the skill; subsequent acquisitions grant additional levels.
character can enlist in any career not prohibited by home- Cascade skills must be chosen when they are acquired.
world restrictions. Homeworld restrictions on skills — namely, tech level and

If the character fails his enlistment attempt, he has been law level restrictions — still apply, and players must roll 7+
rajected and must submit to the draft. Draftees, remember, | on 2D for their characters to bypass them. Corsairs law
cannot be commissioned in their first term of service. If they | enforcers, loners, and rogues may select weapon skills one

list, they do b eligible for ¢ ission in subse- law code lower than their homeworld's code, however.
quent terms. There are three changes to the standard skill list: Brawl-

Vargr enlist in a career at age 18, just like ing skill is replaced by Infighting skill, the new cascade skill
humans. The only exception to this is the bar- group Military Med is introduced, and a new skill unique to
barian career, which starts with the charac- 4\ Vargr has been added: Scrounging skill. ;
ter at age 14. i@ Infighting: Infighting skill is substituted for Brawling skill

Terms of Service: Once entered into in all Vargr hand-lo-hand combat tasks. The skill
a career, Vargr embark on a four- year
term of service, as do humans.

Default Skills: Some characters
receive level-0 default skils. See the
character generation tables.

Survival: Survival works exactly as
it does for humans, see the Mega-
Traveller Players' Manual for
details.

[ Issl P tions,
and Success: Most careers
have a commission/position
throw.

All characters also roll for
success each term. Suc-
cess provides increases in
both rank and charisma;
failure brings demotion,
loss of charisma, and

allows surrender by an
individual losing a Jfight it both individuals
have infighting skill. § The surrender is
@ given by simply ';..,‘ quitting the fight

and going limp; the B b4 winner automatic-
ally accepts the J
winner's cha-
the loser's,

Infighting skill also

% ' surrender. Hf the
risma is lower than
the two exchange
charisma (but a
charisma change may
not exceed plus or
minus 3).
The use of Infighting skill is
governed by the same combat
rules as brawling skill.
Military Med (Cascade: Foren-
slc, Medical, Recon, or Survival):

possible discharge. The individual is skilled in a medical-
To attempt suc- i i d skill ly acquired in a Vargr

cess, the must roll military organization.

ZDmﬂuMsum table. Scrounging (Serves as: Streetwise minus

1, Broker minus 1): The individual is skilled in
the art of finding and locating things — raw
materials, high-tech products, or whatever.

Scrounging skill typically applies 1o locating
used or second-hand items, though not always.

High throws bring positive
results to the charac-
ter; low throws are =
negative in ef-fect. A
character is efigible for one success

—

roll per term. S ——— Scrounging skill is not skill in thievery. The

Beiters, Doctors, Hunters, Loners, individual is simply very good at negotiating a
Rog Exph Scientists, and bargain or convincing others that he or she
Emissaries do not operate on a sy of rank. They can- really needs the item more than the owner does.

In any event, the scrounger typically aquires the item
with the owner's full knowledgs.
This skill is similar to both streetwise and broker. Street-
and discharges. wise skill deals with finding one's way around in an unfamil-
Special Duty: Works just as in the Players’ Manual, lar subculture, and broker skill involves understanding the
Skilis and Training: Skills are acquired in each term of | finer points of bargaining for goods — “horse trading®, if you

not be commissioned; therefore they cannot be promoted.
These characters still roll on the success table, however,
applying all non-rank eff iLe. chari modificati

service, just as for humans. C , caraer will. S ging skill gives the character experience span-
and special duty all affect the number of skills recaived. ning bothof these areas.
Note that the fourth table for each career is available only Reenlist Ch are g lly free to end char-

The tables pro- acter generation and enter the game whenever they
choose, but they must roll a reenlistment roll to insure they
are not forced to reenlist in that career another term. Vargr
described in the basic MegaTraveller rules. characters are also free to hop from career to career during
Remember that characters receive Mwo extra skills character generation, unlike humans.
(instead of just one extra skill) if they exceed the commis- It a character wishes to remain in his current career, he
sion roll or special duty roll by 4 or more. Characters also | must achieve the stated reeniistment throw. If the character
receive one extra skill when they have a modified roll of 8or | fails a reenlistment roll, he is forced to muster out into the
more on the success table, and two extra skills with a mod- | game. If the roll is a 12, the character must reenlist whether
fied roll of 12 or more on the success table. he wants to or not. This mandatory reenlistment is the

1o high-charisma (Charisma 8+) ch
vide both skills and characteristic adjustments.
pd ke primratbs

exactly as
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Vargr: Aging and Anagathics

reason characters wishing to leave the service must also
roll for reenlistment.

Retirement: A character may retire any time after comp-
leting his fifth term, just as do humans. Retirement usually
provides the character with a certain amount of annual
retirement pay in addition to regular mustering out benefits,

The of this pay depends on the ch ‘s length
of sarvice. Loners and barbarians, however, cannot draw
retirament pay.

Mustering Out: When a character leaves his career, he
becomes eligible for mustering out benefits, as explained in
the Players' M: . The p d are identical to those
for human characters.

Some additional die modifiers apply. Characters with
Jack-of-all-trades skill may add +1 to their rolls on the mate-
rial benefits table, as may ch with prospecting skill
on the cash table.

Two new mustering out benefits exist for Vargr: Medallion
and Instruments.

A medallion is an award given to an administrator for his
or her years of faithful service.

Instruments are a benefit given to Vargr doctors, and
allows the doctor 2DxCr1,000 for assembling a medical kit.

Characters may consult the cash benefits table up to

three times. No limit exists on rolls on the material benefits
table.
Retirement Pay: Retirement pay equals Cr2000 times
the number of terms served, just as for humans. However,
a Vargr character must roll 4+ on 2D each year to avoid los-
ing this pay. If this roll fails, the organization he retired from
no longer exists or has decided no longer to pay.

Other benefits consist of high, middle, and low passages,
cash allowances, characteristic increases, weapons, and
starships. These benefits are identical to those described in
the Player's Manual, except in the case of starships.

A Corsair result means the character owns a Type VP
Vargr corsair.

A Seeker result gives the character possession of a Type
VJ Vargr seeker, a ship suited for asteroid mining.

A Trader result indicates the character owns a Type VA
Vargr trader, a common cargo vessel.

A Starship result means the character is free 1o select
any vessal they like that is under 400 tons displacement.

These ships are fully paid for, but the character becomes

UNIQUELY VARGR PROFESSIONS

g | subcateg of professi et
among the Vargr. Here we deal with how certain of those
beategories can be achieved through judici PR

of de skills during ch g jon.

The Second-Hand Marchant: The interstallar version of
the second-hand equipment merchant (or junk dealer)
begins as a Merchant character. Scrounging skill is
required, as is a solid level of Trader and Admin (at least a
level 2 perferred in each). With this array of skills, the Vargr
Merchant character is well equipped for life as a second-
hand merchant on the interstellar level.

The S ger: The ger profession can come
from any career, as long as the character has a Scrounging
skill level of 4 or more. As a side note, Imperial characters
may find a Vargr scrounger rounds out the group nicely.

The Contingency Expert: A contingency expert, of
course, has a ready line on altenatives for everything. An
intelligence of 10 or better, and an education of 10 or better
gives a character the initial assets he or she should have to
be a success as a contingency expert. Other useful skills
include Admin, Broker, Legal, and Trader. A minimum of
level 2 is preferred in all these skills, with a level 4 in Broker
particularly valuable.

VARGR ARCHETYPES

Four basic archetypes figure in Vargr legends. They
serve as excellent examples of the basic Vargr personali-
ties and aims.

The first is the taker, the Vargr interested primarily in
material gain. Scroungers often exhibit the taker's charac-
teristic traits.

The empire builder, on the other hand, is more interested
in obtaining power. His goals revolve around securing the
loyalty of other Vargr.

The paranoid, the third archetyps, is too suspicious to
readily accept either wealth or fealty. Ever conscious of the

hanging Vargr nature, this loner fears betrayal and conse-

ible for all operating exp All these I
are described in depth elsewhere in this book.
AGING AND ANAGATHICS

As previously staled, each full term adds four years to a
character's age. As with humans, when a Vargr character
reaches age 34 (end of term four), aging comes into play.

Anagathics can offset the effects of age, but at significant
monetary cost. Anagathic regimens and their effects are
more fully described on page 16 of the Players' Manual,

Thers are no signifi diff b Vargr and
human anagathics other than the fact that anagathics syn-
thesized for one race have no healthiul effect on members
of the other.

quently trusts no one.

The prince personifias the fourth type, the natural leader.
Eminently charismatic, adored by his subordinates, the
prince exists to lead his pack 1o success in all endeavors, «
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PRIOR SERVICE TABLE . Personal Development Table
gl s " Prckar P - Law Enforcer Emissary  Exph s o ik il
Enlistment 5+ %+ 54 7+ 6+ 6+ 1 Physi Physical’  Physical  Physical®  Physical’  Physical® i
DM+1#  Sw10+  Int8s  Dex6s  Int6s St7+  End10e 2 w0 4D aiDex 41D OeT 1D oo ok adeetnl
- 3 + Mental* M ’
"““i "": dsty o DM 21t End6s St End5+  StrB+ Dex9+  Sir8+ S e M v:gar \‘.*LE-M ;_prd incustrial .. WHIVeho
ote: Enissaries and @xpioens Dra 1 2 3 4 5 ] 5 Mixed Cbt* Mixed Cot*  Mixed Cbt* Mixed Cot'  Monta®  Maental® iy Lotz
recaive two skils 6 Physical . . R .
f the throw (ncluding DMs) for Sunival 5. 6+ 5 7+ 5+ 5+ e wom AR G G S G Gun Cbt wh"'.’\'?.'f.ﬁ
* commission, promotion, or ”n;:dn DM +2it Str5+ End8+ EduB+  End9+ Dex 8+ End 8+ 2. Service Skills Table 5 Avarage Stallar ....... Computer-0
duty is 4 or greater than the red i = Militia Raider lavy Law Enforcer Emissary Explorer
ifvow, then two skils are received Commission 30+ 9 = o = = 1 Vehicle ATVH ATVt Strestwise  Mental’  Grav Veh High Stellar g:pm»g
insteadofone. DM 41 ChaB+ Edu7+ End7+  Int7+ - - 2 VaccSuit  VaccSut  GravVeh  Vehicle® VaccSut  Vace Suit ety
g : y 3 Infighting  Mixed Cbl*  Space" Inborn® Vehicle®  Space® Vace Su
MUSTER OUT BENEFITS 500 Table 4 BladeCot" Blade Cbi®  Mixed Cbt* Mixed Cot*  Vehicle®  Mechanical . Vace Suit-0
Pertermol service .. 2 DM+1if Edu 9+ Soc8+ Edu7+ Int B+ Edu 8+ Edu 8+ 5 Gun Cbt* Gun Cbt* GunChbt*  PBlade Cbt*  Vice® El : ... Vace Sut-0
firank10r 2 ... DM +1 if ChaB+ Cha6+ Cha6+  Chabs+ Cha6+  Chat+ 5 Special Cbi* Special Cbt* Special Cbt* Gun Cot*  Mixed Cbt*  Inborn* Vace Suit-0
Hrank30f 4 ..
trarkSor 6 Special Duty 6+ 4 6 4 6+ 6+ 3. Education Table
Benefits Table: DM+1 if rank 5 or Miltia 2 Navy Law Enforcer Emissary  Explorer RANK AND SERVICE SKILLS
6. Also DM+1if Jack-O-Tskill. Reenlist 6+ 6+ 7+ 3+ 6+ 6+ ; ¥$ﬁ: ¥ohdo‘ ¥nh'|:!e' Vice® Streetwise  Vehicle® Miiitia s Cbt Rflmn-1
Cash Table:OM+1 If retired. Also o0 oy g s this table for each term of service. The reenlistment roll is required aven i 3 Electronics cht* e Tectics r s ol Agitia | Mixed Cot-1
DM+1 if Gambling skill or Prospect o - o 4oes not intend to reenlist: a roll of 12 exactly is mandatory reenlistment Spachs 1% coms Cot; | Erwitony Liaison El Fakiar Mixed Cbt-1
ingian. DMs on enlistm % are cumuistive | the cb has the y s. Al rolls ; ¥”"“ -y "F‘m o t““d o mm“" ﬁ%:mgu Spocie ﬁ""'c.' u.mmm.m: e
THE Dnu-'rm i except the draft are on 2D. 6 Miltary Med® Military Med® Military Med* MM rri Mm":y T nsam MCimd_ L::v__ o +1 Ch:
‘When an enlistment - 7
o, e hencher T o 10 TABLE OF RANKS 4. High ( Tee ubowes onw o i with Charisma 8+) it e gy 4
the draft. The draft provides enlist- Militia Raider Navy Law Enforcer Emissary  Explorer Militia aider 1 Navy Law Enforcer Emissary  Explorer (o111 prm—— .. Admin-
ment into one of the organized ser- Rank 1 Lieutenant  Lieutenant Ensign Corporal 3= I 1 Special Cbt* Special Cbt® Space Tech® Legal Academic®  Exploratory” 2% Enf Commissioner.... Liaison-1
vices: Militia (1), Raider (2),Navy (3), Rank 2 oo et = 2 Tactics Tactics Tactics Forensic Liaison Space* o —
Law Enforcer (4), Emissary (5), or Seaptan Coptaby ‘Lo 3 Inbom Technical"  Inborn®  Interview  Space SpaceTech® E*P ploratory-1
Explorer (6). Rank 3 Major Force Cmdr Lt Cmdr Lieutenant ——— —_— 4 Gun Cbt* Inborn® Technical® Economic®  +1Cha Technical®
Rank4 LtColonel LtColonel Commander Detective  —— — 5 +1Cha +1 Cha +1Cha Inborn’ +1Cha Inborn®
g:.ucc:.s:mual.z Rank§ Colonel Colonel ~ Captain  Chief — - 6 Interperson’  Interperson®  Interperson* Interperson*  Interperson* Interperson®  RETIREMENT AND PENSIONS
o i o - el ! - J A character .
2- Discharge with -2 Cha Rank 6 General Brigadier  Admiral Commissioner Indicates a cascade skill; must immediately select a single skill from list of cascade skills. (or later) 1emmm;:n'2 |
3 Discharge with -1 Cha Thinablawwulrmulrank(unh}lla issi ll{ ived, and sub: nt ranks CASCADE SKILLS LIST after out.
4 Promoted 1 rank (ranks 2 to B) as p Emi and explorers do not have Academic: Admin, History, Linguistics, Py o, Sclence”, +1 Edu allows a
5 Noeffect ranks, commissions, of pmrnutlom‘ Aircraft: Lighter-than-air, Prop-driven, Jet-driven, Helicopter. - the mbap::t‘ :nm: simo -
6 No effect Biade Cbt: Small Bladet, Large Bladet, Axet, Foll, Polearmt, or Cudgel. Each h
Economic: Admin, Broker, Legal, Scrounging, Trader. year, the character must
7 No effect MUSTERING OUT TABLES Exploratory: Pilot, Sensor Op, Survey, Survival, Vace Sult, Vehicle® roll 4+ on 2D to continue receiving
8 Promoted 1 rank Die Roll Benefits Table Gun Cbt: Handgunt, Laser Weaponst, Riflemant, Neural Weapans, Sholgunt, Smg. the pension (this reflects the varia- |
9 Promoted 1 rank 1 Low Psg LowPsg LowPsg Low Psg LowPsg LowPsg Gunnery: Turet Weapons, Spinal Weapons, Screens. ble nature of organizations in the
10 xm;m‘:“'“'cg‘ 2 1 Int +2int 2t +1 Int +210nt +21nt Mﬂtmhﬂm Blade Cbt*, Gun Cbt’, +1 Str, +1 End. Vargr Extents).
1" ranks, +1 Cha s Admin, , Liasdn, U Steward, Anagathics: Term
3  42Edu +1 Edu +2 Edu +1 Edu +1 Edu +2 Edu Inbom: Artisan, t ‘erms (during char-
12+ Promoted 2 ranks, +2 Cha Fa Waaeoat Weap Forensio it Wese Wese. ww;ﬁm‘wmmT Tactics, Leader. t‘f"tf‘:"“m“’rm‘d“'*‘
L L L Military Forensic, Medical, Recon, Survival s anagathics may not be
AGING TABLE 5 Mid Psg HighPsg  High Psg Weapon HighPsg  Weapon Physical: +1 Str, +1 Dex, +1 End. counted toward retirement pay.
Loss (Saving Thow)  Endof 8 High Psg HighPsg HighPsg  Weapon +1Cha Scout Shp Space: Engineering, Navigation, Pilot, Sensor Op, Shlps Boat, Vace Sult, Zero- Environ.
;r f{g‘] _@1 1?;5 Ly T-'T 7 +1Cha +2Cha  +1Cha High Psgx2 — —_— gm?ﬂr Floot Tactcs, Gunneryt, Sensor Op, Siip Tactcs
® A7 A6 A0e — &  Characters with rank 5 or 6 or Jack-O-T skill may add +1 to their rolls on this table. Wea- SpocialCot: 8101, Cot cummr Do g
@ A9 464 A — & pon benefits must be declared immediately, additional benefits of weapon may be T s F‘G‘f“' Mc"m"“m’“ﬂm Hig Env, Stoalth, Survival, Zero-g Env.
46 A[s) -A(6+) 17+) — 7 asskillinaweapon of the type previously taken. Vahicle: »nrr Grav Belt, am vm. Ships Boat, Tracked Vehicle, Watercralt”, Wheeled Vehicle
50 A -0 @) — 8 Vice: Bibery; Disguise, . Intrusk
54 -1(8+) -1(7+) -18+) — 9 Die Roll Cash Table (in credits) L 1, Wi Small Wi &t Sobrorsibi
58 -84 -1(7+) -1B84) — 10 1 1,000 2,000 1,000 1,000 10,000 5,000 +indicates an included skill. Induded
62 -1(B+) -1(7+) 1B+ — N 2 5,000 5,000 5,000 2,000 20,000 10,000 ATV: Includes skill in wheeled mﬁt:md vehicke,
66+ 204 2B+) 204) 184 12 53 40000 5,000 5,000 5,000 30000 20,000 Aecladudes sidl In hand axe and betle ame.
ENLISTMENT RESTRICTIONS 4 10000 10000 10,000 7,500 40,000 30,000 y M"’"‘"" e oL o e, B SO LAGLACTY e guans e ’ )
Milita .... .Pre-Stellars 5 10,000 20,000 20,000 10,000 40,000 50,000 : Includes skill in auto pistol, gauss pistol, ravolver, body pistol, and snub pistol, o ne;
..Pre-Stallar+ 6 20,000 30,000 50,000 25,000 50,000 70,000 Eo"fﬂ Weapons: indudes skill in all PGMP and FGMP weapons.,
PreStelars 7 30000 40000 50000 50,000 50000 90,000 L""m MICRKIGE S48 . SR, claliais, aid biomciitord
. Industrial+ mllpml‘lndudusldlhhurmknlmm , and laser pistol.
“-industrials  Amounts shown are in credits (Cr). No more than thres rolis may be mada an this tabls. e Iy Ty I ool
Individ auto rifle.
Low Law+ ls with G: g skill, Prospecting skill, or who have retired receive a DM of +1 on Shotgun: Includes skill in shotgun and aulo sholgun.
... Earty-Steilar+ the cash table.

.WM Includes skill in dagger and blade.
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1. Personal Development Table DEFAULT SKILLS
PRIOR SERVICE TABLE Administrator Doctor Loner Aristocrat  Scientist  Leader Characters recaive default skills
Administrator Doctor Loner Aristocrat  Sclentist  Leader 1 +1End +1Str Physical* Physical* +18tr Physical® for their homeworld tech codes and
5+ 9+ T+ (special) 6+ T+ 2 +1Edu +1 Dex +1 Dex +1 Dex +1 Dex Physical® careers:
Edu 8+ Int 8+ Edu7+ — Int 9+ Int 10+ 3 Mental’ +1 End +1End +1End +1End Physical* . Whi Veh-0
Str 8- Dex7+  Chats — Edu10+ End9+ 4 Infighting Mental® +11Int Vice* Mental* Vice*
5 +1Dex +1 Edu Vice* Mixed Cbt* Interperson® Mental®
; 4 5+ 4 4 5+ Is-n- 6 Inbom" +1Cha -1 Cha Mental® Inborn® Mixed Cbt*
tists, and leaders receive two skills DM +2 if Edu 10+ Int 8+ Chag+ — Edu 9+ nt 9+ 2. Service Skilla Table Rbuioge ol ... Comeitor®
pertermof service. OMs) for Posiion B — - 6+ — - Administrator Doctor Loner Aristocrat ~ Scientist  Leader Grav Veh-0
W the thow (nckaing B DMs1#  Cha+ =5 = Edugs — = 1 Mixed Cbt*®  +1Dex Mixed Cbt* Mixed Cbt* Mixed Cbt* Mixed Cbt®  High Stellar............ Computer-0
commission, promotion, mwm T 2 Vehicle® Technical®  Vehicle* Vehicle® Vehicle® Vehicle® Grav Veh-0
duty is 4 or greater ol s 00 Table 3 Infighting Medical Gun Cbt* Environ® Technical® Infighting
required throw, then two e npatif Int 9+ Edu10+  Int9+ Int 10+ Edu9+  End 10+ 4 Inbom" Vice' Exploratory® Vice® Inborn® Vice®
received instead of one. DM +1 if Cha 8+ Cha 7+ Chad4+ ChaB+ ChaS+  ChaBs 5 Vehicle® Medical Zoro-G Env  +1 Dex Space Tech® Leader RANK AND SERVICE SKILLS
MUSTER OUT BENEFITS . 6 Economic®  Blade Cbt* Prospecting Academic®  Environ® Academic®  Admini Admin-1
Special Duty 6+ 6+ [ 4 6+ 6+ ... Adn
Pertermof service .. o 3. Education Table b 1
frank1or2 ... Reenlist 5+ 4e 5+ 3+ 5+ &+ Administrator Doctor Loner Aristocrat  Scientist  Leader
:ﬁgu ; 1 Recruiting uoelul Vehicle* Space® Iéwl\mlul Spag;‘
i Ch use this table for each term of service. The reenlistment roll is required even if 2 Vehicle® edical Exploratory* Ship's Boat Electronics  +1 Cha
Benefits Table: DM+ i rank 5 o yar doas not intend to reeniist: a roll of 12 exactly is mandatory reenlistment. 3 Liaison Science® Vice* Vehicle® Technical® P o
or6. Also DM+1 if Jack-O-Tskill. DMs on enl ¢ ark inthve I the ch T tha Y aitrib Flr gation Technical®  Technical' Navigati L ol
Cash Table: DM+1 il retired. &3 5 | " Mochasical Academic® Space Tech* Science®  Gun Cof'
Also DM+1 if Gambling skill or 6 Academic®  Academic® Inborn® Academic® Academic®  Environ®
Prmapaciing s, ; . e 4. High Charlsma Table (allowed only for ch with Charisma 84) i s bt A
ARISTOCRATS RANK Administrator Doctor Loner Aristocrat Scientist Leadsr (o later) term is considerd retired
A character is automatically eli- Administrator  Doctor Loner Aristocrat  Scientist  Leader 1 Economic®  Medical Mental® Leader Sclence®  Exploratory’ L 0 B . Retirement
gible for the Aristocrat career if his Rank 1 Clerk — o = Knight Y i 2 Admin Stence” kbomr | Aced e Acad ic*"Economic” llhwsapon::n of Cr1,000 times
Charismals 10+. Rank2 Supervisor = == Baron = P, 3 Inbomn’ Technical Technical®  Inborn' Mental* Inborn pragdi il saﬂ;d
& Agst = Marquis — _— 4 Computer  Mental® Space Tech® Inbom® Inborn* Technical® 2
SUCCESS TABLE Rank Mgr = 5 Leader Academic® Space’  Leader Academic*  Leader Each year, the character must
Die Result Rank 4 Manager _— —_— Count —_— ——— 6 Interperson® Interperson® Vice® Interp * Academic® | - m:‘-l- on 2%:'00!11#\“ mﬂg
2- Discharge with -2 Cha Rank§ Execuive  —— = Duke — — el LR Al pension (this reflects ¢ a-
3  Discharge with -1 Cha Rank 6 Director S — Archduke — S—— s‘ m:“-"'"“ y select a single skill from list of cascade skills. ::;mm d)ﬂraanlzmm in the
; ::mlmnk This table indicates initial rank (rank 1) if a ission is ived, and bsequent ranks :.w“i: g.,muhsmmJ guistics, P jon, Sclance”, +1 Edu Anagathics: Terms (during char-
(ranks 2 to 6) as promotions are received. Doctors, loners, scientists, and leaders do not Aireraft: Lighter-than-air, Prop-driven, Jet-driven, Helicopter. acter generation) in which a charac-
6 Noeffect have ranks, positions, or promotions. Animal Handling: guardhunting beasts, falconry, equestrian, herding. ter takes anagathics may not be
7 No effect Blade Cbt: Small Bladet, Large Bladet, Axet, Foll, Polearmt, or Cudgel. countid Soviad itiremard pay:
8 Promoted 1 rank MUSTERING OUT TABLES Economic: Admin, Broker, Legal, Scrounging, Trader.
romoted 1 rank hle Environ: animal handling®, archalc wpns®, high-G hunting, recon, survival, stealth.
9 P cna  DRFS Benelits Table Pilot, Prospecti Op, Survey, Survival, Vace Suit, Vehicle®
10 Promoted 1 rank, +1 1 LowPsg Low Psg Low Psg lowPsg LowPsg LowPsg Gun Cbt: Handgunt, Laser Weaponst, Riflemant, Neural Weapons, Shotgunt, Smg.
1 Pmnoudgm\n.ﬂg 2 Mid Psg +1 Edu +1Int HighPsg MidPsg  +1Int mes&’wcw Somess.
12+ Promoted 2 ranks, +2 e +2 Edu Weapon Weapon  HighPsg +1Edu hﬁﬁﬂm:m'm gl ,
AGING TABLE 4  Medallion Weapon Weapon Waapon Hand Comp Weapon Inbom: , Carousing, Instruction, Jack-O-T, Tactics, Leader.
Loss (Saving Throw)  Endof 5§ — Instruments  Mid Psg High Psgx2 Weapon  Weapon wmuhiré: Eﬁsm et
Age St Dex End It Tem 6 HghPsg  MidPsg  MidPsg  HighPsgx4 +1Cha  +1Cha Sclonce: o edical;
34 A7) 16 -17H — 4 7 +1 Cha _— Starship Starship Starship  Starship Spm:m Navigation, Pllot, Sonwogp &ln_rs Boat, Vace Suit, Zero-g Environ,
) = 5 Characters with rank 5 or 6 or Jack-O-T skillmay add +1 fo ther rols on this table. Wea- o e, Crevticn; Voo Sull
A8 =18y (). = pon benefits must be declared immediately, additional benefits of weapon may ba declared Technical: C tons, C , Gravith , Sensor
46 74 A6 0D — T odillina of the type previously taken. Vehicle: Aircraft”, Grav Belt, Grav Vehicle, Ships Boat, Tracked Vehicle, Watercraft’, Wheeled Vehicle
50 -1(8+) -1(7+) -185) — 8 * Vice: Bribery, Disguise, Forgery. ling, | , Sorounging, Str
54 ABY) AT @) — O pio Rol Cash Table (in credits) ; . o
58 -1(84) -1(74) 1B+ — 10 1 iy 2,000 — 10,000 1,000 —
s B e e S L D 5,000 = 20,000 2,000 5,000
; ; Axe: Includes skill In hand axe and battle axe.
3 10,000 5,000 10,000 50,000 5000 10,000 Cht Rifleman: Includes skil in carbine, rifls, assault rile, LAG, ACR, and gass rifie.
4 10,000 10,000 10,000 75,000 10,000 20,000 : e ', finiock muskat, p i P ovir, p jon rifle
5 40,000 20,000 30,000 100,000 20,000 40,000 pistol, revolver, body pistol, and snub pistol.
[ 40,000 30,000 50,000 200,000 30,000 50,000 .
. 7 80,000 40,000 100,000 500,000 40,000 80,000
- Eary Stellar+ 5 15 shown are In credits (Cr). No more than three rolis may be made on this table. Alfleman: i e, and auko. e
Pre-Stellar+  ndiiduals with Gambling skill, Pi i ,skll.urwhuhmramdrmmaoudnon Shotgun: Includes skifl in shotgun and auto shotgun.
.....Industriale  the cash table. .jmmsm:mmmﬂmmumm_ | ]
1
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-TI. Personal Development Table | |
Men Belter

i ——————

BASIC SKILL ELIGIBILITY PRIOR SERVICE TABLE DEFAI.ILT SKILLS
Forinitialtermofservice... Morchant . Befter ~ Corsair  Rogue  Hunter eVt Fogue Hunter Barbari ive defaul skils
" .‘ sy i Ee 5 6+ 6e 9 54 1 P:‘IYDS:HJ' Physical Physical® Physical® Physical Physical® fgr‘h.]f mﬂw tech codes and
Uponreceivingcommission .....1 DM+1d  Dex 8+ Dex9+ End9+ Cha8-  Dex10+ End9+ . o= ] e Ho o . +1Dex +1 Dex
Uponreceivingpromoton ......1 DM 42t 8+ it8+  Dex7s End7+ End%+  Str10s R e it e Yo i N Tt
Uponrecsiving special duy........ 5 Vice® Mixed Cbt*  Mixed Cot* M .
_andhunt- Sunal 4 9+ 6+ T+ 6+ 6+ : x ixed Cbt*  Gun Cbt Physical®
ors vocohre s el por emat OM+2¥ ot 9 (terms)  EndS+  Int9+  Sr10+ S8+ § GunCb*  VaccSut  +1Cha  Camousing BladeCot MixedCor o olafon
SRS Position Te o, ' 6+ 1R | 2. Service Sklills Table : Average Stellar ....... Computer-0
W 1hc m ncludi DMs 1,, 7 e » e Merchant Baitar Corsair Rogue Hunter Barbarian Grav V
(i na ) for DM 41 if Int 8+ Cha7+  EduS+ 1 Vehicle* Space* Vehicle® Mixed Cbt*  Mixed Cbt*  Mixed Cbt* High Stellar.............. com,t.‘"?ﬁ
duly s 4 = P 1hu| the S soe S Table 2 VaccSut  Zero-G E.mr Vace Sutt  Gun Cbt* Gun Cbt* Infighting Grav Veh-0
required throw, then two skills are DM +1il  Int8+ it10+  IntB+  Int9%  End10+ Int6e+ 3 Dopetr Smie. M Dknalon | Enew | DledeOue
Tecaled inatead HONS. DM +1if Cha 7+ End 9+ ChaS+  Str8+ Int10+  Cha 6+ 5 Space Cbt" ﬁmﬁ Blade Cbt*  +1 Edu Hunting Arch Wpn*  RANK AND SERVICE SKILLS
Special Duty 4+ 7+ 5+ S+ 6+ T+ 6 GunCbt® Space* Cbi* Vehicle® Vehicle® Mbad Cot - e 5
MUSTER OUT BENEFITS 15t Off Pilot-1
Reeni 6 6+ 50 54 6e 3. Education Table Belter (1st term)........... Vace Suit-1
Pertermof service ...... eenlist 4 Merchant  Belter Corsair Rogue Hunter Barbarian ~ Behter (3rd term) ........ Zero-g Env-1
Hrank 100 2 cooevvssessens f
1 Mechanical  Sh pace* . anical Corsair Lisutenant......
Krank3or 4 Ch use this table for each term of service. The reenlistment roll is required even if Al stk th'.m g’m‘s s m, g;:thmnh :rn"!:'gcbf‘ Iy Ship's Boat-1
lirank5or 6 3 ch does not Intend to reenlist: a roll of 12 exactly is mandatory reenlistment. 3 Space” Electronics  Inborn® Streetwise  Technical®  Environ®
Benefits Table: DM+1 frank 5  DMs on enlistment are cumulative if the ch has the y 4 Space Tech® Prospecting Technical® Inbom® Computer  Environ®
or6, Also DM+ 1 if Jack-O-T skill. 5 Technical* Exploratory® Space® * Environ* Vice*
Cash Table: DM+1 it  retired. " 6 Academic®  Space' Space Cbt* Tactics Economic*  ArchWpn'
Also DM+1 if Gambling skill or J DBLE CERAISD 4. High Charisma Table (allowsd only for ch with Charisma 84) RETIREMENT AND PENSIONS
Prospecting skill. Merchant Belter i Rogue A character who completes a fifth
Mearchant Baiter Corsair Rogua Hunter Barbarian ! D " L Hunter Barbarian fad
1 Economic' Medical  Ship Tactics Medical  Medical  Medical {0, imiav) torm is conaidersd retved
SUCCESS TABLE Rank 1 4th Officer ~ — Lieutenant o Brave 2 Economic  Space' +1Cha Vice* Technical | after out. Reti
Die Result Rank 2 3rd Officer _ Force Leadr — _— Warrior 3 Inbom® Space Tech* Inborn* Vice* Hunting Inborn® allows a pmalon of Cr1 000 times
z Discharge with -2 Cha Rank3 2nd Officer ~— Staff Major —— — Leader 4 Academic’  Technical®  Vice® Inborn* Inborn® Environ® the number of terms served. Bar-
Discharge with -1 Cha Rank4 1stOfficer —— Group Leadr —— — Chieftain 5 Exploratory*  Inborn® Space* Inborn* Exploratory* Tactics barians do not get retiremant pay.
4 Promoted 1 rank Rank5 Captain L Commodons e Chief 6 Space* Space Tech* Inborn* Technical®  Academic® | Each year, the character must
S Naatort Rank8 — = Leadsr — <108 Eidor “Indicates a cascade skill; must immediately seiect a single kil from list of cascade skils. [on ot z%h";f’"n”““’h"“m
7  No effect This table indicates initial rank (rank 1) f a commission s received, and subsequent ranks CASCADE SKILLS LIST ble nature of organizations in the
& K (ranks 2 to B) as promations are received. Belters, rogues, and hunters do not have ranks, Academic: Admin, , Ling P lon, Sclence”, +1 Edu Vargr Extents).
8 Promoted 1 ran a Alrcraft: Lighter-than-air, Prop-driven,
9  Promoted 1 rank positions, or promotions. ‘Animal Handling: guardunting beats, fah ; sl Anagathics: Terms (during char-
10 Promoted 1 rank, +1 Cha Archale Wpns: blowgun, bola, b 3 :-ﬂ"!'! . acter generation) in which a charac-
MUSTERING OUT TABLES Blade Cbt: Small Bladet, Large Bladet, Axet, E ter takes anagathics may not be
11 Promoted 2 ranks, +1 Cha 4 T pmin i " , Foll, Polearmt, or Cudgel, " ay
12+ Promoted 2 ranks, +2 Cha  Die Floll Benelits Table s Lo, ST T B Courted loward retimaiant p4y.
1 LowPsg LowPsg LowPsg LlowPsg LowPsg LowPsg o P B e G e, . ot sl ot
AGING TABLE i +1 ;1:‘ ;-J Int :; ;‘d Low Psg :th;g xm Gun Cbt: ioocy I..nol'sd 2 Hhmm'l‘,‘ i , Sl'lln. IMPERIAL VARGR
1 u Mid Gunnary: Weapons, Screens, i it
Low (Bavieg Throw) _Godtof. 5 £1 08 e e e e s b it sen Mixed Cor: Infghiing, Bade i, Gun GO +1 St, 41 End. Imperial Vargr have an additional
Age Str Dex End Int Term eapon 'eapol ke Sy Lo > oo hmﬂ . Intarview, um‘m_ DM-4 applied if they wish 1o eniist
34 AT B ATH — 4 5  Weapon High Psg ap: ap ap ap: , Instruction, Jack-O-T, Tactics, Laader. in the Corsairs.
38 A4 B AT — 5 6  HighPsg Seeker Weapon HighPsg  Weapon Mid Psg m“'ﬂhf *1,‘;;1‘56& LR Imperial Vargr have an additional
42 A7) A(B+) A[TH) — 6 7 Trader _— Corsair Starship Starship  High Psg w’ o ’ Nmm Piot, DM-2 applied if they wish o enlist
: Sensor Op, sup- Boat, Vace Suit, Zero-g Environ.
% 109 16 109 — 7 Charactrs i rank 5 o 6 o Jack-O-T kil may add +1 o haf rolls onthis table. Woa: Wg*"::ﬂ; . Sensor Op, S the Msrchane.
F A(7+) - == pon benefits must be declared immediately, additional benefits of weapon may be declared Spare St
54 -1Bs) A(7s) 1(89) — 9 as skill in a weapon of the type previously taken. Spocal Cot: 81 Drs, CbtEng, CtRiimrt, D""“-F"“""' M“&“"‘-""m . Hi-eng Wpnst, Hig Env, Siealth, Sunvival, Zero-g Env.
58 -1(8+) A1(74) 184 — 10 \
62 -1(8+) -1(7+) -18¢) — 11 Die Roll Cash Table (in credits)
86+ -2(8+) -2(B+) -2(8+) -184) 12 1 1,000 —_ 1,000 —_ 1,000 —_
2 1,000 — 1,000 J— 1,000 —_
3 1,000 1,000 10,000 10,000 5,000 1,000
4 20,000 10,000 10,000 10,000 5,000 2,000
5 20,000 100,000 30,000 50,000 10,000 3,000 -
6 20,000 100,000 30,000 100,000 100,000 4,000
7 30,000 100,000 50,000 100,000 100,000 5,000
Amounts shown are in credits (Cr). No more than three rolls may be made on this table.
mhriduah'bv:!;m Gambling skill, Prospecting skill, or who have retired receive a DM of +1 on \:
cash table. ; l
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ROLEPLAYING VARGR

Wi 1 beat around the bush — adding aliens to a session complicates your job as referee. You have to leam new rules
whid: mm their actions. You have to understand their behavior 1o roleplay them properly as NPCs. You have leam to think
like them before you can predict how they'll react to a given situation. If it's so much troubla, why bother incorporating aliens

" into your MegaTraveller sessions?

4 g ; i hinaasns
There are a number of good reasons for putting in aliens. First, MegaTravaller is a science fiction game, and nothing cof
vwa:ho flavor of science fiction better than aliens. Without aliens, yourhgam can seem :F be little more than ech 7 with

hips.” if your players can' tell Lair's capital city from their real world home town, something is wrong. ;
“:ﬁsert&. nbuv?can be a new experience for players. No matter how long they p!aLy MegaTraveller, your players will always

dalinhHul

know more about humans than about Vargr or Aslan. Thus, aliens provide an stable source of dalig prises for
Wm.:n:gnﬁzumma come challenges — the stuff of memorable adventures. Your players may have excellent meth-
ods of dealing with officious Imperial bureaucrats, but put them up against a haughty Vargr administrator and his aides, and
they'll have to improvise. Details which never deserve a second thought when dealing with humans take on new significance
when aliens come onto the scene. A routine job — otherwise boring and unimportant — can sasily be complicated and enliv-
ned by the addition of an alien or two. '

.Tukh:loruumph.lhumlﬂrildmlubnulh'owlodmhlod-pomhﬁmwmldm“ han seclor. A y has just
been hard hit by a natural disaster and Is sorely in need of medical assi i the ity was a human settiement, the
job would be dull: drop off medical supplies, providéqirst aid to injured locals, and arrange transportation for critical casualties
— not too exciting an assignment. : . . N

But with an g\?q?uun Vargr community, the job qlickly becomes more difficult. The Vargr still need assistance, but their
pride may move them 1o refuse help from humans. Now, negotiation becomes crucial. Unfriendly Vargr may hinder the char-
acters’ efforts, even to the point of th ing viol Are the ch skilled gh to deal with such a situation? Do
they know the best approaches to make in their p Is to the ity's leaders? A routine, uninteresting job has now
become an exciting jaunt into the realm of alien interaction. .

Have we wnvinol]:u you yet? Try an adventure with Vargr, whether player characters or NPCs. Your extra effort will soon
show itself in added player i and more anjoy for all.

But the question remains — how do you go about refereeing Vargr in MegaTraveller?

VARGR AS NON-PLAYER CHARACTERS

VARGR SETTINGS
Before your players are ready for Vargr characters, they

Good stories have four, sometimes five elements: setting,
character, plot, emotion, and — in some cases — theme. nmwmmmmqumhm,mmm
Setting is the most basic, and it should be integral to the to do this is for them to see Vargr in action. Thus, the ball
tale. falls into your court — you should incorporate some Vargr

If your story coukd as easily take place on Lair as on | NPCs into your games. Even when your players play Vargr,
Viand, it lacks a definite setting, and is therefore incomplete. | there will still be a need for developed Vargr NPCs, unless
A definite setting adds a great deal of color both to stories | your campaign is set outside Vargr space.
and scenarios — It forms the backdrop against which the MegaTraveller NPCs can be divided into four types:
action takes place. Often, it sets the story’s tone and even | gyiras, allies, trouble-makers, and patrons. Let's see how

define its characters. Vargr fit into each of these roles.
Hence, the setting should never be overlooked. Vargr set- Extras: These are the unimg NPCs regularly
tings are no exception. d by the ad fing party. Store clerks, hired

A typical Vargr locale is to a human an unrestrained,
chaotic place. Harsh voices fill the air — a chorus of barks,
growls, and guttural words. Vargr of every size and color
watch as individuals settle their differances either verbally or
in close combat Behind them flamboyantly ornamented
buildings rise, painted in garish colors. Obviously, a Vargr
backdrop can be almost as exciting as an actual adventure
in human environs.

You can easily use this to your advantage. Although Vargr
wouldn blink an eye in such surroundings, human charac-
ters will almost cenainly be put on their guard. Feelings of
tension, even fear, can be evoked through carsful descrip-
tion of 2 Vargr setting.

And #f your players' characters are Vargr, the sefting
should retain its novelty and color. You should heip them to
relax and to realize their characters blend into the picture —
but that doesnt change the fact that a Vargr setting is a very
lively place.

thugs, and people on the street belong to this group. Extras
usually remain nameless; they serve their purpose and
quickly disappear. The characters never get a chance to
know them well, and usually, there isn't much to know.

Vargr extras are easy to handle. They sfill sall things,
assault people, or pass the characters by; they just do so as
Vargr. Extras are practically paris of the setting. Vargr
extras may stand out, but they still have little character of
their own. Such NPCs are most useful for reminding the
players they are not on twentieth century Earth. Look! There
goas an alien....

Allles: Similar to extras, allies assist the characters in a
variety of ways, but they have much more personaiity. Some
allies may provide inf jon; others, ded skills or
equipment. Whatever the case, allies have names and lives
of their awn. The characters can get to know these NPCs; in
fact, they can feel the NPCs are people they can rely on.
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Vargr: Roleplaying Example One

VARGR ROLEPLAYING EXAMPLE ONE
DZOFININ ACTION

Dzofin is an Irilitok Vargr from Ozuvon (Amdukan 1015
A5236B8-C) in the Julian Protectorate. He's an sxpk
for-hire, a line of work that requires combat, academic, and

skills. Dzofin often finds himself in exciting sit-

uations In the course of his job. This situation takes place

itside the H k Ci ctive in 1118, when Dzofin
served as the guard to an archeological expedition.

The bark awakened Dzofin. He leapt up from the floor

1o express thoughts, they still bark, growl, howl, and whim-
per, much as a human might yell or mumble assent, Barks
like Ugong's are alarms or challenges.

Also notice Dzofin crouched as he left his tent. Some
Vargr, when concantrating, especially in the midst of com-
bat or other action, typically drop to a crouch. This makes
you harder to notice and a smaller target.

At first finding no sign of intrusion, Dzofin growls, "Noth-

his tent and shook his fur. Grabbing his rifle and bi lars,
he plunged ide. Crouching, he made his way to the
camp sansor panel. In the background, outstanding among
the jungle noises, Ugong's second bark abruptly cut off,

The perimeter sensors were a ring of infrared beams pro-
Jected around the camp. Whenever a beam was broken, its
receptor sent out an alarm signal. Dzofin checked the
status display, but the ported no | So
much for the sensors, he thought.

Ugong usually slept by the air/raft, which sat parked at
the far end of the campsite. Dzofin raised his binccs,
switched them to LI mode, and scanned the area around
the vehicle. "Nothing,” he growled. "Absolutely nothing.”

Dzofin started to lower the binoculars, but a faint odor,

gely familiar, d him to hesitate. There are other
Vargr here, he realized. Vargr that don't smell right.

Raising the binocs for a second look around the camp,
Dzofin tried IR mode. A cursory scan of the jungle's edge
near the airfraft showed him the bright beams of the
peri And there, stepping over the beam, was
a small, poorly contrasted figure.

The beams were invisible. Dzofin knew that. Without IR-
sensitive gear, there was no way anyone could spot the
sensor ring. But here was someone deliberately avoidi
the b { As Dzofin watched in disbelief, & d figure
axited the jungle growth and made its way past the sensors.

Both figures quickly disappeared behind the air/raft, but
Dzofin feared they were sneaking up on the other sleeping

heologists. Dzofin dropped the binocs, loudly barked an
alarm to his packmates, and set off at a fast sprint.

Crossing the compound with gauss rifle ready, Dzofin
leaned up against the hard cover of the weather-beaten air/
raft. Panting in the hot night, he rounded tha corner, coming
out where the two figures he had spotted should be. A burst
of automatic fire sprayed f i from Dzofin's rifle as his
finger pressed the trigger.

There was no one there. Where could the two figures be?
Dzofin let off the trigger and rolled back behind the air/raft's
side. His ears cocked, alert; he thought he could hear
Ganggan and Farrg stumbling from their tent across the
clearing. Dzofin listened closer, but a multi-voiced keening
howl arose ahead, drowning out the sounds of his friends.

He couldn heip but think of the stories he'd heard on
Uengu. The Roth Thokken were legend in these parts. A
f cult of blind minority Vargr, they were rumored to
p peculi hol And he did see
the intruders stepping over the sensor beams, which no
one should be able to see...

All Dzofin knew for sure was that strangers ware about,
and they definitaly werent ies. He trusted that
Ganggan and Farrg would submit to his leadership: the two
ware scholars, not scouts. But Dzofin must make sure the
other two did not panic, otherwise, they all could get killed.

Analysis: What have we seen? First off, the scientist
Ugong barks. Athough the Vargr have complex languages

. Absolutely nothing.” Growls like that signal aggression,
whaether they're expressed with or without words,

Dzofin does manage to catch a whitf of the intruders’
scent. In the midst of a tropical jungle, almost swollen with
plant and animal life, picking out such a scent would he
impossible for a human. Dzofin notices it without undue
effort.

Finally having found at least two of the attackers, Dzofin
moves out, barking an alarm. Vargr are heavy users of war
cries, derived from their forbears' barks. Such cries are
intended to both confuse and frighten the enemy, as well as
gather other Vargr for the attack.

Why did Dzofin bark an alarm, effectively calling for help,
then set off by himself to confront the intruders? A .
his chari: was involved. Confronting a group of
unknown hostile Vargr by oneself takes courage (good for
increasing charisma). But Dzofin is not stupid — he called
for help from his comrades (good for keeping his charisma
intact, just in case there is trouble). But he then immediataly
emphasized his bravery by pressing on without waiting
(again, good for increasing charisma).

After his quick sprint across the compound, Dzofin pants
to cool off. Vargr, like all Terran canines, don't sweat. This
can sometimes interfere with speech, but evidently the trait
didn't bother the Ancients enough to correct it.

Once by the side of the air/raft, Dzofin immediately tums
the comer and fires before ducking back under cover, A
human might have checked to make sure no friendly forces
were in the line of fire; Dzofin acted as a Vargr, in the way
humans often perceive as impulsive. But by Dzofin's way of
thinking, he merely took a calculated risk — the benefits of
stopping the intruders outweighed the chance of injuring
one of his friends.

Seeing no one as he fired, Dzofin pauses again to listen.
Notice how he's used several senses in the last few

i H primarily d d on sight; they use hear-
ing to only a limited extent. Vargr use their eyes, ears, and
noses in concert, which halps them to be more alert to their
surroundings.

Dzofin briefly wonders about the intruders’ identity,
remembering tales he's heard of the deadly Roth Thokken
sect. The Roth Thokken have roughly the same reputation
among modem Vargr as the Thuggee cultists had among
humans of pre-spacellight Terra.

Managing to dismiss his fears, at least for the moment,
Dzofin worries about two of his academic colleagues:
Ganggan and Farrg. Unexperienced in combat, the two
might panic, but Dzofin hopes they'll recognize his leader-
ship (p ial ch i ) underthe
and act accordingly.

Dzofin made it through this experience, incidentally. His
suspicions were confirmed, for the intruders were indeed
Roth Thokken. But thanks to his quick action, he, Ganggan,
and Famrg escaped.
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Vargr allies take more work to develop than exiras.
Where i's easy to say, "The store clerk steps out from the
back of the shop; surprisingly, he's a Vargr,” you can just
say "This Vargr is going to follow your group through the
rest of the adventure.” He needs a name, a background,
and enough depth to make him seem real to the players. As
an alien, these details will be harder to come by.

Time spent developing a Vargr ally will prove worthwhile,
though. Through this regular contact, the characters wil
interact with and learmn about a Vargr; the players will begin
to understand this fascinating race.

The ally probably offers the best opportunity for character
interaction with Vargr, because his friendship with the party
gives him a reason to stay in the story. The players, like
their characters, will want to get to know him personally.
That's th
ing they wouldn
do with an
enemy and someth-
ing they wouldn? get (
a chance to do with .

a patron.

The third class of
NPC is the trouble-
maker. Basically, he's
the opposite of the
ally. A trouble-maker
actively hinders the
characters’ efforts,
whether as a rival or
actual enemy. While

detailed, the focus is on
background and motiva-
tion rather than
personality.

Vargr trouble-
makers can be inter-
esting because they'll oppose the char-
acters for unique reasons. A Vargr might see a chance for
increased charisma # he foils the characters’ plans; a

have

may differ; so will his methods of dealing with employses. A
ot of infighting — verbal, financial, and physical — goes on
among Vargr of importance, and this may work its way

down 1o the characters’ level.

All in all, the chief benefit of Vargr NPCs is their novelty.
Regardless of the ch ' race or races, dealing with ali-
ens always Is enjoyable and thought-provoking, assuming

you, as referee, do your job right.

A word of caution is in order. Baefore trying to roleplay
Vargr, be sure that you're familiar with the material elsawhere
in this book. Always try to
stay in character,

merely humans in

dog suits, of
cookie-cutter Vargr
that all act like rash
fools, your players cant help
but get the wrong idea.

VARGR AS PLAYER CHARACTERS
Once your players adopt Vargr char-
acters, your game enters a whole new
. dimension. The game's enjoyment
potential increases, but so does your respon-

.
7. sibility. Not only do you have to realistically roleplay
/f 4, Vargr characters, you have to make sure your players
o }’/mdoing the same.

At times, a player may slip out of character. It's your
responsibility to point this out, but make sure you do so
tactfully. Blunt statements — "You cant do thal® —
should be used sparingly, Simple queries — "Do you think
your character would really act that way?" — are often just
as effective, and they spare the player's feelings. Admoni-
tions — A Vargr might be more likely to act like this® — are
another possibility.
You might also try requiring players to use the Vargr
ction table. i your players are new to roleplaying Vargr,

human simply wouldn care. Perhaps the ch

offended the Vargr's pride, and he takes a strong dislike 1o
them. Whatever the situation, an alien can make a complex
and surprising opponent.

Patrons: The last type of NPC is the patron, one of the
comerstones ol MegaTraveller adventuring. The patron
sals the characters on a task. He may offer some assis-
tance, or he may just promise a reward i the task is com-
pleted. Either way, the patron provides direction to the

Patrons can be imp al holok | ads or detailed
NPCs. Ads and rumors are fairly simple, being of the
*CrS5,000 reward offered for lost pet” variety. NPC patrons
require more work, but they may not ever coms in contact
with the characters. A patren could be a wealthy, reciusive
aristocrat who sends his instructions to the party via elec-
tronic mail. A patron's goals must always be defined; further
details must be developed as needs dictate.

A Vargr patron can be especially interesting. Working for
him wonl always be like working for a human. His goals

the table gives them a basis from which thay can extrapo-
late. As they grow more accustomed to the ways Vargr
react, they can dispense with the table and decide things
themsalves.

Why is it s0 important to make sure your gaming group
roleplays aliens properly? if they don't do so, aliens become
nothing more than furry humans. And if the aliens in your
game also act like humans, then why have aliens in the
game in the first place? Aliens can add a lot of science fic-
tion flavor to a game, but only #f they're truly alien.

And since you are the referee, you're in charge of the
game. t's partly your responsibility to make sure evaryone
has fun. if your players actually like aliens that act like
humans, fine. But you could be missing out on a ot of fun.

Also, aliens that are truly alien add significant long-term
intarest to your sessions. Think of how long it would take
you to learn everything about a previously unknown human
culture and its history, Quite a while, right? The same
potantial for prolonged interest exists with alien races. Your
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VARGR ROLEPLAYING EXAMPLETWO
DZOFIN AND A PUZZLE

We have seen Dzofin, the Iritok Vargr from Ozuven, in
action. This situation is a jon of wie one, where
Dzofin escaped the Roth Thoken. Later in the week, Dzofin
faced another dilemma.

It was raining when they first reached the ruins — eight Vargr
and three humans. Once there had been nine Vargr, but Ugong
was gone now. Dzofin reflected upon his passing. After five
days, Ugong's death at the hands of the Roth Thokken still
weighed heavy upon his mind. The dagger wound in his shoul-
der bothered him, too.

Now, the ruins stood before him. Dzofin's thoughts tumed to
the ancient civilization which had built these monolithic struc-
tures. An insignificant race calling themssives the Upir Cusur
had once lived here before their extinction. While they never
discovered jump drive and never reached beyond a handful of

systems, they were d to have loped practical gra-
vitic communicators.
That was what the archeological team here — what

brought Ugong here — and what cost Ugong his life.

Dr. Anin's voice brought Dzofin out of his concantration. The
chief archeologist wanted the team's members to spiit up and
“fisicwalk® the area. Dzofin knew that this was standard prac-
tice: take an initial tour of the site on foot, just to see what could
ba seen before excavations wera started.

So the party left the landing site to look around as instructed.
Dzofin led a human archeologist named Sinnic, and
the pair set off toward an angular stone structure to the
northeast.

The building was in good shape considering its age — at
|east three millennia had passed since the collapse of the Upir
Cusuri tion for L The ruins here looked
1o be oider than the time of the collapse.

Dzofin and Sinnic skirted the building's edge, and found an

o g y. Brushing away creepers and under-
growth, Sinnic stepped through the arch — and vanished!

Dzofin ly dove through the g y in an attempt to
help the human, and landed roughly on a rubble-strewn ledge.

Dzofin pulled out a handlight. Before him on the ground was
a large square hole, its mouth overgrown with vegetation. The
narrow ledge on which he stood surrounded the hole on three
sides; on the fourth side was the arched gateway through which
he had come. Bayond the ledgé rose sheer stone walls. "A lift
shaft of some sort,” Dzofin guesséd.

, Dzofin shone his light down info the shaft hole.
"Sinnic” he called.

Waakly, from far below.

"Dzofin! | think | broke my arm — or badly sprained it, at least.
I'm up to my elbows in something — maybe a fungus of some
sort. Wh itls, there's ing moving around in it. You
have to get me out of herel™

Dzofin was stumped. He had some cable with him, but he
doubted if he could pull Sinnic out; the burly human weighed at
least ten kilos more than he did. He could go for help, but what-
ever was at the bottom of the shaft might eat the archeclogist
before he retumed with the others. And with a broken arm, he
doubted if Sinnic could pull himsaelf out.

Dzofin considered the equipment he had with him. Besides
the cable, he had a pair of binoculars, his rifle, a machete, and
an electronic match. He had no communicator — funding for
the expedition had been scant, and Individual radios had baen
i inted in favor of vehich d units in the air/rafts.
After @ momant's thought, Dzofin had an idea. He jumped
across the shaft through the arch back into the dayfig

turned on the match 1o its ultrahot setting. While the device®
heating element warmed up, Dmlnwmommdm:
cable to the rifle. When the knot was sound, he applied the
match, melting the knot into a single plastesl mass, secure
around the rifle’s centerpoint.

Holding on to the cable's free end, Dzofin lowered the rifle
and cable down the shaft. When Sinnic caught hold of it, Dzofin
Instructed him to use the rifle as a seat.

Cuickly timming some axcess slack cable with the match,
Dzofin tied the cable's newly sheared end to the macheta's hilt.
Again, ha melted the knot with the maich, thereby securing the
cable 1o the blade.

Then, after finding a couple of nearby trees against which to
brace himself, Dzofin called 1o his friend. "Ready, Sinnic?*

Sinnlc weakly gave his assent. Fest braced, Dzofin started to
draw up the slack in the cable. When he ran out of slack, his
muscles strained as he fought to pull Sinnic from the bottom of
the shaft.

Having made a litle headway, Dzofin thrust the machete
blade into the dirt. He was a bit surprised when it heid, but ha
checked to make sure Sinnic was still on the improvised seat at
the cable's other end.

Dzofin rested for a moment, but then braced himself farther
from the entrance and started to pull again. Half-meter by half-
Wmmbmsmmummam

depths.

*“I'm clear!” Sinnic finally called from down in the pit.

Dzofin panted in exhaustion. "'l go get help,” he yelled, mak-
ing a final check of the machete's soundness. “Just hang on
down there.”

Analysis: Vargr change their loyalties more frequently than

perhaps, but their loyalties are no less strong. At the
beginning of this episode, we see Dzofin brooding over
Ugong's death. Vargr can be sent J, 100; their interp:
sonal relationships mean a lot to them, brief or not.

MNotice that the team is lured by profit rather
than curiosity. Their goal is to find the secret of the legendary
Upir Cusuri gravitic i Vargr are g lly more
profit-minded than humans.

Dzofin sets out with Sinnic, a human, to fleldwalk the ruins.
Within the Jullan Protectorate mixed-race friendships are com-
mon. Vargr and humans can and do work together closely and
successtully,

The ypical Vargr “Impulsh, " b evident
once again when Dzofin leaps after the vanished Sinnic. This
“leap bafore you look™ synd seems foolhardy to h ,
:::Vqr,ﬂi:nﬂylmwdhermw;msigﬁngmo

‘When faced with a problem, Dzofin — like most Vargr — pre-
fers 1o solve It through immediate personal action. The Vargr
charisma-oriented mindset says that waiting, pondering, or del-
egating tasks to others are actions best kept as the altemative
rather than the first choice.

So by bracing himself against two trees, Dzofin managed to
wmlnmmn-qnnmnwm
ers, Vargr ly have well-developed leg jes; if they
can bring them to bear, they can partially compensate for their
lack of upper-body strength.

Thus, we've seen how Vargr are creatures of action, even
whaen facing probi iring as much intellig as brawn.
Here again, charisma has entered the picture, and Dzofin

Fumbiing with the plastesl cable, rifie, and machets, he

h 1o take action in order to maintain his status in the eyes
of his coll 3.0

79



* Aot ailod

Vargr; Creating Vargr Adventures

Digest Group Publications

players will never know everything there is to know about
the Vargr, making for years of interesting possibilities.

it your Vargr behave fike humans, though, your players
hmmmwhmmnhomthcm.hhmmwt
like humans are not fascinating; any d b fit-

i
erally skin-deep. Superficial afiens might even be a symp-1°

1om of a superficial game, and superficial games often fail
to maintain player interest. On the other hand, a wall-

paign can prove

interesting and onbyl;bll f;vr years.

Similarly, Vargr are not so inconsistent that they lack
judgment. While some degres of change and

instability is to be expected, individuals are not so wvacillat-
ing that they act capriciously or make decisions based only
on whim, Vargr are no less (and no more) capable than
their human counterparts.

The characteristic Vargr chaos becomes more appropriate

as you view things on a larger and larger scale. At higher lev-
ols, things do tend 1o break down and rearganize on a fre-

quent basis. Thus, characters

=t em-ployed by a
CREATING VARGR — major com ti
ADVENTURES .~ may find that thair

When creating scen-
arios involving Vargr

this; one of them is
the traditional Trav-
eller  technique: the

than anyone else quali-
fied for the job. Among
members of a single
race, it's possible that the patron
could be a character's relative. They might have worked
together previously. They might be from the same world.
Other elements of their backg i might coincide. Obvi-
ously, a ber of plausibl axist.

But what about mixed-race employment? Why would a
humans hire Vargr, or vice versa? Humans often hire Vargr
becausa of the latter's malleable loyalties, A human patron
can easily make it worth a Vargr group's while to follow him
rather than some other leader. Vargr groups can easily be
played off against one another, putting to use the race's
contentious nature.

Vargr hire humans for the opposite reason. While racial
pride usually insists that Vargr can do jobs better than
humans, Vargr can always use hirelings whose loyalty is

d. To Vargr, h seem almost immune to defec-
tion — something that can rarely be said about Vargr. Thus,
in situations requiring long-term steadfast loyalty, human
employees are a viable option.

Once past this initial hurdle, you can move on to detailing
the body of the adventure. Just about anything that can be
said about writing adventures in general applies here.
When writing specifically for Vargr characters, there are a
few additional points to keep in mind, however.

First, remember that Vargr — and other aliens, as well —
are alien, but not stupid. Although they may do things differ-
ently and for different reasons, they are not idiots. They are
every bit as intelligent as h that intelligence is just

d in ways don always think makes sense.
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superiors have
moved on, along
= with  their pay-

’chm, Be careful that events of this sort do not hap-

pen too often — things like this tend to aggravate

players and i used too much detract from the fun of the
rather than add to the challenge.

All sorts of adventure ideas are scattered throughout the
Vargr section of this book. What bizarre Vargr subspecies
wait 1o be encountered? What profitable finds wait to be dis-
covered in the ruins of some long-dead Vargr culture? What
free loot can be had by taking advantage of human weak-
ness during the Rebellion? Does Yaskoydray have further
plans for the Vargr? These and other tems should suggest
innumerable scenarios.
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VARGR ROLEPLAYING EXAMPLE THREE
DZOFIN NEGOTIATES

We have seen the inlitok Vargr Dzofin in action (example one)
and waiched .‘tn::m.mrw‘ Yo two). This iast example,

a g in one and
Iwo, takes place a few weeks after axample two. With this final tum
of events, the expediion tums out lo be a lough haul.

guer abruptly signalled from orbit high overhead. Dzofin, stealing a
short nap after the midday meal, answered the call. The comm
officer sounded worried.

*Our sensors show another ship rounding the planet. Between
her vactor and the way she's overdriving her thrusters, she's not
mw.mmw.mmmnmww“mu

sign.

“The captain says we ought to maintain radio sience; don't
answer or you'l give away your posiion. Wel call you when we
know anything. Usnokguer out.”

The airraft radio went dead. Realizing that speed could be
crudial, Dzofin ran for over a kilometer to inform Dr. Anin.

Once apprised of the situation, the eiderly Vargr archeclogist
Tmnm,mmmmmmm.
ersely, Anin explained whatwas h ing

Next, Dr. Anin drew Dzofin aside. As expedition security officer,
Dzofin's knowledge of ground combat far exceeded the aging
scholar's. Anin knew that, and questioned Dzofin carefully as to his

for dafense. Then the two broke apart, and Anin explained
Dzofin's plans to the group.

Tha team members scattered to fulfill their assigned tasks. Most
gatherad equipment from the camp; all regrouped in a tower rising
over the ruins. From that vantage point, high above the thick jungle,
Dzofin and Sinnic kept waich for signs of landing spacecralt.

After four hours of lense stilness, an unfamiliar, brightly painted
glg descended into view. It set down on the far side of the ruins,
about half a kilometer distant. Despite the tower's height, Dzofin
and Sinnic lost sight of the craft; an intervening building blocked
their path of vision. The archeological team was left to wait blindly.

Dzofin's paience was exhausted within minutes. Siinging his rifle
over his shoulder, he headed down the broad, moss-covered stairs
descanding to ground level. Exiting the ruined structure, he ran into
the jungle for a brief reconnaissance of the area.

Estimating the position of the gig's landing site, he hacked his
mmmmmw-m.

base precious minutes had been wasiad.,

From his viewpoint at the foot of the ruins, Dzofin looked through
his binoculars at the tower. There were more Vargr up there now,
red Suedzuk armed with ACRs. His packmates, Sinnic and Anin
Included, were prisoners.

Dzofin briefly considered his options. He could try a sneak attack
on the ik, but they him six 1o one. With odds
like that, he doubted he could do mom than aggravate them. His
only other option appearsd 1o be negotiation.

Dzofin's howl got the attention of the Suedzuk in the lower. Posi-
tioned so that he could step into cover at any time, Dzofin boldly
called out, “Release my pack”

One rust-petted Suedzuk stepped forward from the rest. “Your
packmates refused to tell us your reason for being here. With what
do you bargain, small one?”

“In

he ruln found At .

“A what?~ The Suecizuk leader avidently wasn up on his specu-
lative technology.
A communications device using gravitational waves rather than

radio signals, laser baams, or masons,” Dzofin explained.

*And ol what value is that to us 7"

"A communicalor that can't be jammed or detected? Could you
usa that?* Dzofin gambled that ik were really corsairs.
It he was right, they'd take the bait.

“You propose a trade, then?”

"Yas," Dzofin acceded. "My friends for the communicator.”

"Agreed.” The Suedzuk leader tumed 1o instruct his comrades,
then leaned over the tower's wall once more. "We will come down
o meet you.” Scon, the Suedzuk and the archeclogical team were
on the ground, the latter held at gunpoint.

“Where is this . runt? the

k leader asked

Dzofin led the group around the edge of the ruins o an arched
gateway. “The mechanism lies inside. | wam you that the thing's
rather large. You may need a few men to move it The fooling's
rather tricky, too. Let me go first.”

Dzofin pushed his way through the group and leapt info the dark
opening. From a sale position on the namow ledge, he called out to

Analysis: As this episode opens, we find Dzofin taking a nap
after just having saten a meal. This is nomal practica for Vargr,
who sleep for brief periods scattered throughout the day. They
espedcially ike to nap after eating a large meal
Dzofin runs over a kilometer to get Uenokguer's to Dr.
Anin, This was more taxdng than It might seem. Vargr are excellent
sprinters, able to run faster than humans, but they make poor dis-
tanca runners. Their relative lack of stamina shows itself when they
Iry o run long distances.

‘We see charisma in action when Anin questions Dzofin privately,
then presents the latter's plans as his own. Anin, as expedition
leader, would lose face by letting Dzofin lead directly. But, he real-
tzes Dzofin's knowledge surpasses his own. To handie things, Anin

impatience.

Without a leader experienced in combat, the archeclogists soon
fall to the Suedzuk. Vargr morale collapses without a leader's inspl-
ration, and In this case, Anin's charisma falls to suffice. He can’t
make the b 1o affectively lead the group in a
‘combat setting.

When Dzofin retumns to the tower, he puts criics of his race to
shame. Rather than foolishly try a doomed rescue attempt, Dzofin
uses his head, and ha tries negotiation.

Vargr have no quaims about from false platiorms.
They start with a particular goal in mind — in Dzofin's case, the free-
dom of the archeclogical leam — and see diplomacy as a means io
that end. If necessary, outright lles are just part of the procees.

Dzofin managed to get his friends out of this situation, but his job
wasn? finished. With a few members of the archeological party, he
ook the Suedzuk gig into orbit and launched a point-blank attack
on the corsalr, crippling it. Afer a number of harrowing cose calls,
the group finally drove off the Suedzuk and rejoined Uenckguer and
their other crewmen. *
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ADVICE TO PLAYERS VARGR CHARACTERS FOR DIFFERENT PLAYERS

Why play a Vargr? That's the basic question facing you, Gamers can be divided into three basic types: adventur-
wmyer.ﬂomahmlﬂmmu' ledg ers, probi h and roleplayers. :
effort, and practice. One thing in your favor with the Vargr is Advent are primarily i d in bat and

they are less alien than other races like the K'kree or the
Hivers. Still Vargr do differ from humans.

WHAT MAKES A VARGR UNIQUE?

The physical differences of a Vargr are the most readily
apparent. Vargr are a bit weaker and less hardy than
humans, but are faster and more agile. Their teeth and
claws give them close combat advantages humans lack.
And Vargr can see, hear, and — especially — smell things
that a human might miss.

That adds up to a character who is sharply aware of his
surroundings. He moves quickly, gracefully sidestepping
potential problems. Although he's not particularly strong, he
can hold his own in a fight, especially if he's backed into a
corner. Does that sound like the kind of character you'd like
to play? Then playing a Vargr may be a good choice..,

But you may not be into just physical, combat-orignted
gaming. You may prefer more abstract |

action. Bar room brawls, fierce space battles, and heated
air/raft chases all appeal to the adventurer mentality. With-
out a doubt, roleplaying games are a great way 10 escape
from the d and experi i t of this sor.

Problem-solvers view gaming from a different perspec-
tive. They prefer exercising their minds. Puzzles, mysteries,
and obscure clues make the game for the problem-solver.
Whaether faced with cryptic directions to a hed hip
or a race against time 1o escape from a fiendish deathtrap,
problem-solvers would rather think than fight their way out
of :

adversity,

Roleplayers primarily enjoy the interaction between thair
characters and NPCs portrayed by the referee. Confronted
by a sharp-clawed band of drunken U g. roleplay
would rather use diplomacy than brute force, either physical
or mental. Roleplayers enjoy developing detailed back-
grounds and personalities for their characters. In a way,
they are the "people” persons of gaming.

Which category do you fit in? While you have particular

fty traits, character background, mental aptitudes. In other
words, you're into roleplaying.

What characteristics make up the Vargr mentality? Look-
ing back at the psychology section elsewhere in this book,
three traits are gnizably Vargr: gregari pride,
and charisma.

Vargr, being naturally gregarious, enjoy the company of
their fellows, perhaps even more than humans do. if you as
a player enjoy the i jon b your ct and

pr , you most likely enjoy some combination of the
activities mentioned above, Whatever aspect of the game
you prefer to emphasize, here are some ways Vargr char-
acters can help make your games more enjoyable.

Vargr — being impulsive, opportunistic, and seldom
sedate — make llent ct for ad play
Action-minded gamers will have more than their share
confrontations, infighting episodes, and hair's-breadth
escapes while playing a Vargr, Vargr are attracted by risky

NPCs, playing a Vargr may give you a reason and an
opportunity to emphasize these activities in your game.
Vargr pride tends to enliven interp | relations. While
drawn to interact with others, Vargr can be touchy enough
to make some occasions exciting. You can never be quite
sure what a Vargr will take offense at, although some things
— his race and his pack, for instance — are sure bets.
Thus, playing a Vargr can give you a reason 1o be a disa-
greeable character, which can be fun.

The desire 1o increase charisma is an Ih lepl

with the prospect of wealth, prestige, and — most
importantly — charisma gain, so action-oriented scenarios
suit them perfectly. All things considered, Vargr are well-
quipped physically and tally, for high-action
adventures.

But Vargr are not deficient in problem-solving abilities
either. While Vargr are no more or less intelligent than
humans, Vargr commonly approach intellectual problems
from a ditferent viewpaint. Vargr usually investigate enig-
mas for profit, not out of mere curiosity. Thus, mysterious

mm.&.mm-mmmwummw

with the p ial of gain (fi or

will inspire thought on the part of Vargr; seemingly profitiess

phy goes. Vargr are great ready to chang

their loyalties and goals as necessary. At times, Vargr may
do things that seem impulsive or poorly thought out to
humans: in reality, though, the Vargr may just be taking
advantage of the opportunities at hand. f you're impulsive
or a big risk taker by nature, you may find playing the
opportunistic Vargr a truly enjoyable experience.

A third area in which the Vargr are outstanding is in their
unique origins. As the only major race deliberately uplifted
to sentience by another race, Vargr often feel either conceit,
self-doubt, or bath. As a people, the Vargr are special, and
some individuals choose to see this as an excuse for
bigotry — Vargr were created 1o be the perfect sophonts
(s0 they think), thus making them better than other baings.
Other Vargr are disturbed by their origins, feeling somehow
inferior as “arificial® rather than “natural® creatures. And
some Vargr just plain don't care where they came from.
Your Vargr character's opinions on his race's origins can
throw some interesting quirks into his personality.
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y g lly do not appeal to a Vargr.

Roleplaying an alien race presents an exciting new chal-
lenge to roleplayers. i you enjoy the roleplaying par of
gaming, but you haven't tried playing an allen, starting with
the Vargr is an ideal way to learn to roleplay aliens.

Since the Vargr also are descendents of Terran mam-
mals, they are closely akin to humans, both physically and
mentally. Consequently, they are the aliens most similar
(and most und dable) to | king the Vargr
among the leplay. But just b role-
playing a Vargr is easier, this doesn make them any less
enjoyable to roleplaysrs long accustomed to playing aliens.
Inaxpariancad or experienced — roleplaying a Vargr char-
acter can ba good for many hours of enjoyable diversion.
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VARGR PREFERENCES

Because of the diversity among the Vargr in the Extents
and surrounds, it is difficult to find any one Vargr design or
style and call it representative or typical of Vargr. Still, there
are broad design preferences exhibited by most Vargr;
these broad tendencies are presanted below.

VARGR EQUIPMENT

For the most part, Vargr squipment is functionally equiv-
alent to human gear. The few exceptions involve tailored
items such as vacc suits or combat armor, where physiolog-
ical differences come into play. tems of this nature cannot
be comfortably worn by bers of the other race.

If necessary, however, a human can ocassionally fit into
a Vargr outfit if it is the right size; likewise a Vargr may
sometimes be able to wear a human outfit. Besides being

b d and fortable individual will aimost cer-
tainly be recognized for a member of his own race. Thus,
for example, a Vargr cannot easily disguise herself as
human just by wearing a human vacc suit.

The main difference between human and Vargr equip-
maent invoh ics. Within Imperial space, prices
tend to be homogenous among similar worlds; e.9. two

quivalent h puters bought on two tech 15 worlds
will cost nearly the same amount. Within Vargr space, on
the other hand, item prices vary greatly.

VARGR CLOTHING
Vargr dress tends toward overstatement, clash-
ing colors and fancy — humans would
say “excess” — ornamentation.
Epaulets, braid, flashy buttons,

and overall
_’

— i l—

/ﬁ}//f/{{/.{ﬂﬁf_(» ¢

'

uniforms. 3 A
For Vargr in actual ‘military
service, emblems of

rank are typically

partitions are erected where needs dictate, such as bank
vaults and prisons.

Vargr gregariousness can even be visible on a city-wide
scale. Many Vargr cities are reminiscent of old Terra's East-
ern bazaars and street markets, with haggling and infighting
Vargr howling and tussling along the narrow thoroughfares.
Thers are other communities, though, where Vargr keep 1o
h ives. Diversity, ber, is also a Vargr trait.

As might be expected, Vargr buildings may be used for
purposes other than the one the original designer had in
mind. The tempestuous nature of Vargr society means that
one Vargr's office building may be ancther Vargr's palace
bafore the decads is out. This is not always the case, but it
does happen.

VARGR ROBOTS

are less common in the Extents than they are in
the Imperium. Most often, Vargr prefer to command other
Vargr; charisma doesn't mean much if all you control are
machines.

Vargr also rarely employ armed robots. Sending a robot
to fight instead of a live Vargr betrays a weakness of char-
acter on the part of both leader and followers.

Robots are found in some civilian occupations, however,
Vargr make some use of expert robots, although charisma
dictates their use even here: such robots are never con-

sulted publicly for decisi king func-
tions. Other robots may be found in factory
and construction jobs and as vehicle pilots.
On the whole, though, Vargr robotics
is a primitive discipline. Typically,
argr robots are
axpensive,
poorly
angin-
eared,
and under

Eomold

lig is low, maint is y, and value is often
isingly, illicit trade in stolen Imperial

Clal®) ¥ co il

obots thrives
removable without much . within the
effort. Rank can depends on - Vargr re-

the individual's charisma and current status, both of which
may fluctuate over time. o

While Vargr notions of fashion differ from human con-
cepts, Vargr clothing items still parallel human ones. Vargr

gions of space.
VARGR VEHICLES
Every human vehicle has its Vargr counterpart, whether
der or h ft, ATV or hydrofoil. Despite functional

may wear loud shirts, loud jackets, and loud but
the items nonetheless follow accepted human convention.
Of course, accommodations must be made for the vagaries
of Vargr physiclogy: tails, digitigrade stance, and so forth.

VARGR ARCHITECTURE

Vargr architecture varies widely, as do most things Vargr.
Designs are often asy ical, and they typically incorp
rate greater external ornamentation than their human equf
alents. M it's possible for buildings to be flashy, Vargr
buildings often epitomize that school of design. Rarely does
ona building's or tath plement that of the struc-
tures nearby. Each building consequently acquires an out-
of-place feel in the cityscape.

Vargr gregari i d the number of
internal partitions in buildings. Many Vargr prefer open,
communal offices 1o cubicles or separate rooms. Naturally,

a3

similarities, Vargr craft differ greatly in appearance. Domi-
nated by fins, spines, flaring crescents, and mismatched
components, Vargr desi can meet a poor reception in
human rket freq y find Vargr designs
garish, over d, and ur ly. Both Vargr and
humans share a love of speed, though, and racing vehicles
are often admired across racial lines.

VARGR ATTITUDES TOWARD TECHNOLOGY

To the Vargr, technology tneds to be only a tool — noth-
ing less, nothing more. The reason for this is simple: tech-
nology is inherently uncharismatic, and its possession of
mmrdemnoapodalmwanihﬂr\di\rtdual.hnmd-
sty where the emphasis rests on what the individual does,
how he does it pales into insignificance.
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TECHLEVEL 13 GHOERRUEGHG-CARRIER

The Gh gh G-Carrier emph speed and stealth
above all else, and is a popular shipboard craft on corsair ves-
sels, wmu the mu.am mount a tech level 8 bwmuu

iete of.

packag ly very distant range

wtivs EMS.

CraftiD: Vargr GhosrrueghG-Carrier, TL13,
Cr1,960,000
Hull: 6/14, Disp=6, Config=8SL, Armor=20E,
Unloaded=31.61ons, Loaded=43.9 tons
Power: 1/2, Fusion=14.8 Mw, Duration=33/100 days
Loco: 1/2, Std Grav, Thrust=80.0tons,
NOE=170kph, CruiseAtma=720kph,
TopAtm=960kph, MaxAccel=0.80Gs
[ Radio=Cantinental(S,000km)
Sensors: EmMask, Active EMS=VDistant(S0km),
Ladar=Distant(5km), Headlightsx3,
ActObjScan=Diff, ActObjPin=Diff,
Off: Hardpoints=1

Pen/ Max  Auto Dngr
Ammo Attn Dmg Range Tgts Spc Sig ROF

Beamlaser 0 52 4 Disi(25) 2 15 H 40

D.!.M‘IJ-LMMWHS
C O/bisx2, DynamicLinkedx1,
Hoadwpthhy
A Crews=1 (op ), Seats=Adequatex12,
Environ=basic env, basic s, ext Is, grav plates,
inertial comp
Othar: Fuel=19.7kl, Cargo=12.15kI,
ObjSize=Small, EmLevel=Moderate

TECHLEVEL 12RUEGHZ GEN-PURPOSE ROBOT
The Rueghz general-purpose robot is one of the more
impressive examples of Vargr robot design. The Vargr have
ged to pack a iderable skill set into the minute brain
of this robot. Even so — with an intelligance of only 3, the robot
is still a dumbot (which means only individuals with robot ops
skillcan refiably operate it).

RobotID: Vargr RueghzRobot, TL 12, Cr101,600,
UPP=NT7x36x (Strength N=40)
Hull: 717, Size=100liters, Config=2, Armor=2A,
Weight=185kg
Power: 4/9, FuelCell=40kw, Duration=20 hours
Loco: 2/5, 2 legs, Speed=25kph
Commo: None
Sensors: Basic Sensor Pkg (2 eyes, 2 ears, 1 voder)
Off: None
Def: None

Brain: CPU=21 linear, 5 parallel, Storage=30 standard,

FundLogic=high data, FundCmd=basiccmd,
Software=Steward-1, Valet-1 Grav\fah 1,
Admin-1, El ic-1, Mach 1, Medical-1,
Instruction-1, Rescue-1, Emotion Simulation
Append: Medium Armx2, Rotating Head=25%
Other: Fuel=5.3 liters, ObjSize=Tiny, EmLevel=Faint

. NEW GAME RULES FOR VARGR

This section discusses the game rules modifications you need to make in order to fully integrate Vargr aliens into your
MegaTraveller gaming sessions. Using this material, you may confidently make use of Vargr in any MegaTraveller setting, sit-

uation, adventure, or campaign.

COMBAT

Vargr have a wide range of available natural weapons. in
a given round, a Vargr can afttack with hands, claws, or
testh. Hand aftacks operate like human attacks, but claws
and testh have different characteristics: see the Vargr Hand-
to-Hand Weapons table.

Attacks with teeth and claws are conducted as regular
hand-to-hand attacks. Vargr use Infighting skill rather than
Brawling skill, however.

In any and all bat, a Vargr i fal DM+1
on an htorwwskilhhcmﬂmahhhhcrmmlhehl-
risma of the individual being interrupted. Consider non-Vargr
to have a lower Charisma for the p of this ri
son, unless the non-Vargr's puudo«:harhrna is known.

ENCOUNTERS

The basic MegaTraveller rules for determining encounters
still apply. However, this book presents new patron and ran-
dom encounter tables better suited to Vargr environs.

HUMAN-VARGR INTERACTION

Some hunamanhwm\l’wrutlmm*mhmd
personality. Vargr accord such h
reserved for high-charisma Vargr. Na‘turlny humans lack
the innate charisma possessed by all Vargr in at least a
small degree, but they can eompenme for Ihin lack through
skillful use of leadership and !

A human's basic Charisma ‘equals his Social Standing
divided by Ihru (munr.l fractions down). Hnrnlnl of high
social lly nobles, typ have some of
the force of ity and confid dmi d by Vargr.
Leadership experimcn also stands a human in good stead;
add one point to a Mman'lCharIamiortmm-Iof
Leader skill he p in jation is also
useful; wdoncpnh'nhllurrunc&uhmaiormrym
levels of Liaison or P skill d. The final
toialmmp&uﬂuhmm'achm ival in the

outsiders start with the charisma equivalent discussed
above. Once the character begins making decisions in the
course of the game, however, charisma can change, either
for battu or for worse.

has to be ible for his or fai-
lure to merit a chari h For le, the chari
of characters who inherit l'nﬂl'll]' or who are falsely impri-
soned will not vary. But a character who plans and executes
a daring bank robbery and consequently becomes rich has

ach for an | in chari The same character,
ted with his hench while robbing the bank, would
h having his chari d

Thm.whonlﬂd:hwmmmuuumulloild\u
acter's d cti apply the following task:

To increase Charisma one level:

[dil’l‘b.lltyl. Off«Leader, Def=Cha (confrontation)

Referee: The difficulty of this task depends on the impor-
tance of the character's success. In many, perhaps most
m!hls'lukd\ﬂuldb.l}ifﬁwl upoclalynmbhwc
cesses could make it Routi ber to use
Oha+5.numhmehmeridhuudhaiuk.
m:m mishaps; Charisma can never decrease through

task.

deuuad«ddl-pply?camid«mhmdrmn-
ing: Vargr submit to ch with higher chari than
High-chari Vargr lead low-charisma Vargr.
Yet high-charisma Vargr with no leadership abilities soon fail
in one way or the other; they are not prepared for the
u-pombm-dmdrroh On the other hand, skilled Vargr
levated to high chari levels will be able to suc-
ceed more easily in their new positions. Thus, leadership
ability helps Vargr make the most of circumstances that
might raise their charisma.
Note that charisma increases are harder to achieve as
harisma rises. High-charisma Vargr must succeed in bigger

eyes of Vargr.

Vargr rarely accept h or other iders i di
ataly. At first, base Chari for thase ch will be
equal to Social Standing divided by four (instead of 3,
skill modifications always apply, however). Only after time
when the individual has had time to prove himself, will this
basic characteristic rise to the level noted above. The
pseudo-charisma of humans and other non-Vargr can also
chanbc: through the variable charisma rules in the next sec-
tion below.

4

VARIABLE CHARISMA
Lhﬂmnhimh\fwnodw charisma is not static.
and f can ahter a Vargr's cha-
rm In fact, the seemingly rash risk taking so typical of
Vamr would make little sense if charisma increases weren?

Ived. You can i these fluctuations in charisma
into the game with little added effort.
Vargr characters stant with their charisma determined by

and bigger ways in order to increase their charisma still
further.

When significant failure results from a character's efforts,
roll this task:

To avold a level Charisma d

[difficulty], Off=Leader, Dof-cm(oonfmmm}

Referse: This task will be Routine in most cases, but
severe failures may make it Difficult.

Ignore mishaps. Remember to use Cha + 5, as with any
characteristic used in a task.

Here, Leader skill helps a Vargr minimize the bad effects
of his failure. Essentially, Hln'mhgmhimhmdw!hc
most of a bad U g a d in cha-
risma. Higher charisma makes him more vulnerable to the
consequences of failure, though.

As referee, be careful to hand out charisma increases loo
freely. Such increases should only be possible at crucial

the character generation process. Humans and other
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nis where a character has taken the Initiative; Vargr
aren't impressed by luck or coincidence. Although no firm
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rules can be given, as a general guideline, opportunities for
charisma Increase should occur no more than once or, at
most, twice during an adventure.

The use of the variable charisma rules can encourage
better roleplaying. Players who seek to increase their char-
acters’ charisma will lake lhl initiative more often. Their

ctions will | their of while also
making them more vulnerable to failure. As a result, players
may take a greater interest in the game and weigh their
decisions more carefully. They may become more alert to
opportunities for advancement.

Most importantly, the variabh charisma rules lend a
Vargr flavor to a gami The freq conflicts
between seff-interest and teamwork reflect the push-and-
pull nature of Vargr society. Some successes can only be
guaranteed if the group works as a team. Every Vargr
would like to rise to higher status, yet the risks incurred can
mreatmbommmsmmd&nlumdhumm-
rades. F a Y

EQUIPMENT

Human and Vargr equipment can be fresly used by
either race, for the most part. Clothing, vacc suits,
armor, and so on, are a different story, however.

Humans Donning Vargr Outfits: if necessary, a human
character can fit into a Vargr outfit on a throw of 8+ on 2D,
made once per individual outfit.

Vargr Donning Human Outfits: B of the probi

Sprinting can give Vargr a tactical advantage in combat.
It can also make them more vulnerable to damagse,
because sprinting lowers Life Force and lessens the num-
ber of hits a character can take.

PERCEPTION
Remember that most Vargr senses are sharper than
human senses or have differant sensitivities. This usually
means some sort of bonus for Vargr characters attempling
ption tasks. As referes, you should consider each set
of circumstances individually; no firm rules can be given
that will apply in all circumstances. However, one possible
approach deserves i
You can create p tasks as ded. For exam-
ple, human and Vargr PCs might face an undiscovered leak
in a sealed shelter on an exotic- atmosphere world, Thus,
one task might be:

To notice the faint scent of ammonia in the air:

Difficult, Int (uncertain)

Referes: This task is Routine for Vargr characters.

In this case, Vargr PCs have a algnd'mﬂy better chance
to notice the ammonia leak.

Other senses may be of lesser advantage. When sight
comes into play, for instance, you may want to give Vargr
PCs a special bonus if they get exceptional success on
their task roll. Making the task an entire level easier might

Vargr have with their tail, their snout, and their ears, Vargr
can only fit into a human outfit (minus the headgear) on a
roll of 10+ on 2D. For the headgear, a separate roll must be
made for 11+ on 2D. It is thus highly unlikely that a Vargr
will be able to wear a human vacc suit, set of combat
armor, or set of battle dress with all the headgear.

MORALE
mehfanNPClwuﬂumnhlhonmudnn
morale for h Use the f g task to d the

effect of casualties on the morale of Vllw NPCes.

To maintain a fighting stance in a combat session:

[difficulty], Leader, Cha, absolute: 1 combat round

Referse: Aoll once every combat round after at least ten
percent casualties have been sustained. Increase the task
difficulty one level if 50 percent casualties have been sus-
tained, two levels if 75 percent casuaities.

Increase the task difficulty one level if two or more
leaders of equal charisma exist in the party.

The base difficulty level depends on the party's general
morale: Very Low Morale: Formidable. Low Morale: Difficult.
Average Morale: Routine. High Morale: Simple.

Besides use of the new task above, Vargr morale func-
tions exactly as described in the Players' Manual, pages 84
and 8S.

MOVEMENT

Vargr run at speed 2 without penalty. They can run faster
(sprint), howewver, at the expense of Endurance. For every
two rounds spent running at speed 3 or 4, subtract 1 point
from the character's Life Force. When the ummmua Life
Force value hes zero, the ch from
exhaustion. Lost Life Force points can be rogamod through
rest at the rate of one point per five minutes (50 rounds).

be to0 g

Obwiously, no set of generic perception rules will ade-
quately cover all situations. As referee, you can easily han-
dle perception tasks "on the fly" with a little forethought.

PSIONICS

Vargr characters have the same psionic potentials and
talents as do humans, and Vargr unnu au handl.od
using the same rules. H , N0
similar to the human Psionic Inulllutu have ever existed in
the Extents; the chaotic nature of Vargr society has pre-
vented such groups from being well-organized or long-
lasting.

Widely scattered research groups do exist, though.
These groups perform experimental work and psionic train-
ing but are typically short-lived. Despite their above-ground
status, they typically fall short of the persecuted Imperial
institutes in knowledge and expertise.

The research groups descrited above can be found on a
few worlds within Vargr space. An unmodified 2D throw of
12 indicates the presence of such a group on a particular
world of population 8+, Though rare, these groups are gen-

orultynolm'l.and' g one is not ially difficult.
The lack of organization and shared ledge has ham-
pared Vargr psk h, h Training by Vargr

psionics experts takes a full year and costs Cr500,000
(modified as usual for Vargr prices). Vargr research groups
never charitably waive their fee, athough a character may
serve as an experimental subject for a year after training in
lieu of pay These iments are the ref-
eree should use a task similar to the following to determine
the effects of experimentation.

4

To survive psi
Di‘ﬁwh (PSFI divided by 5), End (fltm‘ul hazardous)
do di to both Int and the charac-
!ll'l Psionic Strcngth Rating. Such damage is permanent in
most cases.

B
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The Vargr hold no wid: d prejudi gainst the
usa of psionics, butntihtrtnmwoommonly support it. As
is typical for Vargr, opinions vary widely. Some Vargr, espe-
clally those in states alndwﬂhﬂ‘nlmparhm,bmpgbnic.g_

GVEGH LANGUAGE WORD GENERATION

Since it would be difficult to go into the syntax details of
the Gvegh language, words and names can be randomly
ganomgd to sound like actual Gvegh words. Assign any

Vargr influenced by Zhodani attitudes frequently
research and training. Other views are also common. Some

states approach the problem in umqu- ways: rigid li ing,

g or signifi to the words you generate,
Construct words yllable by syllable. There are four types
d',“"' those isting of just a vowel (V), those
inning with a (C\") those ending with a con-

religious control, or lengthy ed | requir
bdurathopmank:scmbopuwm

One addition to the basic psionics rules does deserve
mention. Psionically-talented individuals of one race must
pay a higher psionic strength point cost to affect the minds
of aliens (for example, if a Viargr tries to probe the mind of a
Droyne). The VargrHuman Psionics Against Other Races
Table, applicable to both humans and Vamr. oc\mms m
additional costs associated with their psioni

sonant (VC} and those that both begin and end with a
consonant (CVC). The ratio of these four types in Gvegh is
about 1:3:3:3 (V.CV:VC:CVC).

Gvegh syllables ending in a vowel cannot be followed by
a syllable beginning in a vowel. In part, this contributes to
the high consonant density of the language and makes it
hl:d 1o pronounce words without sounding like you have a

king cough. Try anyway during an adventure — it can

with other races. be fun.
Use two different dice when rolling on the word genera-
uontabh ynunaodnandemrlyaﬂmnndmnddn
nac*nogas iing Vargr 3 e . G g words involves three steps: determining word
astire.of § '.‘mL ey : Ienmh.‘m ining syllable types, and determining syllable

P b e Lo oo sl compone
ate. Use the Cl

» Word Length: words can be almost any length,
divided b: five, as ‘B‘G":ﬂd_ s:_addilm\‘;l.DJM‘s. .Pd':‘um. although words more than six syllables are rare. Roll 1D to

As a general rule, Vargr react more strongly than
humans. While not truly rash, they are typically either "all
for® or "all against.” Changes to the initial reaction table for
Vargr reflect this:

VARGR INITIAL REACTIONS

Exceptional S "“’","V" =

Failure Adlwly Urmporm
Exceptional Failure Hostile

A hostile reaction can mean a snarl, a shove, a verbal
aftack, or even a quick .bite that intentionally draws no
blood; gun battles or all-out physical attacks are many times
not appropriate, even in Vargr society. Hostile Vargr often
feign drawing their weapon; i they even draw and
point their weapon at the offender. Not surprisingly, fre-
quent dealings with Vargr can put a lot of stress on an
unwary human.

Vargr view high-charisma individuals as brave, strong,

find the number of syliables, or just pick a number of
syllables.

Syllable Type: For each syllable in a word, determine
the type of syllable by using two dice on the Syllable Type
Table — which table you use depends on the syllable’s
location in the word. Use the basic table for initial syllables

and for syllables m.rhgnﬂlrllylabhal'lwc\‘cor
CVC; use the alt able for syllables that occur after
sylabluoflypovntcv

Syllable C: D ine the conso-

uanumm.h!mmﬂnnmlhinulabluonihomt
Select the column to use based on the syllable type (initial
consonant, vowel, or final consonant). Throw one die to
determine which table to use, and throw the other die to get
the specific vowel or consonant to use.

WORD GENERATION EXAMPLE

You need a name for a Vargr character. You roll 1D and
get a 2, teliing you the name has two syllables.

Next, you roll 2D on the basic table to find the type of the
first syllable — you roll 8, 4 — giving you a type CVC. Since
the first syllable is CVC, you must roll 20 again on the basic
table for the other syllable type. You roll 3,4 for the second

and deserving of respect. ses low-chari

als as being in others' "debt.” While the Vargr are often
seemingly rash, ﬂwymrﬂﬂupld Thayukaﬂzﬁorhka
for substantial ingful to them. Nonethal

yllable type, which is the type VC.
Since the first syllable is type CVC, you must roll for all
three components: an initial consonant, a vowel, and a final

a human, Vargr behavior seems 1o be dictated by porlodim[
whims or fits of temper.

TRADE AND COMMERCE

dard trade and rules from the Mega-
Traveller Referse’s Manual can be applied with only one
exception, noted in the World Generation rules: don't clas-
sify balkanized Vargr worlds as rich; governmental chaos
generally keeps them from being of that caliber,

Optionally, a roll of 20-7 x 5% can be made for each
world, and the result applied 1o local prices. This modifica-
tion reflects the higher price volatility that is common in the
Extents, and is applied in addition 1o other regular factors
such as tech level considerations, availability, and so on.
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For the initial consonant, rolling 1D tells you to
usa initial consonant table 4. Rolling 2D on table 4 results in
1,5 for an initial consonant of kn. Next, for the vowel tables,
rolling 1D selects table 2. Rolling 2D on vowel table 2 yields
6,3, giving you the vowel ae. For the final consonant table,
a roll of 1D selects table 3. You roll 2D on table 3 and get
2,5 — for a final consonant of L You have a name whose
first syllable is knael

The second syllable is type VC. You start with the vowel
tables, rolling 1D to select table 3. Rolling 2D on table 3
gives 8,5 for a vowel of e. You roll 1D to select final conso-
nant table 4. Rolling 2D on table 4 gives 3,1 gives a final
consonant of ng. The second syllable is eng.

Your Vargr word, then, is Knaseleng.
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VARGR RULES TABLES
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VARGR HAND-TO-HAND WEAPONS
MNatural Weapons Pen Block Damage

VARGR/HUMAN PSIONICS AGAINST OTHER ALIENS
“Normal® “Bizamre"

Aslan Droyne KKree Minor Race Minor Race

Claws 1 1 2
Testh 3 0 2 Extra Point Cost: +1 +2 +2 +2 +3
PATRON LIST 1 PATRON LIST 2 RANDOM ENCOUNTERS
Die _Patron Die Patron Die  Qty Type A
11 Naval Officer 11 Arsonist 11 1D Peasants -3
12 Naval Rating - 12 Assassin 12 2D Peasants 2
13 Miltary Officer 13 Hijacker i 13 2D Workers 1
14 Corsair Officer 14 Smuggler 14 1D Rowdies L
15 Starport Warden 15 Terrorist 15 1D Thugs L
16 Military Trooper 16 Rumor = 16 4D Riotous Mob 1
21 Tourst 21" Reporter 21 2D Soldiers +1LGA
22 Emissary 22 Peasant o 22 2D Soldiers LGAV
23 Technician 23 1D Police Patrol +1LGA
24 Scientist 24 2D Security Troops LGA
25 Loner 25 3D Soldiers +1GA
26 Pack Leader 26
31 Soidier 3
* Wanderer (Loner) 32
Corporate Officer ‘a3
34
a5
36
41
..‘2,‘
43
4“4
45
46

« If space related (Navy,
Raiders, Corsairs,
Merchants, Explorers,
Belters), DM-1

+ if military related
(Army, Raiders,

« If Loner, DM+1

3ife
ik

i

2ER2RLBES
|

A: Has armor of proper TL.

V: Has vehicle of proper TL (possibly
riding animals).

#N, -N: Increase or decrease group's
equpiment TL by N. Robots may be
group members if group TL is 12+.

-
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WORLD GENERATION

Vargr worlds are quite similar to human worlds. Few
changes to the world gonmnﬂon rules {Rarm; Manual
and World Buikder's Handbook) The ch
necessary to create Vworhnud worlds are given beluw

Basic Ma When g a
UWP for a Vargr world, only Srma‘Gowmmnrh different,
Throw 2 n — i the roll is 16+, the government
code is automatically 7. Otherwise, throw 2D-7+Population
for Government.

The tech level of the average world in the Vargr Extents,

Green. No danger. Green travel zones are usually not
stated.

Amber. Caution. Ci dictate caution b
of local, natural, or social conditions. Non-Vargr should be
especially careful.

Red. Danger. &wuulnih.mddnmtpmhlblwd but

non-Vargr will be in i 1gs.

Vargr allegiances are different, which means Step 18
Allegiance must be changed for worlds in the Vargr Extents.
The muhitude of interstellar states within Vargr space
makes i codes a purely regional matter. A code

in general, is lower than the average world in the |
region. Determine the tech level in Step 10 Tech Level as
the step shows. Before assigning this tech level to a Vargr
, however, roll 1D. f 5 or 6, use the tech level
unchanged; on 3 or 4, lower the tech level by 1; on 1 or 2,
lower the tech level by 2.
Determining the types of bases in the system is different
for Vargr. For Step 11 Bases, substitute the following table
for Vargr worlds.

BASE PRESENCE
Naval Corsair
Starport  Base Base !

A 7+ 11+ -
B B+ 10+
c 9+ Y
D 10+ -1
E - 7+
X — B+

If Naval base

in system, DM-2

Codes: Use the following codes to dencte Vargr bases:
C. Vargr Corsair Base.

G. Vargr Naval Base.

H. Vargr Corsair Base and Nava! Base both present.

munﬂng a particular govemnment in Provence sector
may have an alternate meaning elsewhere, Care should be
taken to identify Vargr states as clearly as possible.

Vargr allegiance codes typically begin with the letter V, to
indicate Vargr states. The one standard code is Va, which
represents a non-aligned, independent Vargr world.

Extended System Generation: No changes are neces-

for Vargr star systems.

World Bullder's Handbook: Vargr worlds have only a
few differences from human worlds.

In the Population Related Details section, when rolling on
the Step 7 Social Outiook tables for a Vargr world, there is
a slight difference. To implement this difference, apply an
extra DM as follows:

Step 7a Progressiveness: f Vargr world, DM-1

Step 7b Aggressiveness: If Vargr world, DM-2

Step 7c Extensiveness: f Vargr world, DM+1

Once you have determined local customs for Vargr, make
these changes to the Step 8h Practicing Group table:
change ftem 61 and 62 to say low charisma instead of low
social class; change item 63 and 64 to say high charisma
instead of high social class.

Inthe Law Related Details section, apply an extra DM of -3
to the roll in Step 1 Uniformity of Law.

Using World Data: The rasults of Vargr world ganarntbn
closely parallel those of d world g for
human pl.

Vargr corsair bases provi t and refuelii
facilties for the corsair bands.

Vargr Naval bases support the operations of interstellar
Naval units.

As stated in Step 12 Trade Classifications, the definition
for a Vargr rich world (Ri) is different from human worlds. A
Vargr world is disqualified from the rich classification if its
government code is 7.

In Step 13 Suppl the foll
codes have a slightly different meaning:

Cp. Reglonal Capltal. The capital of the local region.
Cx. National Capltal. The capital of an interstellar state.

Step 17 Travau‘ Zonou Wﬂu ommsal!y thc same within
25 ial Trav-
ellers’ Aid Socnrydecla:u all Vargr wurlda beyond 25 par-
secs automatically to be amber zones.

Vargr characters -gmru t:awl zom lrrperial agencies list
them for the of | . Most Vargr
worlds are considered to be amber zones, at hm until proven
otherwise. Vargr red zones, while not necassarily prohibited
like their Imperial counterparts, are still great hazards.

Interdiction is rare in the Vargr E . A class X

aal B g

ing remark

Vargr law levels have one additional function beside
showing weapon legality and the frequency of legal
encounters. Vargr law levels also determine the chances of
local civil discord occurring. When rolling for encounters,
sometimes implement a legal encounter as civil unrest.

Thh unrest may include all sorts of events: political dem-

riots, ionally even civil wars or military
coups. You, as referee, are responsible for determining the
effects of these events on the characters. Stores will usually
be closed for at least a day. Services such as public trans-
portation and air traffic control will ba interrupted. Depend-
ing on tha degree and nature of unrest, local law enforcers
may come out in force, or patrol inconspicuously, or even
move or hide in their headquarters.

VARGR STARSHIPS AND SPACE TRAVEL i

With a few P the dard MegaTraveller rules
and procedures apply to space travel involving \fargr char-
acters. The exceptions for Vargr are detailed below.

INTERSTELLAR TRAVEL
Passages: Vargr h offer ial
passages aquivalent to tha common hgh middle, low, and

is marely a world which lacks or does not invite interstellar
contact. Possibla rationales for such a situation include xen-
ophobia, isolationist beliefs, collapse of local technology,
destruction of the port, or the lack of enough population.

For Vargr worlds within 25 parsecs of Imperial borders:

80

found in the Imperium. ‘Bumpmg still
occurs, but is dus, not to the purchase of a superior class of
ticket, but to the presence of an individual of higher cha-
risma. Similarly, player characters may "bump"® other indi-
viduals of lower charisma. Ticket prices will vary, according
to the usual 20-7 x 5% modification formula.

3 '.-.n"'.dr..l.m..- 1y

The MegaTraveller Alien, Volume 1

Vargr: Starship Economics

The Travallers' Ald Snollly No single orgumnﬂon
ivalent to the Imp jon's Travellers’ Aid Society
o:lm throughout Vargr opm Various Institutions of similar
nature and regional extent do exist, however, The referee
must decide whether characters have access to the facili-
Iiumdmmullhmurgarumnm.H.multho

25% either way (a 2D-7 x 5% modification, determined
once per world). Crew salaries are a matter of negotiation

any relevant details: p req
and fees, specific benefits, and so forth.
Hijacking: This sort of crime occurs more frequently in
Vargr space than in Imperial territory.
Skipping: The inherent instability of Vargr toaoty makes
the use of credit rare. C q ly, few i

mmw'nryamnamb«

Additionally, P and salaries are reduced
by 5% per level of diff b the captain's and the
o ber's Chari This computation only applies to

laries when the characters are employed by an NPC cap-
tain. When the in Is a player ch , salaries can be
set as desired, using the int: | it

Revenue: Characters in du.rge of sl.anhlp opumluna
can vary their price by the usual 25% figure. If this is done,
add a DM+1 per 5% reduction in price when rolling to obtain
and cargo; apply a DM- 1 per 5% price hike.

ips are pur-
chased by this means, and skipping is very infl t. Skip-
ping situations occur only when desired by the referee; no
die rolls need be made.

STARSHIP ECONOMICS

Starship Acquisition: As mentioned above, bank financ-
ing for starship purchases is rarely available. Characters
interested in buying a ship have two legal options: either
pay cash or find a wealthy patron — a government, busi-
ness, or similar institution — willing to provide a ship as
payment for services rendered.

The option of cash payment is an unattainable dream for
most individuals. Thus, small groups wishing to obtain a
ship usually tumn to 'Itw second route. Sarno institutions may
offer a ship in ge for the perf of a single
task. Other institutions may require more complicated
requirements, such as long-term employment. Deals of the
latter type are riskier, as the institutions involved may col-
lapse or change their requirements over the course of time.

The exact conditions should be determined on a case-by-
case basis. Obtaining a hip shouldn be easy, but it
should be within the reach of dedicated characters. As a
general rule, a deal will fall through on a 2D roll of 10+; oth-
erwise, the characters will be able to take possession ol the

" Mall: Because of the nature of Vargr governments, no
established mail contracts exist within the Extents.

Charters: Charter prices vary as do other prices.

Ship Design and Constructlon: The standard ship
design and construction rules found in the MegaTraveller
Referes’s Manual apply to Vargr starships without change.
Vargr designers, however, tend to mix tech levels in strange
ways when designing craft, ~

Unlike most prices, the craft's final price may be raised or
lowered by up to 10% at the referee's discretion. This modi-
fication is in addition 1o the discount for standard designs.
One additional id exists: B of the likeli-
hood of piracy or other armed conflict within the Extents,
most ships are designed with at least some armament.

STANDARD SHIP DESIGNS

Vargr small craft designs differ from their human counter-
parts only in form amml podorrnm is qulto aimllar . Many
Vargr | iImperial

The Vargr standard twshvpe do display a greater vanet_f
of design — and may include unusual tech level combina-
tions in a single vessel. Even among ships considered 1o be
identical, a substantial degree of latitude in design exists.
This varbly is fally evident in choice of

ship upon completion of their task and term of employ
hsdmmwhenmotud(lnmumulmcahb.m
of the hiring institution will accompany the characters to pre-
vent skipping. The presence of these agents often hampers
the party's efforts toward achieving their goal.
Somcgmupomayhnnwlhgdmmwobtmashp.
While viable lly, hijacking and g ventures
are dang as they may exp It o the wrath
of the legitimate owners. Theladsnllunﬂ.dpolanqhody

les of the Vlrur standard ship designs mgmnln
this section. Ships armed with missiles subtract missile stor-
age requirements from their cargo volume.

STARSHIP ENCOUNTERS
As has been noted, conditions vary widely within the
Extents. Ted'l den md palﬁcn‘ mndliom are disparate.
Wid of ind and engineering do not
exist. A “standard” ship design common in the Empire of
Vanwrlh may never have been seen in the Commonality of
dh. These make it i ible to p a

or repossession network in the Extents does i
odd;ofuumummhmmu, howeaver.

In rare inst with high chari may be
able to persuade a al!lp captain to follow his leadership,
thus gaining a in the I Not only must the
character's mmmamzhmdlﬁcmmﬂnm

single, unified starship encounter table.
However, the tables on page 91 of the Imperial Encyclo-
pedia can be employed with little modification. Determine
ship type normally (step 1). if the result is an xboat type
shp. tl.bmm.rm a Vargr courier vessal. Most Imperial ship
— seeker, liner, or cruiser — have Vargr par-

owner, but the character must also ata
attemnpt, convincing the other individual thuhoraqum—
in fact, deserves — the use of the ship.

Ships received through the normal mustering-out proce-
dure are usually free from the complications discussed
above. On occasion, the players or the referse may want to
introduce additional concerns: promises that must be ful-
filled, bbsmmmunbepmm or shady circumstancas
SUI quisition of his vessel.

Starshi, E Litnmuat of Vargr
ics, jon will fluctu-
ate. Mwﬂhmm&wmmdmmamﬂ.
maintenance, and berthing fees will vary by as much as

91

allels. The ships' intended purposes will be similar even if
their designs are not.

\MHGR!NLARGE-&CALEOONBAT

The MegaTraveller A\ s Co ion contains rules
to govern large-scale combat. Thouﬂ.iuaboupp!‘yb
Vargr, with only the following exceptions:

Vargr recruits have morale of 2 rather than 4; Vargr regu-
lars, morale of 6 instead of 7. Vargr have morale
of 11 rather than 10; Vargr elites have morale of 15 instead
of 13, In addition, Vargr NCOs and officers have morale
values 1 higher than normal for troops of their quality.
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VARGRSEEKER
CraftiD: Vargr Seeker, Type VJ, TL 13, MCr45.014
Hull: 180/450, Disp=200, Configm3USL, Armor=40F,
Unloaded=1919tons, Loaded=28801tons
Power: 8/16, Fusion=990Mw, Durations40/120 ™,
Loco: 4/8, Manuever=1,4/8, Jump=1, NOE=170kpb,
Cruise=900kph, Top=1200kph, Agility=0
Gummo. Radio=System
8: PassiveEMS«| llar, ActiveEMS=FarOrbit,
Densitom=HiPen/1 00m, ActObjScan=Routine,
ActObjPin=Routine, PasObjScan=Difficult,
PasObjPin=Difficult, PasEngScan=Routine
Off: PulselLaser=x02

Batt 2
Bear 2
Def: DefDM=+2
c I: Comp 1x3, Panel=holodynamic link x 323,

Special=heads-up holodisp, Environ=basic env,
basicls, extend ls, grav plates, inertial comp
Accomm: Crew=2x 2 (Bridge=1, Engineer=2,
Gunnery=1),
Statercoms=4, EmerLow=1, SubCraftship's
boat
Other: Cargo=905kl, Fuel=798kl, PurificationPlant,

Scoops, ObjSize=Average, EmLevelsFaint
Ths va:gr uekor is designed for long-term prnep«:.ung,
dations and an

durallon fuel mpply
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VARGRTRADER
CraftiD: Vargr Trader, Type VA, TL 13, MCr50.275
Hull: 180/450, Disp=200, Config=15L, Armor=40F,
Unloaded=18761ons, Loaded=3048tons

Power: 7/14, Fusion=837Mw, Duration=30/90
Loco: 4/8, Maneuver=1, 8/12, Jump=2, NOE=170kph,
Cruise=750kph, Top=1000kph, Agility=1
Commo: Radio=System
S : PassiveEMS=| llar, ActiveEMS=FarOrbit,
ActObjScan=Routine, ActObjPin=Routine,
PasEngScan=Routine
Off: Missiles=x03
Batt 1
Bear 1
Def: DefDM=+3
Sandcaster=x04
Batt 1
Bear 1
Control: Corrputar-‘!busxS Panel=holodyn link x 69,
ial=heads-up holodisplay x 2, Envi-
ron=basic
env, basicls, extend Is, grav plates, inertial
comp
Accomm: Crew=2x 2 (Bridge=1, Engineer=1,
Gunnery=2),
Staterooms=4
Other: Cargo=1121kl, Fuel=740kKl, PurificationPlant,
Scoops, ObjSize=Average, EmLevel=Modearate

The Vargr trader is a merchant vessel optimized to carry
cargo, not passengers.

VARGRPACKET
CraftlD: VargrPacket, Type VM, TL 13, MCr137.668
Hull: 540/1350, Disp=600, Config=4USL,
Armor=40F,
Unloaded=5330tons, L

ded=5890tons
Power: 11/22, Fusion=1467Mw, Duration=30/90
Loco: 11/22, Maneuver=1, 22/44, Jump=3,
NOE=170kph, Cruise=300kph, Top=1200kph,
Agility=0
Commeo: Radio=System
Sensors: PassiveEMS=Interstellar, ActiveEMS=FarOrbit,
ActObjScan=Routine, ActObjPin=Routine,
PasEngScan=Routine
Off: Missiles=x03 :
Batt 1
Bear 1
Def: DefDM=+4 i
Sandcasters=x04
Batt 1
Bear 1
Control: Comp =2bis x 3, Panel=holody ic link x

Sp ialahead up holodisplay x 4, Envi-
ron=basic
env, basicls, extend Is, grav plates, inertial
comp

Accomm: Crew=21x 6 (Bridge=2, Engineer=2,
Command=1,
G y/S 3, Medical=1),
Staterms=23,
LowBerths=10, SubCraft=shuttle

Other: Cargo=405k|, Fual=2207k, PurificationPlant,

Scoops, ObjSiz ge, EmL

A large merchant vessel, the Vargr packet caries passen-
gers and freight to ports of convenience.
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VARGRSCOUT
CraftiD: Vargr Scout, Type VS, TL 13, MCr37.679
Hull: 90/225, Disp=100, Config=15L, Armor=40F,
Unloaded=1279, Loaded=1498
Power: 6/12, Fusion=720Mw, Duration=30/90
Loco: 5/10, Maneuver=2, /6, Jump=2, NOE=170kph,
Cruise=750kph, Top=1000kph, Agility=0
Commo: Radio=System
Sensors: PassiveEMS=Interstellar, ActiveEMS=FarOrbit,
Densitometer=HiPen/100m, Neutrino=100kw,
ActObjScan=Routine, ActObjPin=Routine,
PasObjScan=Difficult, PasObjPin=Difficult,
PasEngScan=Routine, PasEngPin=Difficult

Off: Missiles=x02
Batt 1
Bear 1
PulselLaser=x02
Batt 1
Bear 1

Def: DefDM=+3
Sandcaster=x03
Batt 1
Bear 1

Control: C 2x 3, Panel=holodynamic link x 99,
Special=heads-up holodisplay x 1,
Environ=basic env, basic s, extend s, grav
plates, inertialcomp

Accomm: Crew=2 (Bridge/engineer=1, Gunnery=1),
Staterooms=2, SubCraft=speedar
Other: Cargo=185kl, Fuel=491kl, PurificationPlant,
Scoops, ObjSize=Average, EmLevel=Faint

The Vargr scout is the counterpart to the Imparial Type S
craft. It sports mixed armament in a triple turret.
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VARGRFRIGATE “*
CraftiD: VargrFrigate, Type VF, TL 14, MCr324.031 .
Hull: 720/1800, Disp=800, Config=15L, Armor=40G,

Unloaded=9395tons, Loaded=9869tons

Power: 40/80, Fusion=5337Mw, Duration=30/90

Loco: 58/116, Maneuver=3, 36/72, Jump=4,
NOE=180kph, Cruise=750kph, Top=1000kph,
Agillity=0
Commo: Radio=System

Sensors: PassiveEMS=Interstellar, ActiveEMS=FarOrbit,

Densitometer=HiPen/250m, Neutrino=10kw,

ActObjScan=Routine, ActObjPin=Routine,

PasObjScan=Routine, PasObjPin=Routine,

PasEngScan=Simple, PasEngPin=Routine
Off: Missiles=x05

Batt 2
Bear 2
Def: DefDM=+7
Cantrol: Computer=6 x 3, Panel=holodynamic link x 78,
Special=heads-up holodisplay x5,

Environ=basic env, basicls, extend|s,
gravplatas, inertial comp

Accomm: Crew=4 x 8 (Bridge=2, Engineer=3, Gunnery=6,
Troops=12, Command=3), Staterooms=21,
EmerLowBerths=3, SubCraft=GCarrierx 2,

ship’s
boat

Other: Cargow=135kl, Fuel=4835k|, PurificationPlant,
Scoops, ObjSize=Average, EmLevel=Mod

Atypical small warship, the Vargr frigate is commonly
employed for military, patrol, and anti-corsair missions.
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VARGRCOURIER -
CraftiD: Vargr Courier, Type VX, TL 14, MCr75.896
Hull: 180/450, Disp=200, Configs=15L, Armor=40G,
Unloaded=2231 tons, Loaded=2358 tons
Power: 10/20, Fusion=1332Mw, Duration=28/84
Loco: 14/28, Maneuver=3, 7/14, Jump=3,

NOE=180kph, Cruise=750kph, Top=1000kph,
Agility=0

Commo: Radio=System

Sensors: PassiveEMS=Interstellar, ActiveEMS=FarOrbit,
ActObjScan=Routine, ActObjPin=Routina,
PasEngScan=Routine
Off: Missiles=x03
Batt 1
Bear 1
Def: DefDM=+3

Control: Computer=2bis x 3, Panel=holodyn link x 113,
Special=heads-up holodisplay x 2, Envi-
ron=basic
env, basicls, extend Is, grav plates, inertcomp

Accomm: Crew=2x 2 (Bridge=1, Engineer=2,
Gunnery=1),
Staterooms=4, SubCraft=ship's boat
Other: Cargo=54kl, Fuel=1037kl, PurificationPlant,

Scoops, ObjSize=Average, EmLevel=Modarate

The Vargrcourier is designed for rapid transportof envoys and
messagas over interstellar distances.

g g
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Vargr: Vargr Vehicles

VARGRCORSAIR
CraftlD: Vargr Corsair, Type VP, TL 14, MCr193.403
Hull::360/900, Disp=400, Config=15L, Armor=40G,
Unloaded=38681ons, Loaded=48321ons
Power: 31/62, Fusion=4158Mw, Duration=25/75
Loco: 29/58, Maneuver=3, 11/22, Jump=2,
NOE=180kph, Cruise=750kph, Top=1000kph,
Agility=0
Commo: Radio=System
Sensors: PassiveEMS=Interstellar, ActiveEMS=FarOrbit,
Densitometer=HiPen/250m, Neutrino=10kw,
ActObjScan=Routine, ActObjPin=Routine,
PasObjScan=Routine, PasObjPin=Routine,
PasEngScan=Simple, PasEngPin=Routine

Off: Missiles=x04
Batt 1
Bear 1

BeamLaser=x05

Batt 1

Bear 1
Def: DefDM=+4

Control: Computer=3, Panel=hclodynamiclink x 152,
Spacial=heads-up holox 5, Environ=basic env,
basicls, extend Is, grav plates, intertialcomp

Accomm: Crew=3x 4 (Bridge=2, Engineer=3, Gunnery=6,
Commands=1), Staterooms=12, EmergLows5,
SubCraft=GCarrier

Other: Cargo=810ki, Fuel=2196ki, Scoops,
ObjSize=Average, EmLevel=Faint

The Vargr corsair is an armed vessel equipped with extra
accommodations for ship's troops.
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A
BRIDG

BRIDGE
. The bridge of this Vargr corsair represents many
typical aspects of Vargr bridge layout.

Vargr often prefer to use a flat viewscreen as their
main bridge view of the what is outside the ship,
rather than rely on simple viewports.

The Vargr designers of this éraft laid out the con-
trol stations on the bridge so that all have a good
view of the main screen. Down front, in the lower
split-level part of the bridge,are the pilot's station
and the navigator's station (out of the picture to the
right). These two. stations have their chairs angled
back at a 35 degrees to make it easier to see the
viewscreen without straining the neck.

Vargr starships tend to be irregularly lit, with some
corners or areas in near darkness, while other areas

Vargr: Bridg

'—___""\
AL
AT}

(iike a control panel) brightly it with f d lighting
panels. The lighting on this bridge is more uniform
than most — but there are still murky areas in some
of the out-of-the-way parts of the bridge.

The Vargr tail presents a problem humans do not
have to deal with — Vargr chair and couch construc-
tion must allow for comfortable disposition of the tail.
The common solution, as shown here, is to provide
a large triangular hole where the lower chair back
and back of the chair seat come together.

Behind and to the right of this picture lies the
ship's central locker and the main ship computer.

1 View screen

2 Pilot's station

3 Engineering monitor station

4 Weapon coordinate/tactical display (2-dimens.)
5 Stairs down to deck 2

6 To portside dorsg] turret
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VLAND SECTOR

Viand sector is a much different sector than it was just a few years ago. Not only is the sector isolated on two sides by the
Vargr who have overrun Corridor and Lishun sectors, but with the Igsiirdi's declaration of independence from Lucan, Vilani
culture is rapidly making its P at the i llar level.

All starships now must be officially registered and have official transponders installed. Any outsider trying to "sneak” across
the.borders is therefore easily and quickly identified. The official transponders are sealed, and they self-destruct if tampered
with. Official registration codes are closely guardod and they expire after one year. Life as an legitimate interstellar merchant
Is obviously safer under this arrang i, but it ves more red tape in the Vilani Empire than it ever did in the days of
Imperial rule. Smuggling or piracy has never been more difficult and costly.

Recantly, the four bureau megacorporations pnﬂlnnad the Igsiln:li to require all free traders to get a permit from one of the
Vilani megacorporations if they wish to The b have law enf thority under the i
Vilani arrangement, and the bureaux felt the parmn lopmad‘l would close the loopholes in their authority. The Igsiirdi agreed.

Under the new Vilani rule, the role of the Scouts has also changed quite a bit. The scouts still have their courier-message
carrying responsibility. However, the sensor array on many scout vessels like the Donosev makes these craft excellent for
system surveillance. Thus, the new mission of the scouts o replace. mmiﬂc exploration: security of the realm. They aug-
ment the navy by routinely patrolling less travelled border sy g for unregi d intruders. Sevaral scout ships
have been refitted with weapon systems to assist them in their new role.

The Third Imperium’s official stand has always been to stay out of local world affairs as long as they did not affect another
world or the interstellar trade lanes. With the Vilani, it is a little different. The Vilani are not afraid to meddle in local world
affairs if they feel the world is drastically off the mark with regard to Vilani culture. Even so, the Vilani leaders are slow to
move if they feel a world needs offworld “re-education.” In a ch istic Vilani the leaders prefer to study the situa-
tion, and to discuss options with their peers. -

Nevertheless, some worlds that have enjoyed great autonomy under the Imperium are in for a rude surprise as the Vilani

begin to involve themselves the worlds’ local situation — either openly or behind the scenes.

Answerin/Parsi
(0431 BSB4ABS-F):
Voskhod | Vhodan | Anarsi | Theton | The minor human race
of Answerin holds fear
of any kind 1o be a dis-
ease of the mind, and
g Answerin's psychia-

Vand | Shigus | trists have effective
techniques for eradicat-
ing all anxiety from the
populace.

&

Dusa | Akumid | Kasear | Anakoa | The principal diag-
nostic tool for this is a
portable device which
detects anxiety, by
LA analyzing thoughts and
Parsi g Nufisud | Kakadan body functions.

The device's use
bordars too closely an

Viand: Sub Key

allow it fres export to the rest of the llrlpanum. but ﬂBBII
copies are sometimes smugglod cn.n.

consciously decide to react strongly, which takes one com-
bat round.

Corsalrs: Known units of Vargr corsairs are located at
1104 Gvaellekh, 1202 Anghurr, 1901 Ghurrllekh, 2203 Ang-
vae, 2501 Khugan, 3002 Ksuerrgh, 3003 Khughfudz, 3201
Thoegzknaedz, as well as just beyond the sector borders.
The worlds 0502 Lugaluru, 1004 Esngnugz. 1704 Rronae-
tuts, 1801 Newcastle, 1904 Daama, 2905 Zupilak, and
3004 Shupin are d of harboring irs — but this
8o far remains unproven.

In the closing months of 1119 and the early months of
1120, Vargr corsair raids have become increasingly aggres-
sive and frequent. Several Vilani naval and scout bases
near the border have recently fallen into Vargr hands: 0402
Kuk (scout base, captured 299-1119); 0902 Otsaelighue
(naval base, captured 278-1119); 1102 Azu (naval base,
captured 271-1118); 1804 Kashin (naval base, captured
041-1120); 1903 Gemid (naval base, captured 210-1118)
and 2502 Rhodes (naval base, captured 325-1119).

The loss of the naval base at Gemid is particularly alarm-
ing, since it is home to an experimental tech level 16 facility.
Wﬂh sophisticated new Mthy in the hands of

When of A i d praved Vargr irs, the d Vilani empire could
adrenalin reaction ll'l their bodles. wh:d'l gm Ihem Iampo- be in very grave danger.
rary sup rh gth and d from Daama/Anarsl| (1904 B576438-9): Historically, this this
d premium prices for servica. sparsely settled world has been a smuggler's paradise. hs
The d Vilani Empire is using A in mercanaries non-aligned status kept it free from Imperial restrictions,
in increasing numbers to augment elite ships' troops and and fts close proximity to Gemid gave it a variety of high-
jump troops units. tech black-market goods. The system's one gas giant has
Ref When refereeing an A Y In | been its one weakness, since it means all wilderess refuel-

combat, allow him to increase his life force b'r 3 for ten eorn-
bat rounds, after which time his life force returns to his origi-
nal level minus 3 for an hour (a 3/5 bacomes a 6/5 for ten
munda. u.nr.l then bwomu a 372, for instance). Any surprise

g an A in also get the first round of
normal a'ltaﬂc (after surprise s lost) at the Answerin's normal
life force level. This is because an Answerin needs 1o

ing is concentrated there. Currently, the system is thought
1o be the home of several particularly ruthless Vargr corsair

ps.
g:?_uh. Marquis of Gemid is the latest in a long line of inef-
fectual rulers — rumor has it that he supports whoever can
pay him the most to take advantage of his system's stra-
tegic location.

The MegaTraveller Alien, Volume 1
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Dusa Subsactor: Has no |ubuctor govemmaent of its
own. lts widely sc ed from

Six curators call this planet home, and they are the sole

adjoining areas. Thtumnhlru-oilh- Lalaki Kharir sub-
sector. The rift system were colonized only in recent centu-
ries and the new empire has not thought it necessary to
change the status quo.

Gamgllebo/ Vhodan (1604 B000756-A): This wnam
was under intense study from a team of scout

of the beautiful underground ruins of the

Ciicetu,

Irlla /Viand (2211 B568003-9): Irila is a virtual park pla-
net, boasting beautiful natural scenery and animal Ife totally
unafraid of humans. It was bought outright by a conserva-
tion locloty of the First Imperium and the charter has

d into Sh hid's hands unch

cists when it was overrun by Vargr corsairs in early 1119. A
scout rescue party of 269-1119 went to Gamgilebo and has
never returnad. The scouts are actively looking for an
experienced team of independent mercenaries who would
be willing to ke a rescue

Although listed as a trinary with asteroids and two gas
giants, the innermost gas giant is a supergiant with a fairly
large amount of internal fusion. Studies done by the scouts
over the last three hundred and twenty years indicate that
this planet has reached a critical size and mass and may be
on the verge of becoming a fourth star.

Gemid/Anars| (1903 A423979-G): Oftworld have

Nlhough Sharurshid now operates the world as a tourist
attraction for profit, it is maintained as naturally as possible.

Khankarl/Voskhod (0205 B885311-D): Khankari's
dense atmosphere carries enormous kinetic energy, making
a wmdy day quite an event. Khankari's dense atmosphare

serves to distribute heat across the globe from the

tropics to the poles

Khankari's sharp axial tilt and short year (in the inner orbit
around a cool M2 V star) contribute to abrupt seasonal
changes and generate some of the sector's most dramatic
weather.

rarely visited this world emap! to purchase its famous high
tech ialh ing. In 210-1119, the
system's mtptﬂrlwrtﬂ mch level 16 naval facility was cap-
tured by Vargr, and Gemid was overrun. The current fate of
the system is unknown.

Gemid's high population and scarce resources have led
to the custom of ritual killing of the old. Before a person can
have children, his own parents must be dead, and if they
are not dead when a child is born, they are expected to be
killed shortly after the new birth.

Culturally, Gemidians adapt to this custom in various
ways, It is common for married couples to wait until they are
in their forties or fifties before starting a family (this is pos-
sible thanks to Gemid's high medical technology). Children
of important figures in society may hold off having children
of their own until the parent has died a natural death, Some
elderly individuals, wanting to free the way for new children,
also voluntarily submit to a premature death.

Now that Gemid has been captured by Vargr, there are
rumors that the Igsiirdi has made recapturing Gemid a prior-
ity military objective before foo much advanced technology
falls into the hands of the Vargr.

Glinam/Viand (1915 C : Giinam is a h

.

Hurré wiped out 1ha First Ilnpcdurn colony planted
haruandhn" d the tedly there-
after. The world's inhabitants mmplﬂoly died out during the

Night.

Early in the Third Imperium, a new colony was estab-
lished on Khankari. The small group now living on Khankari
today use well-reinforced homes, and many avoid the entire
weather problem by living underground.

Liwar/Vhodan (1110 C350000-A): An automated refual-
ing station serves travellers here on an otherwise barren
planet. Standard offworld bank cards and actual currency
are both acceptable to the robotic machines.

The machines are serviced by a hermit, who prefers to
avoid contact with visitors. Most vessels do not delay at the
Liwar refueling station any longer than necessary.

Lukham/Daanglllu (1334 A464ABE-G): After replacing
Khir Lows ngam pupular unlinem in 1110 Ursheam
Khushii, a military di i laws
on Lukham, Tho-imntmnkmarmmwmlm
high-tech gravitics industry of the world, which specializes
In ultraminiaturization. Force has proved no substitute for
willing brains, however. Lukham's products have bacome
shoddy and their share of the market fell off sharply

preserve world, maintained for Vilani nobles. The tech lovel
code refers to mmmodahum available at the small star-
port; the rest of the planet is wild and undisturbed
ocean. The planet has a standard atmosphere, despite its
small size, because of the planet’s high density. Many have
tried to ince the world's to allow mining of the
heavy metals here. So far refused all advances by mining
interests, claiming it would ruin the hunting.

Gokodeyo/Vhodan (0930 ES818AA-3): Only three low
tech, pre-industrial worlds are to be found in tha Viand sec-
tor, and Gokodeyo is one of them.

Lack of usable water is the p limitation to ads
ment, but the planet is also scarce in other resources. The
planet is fairly dense, but most of its metals are buried deep
in the world’s core. In addition, Golwdmumhtmi—
cally stable and does not recycle by way of

The large population cannot afford to trade for offplanet
technology because their home world produces so little of
value.

Hmlm.immld (1523 0510044-4) lima is a museum world

Today's leader Khuushmin, the son of Khushii,
maintains a high lifestyle by taking a greater cut of the dwin-
diing profits. Rumors indicate the public would favor his
overthrow if it could be safely accomplished, but this would
be difficult from inside because of the local oppressive
restrictions on weapons.

Complicating this situation is Khir Lowe's son, who lives
with a handful of followers in political exile in the rings of
one of the system's gas glants. Khuushmin cannot do away
with him, because of the popularity Lowe still holds on
Lukham. But Lowe in his present habitation is powerless to
act against Khuushmin, whose troops regularly patrol the
gas giant. Khir Lowe was known for his generosity; if his
son shares these attributes, it is likely that his influence on
Lukham would be substantial.

Now that the restored Vilani Empire has been founded,
the Igsiirdi are considering their options with this world. The
high council would like a profitable Vilani culture restored to
I.ukham. but they are currently unsure how to approach the

of the d Qiceteu a race of L
sentients. lima's tech level 4 civilization apparently died out
when the planet's ecology was destroyed by a celes-
tial catastrophe.

blem without rting to opel

" Newcastle/Anars| (1301 CSWH} Newcastle has
been under the control of numerous Vargr corsairs for
nearly two decades now. Early in 1104, Vargr corsairs
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overwhelmed the relatively low-tech defenses and took over
the planet completely.

It is believed that Newcastle has served as the jump off
point for many of the Vargr corsair advances in the last two
years, Although clandesti ys of the system have
failed to turn up any conclusive evidence of a corsair base,
computer analysis of traffic pattems repeatedly show New-

animals can spit a fluid that catches fire in the hydrogen
atmosphere of the planet. The resemblance was too good
lo pass up for the original colonists, one of whom fancied
himself an expert on ancient Terran legends. St George
was nol colonized until 360, whaen technology to overcome
its atmosphere was finally developed.

The original, highly d leaders set up an almost

castle as the hub. Officials are at a loss to explain the

mystery.
Rafi The Vargr irs who captured N le in
1104 were acting under the direction of the Church of the

Chosen Ones. Administrative control of this planet was in P ing of anagathic drugs. Much of the
the hands of Onggzou, the Church's Listener for the area | population of the ystem is h d in orbital complexes, KA
including Anarsi subsector. safe from the insidious hyd,

In 1111, corsairs of the Ngath Confederation took the
system from the control of the Church, and began outfitting
a secret base far out in the system's Oort cloud in an unu-
sual concentration of dark ice asteroids. The Vargr have

3 ial go but their repi: nts have lost the
confidence of the people and there is considerable unrest,
Time will tell if the current government can stand.

The kesternet plant, which grows only on St. George, Is
- o o

Taurl/Viand (1817 A130998-E): Tauri was the first planet
1o be visited by Vilani starfarers, befora the First Imperium
was formed. Although originally colonized as a scientific
research station, its population has grown 1o extremes over

equipped their extensive base for ice refueling, and they | the millennia. B of Tauri's gic position as a first
have thus far kept their base's whereabouts a secret. world on the Vilani main, its economy is suppdried mainly
Nulisud/Nulisud (1937 ABD366A-F): Four million people | by banking and flowing through its port, rather

crowd Nulisud's highlands above three kilometers altitude.
The phere's high ion of p
efficient settiement of low-lying regions,

Unfortunately, the soil in the highlands is poor and -ittle
mining can be done, but Nulisud survives as the subsector
m-m::mm.nmmdmmumm
its area of space.

Recent terrorist ndlvi?u ha:m been occurring in the star-

Yy

than by onworld industries.

Vilanl Main: The Vilani Main, one of the largest chains of
jump-1 worlds in the Imperial region, is the cidest, richest,
and most cohesive section of the old empire. Few of its
worlds gave up interstellar travel during the Long Night.

Almost two-thirds of the planets in the Viand sector can
be reached from Viand by a series of one-parsec jumps.
Maps produced before the Rule of Man call the Main by its

port with al g reg Y of the ist groups | original Vilani name, Arshukaa Sagalaa.
who have claimed responsibility are thought to be aligned Wimorel/ Anakod (3129 C765443-7): This Ancient site
with Lucan. has only a few ruins attributable to the Ancients, but it has a
Shabll/Anarsl (2408 B854010-A): This world holds | great many ruins of a stone age culture that apparently
F ions for Makhidkarun, the pros- | coexisted with the Ancients, under their protection, and who

perous megacorporation and Vilani bureau.
Th

ds of square kik of the surlace are cov- | that the Ancients looked on these primitives as a sort of pet. :
ered with mechanized ge units and landing areas for The current inhabitants are not the descendants of that :
transport to and from offworid. race, but of animals that were near intelligence when their

Sikilar/Vhodan (1107 B3328DH-9): Colonized during the
First Imperium with a dome ecology, Skilar was a popular

shared their fate in the final war. It has been hypothesized

superior competition was wiped out. Their numbers are
rather small but the Kolzar are inventive and determined,

(B

retirement workl because of its low gravity. As the Long They are roughly humanoid, but have scaly skins and a low s
Night deepened Sikilar was cut off completely from i | body temp . A A e
lar contact. The domes were maintained by rote } fedy Before the restored Vilani Empire could act, Lucan's AR b g

but their atmosphere became thinner over the centuries and
the populati iy adapted to the new at h
Todunhoynﬂsldhrbmohpuwkmdmﬂgiow—

forces acquired control of Wimorel. Apparently, scientific
teams under orders from Lucan are combing the Ancient

fuins for technology that could be of use to the ad-interim R P
caste. E fly, all knowledge of the | emperor in his fight against Dulinor. Recently, rumors have =T con )=, an
technology was lost, with operation of what equipment | started to surface of ing new technological finds on - .2
remained being done by rote. Wimorel, but many of these rumors are litle more than . s AW s

At the ciose of the Long Night, an offworlder from a
higher tech world with plenty of ambition and few scruples
came to Sikilar. Dhusa (the only name now remambered)
overawed the populace with his "magic™ and set up a relig-

Zurrlan/Viand (2016 C463436-F): Zurrian produces the
famous surshi cloth. This fantastically expensh b
is produced by a local insect which has been altered and

lous dictatorship. Since then his priestly caste has instilled a conditioned 1o spin its webbing in sheets of delicate, indes- st/ g+ iy — L)
terrified obedience in the people. cent material. Attempts to raise these insacts slsewhere — R =0
Offworiders are worshipped as angels. No native may | have failed. ’ e i = e
speak to an offworider without permission. All trade is han- The natives of Zurrian keep hives of these insects as AN suw
dled by the priests, who keep technology to themselves. other humans keep shaccas or bees, and harvest the cloth : ats LA
The only reason the incredible law level of this planet | periodically. The local ari y claims 10% of the harvest " A 2
has not made it an amber zone is that offworlders are not but otherwise leaves the populace to its own devices. The ] il ¥ T / T T\ 3 T
subject to the most stringent taboos. cleaned cloth is shipped all over the sector — for those who & ANy eroied/ \anl) s A T AT A AN & A TN ot
The Vilani Igsiirdi is ly idering its options with | can afford it. It is strong for its weight and a surshi garment - S, ) N AL = VT SNEE el HAC
this world. The current culture that pervades Sikilar is unac- retains its beauty for many years. 3 b . Ll " : N =50 e e o
ceptabla to the restored Vilani Empire. Zurrian's meager starport consists mostly of warehouse =7 = RH oy i Do . o = S bl LN
St. George/Shiigus (2616 B7C53BB-D): The domi districts handling surshi cloth trade. Few offworlders visit : . _:_. L R 3 - 23 s d 7e A
native animal of St. George is, of course, a “dragon”, Liz- | Zurrian, making the need for quality accommodations low. : | ATTE AN, AP AL ALY =T 3 L
ard-like in appearance but bearing live young, these feisty 1 ATLCr e & R WLT) : ) r - L2z g A TN T

100 1 } a o 18 amor
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VLAND SECTOR — UWP SURVEY DATA Otsasiighus 0902 AZ2SIISF N M 303 Vn KBV
Eanasfun 0508 CARSABAC 713 Av AIV
Aakhom 0101 D258854-7 Ag M 0909 C200TES-B 5 MNaVa 820 RAv Md I
Pl 0102 ETRN34S-T Lomi 0821 CAZIR0-D  LoMPo 105 Av MIVOS Y
Mabuut 0104 EXZIMD  LoNiPo 02 BSBSSSE N NI 720 Av F2V M2D
Debron 0108 EMIS00-8 NPo Shugancanid  DR24 ET45IT28 LoN 401 Av WA v
Taracdin 0107 CA585838  ClAgM 0927 CTRMNCOL  Hiln 301 Av M2VNMOD
Hakkal 0109 CHSETET-S S Ag 0930 ESB1RAA-D 110 Av F3V M0V
Onsin 0110 B100STT-B Na Ve 0933 C4171688-E HiNanic 813 Av M4V
Shasputin 0131 CTEIMOD LaNi AQOMMBD-F MiVa e 401 Av M5V OEW
i 0132 C2500AB-8 S HiPoDe 0038 CIOM2-B Lo NiDe 224 St WMOVKT NI
Zarmgud 0134 EfdASSS-S N 0030 DTBASSA-9  NWa 102 51 AV
Sakin 0135 CIN0888-C 8 Na M PoDe 1001 C525545-8 910 Vn KOV MED
Sraakl 0137 BEBITS0-E N F 1003 BMOSTA-T M PaDe 011 Wn M5V
Wanang CAddi0s0 3 NI 1004 EATAMIS  LoMWa E20 Vi M4V
Bannon's Word (203 E100488-C NiVa 1007 CESASCC-D 5 HiinWa A2 Bv GTIV
Krnankar 020% BMSI1-0  LoM 1011 ABCIROE-E N A B4 Av KTV IV
Lankhi 0208 ET48552-5 AN 1012 C554120-7 Lot 402 Av MOVGAD
Knasgun 0210 ESTSEM-E  AgM Apurshieh 1026 CSS5084-8 W 623 Ry GAVI
Gilluar 0211 ASSRL21-B N NI Leraannar 1032 D432586-0 S5 NIPo B2) Av ABV K2V
Eaahi 0221 C530833A Na PaDe Koerirex 1033 C200263-8 S LoMiVa 820 Rv GTVFAV
Tratami DOCT887-5 S Al (1] 1038 ESBAAST-A  HiWa 901 51 MIVXOVI
Numangar 0234 ABSSIOC-E A LoM Ay 1102 AATBSIC N 801 Vn M7 VIMID
L 028 C120534-8 ! Nhh Civaalinhf I|°l Daasi1s7 C I.b'l 810 Vn F2VK8D
Shashim 0237 BXTeee-8 Sliiar 1107 BIX2B0H-2 TR AV G2V
Anant 0303 BIUBMGAA-C Nﬁ Wakhanen !mcmaamn T10 Av MBI
Shathl 0308 BSSS08-E A AgNI Suragginey 100 EIXIIE2-A LoNiPo 11 Av FAVMED
Enard 0307 CRDITACH § FI 501 Av M5V MTD vt !Hﬂml S LoNiPoDeBa 406 Rv K2V
e 0311 AZIOI20F N Lo NI PaDe 822 Av MIVOSD Valias 1112 ABRTTRE-  AgAn 010 Rv FIV
Paspan MSLIESF N Lo 510 & XAIVGOD Thagho 1113 CE08680-7 AN 920 Av F3 N
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¥ Va  Non-aligned Vargr world :

Vb = Baknae Alliance = <

Ve Anli-Rukh Coalition- = =

Vd Democracy of Greats

Ve Empire of Varroerth

Vf  Dzarrgh Federate

Vg  Glory of Taarskoarzn.:éi

‘Vh  lrrgh Manifest -

S E CTO R Vi Uaeghskath Intaracterats

VVL Jihad of Faarzgaen
K EY Commonality of Kedzudh
VI Lair Protectorate

Thirz Empire

Society of Equals
_Worlds of Leader Rukh

‘W Voekhaeb Society
Vw People of Wanz
Vx_ Antares Pact _

Council of the Four-Pair
V9 Infinity Laague

Delegation of Targhae
Agl:ng ts of E!oe;:ge

Far Stars Unanimity
Glorious Sons of Rael

ALLEGIENCE
KEY

OTHER ALLEGIENCE CODES
Code Allegience

b Tt L IR Sw  Sword Worlds Confederation Jarrgh Subjugate
1 N%}‘%rj (l% & }h“”'ﬂfc T ‘SW  Sword Worlds Union 'tl'Jrae
7 L) A Ux§ $ = Kkreg onfes ~ Union o
2 ‘gff'“d} \'- “is,"f} £ / w{"" Client Dd omain of Deneb (Norris) - Vaoeke
' N & H 2 ,M,,,,M g - Shes L Lucan's Imperium Ruzz
Str \;\k - Lucsné?m/" League 'of u ; N
Imperium ">~ Zimperium Antares A i
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