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Extra aliens for Roaring Rockets,
and aliens who need more details than the rules show.

Ampeater (average individual: INT 1 / STR 6 / DEX 5, Hit Roll 12)

A destructive pest. The ampeater is a genetically engineered cybernetic creature of
unknown origin. It is widely believed to have been a bioweapon designed to
blight someones enemy long ago. It has spread far and wide since.

Ampeaters are squat hairy creatures, much like a wolverine with a light bulb for
a nose and an electrical cord for a tail. They get into vehicles and eat all the
amps.

One is not particularly dangerous to a space ship. They are a huge problem in
large numbers, however. They are drawn to vehicles, the larger the better, where
they hide in inaccessible places. Their metal claws can rip open sheetmetal,
screens, and grates. They travel in ductwork. They get into the pantry, where
their claws tear cans and boxes open for food. They rip open electrical boxes
to eat the circuitry. They put their tails into wiring to eat the electrical current
(amps). Ampeaters cause the most consternation by eating amps. If you have an
infestation, systems will lose power randomly. It is most vexing.

They are vacuum tolerant and can infest new ships by jumping through space or
walking on the ground, even on airless worlds.

Call professional exterminators if your ship has ampeaters.
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Constrictor Plant

Wild carnivorous constrictor plants grow fruits that look, smell, and taste
delicious. This lures animals within range of their long slender leaves, which
wrap around the victim and constrict them to death. The decomposing victim
fertilizes the plant. This may even draw carnivores within range, creating a
multiple-entrapment event.

The base is the size of a large pineapple, with plum-like red fruit on a 3-foot
stalk. Ten-foot leaves stick out in all directions. They are touch sensitive,
activating the plant.

Constrictor plants are farmed on many planets for constrictor fruit. The farmers
keep the leaves pruned back to one foot long. Farmers carry stun pistols in
case someones leg is grabbed by the leaf stubs.

Animals sometimes raid farms for the delicious fruit and disperse the seeds. Wild
plants grow up, and people or animals sometimes bungle into them. If you are
trying to free someone, a sword can cut them free. The base typically takes 6
points of damage, and stun guns work on them.
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Distant peoples
Earthmen know about some peoples too far away for regular contact.

Aquarian Federation: The Ichthyds of the planet Aquarius are a water-
breathing people somewhat like mermaids. They have technology similar to
Earth, but their ship designs are slower and have less offence and more
defense. They are isolationist but have formed a federation with several
lower-tech spacefaring peoples for the necessity of defense. Now they
include many non-spacefaring planets and a large Wanderer population.
This large federation is in the direction of the constellation Aquarius but
is far enough away that it has not exchanged ambassadors with Earth.
They have had altercations with the Orcs, Insectoids, and other powerful
opponents. Earth considers the Aquarian Federation a potential ally.

Emperor Fu: The emperor is the centuries-old ruler of the planet Duria
who has extended his lifespan by unnatural means. His people are yellow
humanoids who small bad. Imperial technology is a little more advanced
than Earths and includes death rays & science frigates.
Emperor Fu is bent on conquest. He prefers to use spies, traitors, and
extortion, but he is not afraid to use his powerful professional military.
The empire is large, powerful, and located in the direction of the canis
minor constellation. It includes many lower-tech client peoples who are
forced to contribute armies and lower-tech fleets.
Emperor Fu has had altercations with the Mollizoon, Salamanders, and
Shelks, but has not yet contacted Earth, which is distant.
Earth considers Emperor Fu to be a major threat and assumes he has
already sent spies. His weakness is thought to be the client peoples
forced into his empire.

Lo-thin-cha: This is a friendly people beyond the Mollizoon. Earth and Lo-
thin-cha have exchanged goodwill ambassadors, despite the 6-month trip
as a passenger aboard a Wanderer spacecraft. They look something like a
6-legged rhino where the front legs have hands. They are isolationist but
have an accidental empire because nearby planets ask for their protection.
They host a Wanderer settlement.

Raptors: A rapacious empire beyond the Mollizoon. They look like a
cross between a humanoid and an eagle. They are aggressive, cruel, and
eat prisoners. There are several reports of individual raptors showing up
as pirates and mercenaries in space controlled by Earth.
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Reptoids: A violent, warlike reptilian people in the direction of the
constellation Lacerta. A dictator rules them. They have been around longer
than most other empires. In the distant past they were almost completely
destroyed by a Black Fleet, but they have come back stronger than ever.
They are not the smartest people, nor do they have the most technology,
but they have a unified empire.
Their cavalry rides dinosaurs. Their dragonriders ride space dragons,
which only they have. Reptoid warriors and cavalry sometimes show up
as mercenaries in Earth-controlled space.
Reptoids are hostile to the Kraken and Orcs. Earth and the Reptoids are
expanding towards each other, and will be in opposition soon. They will
also encounter Salamanders soon.
Reptoid (int2/s6/d2, HR 10): Green-skinned reptilian humanoid. Claws for lt
kill.
Space Dragon as monster (int1/s20/d2, HR 10, sizemod +4): Winged
quadruped, serves as mount for Reptoid dragonrider. 1 pt armor scales.
Can claw or bite for mega-kill. Flies through space for hours without life
support.
Space dragon as vehicle: Size 1, slow, very maneuverable, seats one
dragonrider in space suit. If it makes a hit it clings to enemy vehicle.
Every subsequent turn it rips parts off (normal damage). Any hit wounds
it and takes the fight out of it. 3 hits kill it.
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Insectoids

Biology: The insectoids are bug-like beings that stand erect. They have many
castes, but here are the ones you might meet:

Worker (int2/s3/d2, HR9): The most numerous caste. They are small and not
that bright. Sizemod -1.

Soldier (int2/s6/d4, HR11): These man-sized fighters are not smart, but are
fearless and obey orders without questions. Claws for Lt kill, can use
most weapons.

Juggernaut (int1/s18/d4, HR11): These super-sized solders are armored with
thick chitin and are not smart enough to use advanced weapons.
Sizemod +2: Claws for hv kill, cannot hold weapons, 1 point armor.

Smart (int3/s3/d3, HR10): These crew space ships, lead platoons of
soldiers, repair equipment, and so forth. They are about as smart
as an average earthman. Hits for wimp kill, but may have any weapon.

History: The Insectoids control more planets than Earth, but do not have a
central government. Each planet has its own leadership. This means they make
short and mid-term alliances with each other and spend a lot of their time
fighting other insectoids.

Technology: The Insectoids have almost as much technology as Earth but rely
mainly on lower technology when it will do the job. They are perfectly willing
to accept casualties from using the lower technology because they view their
soldiers, juggernauts, and workers as expendable.

Methodology: The Insectoids are bent on conquest. They elicit determined
opposition from non-insectoids because they treat prisoners and conquered
people poorly.

Location: From Earth, they are in the direction of the phoenix constellation.

Diplomacy: Hostile to Earth, Tigermen, Shelks, and Aquarians.

Some Insectoid spacecraft (typical crew: int3/s3/d3/skill 1)
Honeybee type bakabomb: size 1 fast & maneuverable small craft flown by barely trained

worker. It rams with a size 4 warhead (hit roll is modified by pilot skill, which is
0). Two can be carried instead of a fighter.

Wasp type fighter: size 1 fast & very maneuverable small craft, nose Autocannon.
Chinche class fast maneuverable torpedo boat: Size 2, cannon turret, 5 nose torpedoes.

No overdrive.
Dragonfly class cutter: Size 3, autocannon turret.
Beetle class escort: size 4, 3 autocannon turrets.
Brood class tender: size 9, slow & sluggish when loaded, tail ray gun, 3 torpedo

boats, 6 bakabombs
Swarm class hive: size 24, slow, sluggish, 6 ray turrets, 12 fighters, 6 torpedo boats
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Kakido (average individual: INT 3 / STR 2 / DEX 3, Hit Roll 10)

Biology: The Kakido are short bald grey humanoids who prefer to live
underground. They are capable of freedom and kindness but have an evil streak.

History: Long ago the Kakido had a small empire, with alien worlds subjugated
to the Emperor. They were a grave threat to Earth and attacked it several times
but lost to the humans. These losses weakened the empire and the people of
Kakido overthrew their tyrant, under who they suffered much. They established a
free government and renounced war. Kakido and its previous slave worlds are
now free planets within Earth-controlled space.
The princes dispersed, each with a small army and fleet. Their descendants hide in
and near Earth-controlled space, practicing piracy, terrorism, and crime. Each
prince dreams of a renewed Kakido empire.

Technology: The Kakido have almost as much technology as Earth but choose
not to maintain significant military forces.
The old Kakido empire did not use carriers or fighters; Instead they used
saucers with a high-performance antigravity drive. Saucers are highly
maneuverable and do not shoot sparks out the back, but they can only be used
in the gravity well of a planet.

Methodology: The Kakido oppress. They still have major problems with rich
oppressing poor, husbands owning wives, government representatives lording it
over the people they are supposed to serve, and so forth. They reap a harvest
of strife.

Location: Kakido is within Earth controlled space. It orbits the star Herschel
5173 A in the constellation Sagittarius, also known as HR 7703, Gl 733 A, Hip
99461, and HD 156026.

Imperial Kakido spacecraft used by renegade princes
Typical crew: int4/s2/d4/skill 2
The only surviving ships in the hands of the hostile princes are fast.
Imperial fast & very maneuverable saucer: size 2, ray turret, small passenger area.

No overdrive, antigravity driven, may only operate near planets.
Imperial fast maneuverable gunboat: size 2, nose coil gun, ray turret, 10 light-

year range
Imperial fast maneuverable cutter: size 3, ray turret, cargo area
Imperial fast frigate: size 3, 2 autocannon turrets
Imperial fast sluggish mother ship: size 12, 6 ray gun turrets, carries 12 saucers

or 6 gunboats
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Kraken (average individual: INT 5 / STR 4 / DEX 4, Hit Roll 11)

Biology: The Kraken look like a 100kg black octopus with 12 arms, each
trifurcated into three mini-tentacles called fingers. They breathe only water and
can adapt to fresh water or water with various salts. Kraken can crawl out of
water for short periods, but their speed and mobility are limited.

History: The Kraken used to have a large empire that they took by conquest.
Then they irritated the Elder Things. The Elder Things can somehow cause a star
to boil the oceans of one of its planets. Now the Kraken have isolated planets
with a few conquests. Their drive for conquest remains strong, and they are
trying to rebuild their empire.
The Kraken of old had legendary wars with the Psios and nearly conquered
Earth.

Technology:
Kraken spacecraft are filled with water, reducing maneuverability.
The Kraken have retained their technology and can make some things that Earth
cannot.

o Death ray: Similar to a ray gun, but lighter & smaller, uses less power,
and cannot be set for stun/disable. The Kraken sometimes use a more
powerful death ray instead of a more versatile ray gun. For example, a
death ray pistol the size of a ray pistol does ray rifle damage. A death
ray equipped space ship may have an extra weapon or a more powerful
weapon.

o Obfuscator: This is a large spacecraft system that can make a spacecraft
harder to detect on a scope (it is hard to detect at long range). Missiles
cannot hit an obfuscated ship, and other weapons add 4 to their die
roll. The obfuscator takes up a lot of space and even more power. The
ship moves slower when it operates. Communicating or firing weapons
gives it away (negating the obfuscation).

o Tripod walker: This is a three-legged walking machine like a tank on 20-
food legs and life-support for a crew of three kraken: Vehicle size 2,
slow & maneuverable, turret with a vehicle ray gun, armored against hv
weapons. Under water the legs retract and it becomes a fast maneuverable
submarine.

Methodology: The Kraken take some worlds by conquest, and some by
subjugation. Subjugated worlds maintain autonomy, as long as they provide raw
materials, manufactured goods, and military forces when so ordered.

Location: From Earth, they are in the direction of the Hercules constellation.

Diplomacy: Hostile to Orcs, Psios, Reptoids, Mollizoon. Sometimes forms short
term alliances with Mollizoon potentiates. Never cooperates with Orcs or Psios.
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Some Kraken Spacecraft (typical crew: int5/s4/d4/skill 3)
Black Doom class fast maneuverable fighter: size 1 small craft, nose ray gun
Condusor class fast sluggish Cutter: size 3, deflector shield, two ray gun

turrets
Specter class fast sluggish Gunboat: size 3, obfuscator, nose-mounted ray gun,

missile turret (8 missiles)
Wraith class sluggish Frigate: size 3, obfuscator, deflector shield, ray gun turret,

missile turret (10 missiles)
Science Frigate: size 3, sluggish, carries some unique product of mad science.

These are rare, but usually bad news. Science packages seen in the past
include a power-drain ray, killer robots, a teleporter, etc.

Anathema class fast sluggish destroyer: size 4, size 4 nose-mounted death ray, 2
ray gun turrets, deflector shield, ECM

Defender class sluggish missile escort: size 4, 5 missile launchers (12 missiles
each), deflector shield, ECM.

Reaper class fast & very sluggish cruiser: size 6, two double power death ray
turrets, three missile launcher turrets (9 missiles each), force field, ECM.
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Mollizoon (average individual: INT 2 / STR 3 / DEX 3, Hit Roll 10)

Biology: They look like a 9 foot long worm with sucker-feet beneath, spines on
top, and a ring of short manipulatory tentacles around their mouth. They
breathe both air and water. The Mollizoon have many more planets than Earth.

History: The Mollizoon have been around for a long time and have a lot of
planets. Each one is ruled by a potentate who has alliances with other
potentates.
They want to conquer everything, starting with each other. They are hampered
by limited smarts, impatience, and having to buy most of their advanced
technology.
The Mollizoon protect small colonies of Wanderers because the Wanderers build
space ships for them (if suitably paid).

Technology: The Mollizoon do not have as much technology as the other space
faring species, so they buy it.

Methodology: Mollizoon potentates chose a victim and gang up on him.
Individual Mollizoon are often found among pirates and mercenaries.
Entire Mollizoon armies, crews, and fleets can be hired.

Location: From Earth, they are in the direction of the ursa major constellation.

Diplomacy: Individual Mollizoon potentiates are hostile to, but able to form
short-term alliances with, or be hired by: each other, Earth, Psios, Kraken,
Salamander leaders, Emperor Fu, Raptors, and Lo-thin-cha.
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Some Mollizoon Spacecraft (typical crew: int3/s3/d3/skill 1)
Mollizoon maneuverable fighter: Size 1, 4 nose torpedoes.
Black Doom class fast maneuverable Kraken fighter: size 1 small craft, nose ray

gun
A-99 Avenger type fast Human maneuverable torpedo bomber: size 1 small craft:

two big nose torpedoes (5 damage each).
Kestrel fast maneuverable Raptor bird of prey: size 2, nose autocannon, missile

launcher turret (7 missiles), cannot travel faster than light (no overdrive).
Quasar class fast maneuverable Wanderer scout: Size 2, nose cannon.
Myoguard slow sluggish Mollizoon defender: Size 2, 4 nose torpedoes, ray gun

turret, cannot travel faster than light (no overdrive).
"Kaze" class fast maneuverable Human torpedo boat, size 2: ECM, ray gun turret,

6 nose torpedoes, 15 light-year range. This inexpensive craft is used for
local defense.

Nosify slow sluggish Mollizoon cutter: Size 3, nose ray gun, tail missile launcher
(4 missiles)

Nebula class Wanderer cutter: Size 3, two ray gun turrets.
Astrohunger slow sluggish Mollizoon frigate: Size 3, three ray gun turrets.
Type 27 Psio frigate: size 3, nose ray gun, autocannon turret, missile turret (8

missiles), deflector.
Galaxy class Wanderer escort: size 4, 4 ray gun turrets, force field.
Simms class fast Human destroyer: size 4, deflector shield, ECM, 2 ray gun

turrets & 8 nose torpedoes.
Druge class slow sluggish Lo-thin-cha battle barge: size 5, double-size missile

launcher turret (12 missiles), 2 ray gun turrets, armor, ECM.
Thunderstomy slow very sluggish Mollizoon light tender: Size 8, tail-mounted

double-size missile launcher (8 missiles), 4 size-2 torpedo boats or
defenders.

lodgegeny slow very sluggish Mollizoon carrier: Size 12, 4 ray gun turrets, 12
fighters or bombers.

The Mollizoon buy a lot of Wanderer-built spacecraft, like the Quasar, Nebula,
and Galaxy. They build even more of their own, less capable, spacecraft.
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Old ones
These advanced ancient peoples destroyed each other in a series of wars long
ago. There are not many left, and they are rarely encountered. They have
incomprehensible advanced technology; their devices do whatever the game
master wants them to. They mostly ignore everyone else and focus on finding &
destroying each other. They swat anyone who bothers them (hence the extinct
peoples and shattered empires). Looks and mental powers do not work on old
ones.

Black Fleet: Assumed to be an ancient doomsday weapon, Fleets of huge
black space ships controlled by machine minds travel through space,
destroying civilizations in their wake. They mine asteroid belts with
remotes to repair, rearm, and slowly reproduce.
The ships are around size 100 and have mostly standard systems. Their
reliable redundant systems do not explode or become disabled, and they
have lots of ammunition. The cargo area has the machine mind and mining
equipment. The machine minds are weak at creative problem solving, but
excellent at tactical and strategic computation. They have special bombards
that flatten cities, poison with radioactivity, put up a pall of smoke that
blocks light to ruin crops for years, destroy the ozone layer, and
collapse civilizations.
Their only incomprehensible technology is their machine minds.

Elder Things (int7/s10/d3, HR10): A barrel-shaped intelligent walking plant.
The head looks like a starfish, 5 tentacles serve as legs, and the wings
allow it to fly through space without a suit. They are carnivorous,
amphibious, and ageless. They mostly keep to themselves. Tentacles hit for
1 stun. Lives on land and in water. Can handle great atmospheric or
water pressure.

Great Race of Yith (int7/s20/d1, HR8, sizemod +2): It looks like a big
cone topped by 4 tentacles and moves like a slug. They have powerful
mental abilities; whatever mental powers the game master wants them to.
They can even teleport within a star system. They mostly keep to
themselves and are collectors and hoarders of knowledge. 1-point armor
(very tough hide). Some tentacles have claws that hit for hv Kill.

Mi-Go (int6/s15/d4, HR11): A shrimp-like intelligent pink fungus with bat
wings (which it can use to fly in space without a suit). They have 3 castes:
Scientist, Soldier, & Worker. They are malevolent, want conquest, and are
notorious for performing medical experiments on prisoners. Crab claws
hit for Md Kill.
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Shoggoth (int5/s50/d4, HR11, sizemod +4): Large amorphous
shapechanger, able to form limbs and organs at will. They can even
extrude wings and fly through space. They can make a pseudopod appear
convincingly human if they can hide the rest of their body. Genetically
engineered as a slave race by the Elder Things, but they turned on their
masters. They prefer to keep to themselves but are aggressive and easily
angered. They have no tolerance for slavers, but no interest in liberating
slaves. They can clobber for mega stun and/or kill. Lives on land and in
water. Can handle vacuum, great pressure, and noxious atmospheres.

Yela (int7/s25/d1, HR8, sizemod +3): Big malevolent anglerfish monster;
moves & manipulates by telekinesis, even moving through space without
ships. They want to conquer or destroy. They have powerful telekinetic
abilities. Lives on land and in water. Bites for Hv Kill. Planets who
surrender to the Yela maintain some independence but must contribute
raw material and military forces. The Yela military usually shows up with a
large force of vassals.

Elder thing Great race of Yith
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Mi-Go Shoggoth

Yela
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Black fleet
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Orcs (average individual: INT 2 / STR 5 / DEX 3, Hit Roll 10)

Biology: The Orcs are larger and stronger than humans, but not as smart. They
have a tusked Neanderthal-like appearance.

History: The Orcs are aggressive and ill-tempered. Long ago they were clients of
the Kraken, but they turned on them in the Krakens moment of weakness.
Orcs want to be conquerors but are too busy being rebels. Every powerful
Orc leader tries to gather a small empire around him. So the Orcs spend much
of their time trying to conquer each other.

Technology: Orc technology is similar to Earths, but not quite as advanced.
They do not have ECM, force field or deflector shield technology. They prefer
to build everything simple, rugged, and reliable.
The Orcs are known to use poison gas, but never against anyone who could
use it back (like Earthmen).
Orcs have a technology that gives them limited control over mindless monsters
& dinosaurs. They use this technology to ride them in battle. Nobody else uses
it because it is unreliable, unnatural, and a product of mad science.

Methodology: Orcs do not do subtle. Their strategies are not complex.

Location: From Earth, they are in the direction of the Aquila constellation.

Diplomacy: Orc leaders are hostile to Earth, Kraken, Reptoids, and the
Aquarians. They can form short-term alliances with Earth and the Aquarians.

Some Orc spacecraft (typical crew: int3/s5/d3/skill 2)
Battleaxe type fast & very maneuverable fighter: size 1 small craft, nose ray gun
Claymore class cutter: Size 3, nose cannon, autocannon turret
Battering ram class fast maneuverable torpedo boat: size 3, 6 nose torpedoes, 1

missile turret (5 shots)
Crossbow class fast destroyer: size 4, Size 4 nose coil gun, 1 ray gun turret
Catapult class slow sluggish arsenal ship: size 4, 5 nose missile launchers (5 shots

each). The ship is cheap and the crew is minimal, but it has a lot of
firepower.
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Psio (average individual: INT 6 / STR 2 / DEX 3, Hit Roll 10)

Biology: Psios are hairless pointy-eared humanoids. They have whatever mental
powers the game master wants them to, but only one at a time and it takes all
their concentration. Their powers are short range and the victim returns to
normal once concentration or contact ceases.

History: The Psios (Sigh-oh) used to have a large empire that they took by
conquest. Then they irritated the Yela. The Yela can somehow move a large cloud
of hydrogen through space and press it into the atmosphere of a planet, where
the slightest spark will create a planetwide inferno. Now the Psios have isolated
planets and a few conquests. Their drive to rule remains strong, and they are
trying to rebuild their empire.
The Psios of old had legendary wars with the Kraken and nearly conquered
earth.

Technology: The Psios have technology similar to earth, but also some crystal-
based mental power amplification technology.

Confuser: A mental-powered vehicle weapon. It is short ranged, but always hits.
One confuses the crew of a size 1 vehicle so they cannot do anything for as
long as the weapon is trained on them. Three can confuse a size 3 vehicle, and
so forth.

Methodology: The Psios genetically engineered the space apes from a simple
people, but no longer control them. Space apes are now scattered far and
wide, working as thugs and mercenaries. The Psios still employ space apes and
other mercenaries as troops. They employ Mollizoon mercs as well.

Location: From Earth, they are in the direction of the bootes constellation.

Diplomacy: Hostile to Earth, Kraken, Raptors, and Mollizoon. Can form short
term alliances with Mollizoon potentiates.

Sample Psio spacecraft (typical crew: int6/s2/d3/skill 2)
Type 18 cutter: size 3, nose cannon, ray gun turret.
Type 27 frigate: size 3, nose ray gun, autocannon turret, missile turret (8 missiles),

deflector.
Type 30 fast destroyer: size 4, size 2 nose ray gun, two ray-gun turrets,

deflector.
Type 33 fast disrupter: size 4, six confuser turrets, deflector, ECM.

Psios employ mercenaries, and may use or include Mollizoon space forces.
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Salamanders (average individual: INT 2 / STR 4 / DEX 3, Hit Roll 10)

Biology: They look like a big white 6-legged salamander. They breathe air and
water.

History: The salamanders want to be conquerors. Their only problems are pride,
poor planning, comically unreliable technology, and the fact they spend most of
their time trying to conquer each other. Every planetary leader wants to be
dictator of the universe. Their planets often make short and medium-term alliances
with each other.

Technology: The salamanders have almost as much technology as Earth, but lack
ECM, shield, and deflector technology.
They do have the ion gun, though. They are very proud of it because they are
the only ones who have it. It is a vehicle weapon that runs the length of the
vehicle (nose mounts only). It is similar to a ray gun but cannot set to disable.
If the hit roll is 12 (double-sixes), it burns out; roll again and if you roll 12
again it explodes like in the movies.
Salamander power generators explode if the disable roll is 1-2.

Methodology: They eat prisoners, except for beautiful women, who they enslave
(anyone with looks of at least 1). This often motivates their foes to fight
determinedly to the death.

Location: From Earth, they are in the direction of the Perseus constellation.

Diplomacy: Salamander leaders are hostile to, but able to form short term
alliances with, each other, Earth, Mollizoon potentiates, Emperor Fu, and Lo-thin-
cha.

Sample Salamander spacecraft (typical crew: int3/s4/d3/skill 1)
Newt type gnat: size 1 small craft, one nose torpedo. Two can be carried instead

of one fighter.
Terpicua type fast & very maneuverable fighter: size 1 small craft, nose ion gun
Slime trail type marine lander: size 2 slow small craft, carries a squad of marines.
Monster class fast maneuverable gunboat: Size 3. nose-mounted size 2 ion gun,

turret with 2 torpedoes, 10 light-year range.
Poison fang class fast destroyer: Size 4, nose-mounted size 2 autocannon, ray

gun turret.
Mudpuppy class slow sluggish escort battle carrier: Size 6, two fighters, 2

marine landers, 8 squads of marines, bombard, two ray gun turrets. If it
takes a cargo hit, it will explode like in the movies (it holds lots of
munitions).
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Scorpiax (average individual: INT 3 / STR 9 / DEX 3, Hit Roll 10, sizemod +1)
When drunk: INT 1 / STR 10 / DEX 1, Hit Roll 7, sizemod +1

Biology: The Scorpiax are large beings who resemble scorpions. They have a face with
regular and compound eyes, big fangs, and small chitinous facial arms with hands.
Their big claws can inflict lt kill damage and their stinger can inflict great pain (md
stun). Their small hands cannot manage anything larger than a pistol without it being
held by a claw.

History: Long ago the Scorpiax terrorized the surrounding stars, including Earth.
1st Scorpiax attack: They attacked the nearly defenseless Earth, destroying much and

carrying off slaves and plunder. They discovered whiskey.
2nd Scorpiax attack: Earth was still nearly defenseless. They took even more, including

alcohol-producing yeasts and the means to make whiskey. Many missionaries &
evangelists allowed themselves to be captured.

3rd Scorpiax attack: Earth had some defenses and the attackers were not all sober. The
attack was a limited success.

4th Scorpiax attack: Earth successfully defended itself.
There was no 5th attack, as the Scorpiax slave-holding upper-class was being

transformed by the radical concepts of love, charity, and forgiveness brought
by the missionaries and evangelists.

The Human armada: When the fleet from Earth arrived at Scorpiax, it received the
following message: It was good of you to come. Please send Bible teachers.

Some Scorpiax violently resisted peace with Earth and violently lost. The remaining “wild
Scorpiax” were banished to the small inhospitable world of Bijou and are not permitted
to build or own spacecraft.
The Scorpiax are found throughout Human space and beyond, but only as individuals.
They are mercenaries, pirates, missionaries, evangelists, aid workers, or drunks.

Technology: The Scorpiax have almost as much technology as Earth but choose to
maintain only local military forces for self-defense.

Methodology: The Scorpiax of old were violent and warlike. Their good was to attack a
victim and overcome him, taking slaves and plunder. Most modern Scorpiax have a
Bible-based society, which they somehow integrated with a drunken whiskey-based
culture.

Location: Gliese 667 (AKA six-six-seven) is a trinary system in the constellation Scorpio,
within Earth-controlled space. The red dwarf that orbits the other two stars is Gl 667
C (Red-eye). Its second planet (Glomar) is Gl 667 Cb. Scorpiax is its largest and
innermost moon (Gl 667 Cb1). The second moon is Bijou (Gl 667 Cb2).

Design notes: The people who read pulp science fiction a hundred years ago would
recognize conquest by “Bibles, Booze, & Bullets” immediately. This is how the
Indians/first nations/first peoples were conquered and assimilated.

two representations of a Scorpiax
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Shelks (average individual: INT 3 / STR 3 / DEX 3 / Hit Roll 10)

Biology: They look like man-sized spiders with fanged bald humanoid heads, 8
spider-legs that look like fingers, and a pair of small humanoid arms tucked
under the head. Can bite for lt kill.
They eat only blood, prefer it fresh, prefer it from potential enemies, and prefer
to get it directly from the victims throat.

History: Shelks are evil wannabe conquerors. They enslave vulnerable communities,
forcing them to work and slowly slaughtering the victims to feed on blood.
Their empire is not as large or strong as Earths because they have to conquer
every planet and eventually reduce its population to a manageable size.

Technology: Shelk technology is similar to Earths, with this addition:
Stun web %@: This net of fibers stuns anyone who steps on it
with md stun. It works through a thin carpet or layer of dirt.
The controller is the size of a pint of milk and is connected to
the web with a thin cable.

Methodology: Shelks work by subterfuge and treachery whenever possible. They
try to appear as benefactors to the unsuspecting, until their true nature is
revealed after it is too late.
As conquerors, they try to make sure that nobody learns about the fate of
those they consume, they try to appear as friends and caretakers.
More often, their victims know about them and the Shelks have to overcome
determined opposition.
When pretending to be benefactors from the stars, Shelks often help build up
the planets transportation and communications infrastructure so they can take
and maintain control more easily.
The Shelk military excels at taking low-tech planets and counter-insurgency, but is
not trained and equipped as well for warfighting.

Location: From Earth, they are in the direction of the Puppis constellation.

Diplomacy: Hostile to Earth, Emperor Wu, Tigermen, and Insectoids.

Sample Shelk spacecraft (typical crew: int4/s3/d3/skill 2)
Guardian type fast & very maneuverable fighter: Size 1, nose rail gun.
Herald class fast maneuverable scout: Size 2.
Benefactor class cutter: Size 3, Ray gun in nose, deflector.
Protector class frigate: size 3, missile turret (8 missiles), ray gun turret, nose

autocannon, deflector.
Overwatch class slow sluggish interdictor: size 5, bombard, two missile turrets

(11 missiles each), ECM, deflector.
Helper class cruiser: Size 6, Three ray gun turrets, one nose-mounted size 3

missile launcher (9 missiles), force field, ECM.
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Spring-tailed Tommyknocker (INT 1 / STR 2 / DEX 5, hit roll 12, sizemod -1)

A mischievous monkey-like creature with a large powerful corkscrew-shaped tail.
They can cause all types of trouble If they get into the ventilation system of a
building or spaceship. They steal things, mostly food, and unscrew things
looking for it.

They are hard to get rid of because they are smart like chimps and breed like
rabbits. You know you have a tommyknocker infestation by the knocking sounds
they make in the ductwork. They can use their tails to launch themselves in a
mighty leap. If cornered they can attack with their tails, which do Lt Stun and
knock you flying. They spread by stowing away on spaceships.

They are resistant to eviction and extermination because of their intelligence.
Opening all the airlocks and vacuuming a space ship sometimes works, but
usually not because they have learned to block off air vents to make air
pockets. Maintenance teams get rid of them with vacuuming or fumigation for
extended periods.

They do not do well in the open around large predators because they are
nearly defenseless, taste good, cannot stay quiet, and have bright blue fur.

Call a professional exterminator if your building or spaceship has
tommyknockers.
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Tigermen (average individual: INT 3 / STR 5 / DEX 4, Hit Roll 11)

Biology: The Tigermen are humanoids with tiger-like heads, tails, legs, and fur.
Their hands have claws and their mouths have fangs. They are strong, fast, and
tough. Their main weaknesses are lack of patience and being easily distracted.

History: The Or-Quats engineered the Tigermen from peaceful cat-people long
ago, but subsequently irritated the Shoggoth, who apparently can resonate the
atmosphere of a planet with a frequency that kills a species. The Or-Quats are
extinct and the Tigermen are now purposeless warriors. They engage in conquest
to justify their existence, targeting communities they perceive as weak. It turns
out they are better at warfare than governing. They usually have to put down
some type of rebellion on every planet every generation.

Technology: Tigermen have a technology similar to Earth.
Saberfang @%: a big curved fighting knife with a stun unit in the
handle. It does lt kill and hv stun.

Methodology: Tigermen scout out and identify vulnerable communities, attack
immediately, conquer them, mismanage the conquered lands, and then send the
troops back again and again to put down the rebellions.
Their empire is currently smaller than Earths and stretched to the limit by
internal troubles.
Individual Tigermen are frequently found among mercenaries.

Location: From Earth, they are in the direction of the chameleon constellation.

Diplomacy: Hostile to Earth, Insectoids, and Shelks.

Sample Tigerman spacecraft (typical crew: int4/s5/d4/skill 3)
Bobcat type fast & very maneuverable fighter: Size 1, nose autocannon
Cougar type fast & very maneuverable bomber: Size 1, 4 nose torpedoes
Victory class fast maneuverable gunboat: Size 2, nose coil gun, Autocannon

turret, 12 light-year range.
Ambush class fast maneuverable scout: Size 2, nose ray gun
Glory class cutter: Size 3, nose cannon, ray gun turret
Terror class fast maneuverable warcat: Size 3, 6 nose torpedoes, Autocannon

turret, Missile launcher turret (10 missiles), deflector shield
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Wanderers (average individual: INT 3 / STR 2 / DEX 5, Hit Roll 12)

Biology: Wanderers only live in zero-G and never land on planets. They only live
in space ships and stations. They look like multi-armed monkeys.

History: The old Chopetath Empire genetically engineered the wanderers from terrestrial
monkeys thousands of years ago. Their job as a slave race was to construct great
works in outer space. The Chopetath subsequently irritated the great race of Yith, who
found a way to make the Chopetath go insane and destroy each other. Now they are
extinct.
Since then, the Wanderers have been takeover targets for all oppressors and
conquerors that encounter them. The wanderers seek refuge with whoever will tolerate
them.
They are spread over a thousand light-years, but most of them serve one oppressor or
another. The main Wanderer settlement in Earth-space is Arcturus. The Mollizoon also
protect Wanderers, because they buy Wanderer-build spacecraft. The Aquarian Federation
and Lo-thin-cha are also known to protect Wanderers.

Arcturus (Alpha Bootis): A red giant 37 light-years from earth with copious
asteroids but no planets. The Wanderer settlement is a series of space stations
and numerous large ships. The ships are mostly liners and converted freighters,
and some of them are really old.

Technology: Wanderer technology is similar to Earth technology.

Methodology: Wanderers prefer to live in systems with many asteroids, but no
habitable planets. They build large space stations, where they live, work, and
build things. Many of them also live in spacecraft which rarely travel. They
seldom decommission a spacecraft, they just keep fixing it up. Wanderers make
spacecraft and have spacecraft from many sources besides, some amazingly old.

Diplomacy: The Wanderers help Earth but are careful not to help enough to
irritate Earths enemies. If the Earth genuinely needs help, the Wanderers will risk
all to help them. Earth will know the situation is hopeless if the Wanderers
cannot be found. Wanderers also help their hosts the Mollizoon, the Lo-thin-
cha, and the Aquarian Federation.
Free wanderers do not have a powerful military because most of their
production is to build agricultural ships and space stations to grow their own
food, and making space ships to sell. They are not aggressive and do not go
to war if they can avoid it.

Location: Scattered far and wide.

Sample Wanderer spacecraft (typical crew: int4/s2/d5/skill 1)
Quasar class fast maneuverable scout: Size 2, nose cannon.
Nebula class cutter: Size 3, two ray gun turrets.
Galaxy class escort: Size 4, 4 ray gun turrets, force field.
Nova class slow & very sluggish liner: Size 6 passenger vessel configured as a

generation ship.
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Sample Astro Fleet spacecraft from Earth
Typical human crewman: int4/s4/d4, pilot 2, shooting 2, scope 2, deflector 2

"P-1000 Space Shark" type fast & very maneuverable Astro Fleet fighter, size 1
small craft: One seat, nose autocannon

"A-99 Avenger" type fast maneuverable Astro Fleet bomber, size 1 small craft: One
seat, two large nose torpedoes (5 damage each).

"F-2 Lightning" type fast maneuverable Astro Fleet fighter, size 1 small craft: Two
seat, missile launcher turret (4 missiles). Cannot enter atmosphere, but
Earths enemies dread these long-range hit-and-run fighters.

"R-7 StarFlash" type fast & very maneuverable Astro Fleet fighter-like recon craft,
size 1 small craft: one seat, scope, small nose ray gun (does not affect
targets larger than size 2, and only does hv damage to crew).
Exceptionally fast and can usually pull away from even fast ships. Cannot
maneuver or fire while using the scope.

"Su-77 Hawk" type fast & very maneuverable Astro Fleet interceptor, size 1 small
craft: One seat, small nose missile launcher (4 small missiles), small nose
autocannon. These small weapons do not affect a target larger than size 2,
and only one can be used at a time.

Radio-controlled cruise drone: type fast & maneuverable Astro Fleet fighter-like
missile, size 1 small craft: Flies like a fighter, hits like a missile (4 damage).
It can be shot at (-1 penalty because it is small), and an ECM roll by the
target makes it miss and detonate harmlessly. Use the operatorÕs skill
rolls (use his pilot skill for hitting the target). Once launched, it cannot
be recovered. Two take the space of a fighter, and most drone ships
have operators equal to their size. These weapons are unique to earth,
and Earths enemies dread swarms of them. Because they are expensive,
Earth never has enough of them.

"Kaze" class fast maneuverable torpedo boat, size 2: ECM, ray gun turret, 6 nose
torpedoes, 15 light-year range. This inexpensive craft is used for local defense.

"Warden" class missile frigate, size 3: 2 ECMs, 3 missile launchers in turrets (10 missiles each)
"Gordon" class drone frigate, size 3: ECM, ray gun turret, 6 cruise drones, 3 drone

operators. This is an inexpensive vessel with a small crew.
"Simms" class fast destroyer, size 4: Deflector shield, ECM, 2 ray gun turrets & 12 nose

torpedoes.
"Jellicoe" class fast escort, size 4: Force field, 4 ray gun turrets.
"Cyrano" class prowler, size 5, fast: Deflector shield, ECM, missile launcher turret (9

missiles), 4 R-7 StarFlash recon craft, 4 F-2 Lightning fighters, or 8 cruise drones
(4 operators). This versatile craft can be reconfigured for other missions, like
replacing the fighters with a special ops team and 4 boar amphibious vehicles.
Only Earth builds prowlers.

"Etoile" class fast light cruiser, size 5: Force field, 3 ray gun turrets, 2 missile launcher
turrets (9 missiles each).

"Zulu" class fast missile cruiser, size 6: 3 ECMs, Two 1-damage missile launcher turrets (8
missiles each), Two 2-damage missile launcher turrets (9 missiles each).

"Grom" class fast siege cruiser, size 6: Bombard, 3 missile launcher turrets (9 missiles
each), 2 ray gun turrets, force field, ECM. Only Earth builds siege cruisers.
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Generic space fleet notes
A squadron is 3-6 spaceships of similar type, usually 4
A flotilla is 3-6 squadrons, usually 4 (a typical flotilla has 16 spaceships of

similar type)
Task force: One big ship and a squadron of little ones (a battleship task force

might have 1 battleship and 4 frigates).
Fleet: A large or powerful group of ships.
Armada: A big fleet.

Generic civilian spacecraft types
Freighter: Size 4-12, usually slow & very sluggish. It has a few passenger cabins

and one or more large cargo holds. They use the smallest crew that will
do, usually 1 crewman per size of ship.

Liner: Size 4-12, usually very sluggish. Tickets on fast liners are more expensive. It
has a lot of passenger cabins and a substantial crew to provide
passenger services (usually 1 crewman per 3 passengers).

Courier: Size 2-3, usually fast. The crew is usually 4. It has a small hold. Typical
hold configurations are for mail, a few VIP passengers, or important
cargo.

Generic military spacecraft types
Fighter: Size 1 small craft, often fast & very maneuverable. 1 man, no overdrive.
Recon craft: Size 1 small craft, often fast & maneuverable. 2 man, no overdrive,

scope instead of weapon.
Scout: Size 2-3, often fast, sometimes maneuverable. Finds the enemy fleet, explores

new systems. Some have extra range.
Corvette: Size 2 warship with overdrive used to protect other ships, usually has

just one weapon because of size constraints. Often maneuverable.
Gunboat: Size 2-3, often fast & maneuverable. This is a small warship that usually

has nose-mounted weaponry and limited range. Size 2 ones usually do not
have overdrive.

Torpedo Boat: Size 2-3, often fast & maneuverable. A squadron would attack a
larger ship, usually with torpedoes. Short to medium range. Size 2 ones
usually do not have overdrive.

Cutter: Size 3, Patrol vessel, finds the enemy fleet in war, handles problems
during peace. May have a little cargo and/or passenger space. Because
they are often quasi-military vessels, they donÕt often have military-only
weapons. Most are armed, but only lightly.

Frigate: Size 3, can be any speed, Screens out enemy scouts; a squadron of them
might protect a larger ship. Because frigates are versatile and inexpensive,
there are a lot of these and they are used many ways.

Escort: Size 4, some are fast, a squadron of them protects a larger ship.
Destroyer: Size 4, often fast. A squadron would attack a larger ship (usually

with torpedoes) or repel torpedo boats.
Ketch: Size 4, often slow & sluggish. Flattens cities with its bombard, but it

needs protection.
Manowar (man-o-war): Size 5-8, often slow & sluggish. They are unarmored mid-

size warfighting vessels. Earth prefers cruisers to these slow vessels, but
alien empires rely heavily upon them.

Monitor: Size 6, often armored, often slow & sluggish. Destroys enemy
warships, flattens cities, etc. A squadron of these can do the job of a
battleship. Monitors usually mount a bombard plus a big weapon instead
of a bunch of little weapons.
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Cruiser: Size 6, often fast. Raids, screens out enemy scouts, smashes through
enemy frigates, stops enemy cruisers. A light cruiser is size 5, a heavy
cruiser is size 7-8.

Armored cruiser: size 9, sometimes fast, often armored. Destroys enemy
warships, smashes through enemy cruisers.

Panzership: Size 8-10, slow & sluggish, often armored. They are armored
warships, like a small battleship without bombards. Earth prefers armored
cruisers to these slow vessels, but alien empires rely heavily upon them.

Battleship: Size 10-15, slow & sluggish, often armored. Destroys enemy warships,
flattens cities, etc. Usually carries a bombard.

Battlecruiser: Size 10-15, often fast & sluggish. Almost as powerful as a battleship,
fast like a cruiser, the most expensive ship type. Meant to be used like a
giant cruiser, but often misused as a battleship.

Carrier: Size 10-15, often sluggish, launches a dozen or so short-range fighters
or recon craft.

Tender: Size 10-15, often sluggish, launches half a dozen or so gunboats or
torpedo boats without their own overdrive.

Supercarrier/Supertender: Size 16-27, twice the size of a carrier or tender, but
not common (big ships are harder to build and put more eggs in one
basket).

Depot ship: Size 3-5, often sluggish. Carries spare missiles, torpedoes, and other
supplies. If it takes a cargo hit, it explodes if the die roll is less than or
equal to the damage.


