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ExtRa Aliens forR RoARING Rockers,
ANd Aliens wHO Need MORE demails ThHan THE Rules show.

Ampecaten (AVERAGE individual: INT 1 / STR 6 / DEX %, Hit Roll 12)

A destrucTive pesT. THE AMPEATER is A GENEeTicAlly enGiNEeRed cybERNETiC CREATURE oOf
UNKNOWN  ORIGiN. IT is widely believed 1o Have been A bioweapon designed 1O
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 qer into veHicles and eat all The
AMPS.

ONE is NOT pARTicularly danGgerous 1O A space sHip. THey ARe A Huge problem in
[ARGe NumMbers, However. THey ARE drRawN TO VeHicles, THE |ARGER THE DETTER, WHERE
THey Hide in inaccessible places. THEIR Metal claws can Rip OpeN SHEETMETAL,
SCREENS, ANd GRATEs. THey TRavel in ductwork. THey Ger iNTO THE pANTRY, WHERE
THEIR claws TeEAR cans And boxes open for food. THey Rip open electrical boxes
TO €AT THE ciRcuiTRy. THey put THEIR Tails INTO WIRING TO €AT THE ElECTRiCAl CURRENT
(AMPS). AMPEATERS CAUSE THE MOST CONSTERNATION Dy eATiNG Aamps. 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 ORr
walking oN THE GrRound, Even ON AiRless woRrlds.

Call professional EXTERMINATORS if YOUR sHip HAS AMPEATERS.




Conitnictonr Plant

Wild cArRNiVOROUS CONSTRICTOR plants GgrRow [ruits THAT look, smell, and Taste
delicious. THis lures animals withHin RANGE Of THEIR long slender leaves, which
WRAPp AROUNd THE vicTim ANd constricT THEM TO death. THe decomposing vicTtim
fertilizes THE plant. THis mAy EVEN dRAW CARNIVORES WITHIN RANGE, CREATING A
MULTIplE-ENTRADMENT EVENT.

THe base is THe size of A |arGge pineapple, witTh plum-like red [Ruit ON A -fooT
stalk. Ten-foot leaves stick out in All directions. THeEy ARE ToucH SENSITIVE,
ACTIVATING THE planT.

CONsTRICTOR plants ARE fARMEA ON MaANY planets foR consTRICTOR [RuiT. THE fARMERS
keep THE leaves pruned back 1o 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 DUNGLE iNTO THEM. If you ARE
TRYING TO [REE SOMEONE, A swORd caN cut THem [rRee. 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 REQUIAR CONTACT.

AquARiaAN  FederaTtion: THe Ichthyds of THE plANET AQUARIUS ARE A WATER-
breathing people somewHar like mermaids. THey Have Technology similar 1O
EaRTH, but THeiR sHip designs ARe slower and Have less offence aNd MORE
defense. THey ARe isolationist but Have formed A federation withH several
lower-Tech spacefaring peoples for THe Necessity of defense. Now THey
include many NON-spAcefariNG planers ANd A [ARGE WANAERER populaTion.
THis |ArRGE federation is iN THE direction of THE consTellation Aquarius burt
is faR enough Away THAT it Has NoT exchanged ambassadors with EarTH.
THey Have Had altercations with THE ORrcs, Insectoids, and OTHER powerful
OpPONENTs. EARTH considers THE AquariaN Federation A poTenTial ally.

EMperOR Fu: THE emMpeROR is THE cenTuries-old Ruler of THE planer Duria
whHo Has extended His lifespan by unnatural means. His people ARe yellow
Humanoids whHo small bad. Imperial Technoloqy is A litlle MORE Advanced
THAN EarTHS ANd includes death rRays & science [RIGATES.

EMpEROR Fu is DENT ON cONQuUEsT. He pPREfERS TO USE SpiEs, TRAITORS, ANd
eXTORTION, but He is NoT AlRAid TO Use His powerful professional miliTary.
THe empire is larGe, powerful, and located in THE dirRection of THE canis
MINOR CONsSTELlATION. IT includes many lower-TecH client peoples wHo ARe
forced 10 contribute ARMIES ANd loweRr-TEcH fleeTs.

EMperROR Fu Has Had altercations with THe Mollizoon, Salamanders, and
SHelks, butr Has Not yer contacted EartH, wHich is distant.

EARTH considers EMpEROR Fu 10 be A majoR THReAT and Assumes He Has
AlReady SenT spies. His weakness is THougHT 10 be ThHe client peoples
forced iNTO His EMPpIRE.

Lo-THiN-cHA: This is a [Riendly people beyond the Mollizoon. Earth and Lo-
THiN-cHA Have exchanged goodwill ambassadors, despite THE 6-MoONTH TRip
AS A PASSENGER ADOARA A WANAEReR spAcecrafr. THey look something like A
6-leqged rRHiINO WHEeRe THE fRONT legs Have hands. THey ARe isolationist bur
Have AN Accidental empire because Nearby planers ask for THEIR prOTECTION.
THey HosT A WANAERER SETTIEMENT.

RaptoRrRs: A RrRapacious 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 shHowing up
As PIRATES AN MERCENARIES iN SPACE CONTROllEd by EarTH.




Reproids: A violent, warlike Rreprilian people in THe direction of ThHe
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 Fleer, but tHey Have come back STRONGER THAN EVER.
THey ARe NOT THE smARTEST people, NOR do THey Have THe most Technology,
bur THey Have A unified empire.

THeiR cavalry Rides dinosaurs. THEiR dRAGONRIAERs Ride SpACE dRAGONS,
which only ThHey Have. Reptoid WARRIORs ANd cavAlRy SOMETIMES sHow up
AS MERCENARIES IN EARTH-coNnTROLllEd spAce.

Reptoids ARe HosTile TO THE Kraken and ORrcs. EarTH and THe Reprtoids ARe
expANding TowARds each OTHER, and will be in opposition soon. ThHey will
AlsO ENCOUNTER SAIAMANAERS SOON.

EE{{)Toid (in12/s6/d2, HR 10): Green-skinned reprilian Humanoid. Claws for It
ill.

SpAce DRAGON As MONSTER (inTl/s20/d2, HR 10, sizemod +4): Winged
quadruped, serves As MOUNT forR Reptoid dRAGONRIAER. 1 pT ARMOR scales.
Can claw or bite for mega-kill. Flies THRougH space for Hours withour life
SUPPORT.

Space dragon As Vehicle: Size 1, slow, VERY MANEUVERADLIE, SEATS ONE
dragonRider iN space suit. If it makes A Hit it clings TO enemy veHicle.
Every SUbSEQUENT TURN iT Rips pARTs Off (NorRmAL damage). Any Hit wounds
it aNd TAkes THE fighT out of it. % hits Kill ir.




Inscctoids

Bioloqy: THe insectoids ARe bug-like beings THAT stand erect. THey Have many
casTes, but HERe ARE THE ONES you MIGHT MEET:
WORKER (iNT2/53/d2, HR9): THE MOST NUMEROUS CASTE. THEy ARE small and NoT
THAT brigHT. Sizemod -1.
Soldier (in12/s6/d4, HRI1): THese man-sized fiGHTERS ARE NOT SMART, buT ARE
fearless aNd obey ORdERs WiTHOUT quesTions. Claws for Lt kill, can use
MOST WEAPONS.
JugGernAauT (inTl/s18/d4, HR1T): THese super-sized solders ARe ARMOREd wiTh
THick cHhitin ANd ARE NOT SMART ENOUGH TO Use AdvANCEd WEAPONS.
Sizemod +2: Claws for hv kill, caxnot Hold WEAPONS, 1 POINT ARMOR.
SMART (iNT7/s%/d%, HR10): THese crew space sHips, lead platoons of
soldiers, RepAiR EQUIPMENT, AN sO foRTH. THEy ARE ADOUT AS SMART
AS AN AVERAGE EARTHMAN. Hits for wimp kill, bur may HAVE ANy WEAPON.

History: THe Insectoids contROl MORE planers THAN EarRTH, but do NoT Have A
CENTRAL GOVERNMENT. EacH planer Has its own leadersHip. THis means THey wmake
SHORT ANd mid-Term Alliances with each oTHer and spend A loT of THEIR TiME
fighting OTHER iNsECTOIdS.

Technoloqgy: THe Insectoids Have aAlmost as much Technoloqy as EarTH but Rely
maiNly onN lower Technology WHen it will do THe job. THey Are perfectly willing
TO ACCEpT casualties frRom using THe lower Technology because THey view THEeiR
soldiers, jugGernauts, ANd WORKERS As expendable.

MetHodoloqy: THe Insectoids ARe bent oN conquest. THey Eelicit determined
opposiTioN fROM NON-iNsecTOids becAuse THEY TREAT PRiISONERs AN cONqUEREd
people pooRly.

Location: FRom EARTH, THey ARe in THE diRectioN of THE pHoeNix consTellation.
Diplomacy: Hosrile 1O EArTH, Tigermen, SHelks, and Aquarians.

SoME Insectoid spAcecrafr (rypical crew: int7/s3/d%/skill 1)

Honeybee 1ype bakabomb: size 1 fast & maneuverable small crafr lown by barely TrRained
WORKER. IT RAMs wiTH A size 4 warHead (it roll is modified by pilor skill, which is
0). Two can be carried instead of A figHTER.

Wasp T1ype figHTER: size 1 fasT & VERy MANEUVERADIE small CRAfT, NOSE AUTOCANNON.

CHincHe class fast mMANEuVERADIE TORPEDO DOAT: Size 2, CANNON TURRET, % NOSE TORpPEOES.
NO OVERdRIVE.

DrAGONHY class cuTTER: SizE %, AUTOCANNON TURRET.

Beetle class ESCORT: size 4, 3 AUTOCANNON TURRETS.

Brood class Tender: size 9, slow & sluggisH wHen loaded, Tail ray Gun, % TOrRpedo
boars, 6 bakabombs

SwARM class Hive: size 24, slow, sluggisH, 6 Ray TURReTs, 12 figHTers, 6 TORpedo boaTts




INnsectoid WORKER

Insectoid THINKER
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Insectoid Soldier InsecToid JUGGERNAUT



Mahida (AVERAGE individual: INT 7 / STIR 2 / DEX 3%, Hit Roll 10)

Bioloqy: THe Kakido ARe sHOrT bald grey Humanoids wHo prefer 10 live
UNderGROUNd. THey ARe capable of Reedom and kindness but Have an evil sTreak.

History: LonGg AGo THE Kakido Had A small empire, with alien worlds subjugated
70 THE EMpEROR. THEY WERE A GRAVE THREAT TO FARTH And Atracked it several Times
butr lost 10 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 pRrevious slave worlds ARe
Now [Ree planers WiTHiN FARTH-cONTROIlE SpACE.

THe princes dispersed, each with A small ARmy and fleer. THeiR descendants Hide in
ANd NeaR EARTH-cONTROIlEd SpPACE, PRACTICING PIiRACY, TERRORiISM, ANd CRiME. Fach
PRINCE dreams Of A Renewed Kakido empiRe.

Technoloqgy: THe Kakido Have almost as much Technoloqy 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
MANEUVERADIE ANd do NOT shHooT sparks out THe back, bur They can only be used
iN THE GRavity Well of A planer.

Methodoloqy: THe Kakido oppress. ThHey still Have major problems with Rich
OPPRESSING POOR, HusbaNds OWNING WIVES, GOVERNMENT REPRESENTATIVES lORdiNG iT
oVerR THE people THey ARe supposed TO SERVE, ANd sO fORTH. THEy ReAp A HARvesT
of strife.

Locartion: Kakido is witHin EARTH contrRolled space. It orbits THe staR HerscHel
7172 A iNn THE constellation Sagittarius, also known as HR 770%, Gl 77% A, Hip
99461, and HD 176026.

IMperial Kakido spacecrafr used by ReENEGAdE pRINCES

Typical crew: int4/s2/d4/skill 2

THe only surviving sHips iN THE Hands of THe Hostile princes ARE fasT.

IMpERiAl fasT & VERY MANEUVERADIE SAUCER: SizE 2, RAY TURRET, SMAll PASSENGER AREA.
NO OVERARIVE, ANTIGRAVITY dRIVEN, MAY ONly OPERATE NEAR PIANETS.

IMpeRiAl fasT MANEUVERADIE GUNDOAT: size 2, NOSE coil GUN, RAy TURRET, 10 ligHTt-
VEAR RANGE

IMpERIAl fAST MANEUVERADIE CUTTER: SiZE %, RAY TURRET, CARGO AREA

IMpeRiAl fasT [RIGATE: SizE 7, 2 AUTOCANNON TURRETS

IMpeRrial fast sluggisH MOTHER sHip: size 12, 6 RAY GQUN TURRETS, CARRIES 12 SAUCERS
OR 6 GUNbOATS




Yrnahesn (AVERAGE iNdividual: INT 7 / SIR 4 / DEX 4, Hit Roll 1)

Bioloqy: THe Kraken look like A 100k black octopus witH 12 aArRms, each
TRifURcATEd iNTO THREE MiNI-TENTACIES called finGgers. THey bReaTHE only waTer and
cAN AdApT TO [REshH 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 1O Have A |ARGE empiRe THAT THEy Took by conquest.
THen They irRriTATEd THE Elder THings. THe Elder THINGS cAN SOMEHOW CAUSE A STAR
10 boil THe oceans of one of its planers. Now THE Kraken Have isolated planets
wiTH A few conquests. THEIR dRrive fOR CONQUEST REMAINS STRONG, ANd THEY ARE
TRYiING TO Rebuild THEIR EMPpIRE.

THe HKRAkEN of old Had legendary wars witH THE Psios and Nearly conquered
FARTH.

Technology:

KRAken spacecrafr ARe filled withH 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,
aNnd canNOT bE ser for stun/disable. THE KRAKEN SOMETIMES USE A MORE
pOWERfUl death ray instead of A MORE VERSATIIE 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 POWERfuUL
WEAPON.

o Obluscator: This is A |ARGE SPACECRAT sySTEM THAT cAN MAKE A SPACECRAfT
HARER TO deTecT ON A scope (iT is HARd TO deTecT AT lONG RANGE). Missiles
caNNOT Hit AN obfuscated ship, and oTHer weapons add 4 1o Their die
RoOIl. THe obfuscator Takes up A loT of space ANd eveN MORE poweR. THE
ship Moves slower WHEN iT OpEerATES. COMMUNICATING OR fiRING WEAPONS
GIVES iT AWAY (NEGATING THE obfuscation).

o TRipod walker: ThHis 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 & MANEUVERADIE, TURRET WiTH A VeHicle RAY GUN, ARMOREd AGAINST Hv
WEtA)DONS. Under waTER THE legs RETRACT ANd iT becomes A fasT maNeuverablEe
SUDMARINE.

MetHodoloqy: THe Kraken Take some worlds by conquest, and some by
subjugaTion. Subjugated woRlds mainTAIN AUTONOMY, AS lONG As THEY proVide Raw
MATERIAlS, MANUfACTUREd qoods, and miliTary forces WHEN so ORdEeRed.

Location: FRom EarTH, THey ARe in THE direction of THE Hercules constellation.

Diplomacy: Hosrile 10 ORrcs, Psios, Reptoids, Mollizoon. Sometimes forms SHORT
TERM Alliances wiTH MollizooN pOTENTIATES. NEVER COOPERATES WiTH ORcs OR Psios.



SoME KRAKEN Spacecrafr (typical crew: int?/s4/d4/skill 7)

Black Doom class fast maneuverable fighTeRr: size 1 small crafr, NOSE RAy GuUN

Condusor class fast sluggish Cutter: size 7, deflector shield, Two RrRay GuN
TURRETS

Specter class fast sluggisH GUNDOAT: size 7, obfuscaTOR, NOSE-MOUNTEd RAY GUN,
missile TURRET (8 Mmissiles)

WraiTH class sluggish Frigate: size 7, obfuscator, deflector shield, rRAy GUN TURRET,
missile TURRET (10 missiles)

Science Frigate: size %, slugqgisH, carries somMe unique product of mad science.
THese AR RARE, but usually bad News. Science pAackaGes Seen iN THE pasT
include A power-drain Ray, killer RODOTS, A TEIEPORTER, 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, ¥ missile launchers (12 missiles
eacH), deflector shield, ECM.

Reaper class fast & very sluggisH cruiser: size 6, Two double power death Ray
TURRETS, THREE Mmissile aUNCHER TURRETS (9 missiles each), force field, ECM.




Mollizowsn (AVERAGE iNdividual: INT 2 / STIR 7 / DEX %, Hit Roll 10)

Biology: THey look like A 9 foot long WORM WiTH sucker-feer beneath, spines ON
Top, ANd A Ring Of SHORT manipulatory TenTAClEs AROUNd THEIR mMOUTH. THey
breathe both AiR And waTerR. THE Mollizoon Have MANy MORE planers THAN EarTH.

History: THe Mollizoon Have been around for A long Time and Have A loT of
planers. EachH one is Ruled by a potentate wHo Has alliances with oTHER
POTENTATES.

THEY WANT TO CONQUER EVERYTHING, STARTING WiTH €AcH 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 nNot have as much Technology as THE OTHER space
fARING species, so THey buy ir.

Methodology: Mollizoon poTentates cHOSE A vicTim ANd GANG Up ON Him.
Individual Mollizoon ARe oOften found AMONG PiRATES ANA MERCENARIES.
EnTiRe MollizooN Armies, crews, and fleers can be Hired.

Location: FRom EarRTH, THey ARe in THE diRecTion Of THE URSA mMAjOR coONsTELlATION.
Diplomacy: Individual Mollizoon poTentiates ARe HosTile 10, but able 10 form

SHORT-TERM Alliances witH, orR be Hired by: each oTHer, EarTH, Psios, KRraken,
Salamander leaders, EMpEROR Fu, RApTORs, ANd Lo-THin-cHA.




SomMe Mollizoon Spacecrafr (rypical crew: int3/s3/d%/skill 1)

Mollizoon maneuverable figHTER: Size 1, 4 NOSE TORpEOES.

Black Doom class fast maneuverable KrRaken figHTeRr: size 1 small crafr, NOSE Ray
GUN

A-99 AVENGER Type fasT Human MaNeuverable TORpedo bombeRr: size 1 small crafr:
™WO big Nose TOrRpedoes (7 damage each).

KesTRel fast maneuverable RAPTOR bird oOf pREY: SizE 2, NOSE AUTOCANNON, MissilE
[AUNCHER TURRET (7 missiles), cANNOT TRAVEL faster THAN ligHT (NO OVERARIVE).

Quasar class fasT MANEUVERADIE WANERER SCOUT: SizE 2, NOSE CANNON.

Myoqguard slow sluggish Mollizoon defender: Size 2, 4 NOSE TORPeEdOES, RAY GUN
TURRET, CANNOT TRAVEL fasTer THAN ligHT (NO OVERRIVE).

"Kaze” class fast maneuverable Human TORpedo boart, size 2: ECM, RAY GUN TURRET,
6 Noste TORpedoes, 17 ligHT-yeaR RANGE. THis iNexpENsiVE cRAfT is used for
local defense.

Nosify slow sluggish Mollizoon cutter: Size %, NOSE RAy GUN, Tail missile launcHER
(4 missiles)

Nebula class WANAERER CUTTER: SizE %, TWO RAY GUN TURRETS.

ASTROHUNGER slow sluggish Mollizoon [RIGATE: Size 7, THREE RAY GUN TURRETS.

Type 27 Psio [RIGATE: SizE %, NOSE RAY GUN, AUTOCANNON TURRET, Missile TURRET (8
missiles), deflecTor.

Galaxy class WANAERER 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 TORpEOES.

Druge class slow sluggish Lo-tHiN-cHA batle barge: size %, double-size missile
[AUNCHER TURRET (12 Mmissiles), 2 RAY GUN TURRETS, ARMOR, ECM.

THunderstomy slow very sluggish Mollizoon ligHt Tender: Size 8, Tail-mounted
double-size missile |AauNcHER (8 missiles), 4 size-2 TORpedo boats or
defenders.

lodgegeny slow very sluggish MollizooN carrier: Size 12, 4 RAY GUN TURRETS, 12
fighTERs OR boOMbERSs.

THe Mollizoon buy A loT of Wanderer-built spacecrafr, like THe Quasar, Nebula,
and Galaxy. THey build even MORE of THEIR OWN, less capable, spAacecrafr.



Old onecs

THese advanced Ancient peoples destroyed each OTHER iN A series of wars long
AGO. THere ARe NoOT MANY lefr, and THey ARe RARely encounTered. THey Have
iNcoMpREHENsible advanced Technoloqy; THeiR devices do wHATEVER THE GAmE
MASTER WANTS THEM TO. THEy mostly iGNORE everyONne else and focus on finding &
destroyinGg eAcH OTHER. THEy swaT AnyONE WHO boTthHers THem (Hence THE extinet
peoples ANd shaTTEREd empiRes). Looks and mental powers do ~not work on old
ONES.

Black Fleer: Assumed 10 be AN ancient doomsday weapon, Fleetrs of Huge
black space sHips controlled by machine minds TrRavel THROuUGH SpACE,
destroying civilizations iN THEIR wake. THey mine asteroid belrs with
REMOTES TO REPAIR, REARM, ANd slowly ReprRoduce.

THe sHips ARe AROUNd sizé 100 and Have mostly standard systems. THEIR
Reliable RedundanT systems do NoOT explode or become disabled, and They
Have lots of AMMUNITION. THE cARGO AREA Has THE macHiNe mind and MiNING
EqQUIPMENT. THE mMACHINE minds ARE Weak AT CReaTive prRoOblem solving, burt
exCellent AT TACTicAl ANd sTRATEGIC compuTation. THey Have special bombards
THAT flaTTen ciTies, poisoN wiTH RradioacTivity, put up A pall of smoke THar
blocks light TO RUIN CrROpS fOR YEARS, destRoy THE OzONE lAyer, And
collapse civilizations.

THeiR only iNncoMpRreHensible Technoloqy is THEIR mMAcHINE minds.

Elder THings (inT7/s10/d%, HRI10): A barrel-shaped inTelligent walking plant.
THe Head looks like A starfish, % TentAcles Serve As legs, and THE wings
allow it 10 fly THrROUGH space witHout A suit. THEy ARE CARNIVOROUS,
ampHibious, and ageless. THey mostly keep 1o THemselves. Tentacles Hit for
1 stun. Lives oN |and and iNn waTerR. CaN Handle GREAT ATMOSpPHERIC OR
WATER PRESSURE.

GReaTr Race of Yith (in17/s20/d1, HR8, sizemod +2): It looks like A biq
cone Topped by 4 T1entacles 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 1O
THemselves and ARe collectors and HoArRders of knowledge. 1-poiNT ARMOR
(very TOUGH Hide). Some Tentacles Have claws that Hit for hv Kill.

Mi-Go (in16/s17/d4, HRN): A shrimp-like inTelligent pink fungus wiTH bart
WwiNGs (WHich it can use 1O fly iN space witHout A suit). THey Have 7 castes:
Scientist, Soldier, & WORKER. THey ARE MALEVOLENT, WANT CONQUEST, AN ARE

NOTORIOUS fOR perfORMING MEdical EXPERIMENTS ON PRISONERs. CRAb claws
Hit for Md Kill.



SHogqgoTH (in12/s%0/d4, HRII, sizemod +4): LARGe AMORpHOUS
SHAPECHANGER, Able TO form limbs And organs AT will. THEy can Even
extRude winGgs 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 TurRNed onN THEIR
MASTERs. THEy pRefeR TO keep 1O THEmSElVES but ARE AGGRESsive ANd easily
ANGERE. THey Have NO TOlerance fOR slavers, but NO INTEREST iN liDERATING
slaves. THey can clobber for mega stun and/or Kkill. Lives on [and and in
WATER. CAN HANdIE vACUUM, GREAT PRESSURE, ANd NOXIOUS ATMOSPHERES.

Yela (in17/s2%/d1, HR8, sizemod +7%): Big MAlevolent ANGLERfiSH MONSTER;
MoVEs & maNipulates by Telekinesis, eveN Moving THRougH space witHout
ships. THEy WANT TO cONquerR OR destrRoy. THey Have powerful Telekinetic
abilities. Lives oN Iand and iNn waTer. Bites for Hv Kill. Planers who
SURRENdER TO THE Yela MmaAINTAIN SOME iINDEpENAENCE buT musT coONTRIbUTE
RAW MATERIAL ANd MmiliTARY foRrces. THE Yela military usually sHows up wiTH a
[ARGE fORCE OF vassals.

Elder Thing GReaT RACe Of Yith



Yela
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Black fleer
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Onca (AverAaGE individual: INT 2 / STIR % / DEX %, Hit Roll 10)

Biology: THE ORrcs ARE IARGER ANd STRONGER THAN Humans, but NOT As smART. THey
Have A Tusked NeanderThal-like AppEARANCE.

History: THE ORcs ARe AGGRESSIVE ANd ill-TEempered. LonGg AGgo 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
ORrc leader TRiEs TO GATHER A small empire AROUNd Him. So THE Orcs spend much
of THEiR TIME TRYING TO CONQUER EACH OTHER.

Technoloqgy: Orc technoloqy is similaR To EarTHS, but NoT quite As advanced.
THey do ~Not Have ECM, force field or deflector shield technoloqy. THey prefer
10 build everything simple, rRugGed, and Rreliable.

THE ORcs ARE KNOWN TO USE POISON GAs, bur NEVER AGAINST anyoNe wHoO could
use it back (like EARTHMEN).

ORrcs Have A TechNoloqy THAT gives THem limited conTROl OVER MiNdIESS MONSTERS
& dinosaurs. THey use THis Technology 10 Ride THEm iN batrle. 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 10 EarTH, KRAKeN, Reptoids, and ThHE
AqQuARiANS. THEy caN form SHORT-TERM Alliances wiThH FARTH and THE Aquarians.

SOoME ORC spAcecrAlT (typical crew: int3/s7/d%/skill 2)

Battleaxe Type fast & VERY mANEUVERADIE figHTER: size 1 small crafr, NOSE RAY GUN

ClayMORE cClass CUTTER: SizE %, NOSE CANNON, AUTOCANNON TURRET

BatTeRING RAM class fasT maneuverable TORpedo boaT: size %, 6 Nose TORpedOES, 1
Missile TURRET (2 sHoTs)

Crossbow class fast destRoyer: size 4, Size 4 NOSE coil GUN, T RAY GUN TURRET
Carapulr class slow sluggish Arsenal sHip: size 4, % Nose missile |AUNCHERS (5 shots
each). THE sHip is cheap and THe crew is minimal, but it Has A loT of

IREPOWER.




Paio (AERAGE individual: INT 6 / SIR 2 / DEX 7, 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 TiMeE 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 1o Have A lARGe empire THAT THey ToOok by
coNquesT. THen THey iRriTATED THE Yela. THE Yela can someHow MoOVE A |ArRGEe cloud
of hydrogen THrRougH space and press iT iNTO THE ATMOSPHERE OfF A plaNET, WHERE
THE slighTest sparRk will create A planetwide inferno. Now THE Psios Have isolated
planets and A few conquests. THEiR dRive TO RUlE REMAINS STRONG, AN THEY ARE
TRYiING TO Rebuild THEIR EMPpIRE.

THe HPsios of old had legendary wars with THE Kraken and Nearly conquered
EARTH.

Technoloqy: THe Psios Have TechNoloqy similaR TO eArRTH, 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 % vehicle, and
so forTth.

Methodoloqy: THe Psios qenetically engineered THE space apes frRom A simple
people, but No loNGeR conTROl THEM. SpACE Apes ARE Now scATTEREd far and
wide, WORKiNG As THuGgs ANd MEeRCENARIES. THE Psios still employ space Apes and
OTHER MERCENARiIES As TROOPS. THey employ MollizooNn Mercs As well.

Location: FrRom EarTH, THey ARe in THE direction of THE bootes constellation.

Diplomacy: Hosrtile TO EArRTH, KrRAken, RapTORs, and Mollizoon. Can form SsHORT
TERM Alliances WiTH MollizoON pOTENTIATES.

Sample Psio spacecrafr (typical crew: int6/s2/d%/skill 2)

Type 18 CUTTER: SiZE 7, NOSE CANNON, RAY GUN TURRET.

Type 27 [RIGATE: SizE %, NOSE RAY GUN, AUTOCANNON TURRET, MIisSilE TURRET (8 wissiles),
deflecTor.

Type %0 fast deSTROYER: Sizé 4, SizE 2 NOSE RAY GUN, TWO RAY-GUN TURRETS,
deflecTor.

Type 7% [ast disrupTer: size 4, six confuser TURRETs, deflector, ECM.

Psios employ MEeRcenaRies, and may USe OR include MollizooN space foRrces.
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Salamandens (AWERAGE iNdividual: INT 2 / STR 4 / DEX %, Hir Roll 10)

Bioloqy: They look like A biq wHite 6-legged salamander. THey bReaTHe AiR and
WATER.

History: THE saAlamMAaNderRs WANT TO bE cONQUERORS. THEIR ONly problems ARe pRidE,
pooR planning, comically unreliable Technoloqy, and The fact ThHey spend most of
THEIR TIME TRYING TO CONQUER EACH OTHER. Every pIANETARY lEAdER waNTS TO bE
dictator of THE uNiverse. THEIR planers oOffen MAke SHORT and Medium-TErm alliances
with each oTHer.

Technoloqgy: THe salamanders Have almost as much TechNoloqy As Earth, but lack
ECM, shield, and deflector Technology.

THey do Have THe ioN quN, 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 ser 10 disable.
If THe Hit Rroll is 12 (double-sixes), it burns out; Roll again and if you Rroll 12
AGaIN iT explodes like iN THE MoOViEs.

Salamander power GENERATORS explode if THe disable roll is 1-2.

Methodoloqy: THey eaT pRisoners, excepT for beautiful women, wHo THEy enslave
(anyone with looks of At least 1). This often mortivates THeiR foes 1O fighTt
determinedly To THe death.

Location: FRom EArRTH, THey ARe in THE diRecTioN Of THE PerRseus constellation.

Diplomacy: Salamander leaders ARe Hostile 1O, but Able T0 forRM SHORT TERM
alliances with, each oTher, EarTH, MollizooN poTenTiaTes, EMpEROR Fu, ANd Lo-THiN-
cha.

Sample Salamander spacecralr (typical crew: inT2/s4/d%/skill 1)

NEWT Type GNAT: size 1 small crafr, oNe NOsE TORpedo. Two can be carried insTead
of one figHTer.

Terpicua Type fasT & VERY MANEUVERADLIE figHTER: size 1 small crafr, NOSE iON GUN

Slive TRAIl Type MARINE IaNdEer: size 2 slow small crafr, cARRies A squad of MARINES.

MonNsTER class fast maNeuveRADIE GUNDOAT: Size 7. NOSE-MOUNTEd SizE 2 iON GUN,
TURRET WiTH 2 TORpedoOEs, 10 ligHT-yEAR RANGE.

Poison [anG class fast destROyeR: Size 4, NOSE-MOUNTEd SiZE 2 AUTOCANNON, RAY
GUN TURRET.

Mudpuppy class slow sluggish escort bATTlE carrier: Size 6, Two figHTeERS, 2
MARINE [anders, 8 squads of marines, bombard, TWO RAy GUN TURREeTs. If it
1akes A cargo HiT, it Will explode like in THE movies (it Holds lots of
MUNITIONS).




Seconplax (AVERAGE individual: INT 7 / STR 9 / DEX 7, Hit Roll 10, sizemod +1)
WHen drunk: INT 1/ SIR 10 / DEX 1, Hit Roll 7, sizemod +1

Biology: THE Scorpiax ARe lARGE bEeings WHO Resemble scorpions. THey Have A face with
REGUIAR And compound eyes, big fangs, and small chitinous facial ARms with Hands.
THeiR big claws can inflict It Kkill damage and THEiR STINGER cAN inflicT GREAT pain (md

STUN). THEiR small Hands canNOT MANAGE ANYTHING [ARGER THAN A pistol without it bEing
Held by a claw.

History: LONG AGO THE Scorpiax TERRORIZE THE SURROUNAING STARs, including EARTH.

1" Scorpiax armiack: THey amacked THe Nearly defenseless Earth, destroying much and
CcARRYING Off slaves and plunder. THey discovered wHiskEy.

2 Scorpiax atiack: EartH was still nearly defenseless. THey 1ook even more, including
Alcohol-producing yeasts and THE Means TO MAke WHiskey. MANy MiSSIONARIES &
evanGelists allowed THemselves 10 be capTured.

79 Scorpiax ariack: Earth Had some defenses and the atiackers were NoT All sober. THe
atiack was A limited success.

4™ Scorpiax ariack: Earth successfully defended  itself.

There was No 9" arrack, 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 ArRmAdA: WHen THe fleer flRom EArRTH ARRiVEd AT ScoRrpiax, it Received THE
following MessaGe: It was good of you 10 come. Please send Bible 1eacHers.

Some Scorpiax violently Rresisted peace with EARTH and violently lost. THe Remaining “wild

Scorpiax” wWere banished 1o THe small inHospitable world of Bijou and ARE NOT permiTTed

10 build OR OWN SpACECRAfT.

THe Scorpiax ARe found THrRougHouT Human space and beyond, but only as individuals.

THEY ARE MERCENARIES, PIRATES, MiSSIONARIES, EVANGELisTS, Aid wWORKERS, OR dRrRunks.

Technoloqy: ThHe Scorpiax Have almost as much Technoloqy As Earth but choose 10
MAINTAIN ONLy local military forces for self-defense.

MetHodoloqy: THe Scorpiax of old were violent and warlike. THEIR good was 10 AtTack A
victim ANd overcome Him, TAkiNG slaves and plunder. Most MOdERN ScORpiax HAVE A
Bible-based sociery, which THey somelhow inTeGraTed with A drRunken wHiskey-based
CUITURE.

Location: Gliese 667 (AKA Six-Six-SEVEN) iS A TRINARY SYSTEM iN THE cONsTEllATION ScoRrpio,
wiTHIN FARTH-cONTROIlEd space. THE Red dwarf That orbits THE OTHER TWO sTARS is Gl 667
C (Red-eye). Irs second planer (Glomar) is Gl 667 Cb. Scorpiax is its largest and
INNERMOST MOON (Gl 667 Cbl). THe second moonN is Bijou (GL 667 Cb2).

Design Notes: THe people wHo Read pulp science fiction A Hundred years ago would

RECOGNIZE conquesT by “Bibles, Booze, & Bullers” immediately. This is hHow THe
Indians/firsT NATIONS/fiRST pEOplEs WERE cONqUEREd ANd AssimilaTed.

'TWO REPRESENTATIONS Of A SCORpiAX



Shelhs (AVERAGE individual: INT 7 / SIR 7 / DEX % / Hit Roll 10)

Bioloqgy: ThHey look like man-sized spiders with fanged bald hHumanoid Heads, 8
spider-legs THAT look like fingers, ANd A paiR of swmall Humanoid ArRms Tucked
UNder THe Head. Can bite for It Kill.

THey eat only blood, prefer it [ResH, prefer it fRom poTenTial enemies, aNnd pRefer
10 GeT it directly fRom THE vicTims THROAT.

History: SHelks ARe evil wannabe coNqUERORS. THey ENnslave VUINERADLE comMUNITIES,
forcing THEM TO WORK ANnd slowly slaugHtering THE victims 1O feed on blood.
THEIR EMPIRE iS NOT As IARGE OR STRONG As EARTHS because THey HAve TO cONQuERr
every planer and eventually Reduce its populatioNn TO A MANAGEADLE size.

Technoloqy: SHelk technologqy is similaR To EarTHs, with This addition:
StuN web %@: This Net of fibERs STUNS ANYONE WHO STEpPS ON iT
witTH md stun. It works THRougH A THIN carper OR layer of dirT.
THe controller is THE size of a pint of milk and is connected TO
THe web wiTH A THiN cable.

Methodologqy: Shelks work by subterfuge and TReacHerRy WHENEVER possible. THey
TRY TO APPEAR As DEeNefacTORS 1O THE UNSUspEecTiNG, UNTIl THEIR TRUE NATURE is
ReveAled AftErR iT is TOO ATE.

As CcONQUERORS, THEy TRy TO Make SURE THAT nobody learns about The fate of
THOSE THEY CcONSUME, THEY TRY TO ApPpEAR As [RiEnds ANd CARETAKERS.

MoRre often, THEeiR victims know aAbout THem and The Shelks Have 1O OverRcomE
determined OppoOSiTION.

WHeN pretending TO be benefactors from THe stars, SHelks ofren Help build up
THE pIANETS TRANSPORTATION AN COMMUNICATIONS INfRASTRUCTURE SO THEY cAN Take
ANd MAINTAIN CONTROL MORE Easily.

THe ShHelk military excels AT Taking low-TECH planeTs ANd COUNTER-INSURGENCY, bur is
NOT TRAINEd And equipped as well for warfigHTing.

Location: FRom EarRTH, THey ARe in THE direction of THE Puppis constellation.
Diplomacy: Hosrile 1O EARTH, EMpEROR Wu, TiGerMEN, ANd INsecTOIdS.

Sample SHelk spacecrafr (rypical crew: int4/s3/d3/skill 2)

Guardian TypEe fast & VERY MANEUVERADIE figHTER: Size 1, NOSE Rail GuUN.

Herald class fast maneuverable scourt: Size 2.

BenefacTor class cutter: Size 3, Ray Gqun in NosEg, deflecTor.

PROTECTOR class [RIGATE: sizeé 7, missile TURRET (8 missiles), RAY GUN TURRET, NOSE
AUTOCANNON, deflecTor.

OverwAatcH class slow sluggisH inTerdicTOR: size 9, bombard, TWO Missile TURRETS
(11 missiles each), ECM, deflecTor.

Helper class cruiser: Sizé 6, THREE RAY GUN TURRETS, ONE NOSE-MOUNTEd SizE 7
missile lAauncHeR (9 wissiles), force field, ECM.
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Spning-tailed Tommybinochen (INT 1/ SIR 2 / DEX %, hit roll 12, sizemod -1)

A mischHievous MONKEy-like CReATURE WiTH A |ARGE powerful corkscrew-sHAped Tail.
THey can cause All Types of TRouble If THey Ger iNnTo THE VvenTilaTion sysTem of A
building oRrR spaceship. THey steal ThHings, mostly food, and unscrew THiNGS
looking for ir.

THey ARe HARd 1O GEeT Rid of because THey ARe swarT like chimps and breed like
RADDITS. You know you Have A tommyknocker infestation by THe knocking sounds
THey make iNn THE ductwork. THey can use THEiR Tails 1O launch THeEmSELVES 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 THEeir inTELlIGENCE.
Opening All THe airlocks and vacuuming A spAace sHip sometimMes woRrks, burt
usually Not because THey Have learned 1O block off AiR VENTS TO MAKE AIR
pOCkeTs. MAINTENANCE TEAMS GeT Rid of THem with vacuuming or fumigation foRr
extended periods.

THey do ~ot do well in THE open AROUNd [ARGE pREdATORS because THEY ARE
NEARly defenseless, Taste good, cannot stay quier, aNd Have brigHT blue fur.

Call A professional exterminaTOR if your building oR spacesHip Has
TOMMYKNOCKERS.




Figenmesn (AVERAGE iNdividual: INT 7 / SIR 7 / DEX 4, Hit Roll 1)

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
ToUugH. THEIR MAIN WeAkNESSES ARE lack of patience and being easily distracTed.

History: THe OR-Quats engineeRed THE Tigermen frRom peaceful cat-people long
AGO, but subsequently irriTATEd THE SHOoGGOTH, WHO AppPARENTlY CAN RESONATE THE
ATMOSPHERE Of A planetr witH A Requency THAT Kkills A species. THE OR-QQUATS ARE
exTINCT ANd THE TIGERMEN ARE NOW PURPOSEIESS WARRIORS. THEY ENGAGE iN CONQUEST
10 justify THEIR EXISTENCE, TARGETING COMMUNITIES THEY PERCEIVE AS WEAK. IT TURNS
out THey ARe DEeTTER AT WARMRE THAN GOVerNiNG. THey usually Have 10 pur down
somEe Type of RebellioN ON EVERy PIANET EVERY GENERATION.

Technoloqy: Tigermen Have A Technoloqy similar 1O EarTH.
Saberfang @%: A big curved fighting knife with A stun uniT iN THE
Handle. It does It kill and hv sTun.

Methodoloqy: TigerRmen scout out and identify vulNerable communiTies, Attack
iMmediaTely, conqUER THEM, misMANAGE THE conquered |ands, and THen send THE
TROOPS back again and Again TO put down THE Rebellions.

THeiR eMpIRe is CURRENTlY smaller THAN EarTHs And strRetchHed 1O ThHe limit by
iINTERNAL TROUDIES.

Individual Tigermen ARe fREQUENTlY found AMONG MERCENARIES.

Location: FRom EArRTH, THey ARe in THE direction of THe chameleon constellation.
Diplomacy: Hosrile To EarTH, InsecToids, and SHelks.

Sample TigermanN spacecralr (typical crew: int4/s%/d4/skill 7)

Bobcat 1ype fast & very maneuverable figHTER: Size 1, NOSE AUTOCANNON

Cougar Type fasT & VERY MANEUVERADIE boMbeR: Size 1, 4 NOSE TORPEdOES

Victory class fast maneuverable GUNDOAT: Size 2, NOSE coil GUN, AUTOCANNON
TURRET, 12 liGHT-YEAR RANGE.

AmbusH class fast mANEUVERADIE scoOuT: Size 2, NOSE RAY GUN

Glory class CUTTER: SizE 7, NOSE CANNON, RAY GUN TURRET

TERROR cClass fAST MANEUVERADIE WARCAT: Size 7, 6 NOSE TORPEAOES, AUTOCANNON
TURRET, Missile |AUNCHER TURRET (10 wmissiles), deflector shield
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Wandenens (AVERAGE individual: INT 7 / STR 2 / DEX %, Hit Roll 12)

Biology: Wanderers Only live iNn zerRO-G ANd Never |Iand oON planets. THey only live
iN spACe sHips and stations. THey look like multi-armed monkeys.

History: THe old CHopetath Empire GeneTtically engineered THE WANAERERS fROM TERRESTRIAL
MONkeys THousands of years AGo. THEIR job As A SIAVE RACE WAS TO CONSTRUCT GREAT
wORks iN OuTeER spAce. THe CHopetath subsequently irriTated THe Great race of Yith, who
found A way 10 Make THE CHopetath qo 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 WANAEeRers seek RefuGge witTH wWHOEVER will TOlErATE
THem.

THey ARe spread over A THousand ligHT-years, but mosT oOf THEM SERVE ONE OPPRESSOR OR
ANOTHER. THE MAIN WANAERER SETTIEMENT iN EARTH-spAce is ARrcTurus. THe Mollizoon also
pROTECT WANAERERS, because THey buy Wanderer-build spacecrafr. THe AquariaN Federation
ANd Lo-THiN-cHA ARE AlsO kNOWN TO pROTECT WANERERS.

ARcTURUS (AlpHA Booris): A Red qiant 77 ligHT-years fRom earTH with copious
asteroids but NO planers. THE WANAERER SETTIEMENT is A SERiES Of SPACE STATIONS
aNnd NUMEROUS [ARGE sHips. THe sHips ARe mostly liners and converTed [REIGHTERS,
and some of THem Are Rreally old.

Technoloqgy: Wanderer Technoloqy is similar 1o EarTH TECHNOlOGY.

Methodology: WANderers prefeR 1O live iN sysTEMs WiTH MaNy AsTERoids, but NO
Habitable planers. THey build |ARGe space stations, wWHerRe THey live, work, and
build ThHings. Many of THem also live iN spacecrafr wHicH RaRely TRavel. THey
seldom decommission A spacecrafr, THey just keep fixing iT up. WANAERERs MAKE
SPACECRAIT ANd HAve spacecraft fRom MaNy SOURCES besides, some amazingly old.

Diplomacy: THe Wanderers Help EArRTH but Are careful NoT 1O 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 WANAERERS
cannNoT 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 1o sell. THey ARe NOT AGGREssive aNd do NOT Go
10 WAR if THEY can Avoid iT.

Location: Scatrered far And widE.

Sample WANdEeRerR spAcecrafr (rypical crew: int4/s2/d%/skill 1)

Quasar class fasT MANEUVERADIE scOUT: SizE 2, NOSE CANNON.

Nebula class cutier: Sizeé 7, TWO RAY GUN TURRETS.

Galaxy class escorr: Size 4, 4 rAy GUN TURRETS, force field.

Nova class slow & Very sluggisH LiNer: Sizé 6 pASSENGER VESSEL cONfiGUREd As A
GENERATION SHip.
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TIvpical human crewman: iNtd/s4/d4, pilot 2, shoorting 2, scope 2, deflector 2

"P-1000 Space SHARK” Type fasT & VeRy MANEUVERADIE AsTRO Fleer figHTER, size 1
small crAfr: ONE SEAT, NOSE AUTOCANNON

"A-99 AVENGER” TypE fasT mANEUVERADIE AsTRO Fleer boMbER, size 1 small crafi: ONe
SEAT, TWO ARGE NOSE TORpEdOES (7 damage each).

"F-2 LigHINING” TypE fasT mANEuVERADLE AsTRO Fleer figHTER, size 1 small crafr: Two
SEAT, MisSile |AUNCHER TURRET (4 wmissiles). CANNOT ENTER ATMOSPHERE, but
EArRTHS enemies dread THese lONG-RANGE HiT-ANd-RUN fiGHTERs.

"R-7 StarFlasH” Type fast & VERY MANEUVERADIE AsTRO Fleer figHTer-like REcON cralfr,
size 1 small crafi: ONe seat, scope, small Nose Ray qun (does NoT affect
TARGETS |ARGER THAN size 2, and only does Hv dAamAGE TO CREW).
Exceprionally fast and can usually pull away fRom even fast sHips. CAnNOT
MANEUVER OR fiRe WHile using THE scope.

"Su-77 Hawk” Type fast & VERY MANEUVERADIE 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 IARGER THAN size 2,
and oNly ONE caN be used AT A TiME.

Radio-controlled cruise drRONE: Type fasT & maneuverable AsTRO Fleer figHTER-like
missile, size 1 small crafr: Flies like a fighter, Hits like A missile (4 damage).
It can be sHot At (-1 penalty because it is small), and AN ECM Rroll by THE
TARGET MAkes i1 miss ANd detonaTE HARMmLessly. Use THe operatorOs skill
RoOlls (use His pilot skill for Hitring THE TARGET). ONCE launched, iT cannOT
be rRecovered. Two T1ake THe space of a fighter, and mosT drRoONE sHips
HAave OpEeRATORS EquAl TO THEIR size. THESE WEAPONS ARE UNIQUE TO EARTH,
aNd EarTHs enemies drRead swarRMs oOf THEm. BecAause THEY ARE EXDENSIVE,
EARTH Never Has enougH of Them.

"Kaze” class fast maneuverable TorRpedo boart, size 2: ECM, RAY GUN TURRET, 6 NOSE
TORPEdOES, 17 ligHT-yEAR RANGE. THis iNexpensive crAfT is used for local defense.

"WARAEN" class missile [RiGATE, size %: 2 ECMs, % missile [aUNCHERS iN TURRETS (10 missiles each)

"GORdON” class drone [RIGATE, sizeé : ECM, RAy GUN TURRET, 6 CRUISE dRONES, 7 dRONE
OPERATORS. THis is AN iNEXPENSIVE VESSEL WiTH A small cRew.

"Simms” class fast destRoOYeR, size 4: Deflector shield, ECM, 2 RAy GUN TURRETS & 12 NOSE
TORPEOES.

"Jellicoe” class fast escorr, size 4: Force field, 4 ray GUN TURRETS.

"CyRANO” class prROWIER, size %, fast: Deflector sHield, ECM, missile IAUNCHER TURRET (9
wissiles), 4 R-7 STARFlasH Recon crafr, 4 F-2 LigHNing figHTeERs, OR 8 CRUiSE dRONES
(4 operaTORs). THis versatile crafr 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, sizeé 7: FORrce field, 7 Ray GuUN TURRETS, 2 missile |AUNCHER
TURRETS (9 wmissiles each).

"Zulv” class fast missile cRrUiSER, sizeé 6: 7 ECMs, Two 1-damage missile IAUNCHER TURRETS (8
wissiles each), Two 2-dAMAGE Missile |AUNCHER TURRETS (9 wissiles each).

"GROM” class [asT SieGE CRUISER, sizeé 6: Bombard, % missile IAUNCHER TURRETS (9 wmissiles
each), 2 RAY GUN TURRETS, fORCE field, ECM. OnNly Earth builds sieGe CRUiSERs.



Genenic space fleet notes

A squadroN is 3-6 spaceships of similar Type, usually 4

A floTilla is %-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 bartleship and 4 [RiGATES).

Fleer: A lARGe OR powerful group of sHips.

Armada: A biq Heer.

FReighTeR: Size 4-12, usually slow & Very sluggish. It Has A few pASSENGER cabins
aNd ONE OR MORE [ARGE cARGO Holds. THey use THE smallest crew THAT will
do, usually 1 crRewmanN per size of ship.

Liner: Size 4-12, usually very sluggisH. Tickers ON fasT liINERS ARE MORE EXPENSIVE. IT
Has A loT of passeNGeR cabins and A substanTial cRew TO prOVidE
PASSENGER SERVICES (USUAILY T CREWMAN PER 7 PASSENGERS).

Courier: Size 2-3, usually fast. THE crew is usually 4. It Has a small Hold. Typical
Hold confiqurations ARE fOR mail, A few VIP PASSENGERS, OR iIMPORTANT
CARGO.

Genenic

Fighter: Size 1 small crafr, often fast & VERY MANEUVERADLIE. T MAN, NO OVERRIVE.

Recon crafr: Size 1 small crafr, ofren fast & MANEUVERADIE. 2 MAN, NO OVERdRIVE,
scope instead of WEAPON.

Scour: Size 2-7, often fast, someTimes MANEUVERADLE. Finds THE enemy fleer, explores
NEW SYSTEMS. SOME HAVE EXTRA RANGE.

CoRVeTTE: Size 2 WaARSHIp WiTH OVERdRiVe Used To pROTECT OTHER SHips, usually Has
jusT ONE WEAPON bEecAuse Of size cONsTRAINTS. OFfEN MANEUVERADIE.

Gunboar: Size 2-7, often fast & maneuverable. THis is A small warship THAT usually
Has NOSe-MOUNTEd WEAPONRY ANd limiTed RANGE. Size 2 ones usually do nNot
HAVE OVERdRIVE.

Torpedo Boart: Size 2-3, often fast & maneuverable. A squadron would attack A
[ARGER sHip, usually with TOrRpedoes. SHORT TO MEedium RANGE. SizE 2 ONES
usually do Not Have OVERARIVE.

Curter: Size 7, Patrol vessel, finds THe enemy fleer in waR, Handles problems
during peace. May Have A litTle cARGO ANA/OR PASSENGER SPACE. BEcause
THey ARe Often quasi-miliTary vessels, THey do NoT often Have military-only
WEAPONS. MosT ARE ARMEd, but only ligHrly.

FRIGATE: Size 7, cAN be ANy speed, SCREENS OUT ENEMY ScouTs; A squadrRoN of THEM
MIGHT pROTECT A [ARGER SHip. BEcAUSE [RIGATES ARE VERSATIlE AN INEXPENSIVE,
THERe ARE A lOT oOf THese ANd THEY ARE Used many ways.

Escort: Size 4, some ARe fast, A squadroN of THEM pROTECTS A |ARGER sHip.

DestroyeR: Size 4, often fast. A squadron would attack A IARGER sHip (usually
witH TORpedoEs) OR Repel TORpedo boarts.

Kerch: Size 4, ofren slow & sluggisH. Flattens cities witH its bombard, but it
Needs PROTECTION.

MANOWAR (MAN-O-WAR): Size 9-8, often slow & sluggisH. THey ARe UNARMOREd wmid-
size WARfiGHTING VESsEls. EARTH pREfERS CRUISERS TO THESE slow VEessels, bur
aAlien empires Rely Heavily upon THem.

MoNiTOR: Size 6, Oftfen ARMOREd, Ofen slow & sluggisH. DESTROYS ENEMY
wARsHips, flattens cities, etc. A squadron of THese can do THE job of a
battleship. MoniTORrs usually Mmount A bombard plus A big weapon insTead
of A bunch of litTle weapons.




Cruiser: Size 6, ofren fast. Raids, SCREENS OUT ENEMY scouTs, smMasHes THROuUGH
ENEMY [RIGATES, STOPS ENEMY CRUISERS. A liGHT CRUisER is size 7, A Heavy
CRUISER is size /-8.

ARMOREd CRUISER: SizE 9, SOMETIMES fasT, OffEN ARMOREd. DESTROYS ENEMY
WARSHips, smasHes THROUGH ENEMY CRUISERS.

PanzersHip: Size 8-10, slow & sluggisH, ofrfen ARMOREd. THEy ARE ARMOREd
wARsHips, like A small barrleship without bombards. EARTH pRefers ARMOREd
CRUISERS TO THESE slow Vessels, but alien empires Rely Heavily upon THem.

Battleship: Size 10-17, slow & sluggisH, offeN ARMOREd. DESTROYS ENEMY WARSHIpsS,
flattens cities, erc. Usually caArries A bombard.

Battlecruiser: Size 10-17, ofren fast & sluggisH. Almost as powerful as A bartleship,
fast like A CRUISER, THE MOST Expensive SHip Type. Meant 10 be used like A
GIANT CRUISER, but often misused as A batrleship.

CaRrrier: Size 10-1%, ofren sluggisH, launches A dozen OR sO SHORT-RANGE fiGHTERS
OR RECON CRAfT.

Tender: Size 10-17, ofren sluggisH, launches Half A dozen OR so GqunboATs OR
TORpedo boats WitTHouT THEIR OWN OVERARIVE.

SUPERCARRIER/SUPERTENER: Size 16-27, Twice THE size of A CARRIER OR TENER, burt
NOT cOMMON (big sHips ArRe HARderR TO build ANd put MORE EGGS IN ONE
basker).

Deport shHip: Size 3-%, often sluggisH. CarRries SpARe Missiles, TORpedoEs, aNd OTHER
supplies. If it 1akes A carqo HiT, it explodes if THe die roll is less THAN OR
equal To THe damage.




