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Foreword

GM’s Note: Welcome

Hello,


Welcome to the 25th Century and to the game for which this book was written.


The information that you will find in the Buck Rogers in the 25th Century® Player’s Handbook is a compilation of all the works available.  Credit for the information here is not all mine.  Throughout these pages you will find “house rules” developed with the assistance of players from three games, guidelines adapted from or influenced by other GMs and gaming systems, and information incorporated from other sources not currently in use.  Please remember that this book is not all-inclusive and, as with the game, it is dynamic.


I do hope that the information provided here is informative, helpful, and eases your adjustment to “my way of doing things.”

Thank you for playing, and I hope you enjoy the game.

K. G. Larabee, GM


Like many books published by TSR, Characters & Combat, No Humans Allowed, the equipment, and collective world books contain both player and GM information intermingled throughout their pages.  This supplement was created to give the players a source that is dedicated to the information needed to create and play a character in the game universe of Buck Rogers XXVc.  This is intended to be comprehensive but not all inclusive, so in some cases if more in-depth information is desired the players will need to read through the necessary book or books.  Please note that this is written with experienced role-players in mind, so some of the basic concepts, thoughts, ideas, and themes common to all RPGs that would normally be explained has been omitted to save on resources.  In a future revision the information may be added.

This supplement is written for use on the computer and for ease of revision.  The files have been hyperlinked for ease of access and browsing.  To facilitate this, the files must reside in the same root folder.  I recommend copying the entire folder (Buck Rogers XXVc PHB) to a preferred location and/or creating a shortcut to this file, since it contains the index.

The book has been broken down into several files to allow updates to each section or table without the need to replace or reprint the entire supplement.

GM’s Comments

Guidelines for Efficient Play

This section explains the etiquette players are expected to follow during game sessions.
A. Combat Encounters: Combat encounters begin when the GM asks players to roll initiative.  All players should roll their initiative and then wait for the GM to indicate that they should announce their character’s initiative.  Players will then be called on in order of their initiative to do their action.  Players should be attentive during combat so that they are ready to tell the GM their action when called on.

B. Out-of-Character Speech: Unless preceded by the statement that the following is “out-of-character,” all speech will be regarded as in-character.

C. Out-of-Game Speech: While I appreciate the important social aspects of gaming, I expect players to focus on the game while sitting at the table.  If players would like to talk to their neighbor about an out-of-game topic, write notes, whisper, or step away from the table to quietly converse.

D. Ethical Play:  It is expected that everyone will conduct themselves in a manner suitable to group cooperation and group enjoyment.

· Players contribute to the fun of the whole group when playing, so do not play in a style that detracts from the fun of the game.

· Play fairly and honestly.

· Be polite and patient while at the game table, as the gaming group can be large.  Be considerate of others, and their right to enjoy the game as much as you do.

· Follow the spirit as well as the letter of the table rules.

· Players who role-play and stay in character during the game are awarded experience above and beyond normal monster, personal and story awards.

· Show up to the game regularly and on time.  Please read the attendance policy below.

· Adhere to the Table Rules, see below.

E. Game Masters:

· It is the GM’s job to run or referee the game, not play against the players.

· Player fun is the GM’s top priority.

· All players should be treated equally and equitably, by the GM(s) and the other players.

· Run games in a professional manner.

· Abide by the expectations that apply to the players.

Attendance

The Buck Rogers XXVc campaign is a long running continuous campaign designed to take the characters from 1st level on up through higher levels.  The main storyline, or Master Thread, is not a single strand, but is made up of several intertwined Main Threads (storylines that are tied eventually to the Master Thread) that the characters move in and out of.  There are also several Side Threads that may be incorporated (mission themes, character specific themes, and etc.) that may or may not be incorporated into a Main thread or the Master Thread itself.  In short, there is a long, detailed, dynamic storyline with possibly very important information or pieces of information that is needed by the group.  For this reason, and for simple game continuity – same characters and players each week – there is an attendance policy.

The game sessions are scheduled once a week on a fixed day, at a fixed start time, in a fixed location which will not change without group agreement.  I ask that you attend the game regularly.  If you are not going to make it, please call (503.435.0713) or email (rollem_again@onlinemac.com) to let us know.  If I do not have an updated copy of your character sheet, please drop one off or send it with an other player.  Unless there are extenuating circumstances (family, work schedule, and etc.), if you miss three consecutive scheduled sessions without prior notice or have erratic attendance, you will be asked to not to return.

This may seem a harsh, but without this policy, and more importantly without your cooperation, game enjoyment may be adversely affected.

Large (and Small) Group Problems


I do not normally let a group get very large, limiting the group size to six or eight players, but occasionally I let the group grow expecting it to eventually shrink down again as most groups do, and at the same time hoping that it will not.  This leads to large group problems and the need for these “Table Rules.”  Please note that the issues discussed below are not limited to large groups; smaller groups can suffer as well and are bond by these same rules.

One problem of large groups is that they can get rather noisy.  Two extremely important parts of gaming are player visiting and character conversation, but they can get loud.  Two players chat, then two more talk over them, then two others yell over the first four, and etc.  You can lose important information, it can stall the game, and frustrate other players or me (the GM).

Another problem with a larger group is that it limits the available time for each player.  It takes time for each player to make their actions or role-play their character.  Equal time is not possible even in small groups, but it is magnified in larger ones.  The other players tend to get bored, which leads to conversation at best and frustration at worst.

An abundance of ideas is not a problem in and of itself, it is actually a very good thing.  But it takes a long time to sort through, discuss, and decide on which ones to use.  Players that are not involved in this tend to get bored, which leads to conversation.

Within large groups, and occasionally smaller ones, clicks, divisions, “groups with the group”, or interpersonal conflicts form.  Some people work well together, while others do not.  Players that are not as involved in these sub-groups tend to get bored, which leads to conversation or frustration.  This has lead to arguments and interjection of personal (player) personalities, ideas, insults, and opinions instead of the character’s.

With a large group you can suffer from low or no coordination.  Because of its size, the group lacks the ability to “work as a single group.”

As an attempt to prevent the problems that I can address as GM from interfering with the game, I have developed a list of “GM Responsibilities.”  To speed game flow and reduce the use of session time for non-playing items and issues I will attempt to do the following: 

1. To manage administrative needs prior to each session.  This could include figuring XP, dividing money and gear, and authoring notes.  This may be handled via email.

2. To announce, in advance if possible, when there will be an administrative session so the players will know what to expect.  An administrative session could include shopping after a mission and character training. 

3. To read through and divide items once, then place any remaining in the “Team Fund” to be managed by the players.  This will be done at the end of a mission or when the team is in a “safe place.”

4. To verbally list found money and gear (even that which is found in secret or skimmed from the team), unless requested by the player(s) to be listed in a note.

5. To place a 10-15 minute real time limit when characters (players) are discussing plans or actions (where the players should write out their input and give it to the Group Leader or delegate for a decision).

6. To hand out XP or money on paper, or verbally, at the beginning or end of a session.

Since the players also have a responsibility to prevent these possible problems from occurring, I have developed a list of “Player Responsibilities” and Table Rules.  To prevent these possible problems from interfering with the game, you are strongly encouraged to do the following:
1. Choose a Playing Group Leader.  The chosen player is the group’s leader, mouth piece, coordinator, and GM liaison regardless of which character he or she is playing.  The player’s character may, if chosen, act as the group’s Team Leader within that characters skills and abilities, but the Player Group Leader and the group’s Team Leader need not be one and the same.  If fact, it may be best if they are not.

2. Follow the Table Rules (see below) and use notes to remind others to follow the Table Rules.

If any of the problems above get out of hand and you (the player or players) are not willing to cooperate I will not repeat information.  If you miss it, you miss it.  If a warning is given and it continues and/or interrupts the game, you (the player or players) may be asked to leave for that session.

If you are late and there is too much information to put on paper or no one can leave the table to give an update, ask for a break or wait for one to get the update.  If you repeatedly leave the game location and return interrupting the game, you will be asked to leave for that session.


Player arguments will not be tolerated.  If you must argue or if you are not able to end it, leave the table or take it outside.  After one warning you will be asked to leave for that session. 


With your cooperation these steps should reduce if not eliminate some of the possible large group problems and reduce interruptions in game flow.  These steps may seem harsh, and they can be, but without these steps and more importantly without your cooperation, other more harsh choices may have to be made.

Table Rules

A. Wait your turn.

B. Do not interrupt.  If you must, limit interruptions to game related information (food, drinks, and toilet trips are ok).  If you are talking about the game (in or out of character), use notes unless you are addressing the group as a whole.

C. Do not argue with the GM.  Do not continue to argue your case after an answer or decision has been made (no rules lawyering, no “yeahbuddas”).  If you have a valid point, it will be addressed.  Use notes to go through the Playing Group Leader if you do not like the answer or decision.

D. Use notes.  Use them for player visiting, private character interaction, side communication with the GM, to make side plans, to plan side actions, to make decision input, and etc. 
E. Forbidden Materials.  The following is a list of materials that all players are forbidden to bring to the game table.

· Any GM reference material.  Players are discouraged from referencing these books during game play to prevent them from looking up creature statistics and gear descriptions in the middle of a game session, providing them with an unfair advantage.  Also, reading the books can be a distraction during game play and may divert the focus of the game from actually playing.

· Bad attitudes.

· Alcohol, Drugs, or other illegal substances.

Introduction to the 25th Century

GM’s Note: Introduction

The year is 2456.

Welcome to the 25th Century.  A time when man has reached out into the solar system with great accomplishments.  A time when man has excelled at space travel technology, genetic engineering, and commerce giving the inhabitants of the solar system a higher standard of living, more opportunities, and greater wealth than ever before.

Welcome to the 25th Century.  A time when man has reach down into himself and dredged up the worst in humanity.  A time when huge war fleets range through the system, when genetically engineered slaves do the menial tasks and the most hazardous work, and when a powerful corporation vies for control of the planets.  A time when one world is waging a war of domination over another.  A time when the home of humanity, Earth, is in ruins.

To all, welcome to the 25th Century

K.G. Larabee, GM

The Solar System/WB Pg.2

Mercury: The last of the Inner Worlds to be colonized.  Originally inhabit by those Terrans that escaped from Earth during the Ten Years War when RAM devastated the planet.  Now, deep under the surface in an underground civilization the Miners dig for the precious ores.  Its surface is paved with gigantic solar collectors to absorb the sun's rays, powering both the Inner Worlds and the Belt.  While massive Dancer cities travel the surface on tracks, avoiding the light side, keeping these collectors working and dredging out an existence from the gaping strip mines.  Overhead are the Mariposas where the real power on Mercury lives.  These stations are owned by the wealthy Sun King families who rule over Mercury and the energy needed to power the other worlds.  For a brief on Mercury please see The World Book Pg.6, or for detailed information please see Inner Worlds Pg.6.

Venus: Colonized by a far-eastern firm many years before Earth's destruction, is a partially terraformed hellworld.  Here humans, the religious Ishatarians and plantation owning Aphroditans, live in ceramic towers on the highest mountain peaks or like the intellectual Aerostators, in balloon-like cities floating on the thick atmosphere.  Far below in the steaming swamps the of the Lowlands where crystal jungles surround acid lakes and where acid rain destroys all that has no protection from it is a world of danger inhabited by strange reptilian humanoids struggling to make the world to their liking.  For a brief on Venus please see The World Book Pg.9, or for detailed information please see Inner Worlds Pg.37.

Earth: Earth, oh poor Earth.  Ravaged centuries ago by pollution and over population, shattered by a nuclear war of its own creation, and crushed by its own "children."  Huge sealed cities are scattered about the world, most run by puppet governments.  What is left is a twisted wreckage despoiled by interplanetary looters and a declining civilization.  Its people are divided and trapped in urban Sprawls and mutant-infested reservations left to scrape out a meager, loathsome existence.  The ruins of a once wondrous civilization.  But, not all is lost for some fight for Mother Earth.  For a brief on Earth please see The World Book Pg.12, or for detailed information please see Earth in the 25th Century.

Luna: One of the first colonies was colonized by a European cooperation and has taken on the roll of its founders, the banking center, market place, and meeting place of the solar system.  Luna is an iron-willed confederation of isolationist states, a nice place to visit, but the Lunarians don't want you to stay.  For a brief on Luna please see The World Book Pg.16, or for detailed information please see Luna.

Mars: First planet terraformed, and the most successful.  Mars was colonized by the Russo-American Mercantile, a global corporation.  Now run by a sentient computer program, Mars is the corporate giant, the military giant, and the most evil and dangerous giant in the system, and is responsible for the overall ruin and rape of Earth.  Martians are the main producers of gennies and have produce many varieties of slaves to suit their varied needs, from herding livestock to slaughtering Terrans or anyone else that is in their way.  And although checked somewhat by Venus RAM spreads its tentacles throughout human space from its home paradise.  For a brief on Mars please see The World Book Pg.19, or for detailed information please see Mars in the 25th Century.

The Asteroid Belt: Commonly called just The Belt.  Between Mars and Jupiter, separates the Inner from the Outer Worlds.  It has been slowly colonized through the centuries and this continues.  It is and Anarchy of planetoids and rough rock miners where every sentient has a right to vote and the majority rules on five hundred miniature worlds; a confused collection of settlements, governments, and people all trying their best to either hit it big and get rich, or just be left in peace.  For a brief on The Belt please see The World Book Pg.25, or for more detailed information please see The Belt.

Jupiter and its Moons: The site of some of mankind’s most radical genetic experiments, with the Stormriders (advanced geneticists in their own right) living in their floating cities shrouded in the depths of Jupiter’s atmosphere.  And far above the mysterious gas giant, collections of satellites as varied as they are numerous.  On, above, or under the moons Amalthea, Thebe, Europa (home to a gene-spiked race of warlike humanoids), Ganymede (where aquatic men build great cities beneath a perpetually iced-over sea), Sinope, and Callistans you will find people living in thriving cities.  For a brief on Jupiter please see The World Book Pg.30.

Saturn and its Moons: The rings around this unique planet are home to Ringers (a bizarre race of cybergenetic man-machines, who live their entire lives within the ultimate in self-contained spacesuits) and their Chimbot companions.  And in the higher orbits of Saturn’s moons are the totalitarian state of Mimas, Calypso (the rental-prison world), Titan (the gem in the Saturnian crown, where the massed fleets of the Inner Worlds battle for the right to terraform as they see fit), as well as Janus, Epimthius, Encaladus, Tethys, Dione, Rhea, Iapetus, and Phoebe you'll find thriving cities of miners and businessman.  For a brief on Saturn please see The World Book Pg.34.

Uranus: The only known inhabitants of Uranus are the Sidhe, experimental gennies able to move objects with the power of their minds.

Neptune and Pluto: No one knows if man or gennie has made it to Neptune or Pluto.

State of the Solar System in the year 2456

Spanning the vast distances of Interplanetary space, the people of the 25th Century are masters of advanced fusion technology and spaceship design.  Although limited to sub-light speeds, their powerful space fighters, cruisers, and battlers are amazing vehicles that use nuclear engines and high-tech weapons to battle for the frontiers of space.  For more than three hundred years, giant rocket ships have been plying interplanetary routes, making a trip to Mars an everyday event.  Shuttlecraft carry passengers from planetside into sub-orbital space, where gigantic orbital colonies¹ and asteroid stations abound.

Computers have advanced far beyond all expectations.  Personalities can be downloaded into machines, allowing people to live in hologrammatic immortality.  Even sentient computer personas are fairly common, mixing into the society of the 25th Century as equals.

In the far future of the 25th Century, genetic engineers and corporate warlords manipulate the codes of life, creating and shaping man in a new image: Homo solaris – the humans of the solar system.  What engineering was to the 20th Century, genetics is to the 25th.  Cloning, regeneration, bionics -- even bioengineered humans and ocher life forms are reality.  But while much of this new science is a boon to humanity a few powerful men scheme to create armies of mutant warriors and mindless slaves.  Bioengineered organisms have made it possible for humans to colonize the solar system.  Many humans in the 25th Century have had some minor genetic engineering in their background.  The ruling families of the solar system often use genetic manipulation to engineer their children for increased intelligence, attractiveness, and to eliminate genetic illness.  Gene engineering is not accepted everywhere.  Earth humans, having lived through various genetic accidents due to war and experimentation, have a particular hatred of bioengineering and oppose it violently.  The most incredible feats of gene engineering are gennies -- humans who have been so radically altered as to almost be aliens.  There are gennies for almost every type of environment, from lizard like Lowlanders of Venus to the bat-winged Stormriders of Jupiter.  And of course, RAM has its own legions of bioengineered combat troopers to spread terror and oppression throughout human space.

The 25th Century is an armed society.  Every citizen is licensed to carry some type personal defense weapon.  It is a time when the fastest gun rules the spaceways.  The weapons of the 25th Century are products of a spacefaring age.  Capacitor lasers use banks of storage capacitors for an electric charge of thousands of volts -- enough to create a brief, intense bolt of laser energy.  The rocket pistol fires a self-propelled bullet -- a miniature surface-to-surface missile.  The mono knife, only one molecule thick along its edge, is capable of cutting through anything.  Smart clothes incorporate internal circuitry and microcomputers for climate control, communications, and defense.  Massively powerful weapons threaten the peace (or help to keep it, depending on your point of view and frame of mind): One shot from a ship’s kinetic cannon can blow apart an enemy vessel, and one boulder flung by a large mass driver can level a small city.  But in the ruined sprawls of Earth, where it’s one man against another, often the best weapon is still a knife and the skill to use it.

NOTE: ¹ – see TB Pg.5 for a description of orbital colonies.

A Chronology: From Then to Now/WB Pg.3

1999 – 2050

In late 1999, the long dormant Cold War between the United States and the Soviet Communist bloc flared up in one last gasp of aggression.  Prompted by a small group of aging hard-liners, the Soviets built and launched a powerful space offense system, known as Masterlink, that directly threatened United States security.  Hoping to avoid a serious confrontation, the U.S. did not send its military might against the Soviet Union directly -- but the orbiting war-station could not be allowed to remain in the sky.

The U.S. Air Force put a daring plan into operation: A single experimental space plane was launched to knock out the Soviet satellite.  Its pilot, Lt. Col. Anthony “Buck” Rogers, successfully ran the gauntlet of all the Soviets’ first-line defenses and destroyed Masterlink, but at the cost of his own life (or so it was assumed).

Their backs against the wall, the Soviet hard-liners struck back by launching nuclear missiles from some of the sites that were commanded by officers sympathetic to their cause.  Of course, the United States was ready for such an eventuality and since U.S. intelligence knew that the hard-liners were a small minority within the Soviet power structure, the retaliation was mostly defensive in nature.  In the Last Gasp War, as the conflict became popularly known, only a few nuclear warheads actually made it to their targets, and no major centers of government or commerce were hit.  But enough bombs got through to convince everyone of the utter folly of using nuclear weapons to settle their differences.  For the first time in history the leaders of Earth adopted a true planetary perspective -- a fitting, and necessary, prelude to what was to come.

The countries of the world settled down to a long-awaited era of mutual cooperation.  There was no denying the basic nature of humankind, however, and in the arena of world affairs there arose three major power groups: the Russo-American Mercantile Combine, the Euro-Bloc faction, and the Indo-Aslant Consortium.

By 2050, these superpowers had established the foundation of a world government of sorts, supplanting the outdated United Nations organization, and had given themselves the mission of finding new places for mankind to occupy and exploit.  Thanks to the development of nuclear fusion propulsion systems for spacecraft, manned missions were landing on Mars at the rate of dozens per year; orbital missions to Venus were almost as frequent, and rockets going to and from Luna were literally an everyday occurrence.  Man now possessed the technology to travel to other worlds in the solar system, and was rapidly developing the means to make those places habitable -- not a decade too soon, as it turned out, because Earth was in bad shape and getting worse all the time.


Radioactivity was not the problem: The warheads that exploded during the Last Gasp War were not particularly “dirty,” so that within decades, radiation levels in the blasted areas had dropped to practically nothing.  But by the middle of the 21st Century, Earth was a polluted and depleted world.  The planet was no longer capable of supporting its human population, which by this time exceeded 12 billion.

It was time to move.

2050 – 2100

During the last half of the 21st Century, the System States Alliance (SSA)4 was formed from representatives of the “fringe” countries of the world as well as the three big power blocs.  The organization’s principal purpose was to ensure the continued survival (in other words, prevent the collapse) of planet Earth.  As the first step toward this goal, the SSA developed and implemented a plan for organized, efficient colonization of the solar system.  Charters were awarded to each of the three power groups.  The Russo-American Mercantile Combine, having the most clout, grabbed the rights to Mars, which it saw as the most lucrative piece of nearby property.  The Euro-Bloc group took Luna, and the Indo-Asians took Venus.  The SSA kept a heavy hand on all of the colonials, extracting heavy taxes in raw materials to keep its polluted Earth running.

2101 – 2300

With more money and technological resources than the other colonizing groups and the best set of physical conditions to start with, RAM (as the Russo American Mercantile group was now known) rapidly made Mars habitable.  In the 22nd Century, genetics took a great leap forward when scientists discovered how to decipher the code of the DNA molecule and recombine parts of it from different species to create specially tailored life forms.  The techniques of terraforming² rode on the coattails of this advancement -- organisms specifically designed to help make Mars more Earthlike were brought to the Red Planet and introduced into its biosphere.  Brute force played a part, too, as gigantic icesteroids were hauled in from the Asteroid Belt and rained down onto the south polar region of the planet, releasing heat and water vapor.  By the mid 2200s, Mars was livable in certain select areas, such as the Coprates Chasm.

The Europeans took an entirely different approach on Luna, where no amount of terraforming² could ever change the basic nature of a world that is biologically dead.  Civilization on Earth’s satellite grew up piecemeal as a collection of domed craters, many of them interconnected by underground passageways.  As men had known ever since the first lunar probes of the 20th Century took their readings, the moon is an uncaring and unforgiving environment.  Lunarians, as a group, took on the personality of the place where they lived -- asking for no help and giving none.

In contrast, the environment of Venus is downright hostile.  The planet is an astrophysical paradox -- similar to Earth in many significant ways but entirely different in many, many others.  What a difference a few million miles from the sun can make.  Not until the mid 2200s was the first domed colony established on the surface up to that point, the Venusian colonists had lived in flowing dirigible-cites balanced on the pressure flows of the planet’s atmosphere.

In 2275 RAM, groaning under the yoke of Earth’s oppressive government, rebelled.  After entering into a non-aggression pact with Venus, which bosh sides honored for the duration of the conflict, a Martian war fleet systematically decimated the centers of SSA4 power around the planet, as well as much of the rest of Earth’s highly developed areas.  Over the next ten years, deprived of the constant flow of resources from outside that it needed, Earth collapsed into barbarism.  Billions died (ironically, relieving the severe overpopulation problem), and the planet became a shattered wasteland except for a few pockets of isolated city-states.  These independent arcologies¹ became self-sufficient, recycling entities, and have survived through the intervening years relatively intact.  A few thousand desperate refugees fled the dying Earth and escaped deep into space.

By the end of the Ten Year War, Mars controlled Earth.  Throughout the war, Luna remained neutral.  In 2285 the Martians, fearing competition from the Venusians and no longer feeling bound by the non-aggression pact they had originally proposed, sabotaged the Venus orbital space elevator³ effort, setting the colonization effort on that planet back drastically.

2301 – 2455
While tightening its grip on Earth and trying to keep spreading its influence through the rest of the inner solar system, RAM continued to terraform Mars.  In 2310, refugees Earth and dissidents from Mars (who objected to RAM’s totalitarian regime) escaped and began a crash program to colonize Mercury.  Working iron asteroids placed into orbit around the planet and from surface-based movable platforms known as track cites, they set up a going concern in solar power and mining.  Eventually, the most powerful colonists established the Sun King monarchy that rules Mercury today.


By 2330 Venus had established cities in three places on the Istar Plateau.  Lacking the technological resources of RAM, the newly established Ishtar Confederation turned to cheaper, long-term bioterraforming, making them the masters of these advanced techniques.


By the late 2330s and the early 2340s refugees from Earth, Mercury, and Mars had fled en masse to the asteroids and to Jupiter.  Using a combination of Venusian biotechnology and Martian know-how, these hardy colonists built hundreds of mini-worlds throughout the trans-Jovian and Saturnian systems.  It was here, as the Outer Worlds, that the first true “space pirates” evolved.  The Black Brotherhood, as they were called, began by raiding the nearby satellites and asteroids for ships, supplies, and energy; soon their power and influence were felt all over the solar system.

2456: The Present
RAM has terraformed nearly half the surface area of Mars, leaving only a few vast deserts between the planet’s shallow seas and deep valleys.  There’s enough room foreseeable future; so, seeking Martians new challenges, the Martians have turned anew to Earth, which they view as a vast garbage dump to be picked over.  After establishing footholds in the ruins, their scavengers now swarm over the landscape, while their Terrine clone-warriors eliminate any troublesome “natives” that get in the way.  Since about ninety-five percent of Earth’s population has regressed the level of the 20th Century, or worse, there is not much opposition to Martian policy.

RAM has justified its encroachment on Earth by establishing the Solar Alliance Protectorate, an organization ostensibly created to shelter and nurture the ravaged planet.  However, while RAM’s official policy is, “These simple people must be protected from you ravagers of the solar system (read Venus, Mercury, and Luna),” its true attitude is, “We beat them fair and square during the Ten Years War, so we can do anything we want to them.”

But Earth has begun to recover.  Although much of it is in ruins or covered by lifeless deserts, the areas around the independent arcologies¹ are being carefully reforested and seeded with life forms grown from the arcologies’ huge genetics banks.  The arcologies¹ object to RAM’S plundering, but have had no way to stop it.  Only recently have some of them banded together to create the New Earth Organization (NEO), which harries RAM whenever it can.

NEO has recently recovered the still-living body of an ancient Earth fighter pilot named Buck Rogers.  Long revered as the last martyr of old Earth’s foolish international struggles, Rogers was made into a media hero by the SSA4 when that organization was trying to build popular support for a unified effort toward interplanetary expansion.  The pilot’s reputation grew and spread over the centuries following his confrontation with Masterlink, to the point where Buck Rogers now has an almost mythical status among the people of the solar system.  And -- in typical flamboyant and unorthodox Buck Rogers style -- the myth is alive!  With his tactical skills and daring, Buck Rogers is the asset the foundering NEO badly needed.  But RAM is gathering its forces to crush the independent arcologies¹ for once and for all, and even a hero from the past can only stop so many ships.

War in the 25th Century is primarily fought by armies of genetically engineered warriors -- faceless legions who are bred for combat.  Each of the major worlds of the solar system has developed its own battle fleets, space defenses, and cadres of troops.  As it currently stands, RAM has the largest army, Venus the most sophisticated, and Luna the best equipped. Mercury has only a small military force of gennies, but an alliance with Venus keeps Mars at bay.

The exception is Earth, which does not have the equipment or the knowledge to create hordes of non-human or semi-human soldiers.  And even if it did, true humans have a strong aversion to bioengineering that would make such activity highly frowned upon, to say the least.  The people of Earth, and the members NEO in particular, remain steadfast in their belief that ultimate victory in the battle for control of the solar system will be achieved by real humans – Terrans -- who are and will always remain the superior species.

Naturally, the other civilizations of the solar system -- even those that are not allied with Mars and RAM -- scoff at the Terran point of view.  As tensions mount and tempers flare, the solar system moves toward another war -- one that, if it occurs, will involve all the colonized worlds of the solar system ... and all of the vast space in between.

NOTE: ¹ – see TB Pg.2 for a description of arcologies; ² –  see TB Pg.2 for a description of terraforming; ³ – see TB Pg.6 for a description of the space elevators; 4 – see WB Pg.18 for information on the SSA.

PAGE  
i

