Characters & Combat Player’s Supplement
Section 2


Section 2: player character RACES

Rules, Modifications, Clarifications & Additions

Player Character Race Availability/C&C Pg.13


Not all twenty-nine available PC races are equally abundant nor are they in all locations in the solar system that makes up the BR XXVc game universe.  The availability of the various Player Character (PC) races depends on the location where the character might be found.  Outer World races such as the Stormrider, Ringer, or Sidhe are not at all common on the “sunny side of The Belt”.  Nor are all of the races predisposed to travel beyond their home or assigned location.  The information presented below is based in the availability of PC races in the Inner System, their commonality (how many produced), their disposition, and whether their design would allow them to function as a PC race.

NOTE: This rule is required for a new player’s initial character, or a new group’s first characters.  Races not listed below (Cadrite, Devastator, Sharc, Terrine Mk1b Barney, Terrine Mk1c Space Terrine) may be allowed only under specific or special circumstances at the GM’s discretion.
Common

Lunarian (human)
Pleasure
Tinker
Martian (human)
Spacer
Venusian (human)

Mercurian (human)
Terran (human)
Worker
Uncommon

Asterminer
Desert Ape (animal)
Terrine MkIa
Belter
Desert Runner MkI
Rare

Delph
Desert Runner MkII
Gator
Depthine
Falcone MkI
Lowlander


Very Rare

Chimbot (animal)
Ringer
Talan
Europan
Stormrider
Terrine MkII

Extremely Rare

Falcone MkII
Ganyman
Sidhe


GM’s Note: Multiple Player Characters

The BR XXVc game differs from other types of role-playing games, because of the wide variety of environments in the game universe.  You may not be able to use the same player characters in every mission you play.  You might, for example, begin with a Terran to use in a set-up mission that opens on Earth.  This character could travel to Luna, Mars, and lots of other places, as long as he has the proper equipment.  But if the referee’s story eventually takes you to the ocean depths or the surface of Venus, it might be a good idea to switch to a Delph or a Lowlander character for the duration of that part of the campaign.  Then, when the story moves to another location, leave the Delph or the Lowlander behind.  When and if you do return, your “specialized” character will be waiting for you.

One way to maintain a selection of characters for special missions is to use your characters as the crew of a group-owned rocket ship or as employees of a group-owned company.  In this way you have a variety of possible characters to choose from, and they are readily available to bring into the game if your primary character is seriously wounded or killed.

Human Subcultures/Various sources


In most cultures, even those touted to be homogenous, there are castes, classes, and sub-cultures.  The information presented below is a list of each planet’s most common castes, classes, and sub-cultures and their affects on a PC.  For more in-depth information on the castes, classes, and sub-cultures please read the applicable world book.

Lunarian: Even though Luna is an assemblage of city-states, there are no advantages to any one caste, class, or sub-culture.  For more in-depth information please read Luna.

Martian: The Executive Caste the controlling caste of Mars and RAM and as such it is very rare to have a character from this caste (GM’s discretion).  The Manager Caste is more common then the Executive Caste, but they are still rare.  The Labor Caste is the most common and the lowest caste on Mars.  For more in-depth information please read Mars in the 25th Century Pgs. 3-28 and 43-52.
· Executive Caste: A character from this caste is granted a free Basic Academy course attended as part of character creation.

Mercurian: The Sun King families rule Mercury and control energy to the other planets and as such it is very rare to have a character from this level of society (GM’s discretion).  The Miners, named by where they live not their vocation, are the most common class on Mercury.  The Desert Dancers are the least common class on Mercury and the only ones to live on the surface.  The Musicians are not entertainers at all, they fill many roles in business and government.  For in-depth information please read Inner Worlds Pgs.6-22.
· Sun King: A character from this class is granted a free Basic Academy course attended as part of character creation.

· Desert Dancer: Characters are trained in The Dance (Inner Worlds Pg.24) as part of character creation and are granted a +10% bonus to play instrument, sing, or to act.

· Musician: Characters are granted a +10% bonus to  bureaucracy, economics, or fast talk/convince.

Terran: There are innumerable classes, sub-cultures, and groups on Earth.  There are few groups that would have an effect on character creation.  For in-depth information please read Earth in the 25th Century Pgs. 2-40.

· Mutant: Mutant characters are granted additional attribute modifiers and may have randomly generated mutations (Earth in the 25th Century Pg.54).

· South American Freedom Fighter (SAFF): SAFF characters are granted additional attribute and combat modifiers (Earth in the 25th Century Pg.11).

· Africans: characters from the African continent have a 20% resistance to disease.  Once a native African has been exposed to a disease and survives, that disease can never again be affective against him (Earth in the 25th Century Pg.5).

Venusian: Unlike the other planets where there is only one “country”, Venus has three.  The Ishtarians are a militant religious people.  The Aphroditans are the solar systems plantation owners.  The Aerostaters are, well, aerial gypsies.  For in-depth information please read Inner Worlds Pgs.37-49.
Racial Modifiers/C&C Pg.14

You can see that the racial modifiers on Table 8: Racial Attribute Modifiers range from -6 to +7.  No ability score can ever be reduced below 1, however high scores can be boosted as high as modifiers will allow.

A special note on modifiers to Charisma and Comeliness.  Any change from the originally generated attribute scores only affects that race’s CHA and/or COM during interracial interaction.  The modifiers are only applied when a member of one race interacts with a member of another race.

You can see by the modifiers on Table 15: Racial Modifiers to Saving Throws that your character’s race also has an effect on his saving throws.

Gender and Age/C&C Pg.31
There is no difference in the BR XXVc game rules between male and female PCs, however, gender choice can and will affect role-playing.  Please note that there are some gennie races that by design are created in only one gender or without any gender (no reproductive organs).  Please see the gennie racial descriptions below for additional information.

There are no known forces in the BR XXVc universe that cause ageing, other then time itself; as such the addition of age is primarily for role-playing purposes.  Each player may choose or roll (Adult+1d4) the character's starting age (see Section 1, Rolling Attribute Scores for the detailed process).  For ease of calculations birthdays are based and tracked on the Sol Standard Year (or Earth) calendar.  Some gennies are not born, per se, but decanted as full grown, fully developed adults.  Treat their decanting day as their birthday.

Age Categories



Middle
Old

Death

Race
Adult
Age
Age
Venerable
in...

Chimbot
12
35
46
70
70+2d20

Delph
12
35
46
70
70+2d20

Desert Ape
12
35
46
70
70+2d20
Desert Runner MkII
12
30
40
60
60+1d20

Ganyman
12
30
40
60
60+1d20

Gennies, Other
13
40
53
80
80+1d20

Humans, All
18
45
60
90
90+2d20

Lowlander
12
30
40
60
60+1d20

Talan
15
25
33
50
50+2d12

Tinker
12
30
40
60
60+2d12

Worker
7
35
46
70
80+2d20

Age Effect-Based Modifiers

Category
Effects

Middle Age
-1 STR/CON
+1 INT/WIS

Old Age
-2 STR/DEX, -1 CON
+1 WIS

Venerable
-1 STR/DEX/CON
+1 INT/WIS

Starting Languages/GM Addition

All human and most gennie characters start with their racial language (if applicable) and System Anglic, which is based on Terran-English.

Desert Ape, chimbot, and sharc characters start with their racial language and although they are able to understand System Anglic, they cannot speak it.  They must select the speak/read language skill, as a General Skill, to be able to speak or read the language.

NOTE: The Stormrider racial language is called Ch'shah.  The Spacer racial language is a sign-language known simply as Spacer Sign.

Races

Humans
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Lunarian/C&C Pg.17

"Next to Power Deck Engineers, Lunarians may be the toughest, stubbornest humans in the solar system.  And when a Lunarian becomes a Power Deck Engineer..."

- Badinger's History of the Solar System
Physical Size: 4 to 5 feet tall, 120-180 lbs.

External Covering: Smooth, hairless skin, usually in shades of white, tan, or beige.

Eyes: Human-based, larger and more sensitive.

Ears: Human normal.

Mouth: Human normal.

Nose: Human normal.

Genotype: Lunarians have been mildly altered to be shorter than Terrans, with compact, slender frames.  Original gene-altered to make their eyes more sensitive, Lunarians have evolved to the point where their visual ability exceeds even that of the Martians.  Their bodies have also been altered to accept the lower gravity of Luna without harmful side effects.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Descended from Swiss, French, German, British, and Central European colonists, Lunarians are a fascinating series of contradictions.  They are famed as fearless mercenaries, known for their cool competence in battle.  Yet they are rabid isolationists who avoid interplanetary conflicts on their own behalf.  They will handle the business transitions of any intersolar government, but will allow no military ships to land on their planet

Lunar settlements are fully enclosed, either under huge domes that cover some of the moon’s craters or beneath the lunar surface.  Spaceports are always built under domes with retractable panels which allow ships to enter and exit the domes, since there are the principal places where Lunarians must deal with traffic from other planets.  Beneath other domes are luxurious parklands stretching in all directions and slender, elegant white buildings dot the landscape.  However, as with their spaceports, the Lunarians only use these beautiful low-gravity palaces to greet formal visitors from off world, personally preferring the safety of their tunnels.  Although small and dimly lit Lunar tunnel cities are comfortable.  Bright murals adorn the fused stone walls, and small markets and meeting places fit neatly into alcoves along main passageways.  Crowds of pleasant, quiet Lunarians throng these mallways at all hours.

Practical but not stuffy, Lunarians enjoy music, art, theater, and low-gravity sports.  They wear simple clothing, adorned with bright scarves or bold accents in primary colors.  Much like the Indian caste marks of Old Earth, Lunarians have a triangular patch affixed to their foreheads.  This patch denotes the rank, status, and family of Lunar individuals.  Lunarians are stubborn and aloof.  They do not get into arguments often, but when they do they show a bulldog tenacity.  Competence is highly prized, and high-ranking Lunarians are known for their intelligence and business savvy.

Advantages: Products of a culture that prides itself on cool-headedness (unless provoked), Lunarians are innately more intelligent than members of other races.  Their more delicate frames give them a better Dexterity than normal humans.  From living on an essentially airless world, they have developed a strong resistance to radiation and the threat of suffocation.  Their large eyes enable them to see in almost total darkness, negating any combat penalties.

Disadvantages: Their smaller size makes them generally less strong and less physically tough than Terrans.  They are slightly more vulnerable to temperature extremes and to the effects of toxic gases and poisons as well.  The sensitivity of their eyes makes it impossible for them to stand long periods of exposure to bright light without wearing protective goggles.  Because of their upbringing in the Lunar tunnels, all Lunarians suffer from agoraphobia (fear of open spaces).  Whenever a Lunarian is not under a dome, in a ship, or otherwise enclosed by a structure or a vessel, he may be required to make a Wisdom check (once per day) to see if he has the willpower to fight off the fear.  Failing any of these checks causes the character to be uncooperative, or even catatonic, until he is brought to a place where he feels safe.

Role-playing Notes: As a group, Lunarians are impersonal and standoffish, but a Lunarian PC is cut from a somewhat different mold.  He will have no trouble getting along in a group of mixed racial type, although, he will resist any attempt to do something harmful to Luna or any of his kinfolk.  In order to function as an adventurer in the outside world, a Lunarian will have conquered his agoraphobia to the extent that he need to make Wisdom Checks much less frequently then an average Lunarian does, but this problem will still be something to keep in mind.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws
Reference: For a brief on Luna, please see The World Book Pg.16, or for detailed and comprehensive information on all aspects of Lunarian life, please read Luna.
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Martian/C&C Pg.15

"As the oldest surviving civilization in the solar system, the Martians have a sort of superior attitude and aloof manner that makes them appear to be terrible snobs."

- Badinger's History of the Solar System
Physical Size: 6 to 7 feet tall, 120-200 lbs.

External Covering: Smooth, hairless skin, usually in shades of brown, red, tan, or beige.

Eyes: Human-based, larger and more sensitive.

Ears: Human-based, somewhat larger.

Mouth: Human normal.

Nose: Human-based, with flaring nostrils.

Genotype: Martians are one of the many races that are mildly altered from the human norm. Martians tend to be slender and fine-boned, with long legs (a product of growing up in the low gravity of Mars as opposed to actual genetic changing). They have large deep chests and noses with wide nostrils, improving their ability to breathe the extremely thin Martian atmosphere. Their eyes are large and sensitive to very low amounts of light and their ears have been enlarged to better capture sound. The Martian upper classes also indulge in gene-tailoring for esthetics, so many wealthy individuals are almost inhumanly beautiful.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: As the oldest surviving and most advanced civilization in the solar system, the Martians have come to believe that they are the best of New Humanity, and that eventually all the rest of mankind will be their servants.  Skilled in genetic engineering, they have already made the first strides along this dark and evil path by creating genetically altered slave races like the Workers and the Terrines, as well as building a mighty battle fleet that prowls space preying on weak and defenseless ships of the other planets.

Once a civilization of bold corporate pioneers and adventurers, the Martian society has degenerated into a rigid caste hood of executives, managers, and workers.  The executive culture of Coprates Chasm (the most extensively terraformed area of Mars) is glittering, decadent and martial.  High-ranking men often dress in militaristic uniforms that double as business suits and sneer at the so-called "lesser planets."  Upper-class Martian women are glittering social butterflies whirling through a round of gay parties that mask the savage inter-corporate battles going on beneath the surface. 

Every "civilized" Martian is tied to or affected in some way by RAM, a political/economic/military megalith descended from the mighty Russo-American Mercantile Corporation that was formed in the 21st Century.  The Martian elite lives in massive pyramidal arcologies on the floor of Coprates Chasm, overlooking tranquil artificial lakes and forests.  Their forms of entertainment are theater, film, parties, duels, and ice yachting. 

Along the walls of the chasm live the managers, the middle-class functionaries of the Martian civilization.  The manager cities are bleak, featureless malls with antiseptic plastic furnishings.  Their main entertainment are watching the tri-dee, eating synthetic foods, and scrabbling for a few extra meals.  There are no restaurants, movies, or parks in the manager cities.  Managers' lives are not uncomfortable – they live and work in clean apartments and offices – but they are also not fulfilling.  Every manager works hard for the day when he too will be able to live in the glittering pyramids of the executives.  Very few of them live to see that day.

Back in the deep tunnels behind the chasm walls live the Workers – unintelligent slaves who take care of the real grunt work of harvesting, planting, mining, and waste disposal.  The Martians have crafted other types of gennies, mostly variants of the Worker that are designed for specific purposes.  The most feared of all Martian gennies are the Terrines, elite soldiers manufactured by RAM.  Also formidable in their own way are the Desert Runners who prowl the wide-open expanses of the planet.

Advantages: Slightly more nimble and charismatic than Terrans, they are less vulnerable to radiation, cold, and suffocation.  The ability to hear faint sounds that escape the notice of humans makes them difficult to surprise.  Able to make out images in dim light, which makes them better at hitting a target in combat under that condition.


Aside from all of the above, the biggest advantage of being a Martian is ... being a Marian.  A character who is backed by RAM could have access to great amounts of technology and manpower (specifically, gennie-power) that would enable him to succeed where a non-Martian would fail.

Disadvantages: Generally weaker and more frail than humans because of their affinity for lower gravity, they are also more susceptible to damage from falls and other physical trauma.  They are vulnerable to the effects of extreme heat.  Sensitive ears cause them to be hampered by loud noises, and sensitive eyes give them problems in bright light.  While in heavy gravities like Earth, Martians suffer a -1 penalty to STR and DEX.

Last, but far from least, the disadvantage of being a Martian is ... being a Martian.  Most of the rest of the solar system identifies you with RAM and thus sees you as an adversary.  It can be very hard for a Marian to make friends with non-Martians, but a Martian in a team that also include members of other races might be looked upon more favorably.


Role-playing Notes: A Martian PC is not a RAM-type bad guy.  There are plenty of Martians – even some highly placed in the organization – who do not agree with everything that RAM is doing, and it is from this group that a Martian PC will come.  Of course, this means that you will have to conceal your true feelings whenever you are on Mars or in the company of RAM loyalists, but that is part of what makes role-playing a Marian fun and challenging.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws
Reference: For a brief on Mars, please see The World Book Pg.19, or for more detailed and comprehensive information on aspect of Martian life, please read Mars in the 25th Century Pgs. 3-28 and 43-52.

Mercurian/C&C Pg.20
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"Coming from their rough-hewn beginnings Mercurians place a much higher value on esthetics than many other colonial races."

- Badinger's History of the Solar System
Physical Size: 5 to 5½ feet tall, 120-250 lbs.  Desert Dancers tend to be taller and thinner, while Miners are usually the shortest and stockiest.

External Covering: Smooth, hairless skin, in shades of brown, dark brown, red, tan, or beige.

Eyes: Human normal.

Ears: Human normal.

Mouth: Human normal.

Nose: Human normal.

Genotype: Mildly altered human.  Mercurians are a polyglot mixture of Terrans (mostly), Martians, and a few Venusians.  Because of interbreeding over the years since the planet was settled, the Martian and Venusian physical traits have been "humanized" to the point where they are nonexistent.  Mercurians are gene-tailored for stockiness, which saves space in their underground warrens, but their other distinctive characteristics are more a product of environment than genetic manipulation.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Each of Mercury's four cultural groups are descended from refugees of Earth, Mars, and Venus, who established solar power around this world in the early 24th Century.  These energy-collectors, called Mariposas, provide most of the energy needs of the entire solar system.  The Mercurian people are separated into four separate cultural groups. The Sun Kings live in the Mariposas, the Miners live in the warrens beneath the planet's surface, the Musicians are merchants living in every location in and above Mercury and the Desert Dancers live on the Mercurian surface.


As cold be expected, the Mariposa owners and operator soon became extraordinarily rich from selling power to the other planets; however, great wealth did not necessarily confer great taste on this rough-hewn spacemen.  Their asteroid cities are monuments to gaudy expense, literally exploding with tinsel towers, baroque mansions, bad copies of Renaissance statues, and low-taste bri-a-brac.  These Sun Kings, as they now called themselves, dress in a wide variety of styles depending on their personal tastes; Arabian nights robes side by side with 16th Century doublets, while others affect the styles and tastes of the more fashionable Coprates or Lunar jet sets.  Sun Kings wield great power over their planet-bound relations.  While others live on the planet and mine ores, they actually own the land, distributing the profit from off-planet trade as they see fit.  This autocratic system makes the Sun Kings very unpopular with other Mercurians.

The warren cities beneath the planet's surface are the homes of the rank and file, known as Miners.  Unlike the Lunar tunnel cities, warrens are huge systems of caves occasionally broken by enormous space docks with semi-transparent, retractable domes at surface level.  Within the warrens are buildings, parks, factories, and transportation systems like those found in surface-dwelling civilizations.  Because of the underground openness and the fact they do come to the surface to operate their mining machines, the Miners do not suffer agoraphobia that is common among Lunarians.  In style, Miners are somewhat like Sun Kings, but on a more modest scale.  Lacking the money for a full show of gaudiness, they are well enough off to wear a lot of gold, flashy clothing, and expensive gadgets.

The Musicians are the equivalent of a merchant class.  They operate stores and other businesses, both in the warrens, on the Mariposas, and other orbital colonies.  They are considered harmless by the other groups of Mercurians society, but their numbers make them a factor in issues involving the planet's whole population.  Oddly enough, the Musicians, despite their name, are not particularly accomplished in music and other fine arts.

Culturally related to the Musicians, but professionally quite different are the Desert Dancers, nomadic wanderers who live on Mercury's surface in huge rolling buildings called "track cities."  These cities were created in the early days of colonization of the surface, designed to travel between the vast solar arrays scattered around the planet.  The Dancers move about, tending and repairing the solar collectors and occasionally mining – but always careful to stay on side away from the sun, so they do not get bombarded by the incredibly intense solar radiation.  More pragmatic than the warren dwellers and Sun Kings, they wear loose, Arabian-style clothing, affect very little jewelry, and are armed with the traditional Mercurian version of the mono-knife, called a technodagger.  The Desert Dancer culture is known for its skill in the performing arts.  Dancer poets, writers, artists, and bards are highly prized system-wide.  The major source of Dancer income comes from performance proceeds.

Advantages: Mercurians are unique among the human races in having heightened Dexterity and Constitution.  They are highly resistant to radiation and extreme heat.

Disadvantages: Because they engage in little physical labor, Mercurians are slightly weaker than humans.  They are more vulnerable to extreme cold than any other human race.

Role-playing Notes: A Mercurian PC can be from any cultural group, but is probably not a high-ranking member of the Sun King hierarchy; such a person would have less reason to travel and would be more concerned with keeping an eye on his wealth then doing heroic deeds to help others.  On the other hand, it’s easy to imagine that a Miner or Musician might become disenchanted with his life and decide to join a crew of adventurers.  Perhaps the best choice for a Mercurian PC would be a Desert Dancer who has some kind of performing skill and habitually goes on “concert tours” to other planets.  This would be an excellent cover for the entire PC team, easily explaining why they move from place to place so frequently.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws
Reference: For a brief on Mercury, please see The World Book Pg.6, or for more detailed and comprehensive information all aspects of Mercurian, life please read Inner Worlds Pgs. 6-22.
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Terran/C&C Pg.14

"The descendants of a history both glorious and destructive, Terrans know better than anyone the power of rebirth and redemption.  Theirs is the  Homeworld of Man, and they are the root of us all."

- Badinger's History of the Solar System
Physical Size: 5 to 6 feet tall, 120-250 lbs.

External Covering: Smooth, relatively hairless skin, usually in shades of brown, dark brown, red, tan, or beige.

Eyes: Human normal.

Ears: Human normal.

Mouth: Human normal.

Nose: Human normal.

Genotype: Terrans are the least gene-tailored of all human species; this makes them marginally adaptable to a wide variety of environments.  Terrans are Earth-born humans who have not had any genetic alterations.  In fact, they abhor all types of genetic reconstruction, seeing themselves as the only "true human" race in the solar system.  This belief, although, does not fill them with hatred or give them the discrimination tendencies associated with the Martians or Lunarians.  The possibility of genetic alteration should not be completely disregarded in the race, however, since not all Terrans see genetic alteration as blasphemous.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: If you come from Earth, you come from a mess.  Centuries of rampant pollution and war have reduced the planet to a wasteland in many areas.  To top it off, in the 23rd Century, interplanetary war has left most of Earth's cities in rubble, with gangs of semi-barbarians roaming the shattered ruins.

Life within these "sprawls" is violent, savage, and often short. Most survivors belong to a gang of some sort, organized around family lines or neighborhoods.  These gangs are constantly at war with each other for whatever stores of food, weapons, or tools can be found.  Gangs are ruled by the most powerful.  It is a tough, brutal life, with little chance of survival, much less advancement.

The luckiest Terrans come from one of the independent arcologies.  These are huge fortress buildings, self-contained, with their own power plants, factories, schools and living facilities.  Like the castles of the Dark Ages, the arcologies were built to withstand the collapse of civilization. With their massive walls and powerful weapons, the arcologies are well able to stand off any attacks by roving mutant gangs.

The arcologies' greatest strength is also their greatest weakness. Isolated from each other behind their tall, armored walls, the arcologies suffer from inbreeding, corruption, stagnation and overcrowding.  Most arcology governments are oppressive regimes installed by the Martian overlords who have gained control of the planet.  Other governments were left in place only because they agreed to sell out to the Martian raiders, trading their freedom for luxury goods and personal power.

Advantages: Terrans are extremely adaptable.  They can live anywhere on Earth – a statement many other racial types cannot make – and with basic body protection and breathing apparatus can survive indefinitely in a variety of hostile environments.

Disadvantages: From a comparative standpoint, Terrans are at a minor disadvantage in game terms because they have the smallest number of racial modifiers to ability scores and saving throws.  But this is only a minor drawback, more than offset by their adaptability.

Role-playing Notes: A Terran player character is confident in himself and in his race's ability to eventually throw off the yoke of Martian oppression, but he is also a realist: If man is to regain his freedom, the process will be a slow one composed of many small steps.  Play your Terran character with a combination of determination and patience, and you will not be far off.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws
Reference: For a brief on Earth please see The World Book Pg.12, or for detailed and comprehensive information  on all aspects of Terran life, please read Earth in the 25th Century Pgs. 2-40.
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Venusian/C&C Pg.19

"The Venusian looks inward, seeking answers in the immaterial.  But be warned: A sleeping dragon awakened is a swift and terrible foe."

- The Ishtarian Book of Seven Clouds
Physical Size: 5 to 6 feet tall, 120-250 lbs.

External Covering: Smooth, hairless skin, in shades of brown, tan, or beige.

Eyes: Human-based, covered by a protective membrane.

Ears: Human-based, slightly smaller.

Mouth: Human normal.

Nose: Human normal.

Genotype: Mildly altered humans, Venusians tend to be Asiatic in appearance, with small, narrow eyes and long, thick hair.  The ears are smaller and close to the head; the eyes gene-tailored with a clear nictitating membrane (it covers the eyes when desired) to protect against acid rains. Venus's atmospheric pressure produces heavier, stronger body frames in its natives.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Although Venus is primarily known for the theocratic civilizations of its main continent, Ishtar, there are really four different types of Venusian civilizations.

The Aerostaters are primarily traders and herdsmen.  Hovering high above the smoky black storms of Venus in their dirigible cities, they are somewhat disdainful of the Ishtarians, whom they consider spacy monastics.  The Aerostaters' civilization is that of aerial gypsies, full of flashy, flowing clothing, rugged but friendly manners, and tough, open people.  With daily acid rains and lightning storms, Aerostaters do not go out of their floating domains too often, so their clothing is light and loose.  Aerostater entertainment runs to large, friendly parties with lots of wine and dancing.  As in other nomadic cultures, there are many festivals, family rites, superstitions, traditions, and legends to tie the group together.  This social nature extends everywhere – entire areas of the Aerostates are devoted to huge rooms full of cushions, where citizens gather to eat, discuss events, and trade.

The residents of the southern continents, Aphrodite and Lada, are farmers and minders, living on huge fiefs controlled by several hereditary families.  These Aphrodite families descend from the original Venusian colonists who occupied only the atmosphere above the planet’s surface.  Their hard lives have made them stubborn, hot-tempered people, jealous both of the Aerostaters and the easy life of the Ishtarian theocrats.  The Aphroditians are shrewd traders whose estates provide most of the mineral and farm exports of Venus.  The members of the wealthiest families entertain with lavish parties and balls, while the lower classes are content to amuse themselves with strong drink, gambling, and savage brawls.

The Ishtarians produce plastics, medicines, biogenetics, and light industry; however, their chief advantage over other Venusian civilizations is their domination of ground-to-space transportation.  The nucleus of the huge Ishtarian trade fleet is made up of the original Venusian warships from the old SSA, upgraded and reinforced by newer cruisers.  Although the Aerostaters do have the facilities to allow small ships to land on and take off from their floating cities, the Ishtarians accommodate heavy vessels from their sophisticated spaceport at New Elysium, the capital of the Ishtar Confederation.  Ishtarian cruisers and transports are the largest of their type in the solar system, and every vessel is heavily armed.  With this clout, Ishtarian convoys can travel with impunity anywhere in the solar system, handling the trade of all three Venusian civilizations for a modest percentage.  While the center of the Ishtarian community is the Temple, where the Elders of the Faith meet to discuss important matters, the Ishtarian civilization is not as puritanical as their simple robes and muted color schemes suggest.  Wine shops, communal baths, aesthetic arts, and theaters are everywhere, while more physical activities include exhibitions of traditional ritual combat and martial arts.  Their cities have huge auditoriums where community “entertainments” are held.  There is room for great poets, singers, ceremonial warriors, as well as great priests.

Advantages: Sturdier body construction gives Venusians a slight advantage in Constitution.  Generally introspective and not prone to snap decisions, Venusians have higher Wisdom than other races.  Accustomed to the acidic environment and high temperature of their home planet, they are resistant to poisons and extremes of heat.

Disadvantages: Delicate or abrupt movements are harder to accomplish in higher atmospheric pressure, and as a result, Venusians have lower Dexterity than humans.  They are vulnerable to the extremes of cold, and because they are accustomed to having a lot of air to breathe, they are more easily harmed by the threat of suffocation.

Role-playing Notes: A Venusian PC can be an Ishtarian, an Aphroditian, or an Aerostater.  If a group of PCs contains a Venusians of different types, then it will be necessary for those characters to overcome or forget about their cultural differences and work together for the sake of the team.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws
Reference: For a brief on Venus, please see The World Book Pg.9, or for detailed and comprehensive information on all aspects of Venusian life, please read Inner Worlds Pg.37-49.

Gennies
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Asterminer/NEO Pg.22

Physical Size: 7 feet tall, 250 lbs.

External Covering: Leathery scales.

Eyes: Human normal, though the lenses are covered and bioluminous.

Ears: Small slits that can be sealed.

Mouth: Human normal.

Nose: None.

Genotype: Designed by BioScience, a division of RAM, the Asterminer is a human-based gennie designed to work the hard, cold, barren surfaces of asteroids and planetoids.  Based on an amphibian genotype, they have several adaptations allowing them to function in the vacuous, low-gravity conditions of The Belt.

Asterminers are incapable of reproduction and are all created in growth vats.  Unlike Spacers, however, they are psychologically engendered as male.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Created to mine asteroids, Asterminers generally consider themselves to be a superior breed of human being.  They adopt most human culture conveniences, depending upon their employment, location, and availability to such items.  They often take these Terran conveniences, utilizing them creatively in their work areas.


The Asterminer lives where he works, spending more then sixteen hours at a time on the job.  Designed with the stamina and mindset to accept these brutal conditions they are rarely found outside their work environment.  During their rare off times, they either sleep or frequent the rough “mining town” drinking establishments, most often in groups, however, they virtually never venture into gravity wells such as Earth or Mars.

Advantages: Although they need oxygen to survive, Asterminers can absorb it into liquid form through their skin and store it in their cell tissue for later use.  They can seal their ears and mouth, have hard lenses over their eyes, and lack any form of nose, allowing them to form a self-contained environment.  Their long, three-toed feet let them secure themselves to rocky surfaces in low-gravity environments.  They can work while exposed to vacuum for up to ten hours at a time.  They never need to worry about suffocation unless the condition persists for ten hours or more.

Disadvantages: Unlike amphibians, Asterminers are warm-blooded.  They metabolize huge amounts of protein paste to keep warm while working in the frigid conditions common to asteroid mining.  Asterminers can only live for one week within a gravity well heavier then Luna before their health begins to fail.  Once that one-week time period passes, they lose one point of STR and CON per day.  If either attribute score drops to zero it dies.  Upon exiting the well, their attribute scores return to normal after one day.  Their eyes constantly emit a bioluminous glow, making it somewhat difficult to hide in dark places.  Although very though, they are dull-witted and can easily be fooled.

Role-playing Notes: None.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
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Belter/NHA Pg.67

Physical Size: 5 to 6 feet tall, 150-250 lbs.

External Covering: Smooth, hairless skin, in shades of brown, dark brown, red, tan, or beige.

Eyes: Human normal; increased rod receptor allow them to see in near total darkness.

Ears: Human normal.

Mouth: Human normal.

Nose: Human normal.

Genotype: Based on the Terran genotype, Belters have improvements allowing them to survive in zero-gravity their whole lives.  Brain modifications have turned their culture and work habits into an instinct-driven desire.  Belters have opposable big toes, making their feet function much like human hands.  They can easily grip rocks and tools with their feet.  Their brains, changed slightly to accept this modification, give them true quadro-dexterity, the ability to use all four limbs simultaneously.  Each extremity can operate independently, executing a different task.  He can hammer with a foot, scratch away at an ore vein with a hand, fire a laser pistol with a foot, and keep his balance with the remaining hand.  Not drastically modified like Spacers or Asterminers, they need a suit-provided environment to survive.

Belters reproduce naturally.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Every resident of The Belt (also know as “Belters” to add a little confusion), whether human, gennie, construct, or Digital Personality, has the ability and the responsibility to vote.  All issues are resolved by tabulating votes transmitted simultaneously, and at a prescribed time, to The Belt’s main computer on Ceres.  All citizens of the Anarchy are expected to vote on issues deemed essential by the Ruling Council.  Belters outside The Belt are not required to vote since they cannot always establish a Ceres link.  Any citizen who is able to vote but fails to cast their ballot five times is subject to severe penalties.  Penalties range from imprisonment to complete economic and physical quarantine, which includes loss of rescue, food, air, and water rights.  When hiring out, Belters demand computers to link with the Ceres Co-Op computer in order to stay current with Belter issues and issues of The Belt.  It is important if they wish to retain their rights.


Found throughout The Belt, Belters search every rock they come across for mining possibilities.  Recently, many have left for the rings of Jupiter to explore the mining possibilities there.


Territorial and isolationist in nature, they hate outside intervention and attack those who invade their territory.  Often, they join forces with others from The Belt or buy hired help to crush intrusion into their claimed areas.  They concern themselves with matters of The Belt and their own Manifest Destiny before engaging in outside matters.


They love a good fight and like to fight opponents more capable then themselves.  Their inbred need to brag about real-life exploits demands that they perform outrageous actions.

Advantages: At home in zero gravity, Belters have a +30% bonus in the maneuver in zero-G skill.  Due to their unique quadro-dexterity, Belters are able to wield up to three weapons simultaneously (the last limb is needed for balance) with all the benefits and penalties (such as -2/-4/-8 to hit) that entails.

Disadvantages: Since their bodies are tuned to the zero-gravity of space, Belters find it hard to live in gravity greater then Luna’s.  If they enter such an environment, they lose one point of STR and CON per day.  Should either attribute score drop to zero they die.  One to four days of rest within a zero gravity environment brings a Belter back to full health.

Role-playing Notes: Belters commonly hire out as gunners and engineers on interplanetary ship, as long as the ships do not spend much time in heavy gravity wells.  However, there love of a good fight makes them more adept at gunnery then engineering.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
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Chimbot/NHA Pg.98

Physical Size: 3 to 7 feet tall, 75-150 lbs.

External Covering: Simian normal, under their cyborg spacesuit.

Eyes: Simian normal, improved to see better in dim light.

Ears: Simian normal.

Mouth: Simian normal.

Nose: Simian normal.

Genotype: Created from chimpanzee and ape stock, these creatures served as the prototype model for the Ringer gennies.  Not only are the Chimbots genetically altered, they also have received several bioelectrical modifications, granting them more strength and faster movement.  They are cyborged into their special suits which they wear all the time.


Living in their suits, Chimbots do not breed.  Instead, their Ringer leader takes genetic material from the ones he likes best to create test-tube babies.  These are grown on Atlas, the inner moon of Saturn.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: The original Chimbot design failed; instead of mining the rings of Saturn, they played and sat around staring at the ringed planet for hours on end.  Once the Ringer was created RAM abandon the Chimbots, thinking they would die out, but instead they came to rely on the Ringers for nourishment.  Over time the Ringers came to rely on the Chimbots for protection and companionship and taught the Chimbots to aid them in their work.

Chimbots live in families led by a Ringer gennie.  They loyally follow their Ringer wherever he goes, helping him perform his daily tasks.  Chimbots jealously guard their Ringer leader from other Ringers and other human genotypes.

Most of the Chimbots in existence live on or around the rings of Saturn.  They have been spotted circling Jupiter, Neptune, and Uranus, but with less frequency than Saturn.

Advantages: As bio-mechanized creations, Chimbots have great speed, dexterity, and strength.  When they engage in combat, they seem to gain a focus otherwise absent in their normal activities.  This focus, or berserk state, gives them a +1 bonus to attack, but a +1 penalty to their AC.  They may attack with either their fists (bludgeoning) or claws (slashing) (either attack causes 1d4 points of damage).  If it successfully hits with both attacks, it tries to maintain a grip on its opponent; on a successful STR check he has locked his grip on its opponent gaining an additional +4 bonus to hit.  On subsequent rounds it attempts to rend its target apart (causing 3d4 points of damage).  The victim can attempt to brake free with a STR check at a +3 penalty.

Disadvantages: They are not very bright and are easily distracted, which is why they failed in their original purpose.  Chimbots will die if they are forced to abandon their suits under any circumstances.

Role-playing Notes: A typical Chimbot will never leave its family or Ringer on its own initiative.  However, a PC of this race can occasionally be found elsewhere, perhaps having been orphaned from his family and trained by another who adapted it; or was abandoned or escaped from an owner who kept it as a pet or for other purposes.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
[image: image9.jpg]


Delph/C&C Pg.24

"After decades of trying to develop a relationship with the dolphin, mankind came up with a different way of achieving the same goal: the Delph."

- Gilbert’s Guide
Physical Size: 7 to 8 feet tall, 200-400 lbs.

External Covering: Rubbery skin, with a coating of blubber underneath.  The skin is usually patterned in shades of blue, gray, or black.

Eyes: Human normal.

Ears: Pinholes recessed far back on the skull.  The forehead contains a spongy tissue filled with oil that serves as a receiver for sonar signals.

Mouth: Thin lips with pointed teeth.  The tongue is short and thick.  The upper palate is slightly altered to allow the Delph to make and project a clicking sound that is detectable by other Delphs’ sonar hearing.  Delph speech has a whistling, breathy quality.

Nose: Short and flat, with interior valves that close to provide a watertight seal.

Genotype: The first major gennie type created, human-based with seal and dolphin characteristics, Delphs are designed to live in the ocean depths of Earth, coming up every so often to breathe.  Large lungs, improved circulation, and a small “backup” chamber in the heart to allow them to stay underwater for periods up to two hours.  The limbs are all double-jointed and can rotate their ankles through more then 90°, allowing them to use their feet as a “tail” for propulsion and steering while swimming.  Delph males are hairless; females have long, black hair on their heads that streams out behind them when they swim.  An infant, too small to swim as fast as his parents, can entwine himself in his mother’s hair and be towed along when she is on the move.

Delphs reproduce naturally.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Delphs are designed to tend the vast fish ranches and kelp beds of Earth.  Despite some rather drastic modification, they remain basically human in appearance and attitude.  They can and will eat anything that a normal human eats, but prefer raw seafood and kelp.

Delphs have the full range of human emotions, and are one of the most psychologically balanced of the gennie subtypes.  Much like their dolphin relative, they are playful and easily amused, often joining adventuring parties for companionship or just curiosity.

Their society is mobile; individuals have very few possessions except for a loincloth, a weapon or two, and a couple of baubles (they are fond of jewelry).   What cities they have are primarily huge, openwork rafts, wit as many rooms below water as above.  These communities drift along with the ocean currents, often accompanied by herds of whales or dolphins.  Delph society is a series of loosely structured clans, with the eldest member leading each “pack.”

Advantages: Primarily because of their size, Delphs are generally stronger then humans.  Their playful, easygoing nature makes them more charismatic then most other creatures.  They have considerable resistance to almost all forms of physical attacks.

Disadvantages: As a product of heredity and society, they are not technically proficient.  They have very little tolerance for extreme heat.  Most important, they are restricted by the need to be in or near water at all times.  If a Delph has not been fully immersed in water for eight hours, he or she immediately loses one point each of STR, DEX, and CON.  They lose another point from each of these attribute for every additional hour out of water.  If any one of these attributes scores reaches zero, he dies.  Ten minutes of being underwater once every eight hours is enough to prevent the loss of points, and one hour of submersion will bring a weakened Delph back to full vigor.

Role-playing Notes: The need for water is a limitation on what a Delph PC can do and where he can go.  Although it is possible to put a submersion tank aboard a ship to allow a Delph to travel in safety, this is not customarily done.  The key to role-playing a Delph PC is to be carefree and inquisitive, but not to the point where you endanger yourself or your companions.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
Reference: Please see Earth in the 25th Century Pg.12.
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Depthine/Earth Pg.29

Physical Size: 4 to 9 feet tall, 80-180 lbs.

External Covering: Thick hairless skin with layer of blubber in shades of brown and gray.

Eyes: White with black pupils, much larger than human, sight range includes the infrared spectrum (limited to 1000’).

Ears: Recessed into the sides of the head with closeable membranes.

Mouth: Small mouth with baleen ridge.

Nose: None.

Genotype: Depthines are humans who have been genetically modified to live on the ocean floor.  They were created to monitor the ecological disasters believed to exist far beneath Earth’s waves.  Their original function was to correct any ecological trauma they found, such as cleaning up trash and pollutants.  They were also designed to monitor and aid any life forms harmed by the side effects of human existence.  Depthines look much like humans, except for hairless skin, gills, longer fingers, and webbed toes which grant them easier maneuverability underwater.

Depthines reproduce naturally.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Depthines are very peaceful people who yearn for outside contact.  Their language is a variant of 23rd Century English, with high-pitched inflections and velar clicks added to carry their voices long distances underwater.  Each community needs the continued efforts of every person to survive, while some maintain a protective perimeter around the city.  The elders of the communities are the leaders; the older the individual, the higher his position.


Depthines live in huge underwater cites vaguely resembling Mesa Verde Indian dwellings in southwestern Colorado.  These genetically altered humans, forced to live at the bottom the oceans, have little hope of reaching the surface to communicate with other humans.  They can only wait for the surface humans to come to them.


To protect themselves from the dangers of the depths, they have adapted the use of ivory daggers and scimitars (causing 1d4 and 1d8 points of damage respectively) created from bones of whales, dolphins, and sharks that drift down to their world from the seas above.  And because of this some they have become exceptionally skilled scrimshaw carvers.

Advantages: They can bite (for 1d6 points of damage), but this is not a standard tactic they employed.

Disadvantages: The construction of their bodies allows Depthines to live comfortably in the horrendous pressure of the ocean floor, however, they cannot approach the upper world without the help of pressure suits.  Their bodies were designed to withstand pressure without regard to their ability to surface.  If a one attempts to surface without such protection, his body expands and ruptures above the depth of 10,000 feet, killing the gennie.

Role-playing Notes: The need for a pressure suit is a limitation on what a Depthine PC can do and where he can go.  Although it is possible to have a water-filled high pressure environmental suit created, this is not a common item.  The key to role-playing a Depthine PC is to be friendly,  inquisitive, and curious about the worlds outside the ocean depth.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
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Desert Ape/NHA Pg.102

Physical Size: 10 feet tall, 300-400 lbs.

External Covering: Fur hide.

Eyes: Simian normal, with transparent membranes to protect the eyes during sand storms.

Ears: Simian normal.

Mouth: Simian normal.

Nose: Simian normal, enlarged for better efficiency in the thin Martian atmosphere.

Genotype: Desert Apes are the result of an ambitious RAM genetics program to create a laborer race to tend the vast herds of food animals on the high plains of Mars.  Closely related to the Worker genotype, they are based on the genetic pattern of a gorilla, with enhanced size and intelligence, probably gained from either a human or chimpanzee genotype.  Introduced into the Martian ecosystem early in its terraforming and colonization, RAM lost interest in the Desert Ape some years later when more efficient means of doing the work developed, the Desert Runner Mark Is.  They were simply abandoned and have survived and even flourished in most areas.


Desert Apes reproduce naturally.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: After RAM abandoned them over a century ago, the Desert Apes continued their nomadic herding, hunting, and gathering.  They congregated in loose clans or tribes, using each other’s skills to help the group survive.  Without this cooperation, the genotype would have died off long ago.  They quickly developed a tribal social structure, and today over forty different tribes exist.  There is little animosity between tribes, since the stories of their common domination by RAM form many of their legends.  Cooperation between tribes has been lessening over the years, however, and active hostilities may occur in the future.


RAM affiliates occasionally capture and domesticate Desert Apes for use as installation guards, menial laborers, and experiment subjects.

Advantages: Desert Apes cannot be intimidated, and because of their inbred resistance to heat, they take only one-half damage from heat, fire, and plasma type weapons (a successful saving throw reduces the damage to one-quarter).  They fight exclusively with their hands, rushing fearlessly into combat and striking their foes down with two hammer like fists (causing 1d10 points of damage).

Disadvantages: They do not work well together in combat and do not use high-tech weapons.  Usually their fighting is chaotic and untrained, with every one involved attacking aimlessly.  Often they direct their attacks at other Desert Apes who happen to be in the way, accidentally killing many of their number in this fashion.  They may make an INT check to avoid attacking an ally.  Lastly, they are also tenacious and will not retreat unless at least half their number is slain.

Role-playing Notes: A typical Desert Ape will never leave the surface of Mars on its own initiative.  However, a PC of this race can occasionally be found elsewhere, perhaps having been abandoned by or escaped from his owner – he could have been a guard or laborer.  Desert Ape PCs who have been “domesticated” are granted an additional INT check, if the first one fails, to avoid attacking allies in their way during combat.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
Desert Runner Mark I/C&C PG.27

"Mars, for all its technological marvels, it still a planet composed mostly of wilderness.  And in that wilderness, the Desert Runner reigns supreme."

- Gilbert’s Guide
Physical Size: 6 to 7 feet tall, 150-200 lbs.

External Covering: Short, thick fur, in shades of rust red or ocher yellow shade.  Mottled bands of black or deep brown cover the fur, breaking the pattern up for better hiding ability.  A thin layer of fat undercoats the skin.

Eyes: Large, catlike, black or green.  The vision range  is acute, stretching from bright light to near pitch black.

Ears: Large, rising to points on either side of the skull.  A wide membrane unfolds the ear like an umbrella, making the hearing very acute.  A Desert Runner Mark I can hear a man crossing sand at a distance of more then five miles.

Mouth: Wide, generous, with long fangs and normal human teeth.  Desert runners can eat human foods of all types.
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Nose: Short and pug-shaped, with slits that close to keep out dust.  Sense of smell is not particularly acute, since the thin atmosphere of Mars makes it tough to track prey by scent.

Genotype: The Desert Runner Mark Is were one of the first fully engineered gennies, designed to compete in the savage conditions of the Martian plateaus.  RAM seeded these regions with herbivores and scavengers, then deployed the desert runners as “sheepdogs” moving the beasts on their migrations from temperate to equatorial climates, thinning out the weak or diseased animals along the way.

The Desert Runner Mark I genotype mixes elements of canine and feline stock with a basic human form; like wolves, they can lope on all fours for days, yet like cats they have long claws for fighting.  Tool use is not hindered by the claws since they are retractable.  The body is elongated and light, its legs able to propel the desert runner by great leaps over the sands.  The toes are webbed and tipped with long, retractable talons.  The webs, covered with tufts of hair, make ideal “sandshoes.”  The chest is deep and covered with powerful muscles, the lungs and heart are designed for maximum efficiency.  A silky “mane” of hair covers the head and upper body, often decorated with braids and interwoven trinkets.


Desert Runners Mark Is reproduce naturally.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: The Desert Runner Mark I genotype was design by one genetics company, which then the genotype was sold to various food divisions of RAM as herd guardians.  Each division wanted its herbivores to prosper, so specific runners were instilled with a fierce sense of territory centered around a particular herd.  There are roughly seven subtypes, distinguished by fur color and pattern but otherwise physically identical.  They are aggressive, not only between types, but also within their group.

Desert runners are socially grouped in extended packs usually ruled by two or three pack-masters -- large males who have ascended to dominance the hard way.  Competition within packs is fierce and bloody.  Packs are nomadic, living in similar fashion to Plains Indians of the 18th and 19th Century Earth.  Pack members live in portable tents designed to be buried during fierce dust storms.  Desert runners use simple weapons -- crossbows, knives, and an occasional tech cast-off found in the desert.  Clothing is made of tanned skins, with styles and colors varying widely between groups.  Most runners wear leather body armor, crafted from the hides of the beasts they shepherd and decorated with copper and gold ornaments, earrings, and other jewelry.

Advantages: Desert Runner Mark Is are bred for enhanced strength and dexterity.  They are remarkably resistant to cold and are not easily affected by most other forms of physical trauma.  Their leather armor gives them an effective natural armor class of 8 (a Desert Runner who has leather armor will never be found without it).  Instead of an attack with a weapon, Desert Runners Mark Is can use their claws in hand-to-hand combat, a desert runner strikes twice in a round (causing 1d6+1 points of damage).

Disadvantages: Desert Runner Mark Is cannot tolerate heat.  They receive a Charisma penalty when dealing with members of other races.  Their most significant limitation comes into play when they leave Mars.  During these periods, they must wear masks or helmets to lower air pressure.  When exposed to high-pressure atmospheres like Earth, Venus, or the tunnels of Luna or Mercury, a he loses two points of strength per round.  If his STR attribute ever drops to zero, he dies.  Donning a special breathing mask or helmet halts the strength loss and allows the runner to recover lost points after one round.  The breathing mask or helmet provides 72 hours (3 days) of normal breathing before its storage packs must be replenished.

Role-playing Notes: A typical Desert Runner Mark I will almost never leave the surface of Mars.  However, a PC of this race can occasionally be found elsewhere, as long as he is guaranteed a constant supply of breathable air.  In order to get along with other members of an adventuring group, a Desert Runner PC will suppress his natural aggressiveness toward them and take it out on the opposition instead.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
[image: image13.jpg]


Desert Runner Mark II/NHA Pg.72

Physical Size: 4 to 6 feet tall, 90-120 lbs.

External Covering: Short, thick fur, in black or spotted brown.

Eyes: Large, catlike, black or green.  The vision range  is acute, stretching from bright light to near-total darkness.

Ears: Small, rising to points on either side of the skull.

Mouth: Wide, generous, with long fangs and normal human teeth adapted primarily for tearing and shredding.  Desert Runners Mark IIs can eat human foods of all types.

Nose: Short, panther like.  Sense of smell is not particularly acute, since the thin atmosphere of Mars makes it tough to track prey by scent.

Genotype: The Desert Runner Mark II genotype mixes elements of the panther and cheetah with basic human form.  Like the original desert runner, they can lope on all fours for days, and they have long claws for fighting.  Tools use is not hindered by the claws since they are retractable.  The body is elongated and light, with powerful legs able to propel the gennie by great leaps.  The toes are webbed and tipped with long non-retractable talons.  The chest is deep and covered with powerful muscles; the lungs and heart are design for maximum efficiency.  Primarily female, they are the warrior caste for desert runner enclaves.  They possess long tails that end in a tress of hair which are commonly used for swatting insects from their backs.


Desert Runner Mark IIs reproduce naturally and can breed with either type.  A female can whelp 1d4 pups per year.  Their offspring, usually a mixture of both genotypes, can possess either the best of both genotypes or the worst of the two.  Twenty-five percent of the pups are a full-bred version of either type (if it is a Desert Runner Mark II, there is a 90% change that it will be female).

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Design by a RAM genetics company then sold to various food divisions as the desert runner packs’ elite combative forces.  Desert runners are aggressive, not only between types, but also within their group.

The Desert Runner Mark II, however, was not designed to herd.  Instead, this ability was completely erased from her genotype and replaced by a fierce motherly instinct for their pack.  They were designed to protect RAM’s desert runner population from Martian predators and off-worlders (each pack has 1-4 individuals).  They must protect their pack at all costs – they need to, want to, and have no choice but to follow their genetic design – so they spend their time patrolling the pack’s perimeter.  They also protect the pack masters with their lives, defending them against all dangers and enemies except another desert runner who challenge for dominance.

Most wear leather armor crafted from the hides of the beasts the pack herds.

Advantages: Desert Runner Mark IIs are bred for enhanced speed and dexterity.  They are remarkably resistant to cold and are not easily affected by most other forms of physical trauma.  Their armor gives them an effective natural armor class of 8.  Like the original runner genotypes, these have acute vision.  Instead of an attack with a weapon, Desert Runners Mark IIs can use their claws and bite in hand-to-hand combat, they strike with claws twice in a round (causing 1d8 point of damage) and bite once (causing 1d6 points of damage).

Disadvantages: Desert Runners cannot tolerate heat.  However, their most significant limitation comes into play when they leave Mars.  During these periods, they must wear masks or helmets to lower air pressure.  When exposed to high-pressure atmospheres like Earth, Venus, or the tunnels of Luna or Mercury, a desert runner loses one point of strength per round.  If his STR attribute ever drops to zero, she dies.  Donning a special breathing mask or helmet halts the strength loss and allows the runner to recover lost points after one round.  The breathing mask or helmet provides 72 hours (3 days) of normal breathing before its storage packs must be replenished.

Role-playing Notes: A typical Desert Runner Mark II will never leave its pack.  However, a PC of this race can occasionally be found elsewhere (usually because their pack was eliminated) as long as she is guaranteed a constant supply of breathable air.  In order to get along with other members of an adventuring group, she will most often adopt the group as her new pack.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
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Europan/NHA Pg.74

Physical Size: 5 to 6 feet tall, 150-300 lbs.

External Covering: Fine brown, tan, or black fur.

Eyes: Human normal; increased rod receptor allow them to see in near total darkness.

Ears: Human normal.

Mouth: Human normal.

Nose: Human normal.

Genotype: Standard Terran stock makes up most of the genetic material used to create Europans.  These genes are slightly modified by a mix of Malamute and Husky canine genes, which provide a thick, fine, double coated fur to the genotype.  The first coat extends nearly two inches from the skin to keep out the cold, and it comes in shades of brown, tan, and black.  The second, far denser coat contains short, soft hair to maintain body heat.  They also have fewer blood vessels near the surface of their skin than standard humans, adding to their ability to deal with extreme cold.  They were originally designed as farmers to supply food for the Jovian inhabitants, but they abandoned that function long ago.  Instead of feeding the outer planets, they now concern themselves with territorial rights and ownership.

Europans reproduce naturally.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: The arcologies on Europa are in a continual state of war.  Officially, each settlement wars with one other arcology.  Unofficially, it is at war with several others at the same time.  This constant martial state trickles down into every level of Europain society.  Within the same arcology, families (also known as clans) fight each other over fishing rights, ownership of kelp farms, and for possession of schools of fish.  They have adopted two rules to live by: never take prisoners, and never deal with outsiders – unless it is advantageous.


Except for the rare adventurer, Europans can only be found on Europa.  They have long memories, hold grudges throughout their entire lifetimes, and tend to prefer extreme violence to other methods of conduct.  Still, they give their trust grudgingly yet completely.

Advantages: With their double coat of fur, Europans are practically immune to extreme cold.  Their fur also dulls the effects of extreme heat and plasma weapons for extended periods of time.  Their initial modifier for extreme heat and plasma (not explosion) is +2, with each successful hit against them reduces this modifier by -1 as their fur is burned away (the initial +2 modifier returns after 12 hours of rest).

Disadvantages:  Their eyes, attuned to small amounts of light, can easily be temporarily blinded by sudden bright light and heat or maser weapons for 1d4 rounds (a successful CON check to avoid).  Europans have violent tempers which they must fight to control.  If a one feels that he has been wronged in some way, he must make a successful WIS check to keep from immediately rushing to attack the presumed wrongdoer.

Role-playing Notes: None.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
Reference: Please see The World Book Pg.31.
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Ganyman/NHA Pg.75

Physical Size: 9 to 10 feet long, 200-300 lbs.

External Covering: Scaled, leathery, slick, slightly bioluminescent skin, usually in a black or gray pattern.

Eyes: Very large, black or green in color, with feline characteristics.  They have acute vision allowing them to see deep into the infrared spectrum and granting them the ability to see in near-total darkness.

Ears: Cup-sized tympanic membranes on the skull, specially designed to allow them to hear movement in water a quarter of a mile away.

Mouth: A narrow slit with sharp, needlelike teeth.

Nose: None.

Genotype: The Ganyman is a severely modified version of the Venusian Lowlander genotype, altered for total water breathing.  They resemble humanoid eels, with bodies which are much longer and thinner then Lowlanders.  They were the first humanoid genotype to receive a tail.  A fringelike fin runs from the nap of the their neck to the end of their tails.  Their fingers and toes are long and webbed to facilitate swimming, while being agile enough to easily manipulate tools and equipment.

Ganymen reproduce naturally.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Geneticists and aqua-farmers, Ganymen live in the boundary ocean between Ganymede’s core and its icy surface.  They have created nearly 300 different genetically altered plant and fish genotypes for their own consumption.


Ganymedan civilization revolves around a central government controlled by an elected council of females called The School.  The School contains seventy-five members who cote according to the wishes of those they represent.  They are religious and retrospective.  Their religion and culture revolve around the kelp and fish farms they manage.  The only life forms they kill are those whose deaths allow other life forms to continue.  This belief system, however, creates a rift between the Ganymen and the other planets.  They hear of the wars occurring beyond their moon, and they fear this maniacal tendency might be contagious.  In spite of this fear, they continue to maintain ice stations – huge, domed portals facilitating trade with the rest of the solar system.


Ganymen build their cities within massive domes beneath the ice, topping them with twisted spires and minarets that reach toward the surface.  The domes keep the algae farms from drifting randomly through the oceans.  They were seeded into the Genymede ocean to tend exotic sea life for system-wide consumption.  Since trade dropped off, production has been decreased.  They grow enough for their own use, storing a minim of surplus.


Their language is made up of a series of shrill whistles.  They can speak System Anglic with some difficulty.

Advantages: Ganymen have an immunity to extreme cold that comes from living in frigid temperatures.  Efficient circulatory systems alleviate most problems when dealing with extreme heat.  They have slick, greasy skin which grants them a -4 bonus to AC when defending against wrestling or grasping attacks.

Disadvantages: Ganymen have gills and are total water breathers.  They are confined to living in water.  If out of water, they lose one point of CON per round, if their CON reaches zero before they can be returned to water, they die.  Once returned to water the loss process is halted and any lost CON points are returned in a round.

Role-playing Notes: The need for an environmental suit is a limitation on what a Ganyman PC can do and where he can go.  Although it is possible to have a water-filled environmental suit created, this is not a common item.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.

Reference: Please see The World Book Pg.32.
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Lowlander/C&C Pg.26

"The ultimate example of irony, the Lowlander is perhaps the most remarkable genetic achievement of all, and also the gennie that has the potential to become the biggest enemy of all mankind."

- Gilbert’s Guide
Physical Size: 4 to 5 feet tall; 200-300 lbs.

External Covering: Scaly, heavily armored skin.

Eyes: Very large, black or green, somewhat catlike.

Ears: Cup-sized tympanic membranes on either side of an elongated skull.

Mouth: A marrow slit filled with large molars (the vegetarian) or hundreds of sharp needles (the predatorial genotype).  Lowlander speech consists of sibilant hissing interspersed with a series of hard clicks.

Nose: Two twin slits that close fully; gill-like ruffs around the neck are used when submerged.

Genotype: Lowlanders are an extensively modified race, human-based to which the creators added many reptilian aspects.  Of course, the most noticeable traits are: scaled, armored skin; thick, squat, heavily muscled bodies; and extremely elongated skulls.  Lowlander skulls stretch back in a bulge over the neck and are reinforced by a powerful, over-long neck. Extra-flexible vertebrae allow Lowlanders to fully rotate their heads like an owl.


Lowlanders reproduce naturally.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Lowlanders have developed one of the most advanced gennie cultures to date.  Originally designed to operate terraforming machinery on Venus, the gennies recently rebelled and now pursue their own agenda.  This turn of events occasionally prompts Lowlanders to leave the deep valleys to interact with the non-gennie inhabitants of Venus who live in the mountains (whom they call Uplanders).  However, the vast majority of Lowlanders remain devoted to their occupation; tending the unique agriculture of the Venusian surface, the sole source of materials used to produce two rare, highly desired drugs, Gravitol and Lifextend.


Lowlanders are supremely well adjusted; they like the way they are, they enjoy the weather, and they think their culture is wonderful, but they do not like change of any sort.  This includes plans by the Uplanders to terraform the entire surface of Venus thus making it uninhabitable for themselves and deadly to the Lowlanders.  For this reason, Lowlanders become very belligerent when non-Lowlanders enter their domain unless someone can convince them that the visitors mean no harm.

Advantages: Lowlanders were engineered for strength and given enhanced technical expertise to operate and repair the devices paramount to their conceived purpose.  They are virtually immune to the effects of extreme heat, highly resistant to toxins and poisons, and slightly resistant to most other physical trauma.  Due to their sensitive eyes, they can see in conditions ranging from bright light to near total darkness (they receive no penalties when fighting in such darkness).  Lowlanders are the only beings who can live on the surface of Venus without special protection and function well in the acidic swamps that cover most of the surface.  In combat Lowlanders can bite (for 1d6 points of damage).

Disadvantages: The Lowlanders frightful appearance accounts for their lowered charisma score when dealing with other races.  They are especially susceptible to suffocation and to trauma caused by exposure to extreme cold.  To survive in environments other than their native habitat, Lowlanders must wear helmets and breathing packs to provide the highly pressurized, acidic atmosphere they need.  A lowlander breathing apparatus provides 72 hours (3 days) of normal breathing before its storage packs must be replenished.  A Lowlander in a hostile (non-Venusian) environment dies if deprived of a breathing apparatus after only ten minutes.


Role-playing Notes: A Lowlander PC will not leave the surface of Venus except for a very good reason, probably involving the welfare of all Lowlanders.  Because of this limitation, it is very difficult to use a Lowlander PC through a series of missions that take place in different locations.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
Reference: Please see The World Book Pg.9 and Inner Worlds Pg.37.
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Ringer/NHA Pg.80

Physical Size: 5 to 6 feet tall, 150-300 lbs.

External Covering: Smooth skin, usually in shades of brown, dark brown, red, tan, or beige, which tend toward muted and flat tones.

Eyes: Human normal, with increased rod receptors allowing them to see in nearly total darkness.

Ears: Human normal, with bioelectronic implants which allow them to scan radio waves.

Mouth: Human normal.

Nose: Human normal.

Genotype: Ringers, a Saturnian miner genotype, are based on Terran DNA which has been improved to allow them to survive in zero-gravity their whole lives.  Bioelectronic mechanisms implanted in their skin, vital organs, and brain, help them perform their mining duties and allow them to survive in space for months without replenishing their air, water, or food supplies.  They are cyborged into their suits, producing a synthesis of humanity and robotic mechanisms, a techno-organic creation.  Ringers constantly wear their crustacean like space suits.  They would die if forced to remove their suits under any circumstances.


A Ringer's STR and DEX attribute bonuses are relative to his suit's current condition.  PCs should roll 1d4 for each attribute, using these numbers as his beginning attribute bonuses.

As clones, Ringers never reproduce.  They do travel to Atlas, a Saturian moon, to replenish their numbers, however.  Here, scientists remove genetic material from ringers to create more clones.  Because ringers never reproduce, they see sexual activity as a gross practice engaged in by lewd and obscene humans.  Unlike Spacers, however, they are psychologically engendered as male.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Living on the edge of human civilization, Ringers are accustomed to isolation.  Each one is an independent entity, having loyalties to no planetary nation or corporation.  They avoid "fleshy" humanity whenever possible.  The ultimate hermits, they find the warren-dwelling Lunarians obscene, and view Spacers and even Belters as overly open and expressive.  The only company Ringers tolerate are Chimbots.


Ringers live in the Jovian system.  The Belt is as close to the sun as they travel, while Neptune serves as the boundary of their outer reaches.  Most commonly found on Saturn, they comb the rings for ice, long-string hydrocarbons, and minerals.

Advantages: Ringers can survive from 51 to 150 (50+1d100) days in free space without outside influence, supplies, or power.  When their space suit's power reaches zero, they die in six hours unless taken to a recharging station.  These stations are sparingly spread across the Saturn ring system, and are powered by microwave transmissions from Io when Jupiter is at its Saturnian perihelion, or by fusion power.  Ringers often have weapons grafted on their armor. These grafted weapons are activated by thought, fired at will.  Grafted weapons do the same amount of damage as their standard counterparts, and they have the same number of shots before reloading is necessary.  Each time a grafted energy weapon is used, one day's energy drains from the suit's batteries.

Disadvantages: None.

Role-playing Notes: None.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.

Reference: Please see The World Book Pg.34.
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Sidhe (Oberon)/NHA Pg.82

Physical Size: 5 to 6 feet tall, 100-250 lbs.

External Covering: Smooth, relatively hairless skin, usually in shades of brown, dark brown, red, tan or beige.

Eyes: Human normal.

Ears: Human normal.

Mouth: Human normal.

Nose: Human normal.

Genotype: The Sidhe, pronounced “she”, are the experiments of a Celtic group called The Oberon Genetic Engineering Group (OGEG).  The sidhe look human.  They tend to bald early in life, often losing their hair while still in their teens.  OGEG scientists strictly keep the Sidhe's appearance very Terran so they cannot be easily detected.  Bred for intelligence and brain power, the Sidhe have incredible mental abilities.  Concepts they consider simple are mind-boggling to average humans.

Sidhe can reproduce naturally.  However, on Oberon, reproduction is determined by the scientists overseeing the sidhe project.  They decide whose genetic material is to be used to create new sidhe, and they often modify this genetic material as they see fit.  Sidhe who leave the Oberon laboratories tend to live our their lives as normal Terrans; they take spouses and have healthy children who share part of their incredible intelligence.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: The sidhe are divided into schools according to mental awareness, intelligence, and wisdom.  Those with the highest mental capabilities (INT of ≥23 and WIS of ≥22) enter Alpha School, the elite class engaging in paranormal studies and activities.  The lesser schools teach subjects unavailable in Terran schools.


Most Sidhe live their lives on Oberon.  Those who do not make it to Alpha School can choose to leave the moon once they reach maturity (when they become completely bald).  The Sidhe who decide to leave enter the societies of other low-gravity worlds and serve as scientists, geneticists, and light physical duty engineers.  A Sidhe's employer never realizes he has a sidhe working for him.  The Sidhe are taught from birth to keep their true backgrounds secret.  Often, Alpha Sidhes leave the fold as well to explore the solar system.

Rumors regarding the limits of Sidhe power run rampant through the system.  The sidhe are said to fly the solar winds and explode smart bullets with a glance.  The sidhe do nothing to contain these rumors or correct the fallacies.  They only want to be left alone to continue their research.

Advantages: Trained to harness the latent power of their brains, Alpha Sidhe can deflect objects like smart bullets, fists, plasma bolts, falling objects, and so forth with nothing more than the power of their own minds.  They cannot change the direction light travels, however, so have little effect against microwave guns, laser light, or radiation.  They can use the same mental ability to lift light objects and hurl them at opponents.  Hurled objects work best as distractions, but they can be used to cause minimum damage (1hp).  The maximum weight am Alpha Sidhe can mentally lift is equal to his INT score in ounces, for an amount of time equal to his INT score in seconds.

Sidhe are not taught physical combat.  Instead, they train to anticipate the actions of others.  This training gives them an armor class bonus equal to their INT-16.  If the PCs INT is less then 16 there is no effect.

Disadvantages: Because they spend so much time developing their minds, their physical attributes suffer.  They cannot tolerate gravity greater than Luna's, losing one point of STR and CON per day when in higher gravity environments.  If either attribute reaches zero, a Sidhe dies.

Role-playing Notes: None.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws
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Spacer/C&C Pg.30

"Spacers approach the line that separates man from machine.  Some would say they have stepped over it."

- Gilbert’s Guide
Physical Size: 5 to 6 feet tall, 150-200 lbs.

External Covering: A smooth, silvery skin, with a biocybernetic aluminum outer layer.  Black patches (heat retainers) appear on the body at will, to collect energy.  There is a blubber layer between the outer skin and internal organs..

Eyes: Very large, also silvery on color, and covered with hard outer lenses.

Ears: None.

Mouth: A small slit.  Spacers communicate by sign language or, if they are commonly around humans, by means of a special translator around the neck, activated by their body’s natural electrical currents.  The mouth is used only to ingest water or powdered rock.

Nose: None.  Spacers breathe from small air holes just under the jaw line.  The oxygen intake is supplemental to their normal air source, produced by their intestinal flora.

Genotype: Spacers are the most inhuman of all the gennie races.  They are designed to live for extended periods in space without special suits or environments.  A special developed type of algae inhabits the stomach and intestinal tract, converting thermal energy, water, and minerals into oxygen and nutrients.  They also have a highly reflective skin, with a thin aluminum coating sprayed on at “birth.”  This coating helps protect them against radiation and cosmic rays.  Much as a chameleon changes its color, a Spacer can cause black patterns to appear on its back and chest, creating areas where heat can be accumulated.  They simply turn themselves toward the nearest heat source to gather energy.  If energy or water are scarce, they can get energy from exposure to battery-powered lamps or other low-level radiation sources.


Spacers have no special movement ability, they cannot actually fly.  They most move by physically propelling themselves from rock to rock.  A rare few have obtained space belts that they can use to cut the time of especially lengthy trips.


Spacers are incapable of reproduction, in fact they are genderless.  They are all created in growth vats.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Spacers have not real culture, they are solitary souls, usually living in asteroid fields and ring systems, where they comb the rocks for water, minerals, and trace elements.  To pay for tools and personal gear, they locate important deposits of iron gold, copper, and radioactive minerals for the human miners of these regions.  Occasionally, several Spacers will band together for company and mutual cooperation, but these random gatherings are far from a true civilization.

Advantages: Spacers have higher constitution then most other races, and a life of working with tools give them enhanced technology ability.  They are never affected by threat of suffocation, and are almost impervious to most forms of physical trauma.

Disadvantages: A Spacer must have a special translator in order to communicate verbally.  If he goes 48 hours without being exposed to a source of sunlight or radiation (a simple UV lamp will do), it will die of starvation.  Although they can exist virtually any where in the solar system, beyond Jupiter they require artificial sources of light or radiation to survive, and if they are closer to the Sun then Earth, they suffer the affects of Plethoral Syndrome.  Plethoral Syndrome is a state of extreme hyperactivity caused by absorbing excessive amounts of energy.

Role-playing Notes: Despite their alien nature, Spacers can exist virtually anywhere in the solar system and thus could be part of a group of on-the-move PCs.  However, because their mentality is so different from that of humans and other races, it is very rare that a one will leave the solitude and security of his normal life in search of action and opportunity.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws
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Stormrider/C&C Pg.29

"in a few short years, we may come to realize that the Stormrider was man’s most brilliant genetic achievement, and this might not be seen as good news."

- Gilbert’s Guide
Physical Size: 15 to 20 feet tall, 800-1200 lbs.

External Covering: Smooth, leathery skin, in muted violets, reads, and oranges.  Slightly transparent at the ends.

Eyes: Very large, pupil-less.  The vision range is very acute and stretches from bright light to near darkness, from infrared to high-intensity ultraviolet.

Ears: Cup-sized tympanic membranes on either side of an elongated skull.  The membranes are sensitive to radar, sonar, and radio waves.

Mouth: Wide and lipless, with small teeth.  Stormriders derive most of their nourishment from floating algae cultures and the herds of livestock they cultivate.

Nose: One thin slit, which can be close fully..

Genotype: One of the most ambitious genie types, the Stormriders combine ray and shark genes with a human foundation.  The arms and legs are merged into long, bat like wings, with only the fingers and lower legs extending.  The chest is deep, with a central “keel” (prominent breastbone).


Stormriders reproduce naturally.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Developed as herders and terraformers, the Stormriders of Jupiter are one of the most nonhuman of the human-based gennie species.  Little is known of their technology or social structure, and these topics are the subject of great debate.  And they do not tell their secrets.


Their cites are vast, open structures of livening balloons, domes, and spinnerets, riding the boundary layers of atmospheric pressure.  For all their alienness, the Stormriders are the closets in temperament to the humans of the Venusian Aerostates, with whom they maintain an active trade of aerial technology and information.


The Stormrider’s economy is based on the gene-altered livestock they raise and sell to other civilizations in the Outer Worlds.  They trade foodstuffs for technology, both mechanical and genetic.  Deep within their cities they are conducting genetic research of their own, mostly related to combining organic parts and machinery.  Coupling this knowledge with the technology they are getting from the Aerostates, it may only be a matter of time before they leave Jupiter in their own organically based spaceships.

Advantages: As with most gennie races, Stormriders’ physical attributes are improved over those of humans.  In order to cope with the unearthly environment they live in, they are highly resistant to toxins, poisons, extreme cold, and electrical shock.  They are one of only two gennie races capable of flying without external power.  Because of their size punches and kicks cause 1d6 points of damage.

Disadvantages: Because their arms and legs are so heavily modified, Stormriders are the least dexterous of all races.  Their strange appearance is a hindrance (CHA penalty) when dealing with members of other races.  Their wings are rather delicate, making them vulnerable to damage from explosions.  They are especially susceptible to suffocation, and whenever they are away from the high atmosphere of Jupiter they must wear special breathing devices that supply the combination of gasses they require.  A breathing device can keep a Stormrider alive and strong fro up to 10 hours before its tank needs replacing.  If deprived of this apparatus, he loses two points of strength per round and  dies if his strength drops to zero.  Lost strength returns after one round if a breathing device is made available.  They can fly only in dense atmospheres, such as Venus or Jupiter.

Role-playing Notes: Almost without exception, Stormriders, spend their entire lived in the atmosphere of Jupiter.  This makes it difficult to role-play a Stormrider PC fro an extended period of time.  However, a band of PCs who visit Jupiter may find one to be a welcome short-term addition to their group.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
Reference: Please see The World Book Pg.11.
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Talan/NHA Pg.85

Physical Size: 4 to 5 feet tall, less than 100 lbs.

External Covering: Feathers, ranging in color from blackish-brown, dark brown, or dark gray overall to snowy white speckled with dark gray  (rare) or silver (very rare).

Eyes: Bird like, very acute vision.  They can see small objects at distances five times greater than a human can see.  At equal distances, they see five times the detail as compared to normal human eyes.  This is a far-sighted advantage only.  Anything within ten feet is seen with the same clarity as normal humans see.

Ears: Holes on the sides of the head.

Mouth: Hard beak.

Nose: Holes on the sides of the upper beak.

Genotype: Talan gennies are engineered from raptor stock, most notably the eagle and falcon.  This experimental gennie was developed by RAM to be a Special Forces component of the military.  They tried to create a race with an excellent three-dimensional spatial sense and an affinity to zero-gravity.  They succeeded.  What RAM did not count on, however, was a coincidental combination of genes that produced high intelligence and mechanical aptitude.  Since RAM likes its military gennies to be loyal, but stupid, it is unlikely they will continue to produce this genotype.


A Talan’s arms are long and thin.  Skin hangs from these arms, forming pseudo-wings which give them a quick maneuverability in atmospheres.  Thin cartilage crisscrosses the wings, giving them rigidity.  When the Talan’s arms are at rest, the wings fold across the sides of the chest.


Talans are able to reproduce naturally, although there are very few males since one male can service many females.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Talans have a culture designed for them by their RAM overlords, however, the most important thing in their life is pecking order.  Each member of the flock must know who ranks above her and who ranks below.  No two can have equal social status.

One must be above or below the other.  Talans do everything in quick jerky motions.  They have an annoying habit of cocking their heads to one side when concentrating intently or listening.

Advantages: Talan gennies were designed for use in combat situations in zero-gravity.  Having no preconceived notions about directional concepts such as up or down, they gain an automatic +60% bonus to the maneuver in zero-gravity skill.  They receive a -2 AC bonus against ranged weapons when executing maneuvers in free-fall.  Their small size, which makes it harder to hit them, gives them an additional -1 AC bonus in all situations.  Their extreme dexterity and abilities in zero-gravity allows them use their feet as well as their hands to wield hand-held (one-handed) ranged or melee weapons, much like the Belter, granting them one extra attack a round, but only while in zero-gravity.  

Disadvantages: Large claws on their feet make it difficult to walk in gravities heavier then Luna.  In these environments, Talans can only run 300 feet and climb 100 feet a round (the claws do help a little when climbing).  They cannot swim or fly in any environment.  They have a deathly fear of great expanses of water..

Role-playing Notes: A Talan PC will be of the renegade type pursuing her own interests.  Being a rare gennie, it is difficult for a Talan to go anywhere without attracting a great deal of attention.  This attentions most often takes the form of long stares.  A few bold individuals sometimes approach to make bird or gennie jokes.  On the rare occasion when Talans find a mate, they tend to remain together for life.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
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Terrine Mark Ia/C&C Pg.23

"The only thing more fearsome than a Terrine is a bad-tempered Terrine.  Unfortunately, all of them are bad-tempered all of the time."

- Gilbert’s Guide
Physical Size: 6 to 7 feet tall, 250-300 lbs.

External Covering: Leathery, sandpapery skin with callous plates over groin, chest, abdomen, and inner limbs.

Eyes: Small, with variable pupils; somewhat catlike, vision range acute, stretching from bright light to near pitch black.

Ears: Large, cupped, and catlike, able to fold back along the skull.

Mouth: Narrow slit with sharp fangs; speech is guttural and combat-oriented.

Nose: Two thin slits which can be fully closed.

Genotype: While there are several different variations of terrines, the primary model, described here, is used heavily in RAM combat units throughout the Alliance.  This model was designed specifically for use on Earth (which is how the name was derived) but can exist in any environment where a human can survive.  Terrines are created to do one thing well – kill.  Shark genes provide a sandpaper like skin and hardened plates of cartilage over critical areas.  The skull is bald and heavily armored with extra-thick cartilage, while brow ridges protect catlike eyes.  The entire skeleton is massively built.  Hard spurs project from the heels and elbows, and the hands and feet are tipped with retractable talons.  Muscles are long and ropy, with boosted reflexes.  All terrines are double jointed.

Although Terrines are capable of breeding, they are not bred naturally.  All Terrines are created in growth vats and are almost always all males.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Terrines have a culture designed for them by their RAM overlords.  It is a brutal, savage culture, based around individual combat units, in which only the strong survive.  Terrines are conditioned to obey anyone of the Martian genotype (tall, thin, with distinctive coloration and scent).  Although terrines are less intelligent on the whole than other races, all have a rough degree of vicious animal cunning.  Anyone who underestimates even a "stupid" Terrine usually does not live long enough to regret it..


Like Workers, with whom they share a common background, terrines live in barracks and are given food paste for their basic nutrition needs.  One major difference from Workers is that terrines are respected (make that feared) members of RAM's military force.  They wear uniforms with patches denoting their unit and rank.  They usually do not have names and are known only by group and individual serial numbers.


The Terrine way of life centers around power, pain, and punishment.  They are indoctrinated to believe that RAM Martians are the highest form of life, terrines the second highest, and all other humans and gennies a distant third.  During training, each new terrine must undergo pain and brutality until he is hardened to the toughness of steel.  The first test of fitness for a novice Terrine is to plunge a knife into his own belly and survive the test.  Almost all of them do.

Advantages: Terrines have better physical attributes than other races, and a high degree of resistance to special attacks.  A terrine's tough skin gives it a natural armor class of 7.  If he does not have a better weapon, he can attack twice with his claws (for 1d6+3 points of damage).

Disadvantages: Terrines have poorer mental faculties than most other races.  Even the most intelligent terrine cannot deny his heritage and is subject to the terrine battle rage.  Whenever a terrine gets involved in combat, he must make an INT check.  Failing the check means he fights to the death or until he is knocked unconscious.


Role-playing Notes: A Terrine PC will be of the renegade type, and will always be of at least moderate intelligence (≥8).  He is still subject to battle rage, but because some his pro-RAM conditioning has worn off, he is granted an extra INT Check to avoid it if the first check fails.  Like Workers, the smartest Terrines often escape from their RAM overlords.  These usually choose to pursue careers as freelance mercenaries.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws
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Terrine Mark II/NHA PG.89

Physical Size: 6 to 7 feet tall, 190-240 lbs.

External Covering: Smooth, relatively hairless skin, usually in shades of brown, dark brown, red, tan, or beige.

Eyes: Human normal.

Ears: Human normal.

Mouth: Human normal.

Nose: Human normal.

Genotype: Terrine Mark IIs were created to kill.  The shark genes, so prominent in the earlier series, were toned down significantly because they are designed to look more human than real humans and are considered by their creators to be the perfect specimen of humanity.  They have the tenacity, retractable talons, improved muscles, and boosted reflexes of the earlier terrine models, but these are hidden under “normal” Terran skin.  Like the Terrine Mark Ia, these too are double jointed.  This model was designed specifically for use on Earth, but can operate in any environment a human can.  They were designed to infiltrate Terran societies, posing as normal Terrans.  Their high charisma helps reinforce this since Terrans have an eye for beauty, and are more willing to allow an undercover Terrine Mark II to join their ranks than even other Terrans.

Although Terrines are capable of breeding, they are not bred naturally.  All Terrines are created in growth vats and are almost always all males.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Terrine Mark IIs have a culture designed for them by their RAM overlords.  It is a brutal, savage culture, based around individual combat units where only the strong survive.  They are conditioned to obey anyone of the distinctive Martian genotype (a tall frame, thin features, typical body coloration and scent), but their intelligence and wisdom make them hard to control.  Terrine Mark IIs are generally more intelligent on the whole than other races, while maintaining the high degree of vicious animal cunning of the original terrine gennie.


Their way of life revolves around power, pain, and punishment.  They are indoctrinated to believe RAM Martians are the highest form of life, Terrine Mark IIs the second highest, and all other humans and gennies (including other terrines) a distant third.  During training, each new Terrine Mark II must undergo tests of pain and brutality.

Terrine Mark IIs are feared members of RAM's elite military force and they are used in RAM combat units throughout the SSA.  They wear uniforms with patches denoting their unit and rank.  Unlike earlier model terrines, they receive individual names.

Advantages: Terrine Mark IIs have better physical attributes than most races, a high degree of resistance to special attack forms, and they have superior mental faculties.  If one does not have a better weapon, he can attack twice with his retractable claws (for 1d6+3 points of damage).

Disadvantages: In spite of their intelligence, Terrine Mark IIs are subject to the terrine battle rage.  Whenever one gets involved in combat, he must make an INT check.  Failing the check means he fights to the death or until knocked unconscious, often by a companion who does not want him to go down fighting.  The battle rage is a factor RAM has been unable to filter out of their genetic coding without creating a docile gennie.

Role-playing Notes: A Terrine Mark II PC will be of the renegade type, probably one that has been undercover for an extended period away from RAM influence.  He is still subject to battle rage, but because some his pro-RAM conditioning has worn off, he is granted an extra INT Check to avoid it if the first check fails.  Like Workers, they often escape from their RAM overlords and usually choose to pursue careers as freelance mercenaries, assassins, and spies.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws
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Tinker/C&C Pg.22

"If Tinkers were bigger, they might rule the solar system ... as long as they could do it from inside an air duct."

- Gilbert’s Guide
Physical Size: 2 to 3 feet tall, 60-80 lbs.

External Covering: Smooth, soft, humanlike skin, covered in soft gray fur.

Eyes: Human-based, very large and sensitive which allows them to see clearly in almost total darkness.

Ears: Human-based, small and pointed.

Mouth: Primate-based, small, with slightly pointed teeth.

Nose: Human normal, snubbed.

Genotype: Tinkers were originally bioengineered (by a division of RAM) to work in small, cramped areas such as the tunnels, ducts, and hatchways in space stations, asteroid colonies, and rockets.  Through crossing with small anthropoid species such as lemurs and gibbons, they have long, sensitive finger and a longer reach then  normal humans.  In addition, as an unforeseen but pleasant byproduct of the gene-manipulation process, Tinkers have a unique combination of curiosity and technical skill, giving them an almost uncanny ability to fix, modify, and build things.  They make very good engineers, although at two or three feet in height, most of them have problems living up to the “tough guy” image of the engineering fraternity.


Tinkers reproduce naturally.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: The Tinker culture is based around tools, machines, and the manipulation of symbols.  Books, especially texts on engineering and hard science, are especially dear to them; whenever a group of Tinkers bands together, they will inevitably begin to assemble a large library of books, film chips, and gadgets.  Their packrat nature makes them reluctant to throw anything out; it might be “useful” later.


Comfort is another important part of Tinker Life.  Individual Tinker residences are small, warm warrens (the inside of an orbital colony’s heating duct will do just fine), filled with treasured items, comfortable clothes, well-worn books, and collections of odd knickknacks.  Tinker clothes are bright, warm, and usually have dozens of pockets for holding tools, instruments, and spare parts.


The center  of Tinker culture is the Nest, a community of between five and ten tinkers, most of whom are related.  A Nest is often started in a normal (human-scaled) room, and extends through air ducts and secret passages until it may encompass hundreds of feet of corridors and tunnels.  The Nest is rules in a rough but generally democratic fashion, with the eldest and most skilled Tinkers overseeing boisterous group meeting during which important issue of the Nest are discussed.

Advantages: By and large, Tinkers are the most dexterous and most technically proficient of all races.  Their eyes are as sensitive as those of Lunarians, negating penalties for operating in darkness.  In combination with their small size, these attributes make Tinkers capable of doing a myriad of tasks that no one else can accomplish.

Disadvantages: Although strong and sturdy for their size, tinkers are weak and frail compared to all he other races.  They are the most vulnerable of all races to being hurt by explosions and electrical shock.  Because they thrive on living inside closed-in spaces, they suffer from a mild form of agoraphobia; a Tinker must make a WIS Check  whenever he spends 24 consecutive hours in a wide-open environment.  Failing the check causes the character to be uncooperative, or even catatonic, until he is brought to a place where he feels safe.

Role-playing Notes: Tinkers have grown accustom to people thinking of them as pets, and the hate it!  A Tinker PC is in a prime position to help change that image, with high DEX that makes him valuable in combat and high TECH to keep a ship and everyone’s equipment in top condition.  “We couldn’t have done it without you,” is a statement that every Tinker loves to hear from his companions.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
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Worker/C&C Pg.23

"The Worker leads a simple life, and in that respect has the envy of every other intelligent species."

- Gilbert’s Guide

Physical Size: 4 to 5 feet tall, 150-300 lbs.

External Covering: Leathery, rough skin, similar to humans but tainted a distinct shade of gray.

Eyes: Small and dark.

Ears: Small and close to the skull.

Mouth: Wide and thick.

Nose: Human normal.

Genotype: Workers are the general, all-around grunts of the RAM oligarchy.  As a group, they are simple, relatively unintelligent, and unimaginative.  They are bred for strength at the expense of other attributes, with short muscles anchored to an extra-heavy skeleton.  Supposedly this genotype derives from a cross between human and gorilla or chimpanzee stock, but rumor has it RAM scientists actually back-bred human stock, singling out latent genes of Homo habilis, the predecessor of Homo sapiens.  They sure look like it.


Creating the first Workers during the early days of genetics was expensive.  But RAM scientists brought down the long-term cost by tailoring the Workers to reproduce quickly and often.  Worker females give birth after a six-month gestation period, and young Workers reach maturity in only seven years.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: What culture the Worker subtypes have has been created primarily by RAM.  There are no politics, religion, or science in the Worker lifestyle.  Worker communities resemble medium-security prisons, with everyone in the crew watched over by a small contingent of armed guards.  Daily life has three base components: food (nutrient pastes served in the cafeteria), rest (in dormitories with few, if any, creature comforts), and work.  Workers who perform better than others do get some simple rewards and incentives: better-tasting food, a larger living space, more unsupervised "free time."


Worker gennies can be found in many places throughout the Solar Alliance -- the basic genotype has been sold over and over again, with few changes to the basic genetic pattern.  Usually skin tints vary, so others can tell where the Worker has come from.  Mercurian Workers are bald, slightly more human-looking than other types, and have yellowish skin.  Martian Workers have hairy bodies and reddish skin.  Workers in the Asteroid Belt are more apelike than Martian Workers, and have a bluish skin tint.


Although Workers are primarily thought of as "things" rather than people, the brighter ones often manage to escape the barracks and make it to freedom.  These refugees easily find work in occupations where strength and constitution are important, such as the warrior or scout careers.  However, they spend their lives in constant fear of capture by their former overlords, dreading being dragged back into slavery.

Advantages: Workers have a better combination of strength and durability than any other race..

Disadvantages: The mental abilities (including technical skill) of Workers are poorer than those of any other race.

As a way of keeping them under control, many Workers are engineered so they must have a special type of food paste to stay healthy, and this food is only available at the work camp where they are stationed.  Going without the special food causes the Worker's STR and CON to drop by one point per day.  If either score reaches zero, the Worker dies.  No matter how weak he is, a Worker recovers full strength in one day after getting a new supply of the special food.

Role-playing Notes: Not all Workers are mindless clods, and a Worker PC will always be one of at least moderate intelligence (≥8).  Rather then “belonging” to some other character, a Worker PC is an independent personality, capable of making his own decisions.  Still, he will instinctively thrive on hard labor, willing to take on any physical job and see it through.  At the GM’s discretion, Worker PCs do not need special food to survive, which makes it possible for them to travel along with an adventuring group.  Alternatively, a black-market supply  of nutrients may be available.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws
New Races

Falcone Mark I/GM Addition

Physical Size: 5 to 7 feet tall, 100-130 lbs.

External Covering: Feathers; Male plumage ranges from black and gray to brilliant colors, females (initially created for Hugo Dracolysk‘s perverse pleasures) are ruddy colors such as mottled grays and browns.

[image: image26.jpg]


Eyes: Bird like, brilliant yellow, very acute vision.  They can see small objects at distances five times greater than a human can see.

Ears: Holes on the sides of the head.

Mouth: Large hawk-like beak, unable to speak.

Nose: Holes on the sides of the upper beak.

Genotype: The Falcone Mark I gennies were engineered from the human genotype modified by raptor stock, most notably the hawk and eagle.  This experimental gennie was an early creation by Dracolysk Corporation in an attempt to create a race with an excellent three-dimensional spatial sense and an affinity to zero-gravity.  They were a limited success which RAM used as a basis for the Talan.  What was a surprise to the bioengineers was that they were more intelligent then planed and had an aptitude for camouflage and disguise.  They appear basically human with a head which resembles the head of a hawk with great brilliant yellow eyes.  They have the keen eyesight of a bird and are therefore much more aware of their surroundings.

Falcone Mark Is reproduce naturally, however, most of the gennies produced were males that were conceived in a test tube and grown in a growth vat.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Falcone Mark Is have a culture designed for them by their creators and masters.  As with most combat gennies it is a brutal, savage culture, based around combat units that specialize in security or Special Operations (assassinations).  Their way of life centers around power, pain, and punishment.  They are curious beings.  They are of the opinion that no one is worth trusting until they prove themselves trustworthy, and nothing is worth fearing until it proves itself worth fearing.


They do everything in quick jerky motions.  They have an annoying habit of cocking their heads to one side when concentrating intently or listening.  They can exist anywhere humans can.

Advantages: As part of their innate abilities, improved with advanced training, Falcone Marks Is are experts of disguise, gaining a +10% bonus when using the disguise skill.  Their enhanced awareness granted by their eyesight gives them a -1 bonus to surprise rolls.  When fighting unarmed with clawed hands and beak they get three attacks per round (causing 1d4 or 1d6 points of damage, respectively).

Disadvantages: They are unable to speak a verbal language and as such are masters of pantomime, symbols, and all forms of sign language.

Role-playing Notes: None.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
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Falcone Mark II/GM Addition

Physical Size: 5 to 7 feet tall, 100-130 lbs.

External Covering: Feathers, plumage ranges from black to gray.

Eyes: Bird like, brilliant yellow, very acute vision.  They can see small objects at distances five times greater than a human can see.

Ears: Holes on the sides of the head.

Mouth: Large hawk-like beak, unable to speak.

Nose: Holes on the sides of the upper beak.

Genotype: The Falcone Mark II gennie was engineered as the next logical step in the Falcone series.  It is based on the human genotype modified by raptor stock (hawk and eagle) with, it is suspected, insect genetic material to make them the only humanoid gennie with six fully functional appendages.  This experimental gennie was created by Dracolysk Corporation in an attempt to create a low-tech, stealthy, airborne commando.  They have proven to be a success and are quite able to silently fly into a target area, complete their mission, and escape unseen.  The bioengineers sought to improve upon the intelligence and aptitude for camouflage and disguise that the earlier Falcones have demonstrated.  They appear basically human with the head and wings which resemble that of a hawk.  They have the keen eyesight of a bird and are therefore much more aware of their surroundings.

Falcone Mark IIs are able to reproduce naturally, however, there are no known females.  They are cloned, produced in test tubes, and grown in a growth vats.  It is believed that it may be possible for one to successfully breed with a female Falcone Mark I.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Falcone Mark IIs have a culture designed for them by their creators and masters.  As with most combat gennies it is a brutal, savage culture, based around combat units that specialize in security or Special Operations (assassinations).  Their way of life centers around power, pain, and punishment.  They are curious beings.  They are of the opinion that no one is worth trusting until they prove themselves trustworthy, and nothing is worth fearing until it proves itself worth fearing.


These gennies do everything in quick jerky motions.  They have an annoying habit of cocking their heads to one side when concentrating intently or listening.  They can exist anywhere humans can, but prefer isolated high mountain ranges.

Advantages: As part of their innate abilities, improved with advanced training, Falcone Marks IIs are experts of disguise, gaining a +15% bonus when using the disguise skill.  Their enhanced awareness granted by their eyesight gives them a -1 bonus to surprise rolls.  Their enhanced awareness granted by their eyesight gives them a -1 bonus to surprise rolls.  When fighting unarmed with clawed hands and beak they get three attacks per round (causing 1d4 or 1d6 points of damage, respectively).  They can attack from a steep dive with hurled (large thrown) weapons such as spear (polearm) or club, gaining a +4 to hit and causing double damage.  They may also attack with melee weapons (high speed fly-by), but only gain the double damage benefit.

Disadvantages: They can only fly in atmospheres thick enough to support them such as Earth or Venus.  On Mars, they can use their wings only to glide, doubling their run movement.  They are unable to speak a verbal language and as such are masters of pantomime, symbols, and all forms of sign language.  Their wings are easily damaged, if they loose 50% or more of their hit points they are no longer able to fly, until they are treated.

Role-playing Notes: None.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
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Gator/GM Addition

Physical Size: 5 to 6 feet tall, 150-300 lbs.

External Covering: Very thick, tough, leathery hide granting some weapon immunities.

Eyes: Human normal with transparent inner eyelid which is both air and water tight.

Ears: Small holes on sides of head.

Mouth: Wide, long, and lined with sharp, hollow teeth.  The shape of their mouths gives them a slurred speech with a strong accent on “s” sounds.

Nose: Alligator-like nostrils which can be closed.

Genotype: Gators are a human-based genotype moderately modified with crocodile (not alligator as implied by the name) and snake genetic material.  Gators were initially designed as gladiatorial gennies.  Their thick hide making them a good choice for low-tech melee combat, however, their hide also made them immune to their master's control methods.  Undaunted the company that created them, adapted them as combat gennies, but their intelligence made them very difficult to control.  Finally, they were modified for covert operations (a.k.a. assassinations) with the addition of poison glands.

Gators are able to reproduce naturally, however, most of the gennies produced were males that were conceived in a test tube and grown in a growth vat.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Gators have a culture designed for them by their masters.  As with most combat gennies, it is a brutal, savage culture, based around combat or special operations units, in which only the strong survive.  They all have a rough degree of vicious animal cunning.  Anyone who underestimates them usually does not live long enough to regret it.


Like other combat gennies, Gators live in barracks.  They may wear uniforms with patches denoting their unit and rank.  They usually do not have names and are known only by group and individual serial numbers.  They can exist anywhere humans can.


They have great patience and will remain motionless and silent indefinitely awaiting the perfect opportunity to strike.  This, they also apply when extracting revenge, one quirk they are know for.  Once in action, unless they are on a mission requiring stealth, they have a tendency do everything brutishly as though they have a need to bully everything and everyone in their path.

Advantages: Gators were modified with the ability to inject a very powerful organic neurotoxin when they bite.  The victim must roll successful a saving throw versus Poison or die in rounds equal to his or her CON score, the onset is immediate.  Even if the saving throw is successful, the victim is incapacitated (unconscious and suffering partial paralysis) for 1d4 hours.  Gators are able hold breath for an extended period of time; the number of rounds equal to their CON score.  By sealing their nostrils and closing their inner eyelids, they are basically immune to Toxic Atmosphere and Gas while holding their breath.  Their thick hide and small ears have granted them an unexpected benefit, immunity to stunning weapons such as neuro-disrupter beams (sonic stunners), neuro-whip, screech pack weapons, and harmonic weapons.

Disadvantages: By design, Gators are not immune to their own poison and have been know to accidentally bite their own tongue when attempting to bite an opponent; they may make a DEX check with +2 bonus to avoid this.  They also have rather poor hearing which affects their ability to communicate quietly, and causes them to suffer a -2 penalty to surprise rolls, in certain situations.  During missions, especially covert missions, a Gator is "programmed" to commit suicide, by biting himself, if captured or badly wounded.  They are granted an INT check to avoid this fate.

Role-playing Notes: A Gator PC will be of the renegade type, and will always be of at least moderate intelligence (≥8).  He is still subject to suicide, but because some his conditioning has worn off, he is granted an extra INT Check to avoid it if the first check fails.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.
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Pleasure/GM Addition

Physical Size: 4 to 7 feet tall, 120-250 lbs.

External Covering: Human normal; smooth, relatively hairless skin, usually in shades of brown, dark brown, red, tan, or beige.

Eyes: Human normal, enhanced for better night vision.

Ears: Human normal, enhanced for better sensitivity to aid in reading body language through changes in voice or breathing.

Mouth: Human normal, with elongated very agile tongue.

Nose: Human normal, enhanced to aid in reading body language, through detection of bodily scent changes or release of hormones or pheromones.

Genotype: There are many versions of the Pleasure gennie that have been created to suit every race, need, position, passion, or perversion.  They are designed to fill roles such actor, musician, companion, or prostitute (providing sex from the conservative to the extreme).  The most common version, detailed here, is based on the human genotype which has been enhanced with improved physical beauty, social skills, and agility.  It is found in all the roles listed above and may be found filling other roles as well.

Pleasure gennies, are capable of reproducing naturally, and on extremely rare occasions have accidentally produced offspring with a human, usually Terrans.  Those gennies involved in the sex industry are generally sterilized to prevent unwanted pregnancies.

Movement: see Table 11: Movement Rates, Humanoid.
Cultural: Pleasure gennies do not have a culture of their own.  Their cultural habits are absorbed from the role they fill.  Actors, musicians, companions, and sex providers all have markedly different cultural habits and norms.  In all cases, however, they are very astute at reading body language and understanding subtle verbal queues.

Because of their design, they have a tendency do everything in deliberate, sensual motions.  They have an annoying habit of unconsciously making seductive advances when speaking to anyone whose body language tells them that the person is attracted to them.


Pleasure gennies can exist anywhere humans can, and are found everywhere where humans and gennies look for relaxation, entertainment, and pleasure.

Although there are Pleasure gennies designed for  combative sports, which are very rare, most Pleasure gennies avoid fighting if another method is available to resolve the conflict.

Advantages: Pleasure gennies have enhanced eyesight allowing them better night vision; they only suffer a -2 penalty in the dark.  Their enhanced hearing makes it more difficult to sneak up on them; granting them a +1 bonus on surprise rolls, when applicable.  Their enhanced sense of smell grants them two advantages.  First, it is more difficult to sneak up on them; granting them a +1 bonus on surprise rolls, when applicable.  Second, combined with their unequalled ability to read body language, they can detect the subtle changes in body chemistry including when someone is lying; granting them a 2% chance per round of close communication to detect a lie.  This also works to make the gennie immune to attempts by others to use the fast talk/convince and intimidate  skills against them,  based on situation and/or usage.

Disadvantages: With a very few exceptions these gennies were created to be subservient and obedient to their masters.  When facing an authority figure or someone that they perceive as an authority figure, such as a ship’s captain, they must roll an INT check to avoid becoming blindly obedient to that person until either displaced or forgotten through separation.

Role-playing Notes: When a PC of this race is faced with an authority figure or someone that they perceive as an authority figure they may make a second INT check, if the first fails.

Attribute Score Modifiers: see Table 8: Racial Attribute Modifiers.

Saving Throw Modifiers: see Table 15: Racial Modifiers to Saving Throws.

Tables

Table 8: Racial Attribute Modifiers (NHA Pg.59)
Race
STR
DEX
CON
INT
WIS
CHA
TECH
COM

Asterminer
+3
+3
+3
-3
-3
-3
--
-3

Belter
+1
+1
+1
-1
-2
-2
-1
--

Chimbot
+4
+4
+2
--
--
-4
--
-4

Delph
+2
--
+1
--
--
+1
-2
--

Depthine
+1
--
+3
+1
+1
-1
-3
-1

Desert Ape
+5
+2
+3
--
-1
-5
--
-5

Desert Runner MkI
+2
+2
+1
--
--
-1
--
-1

Desert Runner MkII
+1
+3
-1
--
+2
+1
--
--

Europan
+1
+2
+3
-2
--
-3
-1
-3

Falcone MkI
--
+2
+1
+2
-1
-2
--
-2

Falcone MkII
+2
+2
-1
+3
-1
-2
--
-2

Ganyman
+2
+3
+2
--
-3
-4
--
-4

Gator
+3
+1
+2
--
-1
-3
--
-3

Lowlander
+3
--
+1
--
--
-3
+1
-3

Lunarian
-2
+1
-1
+2
--
--
--
--

Martian
-1
+1
-1
--
-1
+1
--
--

Mercurian
-1
+1
+1
--
--
--
--
--

Pleasure
-1
+2
--
-3
-3
+3
-1
+5

Ringer
[1]
[1]
+2
--
--
-5
+3
-5

Sidhe
-4
-5
-5
+7
+6
--
+3
--

Spacer
--
+1
+2
--
--
-1
+2
-1

Stormrider
+2
-2
+2
--
--
--
-2
--

Talan
-2
+3
+1
+1
-2
-2
+1
-2

Terran
--
--
+1
--
+1
--
--
--

Terrine MkIa
+2
+2
+2
-2
-1
-3
--
-3

Terrine MkII
+2
+2
+2
+2
+2
+3
+1
--

Tinker
-2
+3
-2
--
--
--
+3
--

Venusian
--
-1
+1
--
+1
-1
--
--

Worker
+3
--
+3
-2
-1
-3
-1
-3

NOTES: [1] – see racial description.

Table 11: Movement Rates, Humanoid (NHA Pg.62)

Race
Walk [1]
Run
Climb
Swim
Fly

Asterminer
2
120
30
60
120 [2]

Belter
12
600
150
300
300 [2]

Chimbot
7
360
90
180
360 [2]

Delph
10
480
120
600
--

Depthine
4
180
200
400
--

Desert Ape
17
840
210
420
--

Desert Runner MkI
17
840
210
420
--

Desert Runner MKII
24
1200
300
600
--

Falcone MkI
6
600
150
150
--

Falcone MKII
6
600
150
--
900

Europan
10
480
260
480
--

Ganyman
5
240
120
600
--

Gator
10
480
150
240
--

Lowlander
10
480
120
240
--

Lunarian
12
600
150
300
--

Martian
12
600
150
300
--

Mercurian
12
600
150
300
--

Pleasure
12
600
150
300
--

Ringer
12
600
150
300
300 [2]

Sidhe
6
300
75
150
--

Spacer
12
600
150
300
600 [2]

Stormrider
7
360
90
180
1200

Talan
6
300
75
150
450 [2]

Terran
12
600
150
300
--

Terrine MkIa
14
720
180
360
--

Terrine MkII
14
720
180
360
--

Tinker
10
480
120
240
--

Venusian
12
600
150
300
--

Worker
7
360
90
180
--

NOTES: [1] – in 10’ squares or hexes; [2] – freefall movement in space.

Table 15: Racial Modifiers to Saving Throws (NHA Pg.64)
Race
E/P
ES
P/S/F
T/G/P
Suff.
Rad.
Heat
Cold

Asterminer
+2
--
--
+5
[2]
--
--
--

Belter
+1
-1
+2
--
+3
--
-5
+5

Chimbot
-1
-2
+2
+8
+10
+4
+2
+4

Delph
+2
+1
+3
+1
+4
+1
+4
+2

Depthine
-5
-5
-3
+2
+6
+3
-6
+6

Desert Ape
+3
-3
-1
-3
+2
-2
+1
+2

Desert Runner MkI
+1
+1
+2
0
+2
+2
-3
+4

Desert Runner MkII
+1
+1
+4
+1
+2
+1
-3
+4

Europan
[4]
+1
-1
-2
--
-3
[4]
+6

Falcone MkI
+1
+1
+2
+1
--
--
--
+2

Falcone MkII
--
+1
+2
+1
--
--
--
+2

Ganyman
+2
+1
+3
+1
+4
+1
-6
+6

Gator
+4
+1
+3
+3
+2
+2
+3
-3

Lowlander
+2
+3
+2
+4
-4
+1
+6
-6

Lunarian
--
--
--
-1
+2
+2
-1
-1

Martian
--
--
-1
--
+1
+1
-1
+1

Mercurian
--
--
+1
--
+1
+3
+4
-3

Pleasure
--
--
--
--
--
--
--
--

Ringer
-1
-1
--
[1]
[1]
+2
+2
+6

Sidhe
--
--
--
--
--
--
--
--

Spacer
--
+3
+5
+4
[1]
+4
+5
+5

Stormrider
-2
+2
--
+4
-4
+1
--
+3

Talan
--
--
+1
--
-1
-1
-1
+1

Terran
--
--
+1
--
--
--
--
--

Terrine MkIa
+4
+3
+3
+3
+1
+2
+2
+2

Terrine MkII
+4
+3
+3
+3
+1
+2
+1
+3

Tinker
-3
-2
--
-1
--
--
--
--

Venusian
--
+1
+1
+3
-2
+1
+3
-2

Worker
--
--
+3
--
--
--
--
--

NOTES: [1] –  immune; [2] – after 10 hours, +3; [3] – receives 1/2 damage, save for 1/4, no modifier; [4] – explosion no modifier, plasma/heat initially +2, -1 per hit.
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