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INTRO

DUCTION

The Solomani are descended from the humans left behind
on Earth when the Ancients transplanted populations
throughout what is now Charted Space. Eventually the
people of Earth developed the jump drive and ventured
out into the wider cosmos. There, they discovered other
humans already among the stars. The greatest power
encountered by the spacefaring Terrans was the Vilani
dominated Ziru Sirka. To the rulers of the Vilani Empire,
the upstart Terrans initially appeared to be just another
minor race of Humaniti from a backwater planet.

In some ways they were correct but the Vilani were
unprepared for the energy and determination of the
Terrans. Conflict was inevitable and in time cracks in
the structure of the Vilani Imperium were exposed. The
collapsing Ziru Sirka was conquered but the resulting
Second Imperium has been called the Ramshackle
Empire for good reason. The collapse was slowed but
not prevented and after the fall of the Second Imperium
there was no major power to fill the vacuum.

Some small interstellar powers survived what became
known as the Long Night, including an enclave centred
on Earth. However, it was far away, in the Sylean
Confederation, that interstellar civilisation finally began
to flourish on a large scale. The result was the Third
Imperium, which was heavily influenced by Solomani
culture and traditions. There were enclaves of Solomani
living on many worlds as a result of settlement during
the Second Imperium period. It was natural that the
Solomani of the region around Earth felt kinship with
the expanding Third Imperium.

Solomani individuals and Solomani culture were highly
influential in the early years of the Third Imperium
but eventually Imperial society moved in a different

direction. Many citizens of Solomani ancestry resented
the gradual decline of their traditions and influence.
Inspired by their heritage as original humans and
seeking a return to the glory days of Terran hegemony,
the Solomani Movement pressed for the creation of

a Solomani Autonomous Region. Although this was
granted, tensions continued to rise until the Solomani
seceded from the Imperium.

The resulting Solomani Confederation was initially
successful in the war that followed but once the tide
turned defeat was inevitable. An extremely stubborn
defence of Terra itself made the idea of completely
crushing the Solomani unpalatable to the Imperials,
resulting in a peace settlement that has remained

in place until the present. Although diminished, the
Solomani Confederation endures. The border region
between the Confederation and the Imperium is of
strategic importance to both powers, with economic and
political gambits threatening to escalate into a military
confrontation. Intelligence services are highly active,
exacerbating some situations and defusing others
according to the policy of the day.

The situation is further complicated by the many
factions involved. The Solomani Front — the Solomani
Rim and Alpha Crucis sectors — is home to many
non-aligned factions as well as those within the
Imperium and the Solomani Confederation. Imperial
megacorporations and Solomani shipping lines are
players in the game of politics, along with independence
movements, religious groups and individual world
governments. Amid this confusing whirl of cross-cutting
agendas there are those trying hard to prevent another
war and those seeking to win one.
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OVERVIEW OF THE

SOLOMANI FRONT

The Solomani Front is a term loosely used to describe
the border region between the Third Imperium and the
Solomani Confederation but is normally considered
specific to the Solomani Rim and Alpha Crucis. It is

in these two sectors that any future war is likely to

start and may well be fought and won there. Both the
Imperium and the Solomani Confederation are highly
active in seeking advantages in the region and nullifying
those of their potential opponents.

Most of the Solomani Front is within the territory of

the Solomani Confederation. The remainder is almost
exclusively under the control of the Third Imperium.
The Vegan Autonomous District is part of the Imperium
but largely self-governing. At any given time there may
be one or more worlds that claim to be independent,
although whether they can remain so depends greatly on
the attitude of the great powers.

EEQPEENORF Y HE
SOLOMANI FRONT

Humans are by far the commonest race in the Solomani
Front region and can be subdivided into three broad
groups. Solomani are pure-blood members of the
Solomani race or those who share their political

values. Vilani are descended from the people of Vland,
the masters of the old First Imperium. Most of the
population, on the majority of worlds at least, are
mixed-blood humans.

These racial subdivisions do not necessarily reflect
political leanings. There are pure-blood Solomani who
identify as Imperials and non-Solomani (even some non-
humans) who are aligned with the Confederation. For
the most part, however, an Imperial citizen is likely to
be a mixed-blood human or a pure Vilani; Confederation
citizens are likely to be pure or mixed Solomani.

Other races are represented in the Solomani Front. The
Vegans have their home territory in The Solomani Rim
and there are populations of uplifted creatures such as

Apes and Dolphins throughout the region. A few small
enclaves of Aslan have been established here and there,
and there are numerous low-tech races who may have
been transplanted to various worlds. No nonhuman
starfaring races have homeworlds in Alpha Crucis sector,
although Hive Federation traders are occasionally seen
in the trailing regions of the sector.

HUMANITI

The vast majority of people in the Solomani Front

are humans of one sort or another. Some belong to

a genetically pure group — Solomani, Vilani or one of
the minor human races — whilst most are of mixed
blood. Race does not always equate to culture,
although there is a strong correlation in many cases.
Thus a person might be racially a Solomani but not
subscribe to Solomani culture. It is also possible to
be, say, culturally Vilani whilst not sharing any blood
relationship to the Vilani people. Indeed, there are
many non-humans who consider themselves to be
culturally Vilani. The same is not true for the Solomani
culture, whose ‘Solomani humans are better than
everyone else’ attitude is not attractive to those who do
not share the heritage of Old Earth.

Solomani

Pure-blood Solomani make up the majority (or sometimes
even the whole) of the population on many worlds,
particularly in the region around Sol. In most cases the
population is partially made up of mixed-blood humans.
Since high office in the Solomani Confederation is
exclusive to those of pure Solomani blood, great attention
is paid to maintaining the purity of the bloodline. In
these mixed societies the pure-blood Solomani are a

sort of nobility, with higher status than mixed-blood
‘commoners’. This does not necessarily mean that pure
Solomani are any better off financially — it is possible to
be part of this ‘noble class’ yet be broke. However, being
a pure-blood opens doors that will slam shut if a mixed-
race partner is taken. Intermarriage is usually possible
but tends to be socially or even legally discouraged.



Solomani society is racist in this regard, with laws and
customs geared to favouring pure-blooded Solomani over
anyone else and barriers to advancement in the way of
non-Solomani. This does not necessarily translate to
hate or xenophobia, however. A pure-blood Solomani
from most societies will be polite and gracious to non-
Solomani and will respect their achievements. However,
he knows that he is just a little bit better than a non-
Solomani, in the same way an Imperial noble knows they
are better than the commoners who can aspire only to
be important among their servants.

On some worlds there is rampant xenophobia and all
the nastiest forms of racism but this is usually due
to historical incidents rather than being a feature of

Solomani society in general. Imperial propaganda

has for many years painted the Solomani as haters of
anything that is not pure Solomani but this is a gross
distortion of the facts. Most Solomani will happily
share a meal with mixed-blood humans or aliens and
would be proud to call them friends. However, there
is a streak of superiority that runs through Solomani
psyche that can turn to contempt or hate under the
right circumstances. On the whole, however, Solomani
are snobs rather than haters.

Vilani

The Vilani are descended from the dominant race of
the Ziru Sirka. They were the first settlers in much of
Alpha Crucis and parts of the Solomani Rim. Some
worlds have populations established nearly 1,000 years
before the Terrans arrived. Traditional Vilani society
and bloodlines have both been diluted through contact
and intermarriage with Solomani during the Rule of
Man and early Imperial period, and pure Vilani are
quite rare in the Solomani Front. Culturally, however,
Vilani influences are strong. The rise of the Solomani
Movement ironically saw a flowering of Vilani cultural
consciousness as people of diluted Vilani ancestry
denied full participation in Solomani society instead
reconnected with their roots.

Vilani culture tends to be conservative and cooperative in
nature, emphasising group over individual, and preferring
stability to progress. This often results in Vilani under
Solomani rule living in close-knit ghettos where they can
follow their own traditions under their own local leaders.
Vilani will often stoically accept life under a moderately
repressive but otherwise well-organised regime but when
a Vilani community is pushed to the brink they will
usually react as a united group — general strikes, mass
protests or large uprisings — rather than through individual
acts of terrorism or violence.

Communities tend to be crowded but bustling and well
ordered. The cultural emphasis on tradition means old
buildings, archaic styles of language and traditional

art, architecture and clothing stand out in contrast

to the Solomani areas that surround them. Vilani

are also distinguished by their community spirit and
industriousness. On some worlds the Vilani population
may be segregated but more commonly there are areas
where people of the same culture naturally gravitate
together. These areas sometimes become disadvantaged,
and occasionally degenerate into nasty ghettoes, but for
the most part they are simply an area with a different
cultural flavour.



Imperial and Starfaring-Culture Humans
In many areas there is no over-arching Vilani or
Solomani society and what anthropologists call a
generic-starfaring culture prevails. This will have local
influences, especially within the Confederation, but

is subject to ideas and fashions carried from distant
worlds aboard the starships that pass through. The
strongest influence is usually termed ‘Imperial’ or
‘Imperial Standard’ and is reinforced by what people
see in entertainment vids and what they are offered for
sale in shops. The culture of the Imperium is anything
but monolithic but the dominance of the markets by
megacorporations and the existence of Imperium-wide

armed services tends to create a starfaring-standard
culture that can seem a bit bland and generic to those
from more varied societies.

As a general rule, busy starports tend to move towards

a starfaring-generic culture, with influence spreading
out from there. A backwater world, or a region of a world
that has little contact with the area around the starport,
will experience more cultural drift or retain its original
culture. This can be observed as Travellers move away
from areas with extensive offworld contact. Architecture,
food and clothing all gradually change, with regional
accents becoming more pronounced and local customs
becoming ever more different.

SELENITES

The selenites were genetically engineered from
humans but are sufficiently different to be considered
an entirely separate species. They are humanoid but
very lightly built and adapted for life on low-gravity
worlds. Significant populations are present on Velscur,
Brookwall, Duncan, Fairday, Faro, lamir, Wiseman and
Ychanon in Alpha Crucis.

The Selenites were created during the early colonisation
of the Sol system, at a time when artificial gravity was
not available. Their initial ‘homeworlds’ were Luna and
Ceres in the Sol system but enclaves were established
wherever there was a low-gravity environment in need
of personnel. By the time artificial gravity was widely
available the Selenites had spread to many systems,
although their population reconcentrated on a few
worlds over time.

Today, the Selenites consider Velscur in Alpha Crucis
to be their homeworld. Velscur is one of a dozen
paraterraformed worlds in the sector with a large
Selenite population. Paraterraforming does not change
the environment of a barren planetoid or moon so
much as overlays it; a climate-controlled environment
is created over the entire surface by surrounding it with
airtight structures or coverings.

These low-gravity, precisely controlled environments are
ideal for Selenites and naturally attracted those who had
settled less hospitable — to a Selenite — worlds. Today,
most Selenites are deeply uncomfortable outside an
environment that can be so neatly controlled. Starships
and installations are fine but being outdoors on a ‘wild’
planet is unsettling. Nevertheless, Selenites can be
encountered all across the region. Most that leave their
homeworlds work in space industries and rarely, if ever,
set foot on a planet.




CREATING SELENITE TRAVELLERS -

Selenites are essentially long-limbed and lightly-built
humans. They stand out among other humanoids but
can undertake the same activities. Equipment intended
for more bulky (and stronger) humans can be awkward
to use but this is not a huge impediment.

Characteristics

Selenite Travellers have the following modifiers applied
to their characteristics: DEX+2, In addition, STR is
rolled on 2D3+1 and END is rolled on 1D+1.

. Traits
Selenite Travellers all possess the following traits:

Great Indoors: Selenites prefer a carefully controlled
climate and more importantly they need to know that
the environment is subject to control. When outdoors
on a planet, a Selenite will be uncomfortable at
best. Whenever there is evidence of an uncontrolled
environment — such as sudden rain or even a strong gust
of wind — a Selenite must make a Routine (6+) INT
check or become disturbed. This exhibits as hunkering
down in fear or making panicky demands for
reassurance that there is no serious threat. Dangerous
phenomena such as lightning or a hurricane may be
subject to a more difficult check and the Selenite may
completely freak out if it is failed.

Low-G: Selenites are naturally adept at operating in low
gravity and microgravity environments. They receive
DM+2 to all checks connected with physical activity,
such as springing from one handhold to another when
moving quickly through a low-gravity area. In addition,
a Selenite will not lose orientation when operating in

a complex 3-dimensional space. They can find their
way through a derelict starship and out again without
effort and have an uncanny knack of knowing just where
a colleague is despite them having been out of sight
behind debris for some time.

Careers
All careers from the Traveller Core Rulebook are suitable
for Selenites, although space-related careers are ideal.




AQUAMORPH
HUMANS

Aquamorph humans are the result of genetic
experiments undertaken at differing times. Some
produced no useful results, others were badly flawed,
but eventually a viable aguamorph was created. The
majority of aquamorphs alive today come from late
experiments and can be considered ‘stable’. Throwbacks
are rare and horrific mutations almost unknown. The
same is not true of aquamorphs resulting from earlier
experiments. A few enclaves of these tragic creatures
still exist, typically hiding away from other sentients.

Aquamorphs are land creatures adapted for a water
environment rather than truly aquatic people. They
use modified gill/lung apparatus that allows indefinite
breathing underwater and safe dives to depths of 30
metres or so. Beyond this, aquamorphs begin to risk
nitrogen narcosis and other problems associated with
a change in pressure but can operate unaided down to
100 metres or so without severe danger.

They resemble normal humans in many ways but are
easily distinguishable. Hands and feet are enlarged and
webbed, with long fingers and toes. Limbs are longer
and have lighter bones but are powerfully muscled for
swimming. Aquamorphs also have a fine but dense layer
of body fat, which insulates them against cold water but
can lead to overheating on land. In the water, they are
fast and graceful but on land they are awkward and can
seem a little flimsy.

An agquamorph can function indefinitely on land so
long as their gill/lungs are kept wet. This can be
done by inhaling a large amount of water in a manner
that will alarm any land-dwellers observing the act.
The skin needs to be kept hydrated too but this

can be accomplished simply by pouring water over
the aquamorph or using clothing impregnated with

a hydrating gel. An aquamorph can deal with both
problems by walking into a fresher, standing under
the shower and breathing in as much of the water as
possible. Installations where aquamorphs interact with
humans often have rehydration booths at convenient
intervals.



CREATING AQUAMORTH TRAVELLERS

Aquamorphs are variant humans and can operate all
equipment with a little alteration to accommodate their
slightly different build. Getting shoes that fit can be a
problem, however.

Characteristics
Aquamorph Travellers roll characteristics as normal but
STR is considered to be halved when operating out
of water.

p g\ Traits

Aguamorph Travellers all possess the
following traits:

Aquatic Adaptation: Aquamorphs gain DM+2
on all checks associated with swimming,
and do not suffer penalties that a
\ normal human would when attempting
, tasks underwater. They can breathe
L underwater indefinitely and dive safely
\ to 30 metres.

Underwater Hearing: Aquamorphs
gain DM+2 to Recon checks when
underwater and DM-2 on Recon
checks when operating on land.

Careers
All careers from the Traveller Core
Rulebook are suitable for Aquamorphs.




NON-HUMANS

The most common non-humans in the Solomani Front
are Vegans, who are described in the section on the
Vegan Autonomous Region. The Vegans are the only
significant power located entirely in the Solomani
Front, although their polity is part of the Third
Imperium. Most other non-humans in the Solomani
Front are members of low-tech species commonly
referred to as ‘prindigs’ — a contraction of ‘primitive
indigenous’ — which are native to some worlds of the
region. Enclaves of starfaring races not native to the
region are present and there are some non-human
species created by uplifting Terran animals.

Aslan

During the Long Night, a few adventurous Aslan ihatei
made the perilous journey through the Magyar sector
to settle worlds in the spinward subsectors of the
Solomani Rim. Tonopah and Sarmaty, both now within
the Imperium, have Aslan enclaves. In the Solomani
era these enclaves were tolerated as long as they
acknowledged Confederation hegemony and supplied
mercenaries. A unit of Aslan ihatei even fought against
the Imperium during the Invasion of Terra.

The Aslan governments reluctantly compromised with
Solomani hegemony, although many individual Aslan
considered it dishonourable. A few minor clans engaged
in active resistance and guerrilla warfare, escalating

in the run up to the Solomani Rim War. Although

Aslan mercenaries fought for the Confederation, others
were involved in anti-Solomani rebellions and these
‘resistance clans’ were rewarded with positions of
leadership after the Imperial victory. In the Alderamin
subsector, a loyalist Aslan was elevated to the position
of subsector duke. Today, all Solomani Rim worlds with
significant Aslan enclaves are under Imperial rule.

Droyne

Droyne are present on one world — Kilennur — in the
Imperial-controlled Harlequin subsector and have

been there since before anyone else can remember.
The Vilani and Terrans both originally believed the
people of Kilennur were just another obscure minor
race; they were not identified as Droyne until well

after the Long Night. The Droyne in the Rim keep to
themselves and discourage visitors. The Kilennur oytrip
(community) has a few small starships and Droyne may
be encountered on rare occasions visiting other worlds
in the Harlequin subsector. Their business may be
obscure and they rarely offer anything that resembles
an understandable explanation.

Hivers

Visiting Hivers and various client races from the Hive
Federation are uncommon but some traders, diplomats,
scholars or tourists can be encountered in both the
Imperium and Confederation. The best place on the
Rim to meet Hivers is Terra, as they are fascinated with
the Solomani homeworld and enjoy exploring its rich
history to better understand — and perhaps manipulate
— Humaniti. Now that Solomani rule is over, the Hive
Federation is negotiating to establish a permanent
consulate and enclave on Terra.

Vargr, K’Kree and Zhodani

The Vargr Extents lie far to coreward and spinward, so
sheer distance has made Vargr infrequent visitors to
the Imperial territories of the Solomani Rim. However,
a few hundred Vargr tourists and scholars make their
way to Terra every year to investigate the world that
gave birth to their pre-sapient ancestors. Occasionally,
Vargr in the Imperial bureaucracy or military may be
posted to the Solomani Rim. Few Vargr ever visit the
Solomani Confederation.

Sightings of K’kree or Zhodani in the Solomani Rim are
extremely rare. These aliens have home regions very far
away and are uncomfortable within both Imperial and
Solomani society. Any visitors are likely to be members
of diplomatic or scholarly missions.

Vegans
The Vegans are described in the section covering the
Vegan Autonomous District, on page 69.

Minor Races and Uplifted Animals

The most important minor race in the sector are the
Vegans of Muan Gwi. A less significant, but still notable,
minor race native to the Rim are the aquatic Gurungan,
who are important in the Ultima subsector. Significant
populations of Dolphins and small populations of Apes
exist on Solomani worlds, in both cases artificially
uplifted to sentience by humans.

On some worlds populations of Dolphins and Apes are
self-governing or have semi-autonomous enclaves. It

is rare, although not unknown, for Dolphin and Ape
populations to be integrated with humans. In the case
of Dolphins this is due to environmental necessity. With
Apes it has more to do with preferences; conditions
favoured by uplifted Apes tend not to be to the liking of
most city-dwelling humans.
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Apes generally left to their own devices and little troubled

Uplifted Apes are rare in the Solomani Rim today, by wider ‘affai_rs. However, if there is a dispute_ the Ape
although a few scattered communities exist on worlds community will almost always lose out. The discovery
in the Albadawi, Sol and Capella subsectors. Uplifted of resources in an Ape-settled area is more likely to
Apes are usually second-class citizens, since their make them homeless than rich. Tho;e Apes living in :
communities are under-represented at the governmental ~ the Imperium are usually treated as just another exotic
level. This is not all bad; Ape communities are minor race of Humaniti.

CREATING APE TRAVELLERS

Uplifted Apes are best described as an artificial species;
a transgenic hybrid of gorilla, chimpanzee and some
human genes. First developed late in the Interstellar
Wars period, they were perfected by Old Earth Union
genetic engineers on Terra and today there are several
million uplifted Apes living on Solomani worlds.

There are two distinct subtypes; those resembling
chimpanzees and those resembling gorillas. Both groups
are interfertile.

Characteristics
Ape Travellers have the following modifiers applied to
their characteristics: STR+1, END+1, SOC-1.

Traits
Ape Travellers all possess the following traits:

Heightened Senses: Apes have better senses
of hearing and smell than humans and gain
DM+1 to any Recon and Survival checks they
have to make.

Small (-1): Chimpanzees are short in stature
and present a difficult target. Attack rolls made
against a chimpanzee suffer DM-1.

Strong: Gorillas are much stronger than humans
and gain the Athletics (strength) 2 skill.

Careers

All careers from the Traveller Core Rulebook
are suitable for Apes, however those in the
Solomani Confederation are more likely to be
found in Army, Marine or Navy service.




Dolphins

The Solomani Rim has the oldest uplifted Dolphin
populations in Charted Space, dating back to the era
of the Terran Confederation, although Dolphins do
not control any planetary governments. Most of these
colonies are now under Imperial rule.

Dolphins raised under Solomani Confederation society
or serving in its military forces often believe in the
Solomani Cause and see themselves as partners in

Gurungan

The Gurungan are a minor race native to Ugarup. They
are a deep sea aquatic race resembling a blind octopus
with six tentacles and sharp teeth instead of a beak.
Their primary sense is sonar with a secondary chemical
sense and, like most fully aquatic species, they cannot
survive for long out of water. Gurungan exhibit extreme
sexual dimorphism and only females are sophonts;
males are tiny parasitic creatures that are absorbed into
the female during mating.

The Gurungan mentality is quite alien to Humaniti.
They are sometimes considered a ‘hive race’ as they
have little sense of their own identity but a strong sense
of duty toward their planetary community and species
as a whole. Gurungan do not have biological castes

and individuals differ among themselves in personality
and ambition; they are just far more willing to sacrifice
themselves for the good of their community in general
and their species as a whole than the typical Human.

Gurungan do not perceive other beings or races as having
importance, value or significance outside of their impact
upon Gurungan. In their view, the universe revolves
around the Gurungan; aliens may be useful or dangerous,
much like other natural phenomena, but that is all.
Gurungan have an infuriating habit of refusing to directly
address aliens, out of solipsism or arrogance, instead
talking to one another and leaving it to listeners to parse
the meaning. Despite, or because of, such behaviour they
tend to be patient and cunning negotiators.

Little is known of Gurungan society, although they
appear to have evolved from aquatic carnivore/pouncer
stock, originally living in deep-sea caves and now in

that endeavour. Dolphins tend to be apolitical outside
matters relating to their own communities and are happy
get along with humans regardless of race or politics.
Both the Imperium and Solomani Confederation treat
Dolphins as people.

Rules for Dolphin Travellers can be found on page 35 of
Behind the Claw.

towns and cities on the sea floor in what seems to be a
hybrid feudal technocracy and oligarchy controlled by

a single planetary rule family. Xenologists have found
some Vilani elements, likely the result of early contact
with the First Imperium while the Gurungan were still in
a pre-technological state

The Gurungan were discovered by the First Imperium
while still at TLO. With nothing to gain from trade

the Vilani mainly ignored them, preferring to simply
establish outposts to exploit Ugarup’s abundant sea
life. The Gurungan learned from the Vilani and slowly
improved their technology but got along better with the
Terran Confederation who concluded a favourable treaty
and also provided technology to allow them to hold their
world against Vilani counterattacks. The only sore spot
were Terran Dolphins, whose sonar used frequencies
that irritated the Gurungan. In turn, Dolphins found the
Gurungan both unpleasant and unattractive.

Like most other Vilani client races, the Gurungan were
casually integrated into the Rule of Man and then
largely ignored. They colonised one nearby world but
lost contact with it during the Long Night and were
re-contacted by the Imperial Scout Service and later

by Easter Concord traders. They eventually joined the
Imperium, establishing a large trading enclave on an
island and accepting a non-resident noble as their
representative. During the Solomani era, commercial
and political relationships with the Confederation soured
and the Gurungan retreated underwater, closing their
enclave. They resurfaced to renew their relationship with
the Imperium after the Solomani Rim War.

1
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Gurungan resemble an octopus, with a bulbous central
body and six tentacles. They have no internal skeletal
structure, instead using internal pressure to maintain
shape and form. This makes them vulnerable out of the
water; a lack of moisture can kill them within an hour.

They have two sexes but males live as parasites on

the body of a female. Gurungan have no eyes or other
visual sensors, having evolved in deep oceans. Instead,
they have a sophisticated sonar, which doubles as a
speech system.

Characteristics
Gurungan Travellers have the following modifiers applied
to their characteristics: DEX+2.

Traits
Gurungan Travellers all possess the following traits:

Aquatic: Gurungan are fully aquatic and can breathe
underwater naturally. However, when out of water, they
are reduced to a speed of two metres and must pass an
END check every minute or suffer 1D damage. This END
test is Easy (4+) to begin with but increases one step in
difficulty every minute. Being fully moisturised will stop
the difficulty increasing but it will not reset back to Easy
(4+) until the Gurungan has been fully immersed in
water for at least five minutes.

Bite: All Gurungan have sharp teeth that make for an
effective close combat weapon. This bite uses the Melee
(natural) skill and does 1D damage.

Deep Diver (1,000m): Gurungan can dive deep
underwater, to a depth of 1,000 metres without risk.

Sonar (120m): Gurungan use a highly sensitive sonar
sense to navigate their environment, effectively allowing
them to ‘see’ underwater or in complete darkness to a
range of 120 metres.

Swimmer (8m): Gurungan are good swimmers and can
move through water at a speed of eight metres.

Careers
All careers from the Traveller Core Rulebook are suitable
for Gurungan.




Weeven

The Weeven are a minor race native to the world of this region of space. They are organic and carbon-based
Weeven in the Oriah subsector of Alpha Crucis. They are  but their lives and thought processes are extremely slow.
also known as Sundowners or ‘Lampshades’ by humans; Weeven can live for thousands of years but at such a
their own term for themselves is untranslatable. The slow pace their experienced lifespan would not seem
Weeven are one of the strangest sentient races native to any longer than that of a human.

WEEVEN -

Weeven resemble flat-topped cones, or steep-sided provided by additional gas bursts. On a normal-gravity
barnacles. Their outer ‘shell’ is actually quite thin and world Weeven might only be capable of short hops of a
flexible but sufficient to protect them from vacuum. metre or two.

Normally they creep slowly around leaching minerals

from the Regolith but at need they can perform Eats Rocks: Weeven can survive on a diet of loose rock or
huge jumps powered by a form of organic rocket fuel dirt. They do not need air or water.

produced internally. It is presumably the sight of a

conical creature atop a ball of incandescent gas that
earned the Weeven their nickname ‘lampshades’. - Weeven are not suitable for Travellers -

Weeven are generally peaceable and do not interact
much with humans. There is a small human population
on their homeworld and some Weeven have been
persuaded to farm minerals for local businesses.
However, interaction is difficult due to the slow thought
processes of these creatures. The usual method is

to leave an interpretation device near a Weeven,
broadcasting its message as a radio wave that can be
perceived by the creature. Delivering a message in

this manner can take weeks, followed by a period of
deliberation and equally slow response. To a Weeven
this is a quick chat; to a human it is months of waiting
around for a response.

Characteristics & Traits

Weeven do not have characteristics meaningful to
humans. An adult Weeven is about the size of a
grav car and typically has 3D+30 hits.

Vacuum-Adapted: Weeven can survive
indefinitely in vacuum or trace atmospheres.

Flexible Shell: Weeven have a tough outer
shell that protects them from their
environment. Against direct attacks it is
equivalent to Protection +10.

Rocket Jump: A Weeven can jump up to
250 metres in its slight homeworld
gravity, with a degree of control

13
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Ladybugs

‘Ladybugs’ are a minor race native to Amiens in Alpha
Crucis. They are slender humanoids with multifaceted
eyes, feathery ears, and shimmering blue-violet skins.
Ladybugs are serial hermaphrodites but spend most of
their time as female or neuters. When discovered by
humans, Ladybugs were at a primitive level and showed

no signs of progressing past TLO. However, they had
little difficulty in adapting to the deliberate low-tech
conditions chosen by the human settlers of Amiens,
and now operate at TL4. Whether the Ladybugs could
maintain this Tech Level or would want to is an open
question; no independent enclaves are known to exist.

CREATING LADYBUG TRAVELLERS

Ladybugs can function quite happily in human society,
wearing the same clothes and using the same furniture.
Their limited intellect and docility may make them
unsuitable as Travellers but exceptions do exist.

Characteristics

Ladybugs generate their STR, END and SOC using
1D+2. INT and EDU are generated on 2D3. Ladybugs
roll 2D+3 for DEX.

Traits
Ladybug Travellers all possess the following traits:

Gentle Soul: Ladybugs are gentle and docile creatures.
All checks involving combat or confrontation (including
activities such as leadership or bargaining) are subject
to DM-2.

You Beautiful Thing: Ladybugs are considered examples
of nature’s beauty by almost all sentient species.
Whenever one asks for help or looks like they need it,
they receive DM+2 on all checks to obtain assistance.
In addition, any time one is targeted for an attack the
Ladybug may roll 2D. On a straight 12+, the attacker
hesitates, snatches their weapon off target or otherwise
refuses to destroy such a beautiful thing.

Careers

Ladybugs can in theory join any human career. However,
they are ill-suited to careers that involve violence or
confrontation. DM-2 applies to all checks to join and
progress in a military career (Army, Marines, Navy or
similar) or any field requiring confrontation. A Ladybug
might be an excellent legal scholar but would find a
confrontational courtroom situation difficult to handle.



Ladybugs wear human clothes and speak Anglic with

a lisping accent. The majority of human-run farms on
Amiens have Ladybug domestic and farm workers, who
appear to accept their status as subordinate beings
without rancour. Their docility and propensity for hard
work have made them popular beyond Amiens as
domestic servants throughout the Confederation of Turin
and exponents of the more extreme Solomani-above-all
philosophies use them as an example for the integration
of aliens into Confederation culture. Amiens’ Solomani
Party also arranges for surplus Ladybugs to emigrate

to jobs on other Confederation of Turin worlds and
sometimes as stewards or cargo hands aboard starships.
The race has proven quite adaptable; a few can be found
on high Tech Level worlds where they operate advanced
machinery without the slightest idea how it works.

Ladybugs are lightly scattered throughout Alpha Crucis,
often as fashionable servants for social elites. It is not
clear whether they are truly able to understand complex
concepts; it may be that their intellect is similar to that
of a human child. Attempts to educate Ladybugs have
generally failed, although their lack of interest might be
due to social conditioning rather than innate limitations.

MAJOR LANGUAGES

Anglic is the dominant language in both the Solomani
and Imperial subsectors of the Rim. The major dialect
spoken is Rim Anglic, mostly differing from other forms
in having fewer Vilani loan words and pronunciations
closest to that used during the Terran Confederation
era. Many Solomani consider Rim Anglic the ‘purest’
form of Anglic.

A variety of old Terran languages survive in some regions
of Terra and on worlds in the Solomani Rim that were
settled by specific ethnic groups. The most widespread
are French, German, Hindi, Japanese, Korean, Mandarin
Chinese, Portuguese, Russian, Spanish and Turkish.
Contrary to some Imperial propaganda, people in

the Solomani Confederation do not speak a Babel of
different tongues: Rim Anglic is taught in Confederation
schools and is the primary language on most worlds.

Vilani is still spoken on some old-Vilani settled worlds
in the Rim. It was often suppressed by the Solomani
Movement and sometimes forbidden from being taught
in schools even to Vilani. It has been revived on several
worlds due to post-war nationalism and the influence
of the Authentic Movement. The language is also very
important for historians and archaeologists who study
the early history of the Rim.

The Aslan language Trokh is spoken on the handful of
worlds in the Solomani Rim that have Aslan populations
but few humans have mastered it.

The most important alien language in the Rim is Vegan,
spoken throughout the Vegan Autonomous District and
its close neighbours. Despite the diversity of Vegan
tuhuir today, most Vegans speak the same primary
language although dialects can differ from world-to-
world. Many Vegan tuhuir have created and continue

to create artificially constructed languages to better
express particular philosophical or aesthetic concepts.
Most of these are known only to members of the specific
tuhuir and linguistic scholars.
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The maijority of the Solomani Front has a starfaring
culture, with influences, fashions and trends arriving on
every starship. This is particularly true of worlds within
the Third Imperium, which are heavily influenced by
Imperial-standard culture. Even those worlds with strong
Solomani cultural traditions are inevitably moving in an
Imperial direction. The traditional Solomani distaste for
an Imperial nobility is still common on Imperial worlds
in the region but is gradually fading.

Perhaps the most obvious difference between the
Solomani Confederation and the Imperial parts of the
Solomani Front lies in the number of non-humans a
Traveller might encounter. The Imperial subsectors of
the Solomani Rim are quite cosmopolitan. Merchants,
tourists and those employed by megacorporations or
serving in the Imperial bureaucracy or military could
conceivably come from any of the many minor races
living within the Imperium. It is not uncommon to run
into merchants from minor races of Humaniti like the
squat Geonee or hairy arboreal Suerrat, to find a newt-
like Bwap behind an office desk in an Imperial ministry
or corporation, or to meet an entire melting pot of races
within an Imperial Marine regiment on occupation duty.

The Imperial currency, the Imperial Credit (or just
‘Credit’ to most people throughout the region) is used
almost exclusively in Imperial territory. There are
exceptions but these are mostly backwater areas that
have retained their traditional medium of exchange
for whatever reason. Even here, the Credit is likely to
accepted and may be highly desired as a more stable
currency than the local one.

IMPERIAL PRESENCE

The greater part of the Solomani Rim — approximately
12 of its 16 subsectors — is ruled by the Third
Imperium. Within the Imperial-dominated territory

lies the Vegan Autonomous District, a nominally
independent two-subsector region under control of the
alien Vegans. It is a client state allied to the Imperium.

The Imperium controls about one-sixth of the worlds in
Alpha Crucis, most of them concentrated in the Ximenes
and McKenzie subsectors, in the coreward region. The
Imperial portions of Alpha Crucis are part of the Domain
of Sol, which also includes the Solomani Rim, Diaspora
and the Old Expanses. The emperor’s representative is
the new Archduke Kieran Adair (appointed in 1102)
whose seat is presently in Diaspora, although there

are rumours he may move it to the Solomani Rim. A
friend of Emperor Strephon, Archduke Adair comes
from a background in the Imperial Diplomatic Corps.

He is known for his reformist ideas, careful study of the
Solomani ideology and willingness to work hard to better
the lives of all those living within his Domain. These
activist policies have not been appreciated by more
conservative elements in the nobility.

One of these nobles is the Sector Duke of Alpha
Crucis, the hard-minded Duchess Karima Delgado,
who has held that position since 1095. The Imperial
portion of Alpha Crucis is small enough that Delgado
is not only sector duke but also administers all

other Imperial territories as well as the Duchess of
Ximenes and McKenzie. Her title of sector duke and
the corresponding position is not hereditary; it will be
passed to whomever the Emperor designates. Duchess
Delgado is a conservative who believes the only proper
role of the nobility is the preservation and defence of
the Imperium. In recent years she had increasingly
spoken and acted against what she sees as Solomani
provocations and believes a hard line is needed to
ensure that continued peace is maintained.

The Solomani Front has the usual system of Imperial
nobility in place. Individual worlds are represented by
barons or marquises and larger groupings by an Imperial
count, with each subsector having a subsector duke.
Worlds under military rule do not have resident nobles
though they may have non-resident members of noble
houses in waiting.
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Other sectors in the Imperium have one duke for each
of its 16 subsectors. One of these dukes typically rises
to prominence and takes the position of sector duke,
dealing directly with the archduke and exercising
executive authority over the senior echelons of the
sector’s Imperial military and bureaucracy. There are
only nine subsector dukes in the Solomani Rim, fewer
than the usual 16 due to five subsectors falling largely
under Solomani Confederation or Vegan Autonomous
District control and one subsector, Ultima, having a
vacant ducal seat. Alpha Crucis has only two subsector
dukes and no sector duke.

The present Solomani Rim duke is the aging Duke
Robert haut-Beaudoin of Dingir. Until the planned
movement of Archduke Kieran Adair’s capital from
Diaspora takes place, Duke Robert is the ranking
Imperial noble resident in the Solomani Rim. He is more
conservative than Archduke Kieran and sceptical of

the latter’s activist agenda. Should the archduke move
his court to the Solomani Rim this may diminish Duke
Robert’s own autonomy.

The Imperial portions of the Solomani Rim are part of
the powerful Domain of Sol, which also includes parts of
Alpha Crucis, most of Old Expanses and all of Diaspora.

THE/ARCHDUKE
NS ]

The emperor’s viceroy for the Domain is the Archduke of
Sol, Kieran Langos Adair, who ascended upon the death
of his father in 1102. His seat is Libert in Diaspora.

Archduke Kieran’s racial background is Solomani but
his family has a history of loyalty to the Imperium and
he traces his ancestry to Baroness Arielle Adair, the
Grand Admiral who served as supreme commander

of Imperial forces during the Solomani Rim War. She
was named Archduchess of Sol by Emperor Gavin in
recognition of her service at the end of the war and
ably supervised the Imperial occupation and restoration
throughout the Domain and the creation of the Vegan
Autonomous District.

Although Archduke Kieran lacks his great-grandmother’s
military prowess he has enjoyed a distinguished career
in the Imperial Diplomatic Corps in Dark Nebula and
Reaver’s Deep, where he became familiar with both the
culture and politics of the Solomani Confederation and
the Aslan. The Archduke is considered to be close to
Emperor Strephon and something of a moderate and
reformer. It is believed he supports continued détente
with the Solomani Confederation and sees the Imperium
as taking a more active role in improving the lives of its
citizens. He is presently unmarried.

Archduke Kieran has spent the last two years dealing
with diplomatic and economic affairs in Diaspora and
the Old Expanses; he now intends to turn his focus on
the Solomani Rim. The capital of the Domain of Sol
has been in Diaspora for over two centuries but the
Archduke is now contemplating moving the capital to
the Solomani Rim. This is a move that can be seen as
an expression of his own and the Imperium’s confidence
in the stability and prosperity of the region but intrigue
swirls around the choice of a new capital location.
Whichever world and subsector are selected will
experience a significant economic boom, so enormous
influence is being brought to bear on the matter.

STRATEGIC STANCE
AND DOCTRINE

The Imperium does not want renewed war with the
Solomani Confederation. The expense of taking then
controlling the captured areas has been enormous

and continues to be a significant drain on Imperial
manpower and budgets. Indeed, there are those who
believe winning a war against the Solomani would be as
bad as losing one. Given that the Imperium also faces
threats on many other fronts there is no real incentive to
seek conflict.

Many pro-war Solomani groups claim the Imperium is
planning a war of conquest. This is not true, as such,
but there are groups within the Imperium that want to
crush the Solomani Confederation for various reasons.
Some advocate armed conflict or urge a pre-emptive
strike to prevent the Confederation from retaking Terra
but the majority are willing to take the long view.
Economic and cultural conquest will bring Solomani
worlds into the Imperium more slowly than warfare but
without bloodshed and economic disruption within the
Imperium. The Imperium as a whole is happy with the
status quo, especially since it favours long-term gains at
the expense of the Confederation.

The Imperium is not complacent, however. The
Solomani Front is a potential hotspot that must be
monitored by patrols and less overt means and the
Imperium must be ready to fight a war if need be. Where
possible problems are headed off by diplomacy or covert
action but fleets and armies are available to make a
show of force that might escalate into open conflict.

In the event of war, the projected Imperial strategy is
generally defensive in the early stages. Defeats would
be politically embarrassing and must be avoided, but
the strategy overall is to preserve the forces until they
are heavily reinforced, then drive on strategic targets
in overwhelming force. Raiding and counter-raiding



are to be expected away from the main battle zones
and the Imperial Navy fully expects to be chasing
down commerce raiders for the duration of the
conflict. Ultimately, however, the plan is to swat the
Solomani pinpricks, take a deep breath and stomp the
Confederation flat.

The Imperium knows that the tide is on the turn.
The Solomani Confederation would need to perform
incredible feats of arms to win a war, whilst the
Imperium needs only to avoid defeat until its forces
are massed in overwhelming strength. Similarly, its
economic and political influence will gradually wear
down the Solomani Confederation and assimilate it
world-by-world. The only likely scenario for the long-
term survival of the Confederation is a spectacularly
successful war. Thus a large part of Imperial strategy
is aimed at ensuring the Confederation cannot win
one and perhaps more importantly making sure the
Solomani know it.

IMPERIAL
MILITARY RULE

During and at the end of the Solomani Rim War, all
conquered worlds were theoretically placed under
military rule. For worlds that rose up against the
Solomani Party or who welcomed the Imperials as
liberators, military rule was a bare formality. In many
cases the only ‘occupation’ consisted of an Imperial
garrison at the starport, an assigned military liaison
to work with the planetary government and perhaps
a cruiser or escort in orbit. Often, Imperial forces
were tasked with helping restore essential services,
providing humanitarian relief and securing Solomani
Confederation military bases and weapons.

On other worlds, the end of the war did not mean the
end of military operations and Solomani guerrillas
remained active well after the retreat or surrender of
regular Confederation forces. Sometimes every level of
civil society, from schools and universities to the justice
system and the civil bureaucracy, were dominated by the
Solomani Party and managed in accord with its dogma.
The only way to bring these worlds back into the fold
was via wholesale replacement of planetary authority
with that of the Imperium through the imposition of a
multigenerational period of military rule.

Imperial forces rarely engaged in full-scale nation
building activities. Instead, the policy was to use
whatever force was necessary — and no more — to crush
Solomani organisations that supported armed resistance
to the Imperium. The instruments of Confederation
control, such as SolSec, were to be rooted out and

society quietly guided in the right direction. Over time,
the nobility’s place as intermediaries between planetary
governments and the emperor was to be restored.

This slow-but-steady process is still ongoing. The 12
subsectors of the Solomani Rim held by the Imperium
were conquered 103 years ago and while the majority
of worlds conquered or liberated in the sector have

long since transitioned to civilian rule, military rule
continues on 27 worlds that have strongly pro-Solomani
populations. Most are in the Sol and Dingir subsectors —
the former heart of the Solomani Movement — or located
near the Confederation border. In addition, military rule
is also in place on two other worlds — Xiwa and Depot —
for different reasons.

The day-to-day business of military rule is the
responsibility of the Imperial Army even if the first
impression of any visitor is likely to be watchful Imperial
Marines guarding the starport. On most worlds, the
senior Imperial Army officer serves as the military
governor. Worlds under military rule are under martial
law; civil liberties are suspended and Army patrols and
military police assist or replace civilian law enforcement.
Suspects can be detained for lengthy periods with little
or no evidence and without trial. Military tribunals
replace regular courts.

There are many other restrictions. Worlds under
military rule are not permitted to possess planetary
military forces. Imperial Army units are garrisoned
throughout the planet and often patrol in military
vehicles. Membership in certain anti-Imperial political
organisations such as the Solomani Party is prohibited.
Global computer, media and communication networks
and educational institutions are monitored. Limits

are imposed on free speech to oppose inciting violent
resistance to Imperial control. Certain planetary
industries, including arms manufacturing, may be
prohibited. The security at starports is tight on persons
or cargo entering or leaving the port. Checkpoints

and no-go areas restrict internal travel near sensitive
installations or in regions of known resistance activity.
The private operation of grav vehicles and other aircraft
are often tightly regulated, especially near cities or
military bases. Weapons are strictly controlled.

The transition from military to civil rule is an ongoing
and dynamic process, sometimes interrupted or turned
back by anti-Imperial uprisings, counter-insurgency
operations, and terrorist attacks. The Imperial military

is authorised to use all force necessary to retain order
and suppress rebellion. Imperial troops are highly
disciplined but there have been occasional incidents
where military occupational forces have been accused of,
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and occasionally charged with, excessive use of force or
sophonts-rights violations. Somewhat more common than
direct incidents involving Imperial troops are instances
where civilian security forces under nominal Imperial
control have been engaged in excessive brutality or the
torture of suspects, perhaps as a result of using their
status to settle local scores. As these lapses provide
considerable fodder for anti-Imperium propaganda,
Imperial Army policy is to aggressively investigate and
punish anyone responsible for such incidents. There
have been cover-ups and whitewashes over the last
century but, in general, the Imperial occupation can be
characterised as tough rather than brutal.

The ultimate goal of military rule is a society that
supports, or at least accepts, Imperial sovereignty. So
far the Imperium appears to be succeeding. Over time,
the Imperial military has generally been able to show
a steady reduction in guerrilla and terrorist activity,
with a gradual increase in popular support for Imperial
rule. Imperial policy is to reduce restrictions and

lower military presence as the situation permits. When
military rule was first imposed on Terra, the Imperial
Army policed the streets in armoured grav vehicles and
incidents were dealt with by troops wearing combat
armour; today that level of force is only likely to be seen
if the military needs to respond to a major incident.

On most Solomani Rim worlds under military rule
there is now some degree of civilian government.
Although the military governor and martial law is still
in effect, there will be a civilian-run civil service, local
or municipal government and civilian police force.

The military authorities try to ensure key positions

in these organisations are held by Imperial loyalists.
Where anti-Imperial sentiment remains strong, these
people risk being denounced by Solomani supporters as
puppets or collaborators and targeted for assassination
by terrorists or guerrillas. Imperial Army soldiers may
also be tasked with training local security forces and
assigned to perform joint operations. There is always

a risk that civilian officials or the police may contain
secret sympathisers of Solomani resistance groups.

A more common problem is that Imperial occupation
forces have often found themselves inadvertently taking
sides in longstanding planetary disputes by supporting
a slightly more pro-Imperial faction against another
faction and it can be tempting for opposing groups to
brand opponents as anti-Imperial insurgents.

IMPERIAL
INEFERL L ICGENCE

The Intelligence branch is a small part of the Imperial
Interstellar Scout Service that correlates and analyses
data gathered by thousands of scouts, including former

scouts on detached duty. A smaller part of that branch is
the Espionage division, which is engaged in performing
active espionage and counter-espionage missions,
including occasional black operations. Collectively, the
Intelligence branch of the [ISS and especially its elite
Espionage division are known as Imperial Intelligence.

Imperial Intelligence maintains small offices on most
Imperial, and some Vegan, worlds in the Solomani Rim
and has covert agents in Solomani space. Its number of
agents is quite small in comparison to those fielded by
SolSec but they are superbly trained and equipped with
the most advanced (TL15) Imperial equipment. They can
also count on cooperation — albeit sometimes reluctantly
given — from other Imperial services, the Ministry of
Justice and the police and security apparatuses of
planetary governments. Perhaps more useful are the
large number of retired scouts on detached duty and
their associates who provide both information and semi-
deniable assets for covert operations.

The Imperium does not normally intervene in domestic
political activities but those involving the Solomani
Party are a special case due to their connection with
a foreign state, the Solomani Confederation. Imperial
Intelligence’s primary effort in the Solomani Rim
involves thwarting the efforts of SolSec to manipulate
pro-Solomani politics on Imperial-occupied worlds. It
also focuses on detecting and neutralising Solomani
guerrillas and terrorists with a particular emphasis

on those receiving external support from SolSec or
Solomani Party militants in the Confederation.

Yuri Blackwell is the cunning ‘old man’ of the IISS’s
Solomani Rim division of Imperial Intelligence and a
master player in the game of espionage. He has twice
resisted attempts to transfer him to the Spinward
Marches; he prefers dealing with opponents who cannot
read his mind. He is a close friend of the Duke of Dingir.

IMPERIAL NAVAL
IBGRELY IGENGE

Naval Intelligence may have a larger budget and
more personnel in the Solomani Rim than Imperial
Intelligence but its focus is far narrower.

Naval Intelligence is chiefly concerned with predicting
Solomani Confederation Navy capabilities and intentions,
as well as those of the Home Forces of border worlds.
Some of this involves assimilating and evaluating

open source information from Solomani media but

Naval Intelligence also gains information from spies,
many recruited from academics, merchants, tourists or
business people whose legitimate activities take them
into Solomani space and give them a chance to observe



bases or warships. Another primary source of information
are defectors from the Solomani Confederation military or
corporate community. Naval Intelligence’s most striking
coups have involved securing the defection of entire
Solomani Confederation Navy vessels and in some cases
making the vessels and their crews ‘disappear’ so they
appear to have been lost to misjump or other accidents.

The counter-intelligence branch is focused on
countering infiltration of the Imperial Navy and its many
civilian contractors. The foundation of this involves
careful background checks to identify and monitor
individuals with connections or sympathies that link
them to the Solomani Confederation or Solomani
Movement. Counter-intelligence is also concerned with
identifying Solomani agents who may be undercover
working as civilians at starports and startowns on
worlds with Imperial Navy bases. Such individuals —
such as a startown broker, bartender, hotel clerk or
prostitute — may be fixtures of the local community

who use regular interactions with military personnel

to gather intelligence on fleet deployments or attempt
to suborn or blackmail navy officers, crew or marines.
Since the starports are Imperial territory, Imperial Naval
Intelligence has jurisdiction to identify and eliminate —
or turn — these foreign agents.

Naval Intelligence also engages in highly classified
missions that send its own personnel into Solomani
Confederation space. This can involve sending individual
operatives or teams on missions to gain information
about Solomani military programs or extract would-be
defectors. More often it involves stealthy reconnaissance
vessels operating in the outer reaches of Confederation
star systems and using long range passive sensors

to monitor naval traffic and signal emissions. Since

a lengthy presence can be dangerous, the Navy will
sometimes simply emplace unmanned sensor stations
but these require visiting every few months to retrieve
any recorded information. The Solomani Confederation’s
own covert reconnaissance vessels do the same in
Imperial space.

THE IMPERIAL NAVY

The Imperial Navy maintains sector fleets in both

the Solomani Rim and Alpha Crucis. The former is a
powerful force tasked with defending the large expanse
of Imperial territory in the sector, whereas the Alpha
Crucis sector fleet is little more than an administrative
apparatus controlling a modest force that mainly
undertakes border patrol work. Its administrative staff is
much larger than it needs, enabling the sector fleet to
be brought up to strength in minimal time.

The Alpha Crucis fleet, whilst a distinct formation, is
normally under the jurisdiction of the Solomani Rim
admiral. If a full complement of ships were to be
assigned a flag officer would be chosen to command
them but at present the posting would be a waste of
an admiral. Thus both fleets are presently under the
command of Sector Admiral Shana Ashran.

The Alpha Crucis fleet has its headquarters at Wulfe

in the Ximenes subsector. Its handful of capital ships
are concentrated there, under the command of a
subordinate admiral who receives his orders from Depot
in the Solomani Rim. A force of cruisers and escort
vessels is delayed across Imperial territory within the
sector, whilst couriers maintain close links with the Old
Expanses fleet. In the event of hostilities, it is planned
that reinforcements will come from that fleet rather
than being transferred from the Solomani Rim.

The Solomani Rim fleet’s headquarters and around half
its heavy combat assets are located at Depot in the
Solomani Rim. The remainder of the battle forces and
most of the lighter units are deployed in the Albadawi,
Dingir, Sol and Arcturus subsectors. The sector’s
marine forces are also headquartered at Depot and are
in theory kept concentrated to act as a war reserve.

In practice, requests for marine assistance with
occupation and counter-insurgency operations mean
the central marine force is often under strength.

In the event of an unexpected outbreak of war

the Solomani Rim fleet is expected to contain
Confederation advances and secure key systems,
making only local counterattacks until reinforcements
can arrive. Additional forces would be available or at
least en route if conflict was expected or planned, in
which case the sector fleet would implement one of
the war plans formulated at Depot. These are kept
constantly updated, with local contingency plans
distributed to forward-deployed forces whenever a plan
is changed. In many cases fleet elements would need
no detailed orders, merely an authentication code and
instructions to implement one of the existing plans.

The Solomani Rim fleet has the additional
responsibility of reinforcing the small Imperial-

held territory in Magyar and Alpha Crucis should

be threatened, and is in theory available to assist if
other sectors were seriously threatened. This is only
likely in a large-scale rebellion or civil war, whereas
reinforcement of the Solomani Rim fleet with forces
from Diaspora is part of most war plans. This has been
practiced on a limited scale but only after alerting the
Solomani Confederation that such an exercise was
underway. If Confederation agents detected such a full
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Imperial Warship Dispositions

The Imperial Navy operates on the principle that
‘sector fleets fight wars, subsector fleets keep the
peace’. A subsector fleet usually has a cruiser

or carrier as its flagship; all other permanently
assigned vessels are destroyers or smaller. However,
a subsector fleet will often be ‘loaned’ a few vessels
from the sector fleet to assist in dealing with
problems. In the case of the Solomani Front these
deployments are near-permanent.

Thus the most likely encounter with a single
Imperial ship or small task force is with vessels
under local (subsector fleet) control. If elements
of the sector fleet are encountered they are
likely to be concentrated, such as a squadron of
battleships with supporting cruisers and a heavy
escort force. However, sometimes a lone capital
ship will be placed in a system as a guardship
or a powerful reminder of the Imperium’s naval
might. Such deployments are temporary but leave
a lasting impression.

mobilisation — which would be difficult to hide — the
Confederation would deploy its own forces and war
might be difficult to avert.

Each subsector with Imperial worlds has a numbered
subsector fleet assigned to it. Like other subsector
fleets these forces are geared to security and patrol
work. They are not intended to be capable of resisting
a major attack by the Solomani Confederation but do
contain more vessels than a typical subsector fleet.
These are mainly patrol ships for customs and security
work along the borders. There are also intelligence-
gathering vessels and some rapid-reaction forces
attached to the subsector fleets. These are sector fleet
assets made available to the subsector commander
partly to bolster local security and partly to disguise
their movements by making them seem like any other
subsector fleet patrol vessel.

The subsector fleets in the Dingir, Albadawi and Sol
subsectors are also responsible for supporting Imperial
Army-led occupational duties and are assigned
additional transport and assault ships used to working
with army rather than marine units. The subsector

fleets in the Solomani Rim also handle duties ordinarily
assigned to planetary navies on worlds under military
rule, resulting in the unusual step of the Imperial Navy
procuring and operating system defence boats for worlds
such as Terra. As there is some institutional opposition

to this, the SDB wings are understrength and naval
fighter squadrons are also assigned to perform system
defence patrols.

THE IMPERIAL ARMY

The Imperial Army maintains local headquarters in each
subsector, with its sector headquarters located at Dingir.
Large army forces, including aerospace and wet navy
units, are deployed to worlds under military rule and key
border worlds that lack sufficient planetary defences of
their own. Smaller Imperial Army forces engage in various
missions throughout the sector, ranging from disaster
relief to counter-insurgency against Solomani guerrillas.

The ongoing military occupation of some 30 worlds —
many with high populations — represents the largest
single ongoing commitment of Imperial Army personnel
in the Imperium. For nearly a century a not-insignificant
portion of the budget and doctrinal thinking of

army units in the Domain of Sol has been devoted

to managing the Solomani Rim Occupation Force.
Except on a few worlds like Scaramouche or Kidashi,
the insurgent threat is low and occupation duty on a
civilised world like Terra or Prometheus is far more
pleasant than some backwater hellhole in the Reaver’s
Deep or Ley sectors. Officers have found they have had
to serve as military governors and policemen rather than
soldiers, and proficiency in fighting has often taken a
back seat to mastery of civil affairs. Some analysts have
expressed concern that this long-term focus may have
diminished the assigned forces’ ability to perform large-
scale military operations such as planetary invasions.

COLONIAL AND
PLANETARY
ARMEDFORCES

The Imperium has traditionally used the term ‘colonial’
for the armed forces of its member worlds, despite the
word ceasing to be accurate centuries ago — if ever it
was. By convention, Planetary Armed Forces are under
the direct control of the owning government whereas
those operating in conjunction with the Imperial armed
forces are designated as ‘colonial’. This is a useful
distinction, although in fact both terms can be used
interchangeably.

The proximity of the Solomani Confederation has

led most Imperial-controlled systems that can afford
planetary navies to concentrate on building wings of
system defence boats or monitors. The emphasis on
non-starships ensures that defensive assets cannot be
easily ‘borrowed’ by the Imperial authorities to protect
other systems or naval bases.
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Two notable exceptions to this rule are the Ultima

and Dingir subsectors. Ultima lacks a fully functional
Imperial subsector government, allowing several worlds
to build up their interstellar fleets for nationalist
reasons. Dingir has a strong naval tradition dating back
to the old Dingir League and worlds not under military
rule often purchase patrol ships or even cruisers.

As worlds under military rule are not permitted planetary
navies, the Sol subsector in particular lacks much in
the way of colonial and planetary naval forces. The
Imperial Navy and Army are forced to shoulder the
burden of local defence, which has diluted the available
strength and created a convenient dumping-ground for
‘plodder’ officers. Command of the defensive forces
assigned to a medium-importance world sounds like a
good posting for an ambitious officer but in practice the
best are considered wasted on such deployments. Local

commanders are usually mediocre or promoted-out-of-
the-way types and even good units assigned to their
command can lose their edge over time.

Huscarles

Huscarles are the household forces of the Imperial
nobility. Most Solomani Rim marquises, counts and
dukes maintain only modest huscarle formations that
rarely exceed platoon or company strength. These

are mainly trained for bodyguard and security duty. A
force this size can easily protect against most terrorist
or insurgent threats and larger private armies are
considered a bit uncivilised — and also redundant given
the sizable Imperial Army, Navy and Marine forces
committed to the sector. A few exceptions exist to this
rule; the Dukes of Albadawi, Alderamin and Dingir
maintain well-equipped household forces at brigade or
greater strength.



C H A P

CONFEDERATION
TERRITORY

The Solomani Confederation controls about a quarter of
the Solomani Rim and most of Alpha Crucis.

The Solomani claim to this region is by right of
colonisation and self-determination. Most of its worlds
either never joined the Imperium or were colonised
when the Solomani Autonomous Region was outside the
Imperium’s control.

The political organisation of worlds under
Confederation control is typical of the Confederation
as a whole. Most worlds have a single government,
and whilst multi-world governments are not common
they are accepted to have jurisdiction over their

whole territory. Thus many less developed worlds are
administered from elsewhere. Member governments
send representatives directly to the Secretariat that
governs the entire Confederation. This means there are
no sector or subsector capitals as would be found in
the Imperium. All Confederation member governments
are equally independent member states.

The Confederation Navy, Army, SolSec and the various
ministries of the Solomani Party-dominated Confederation
bureaucracy maintain headquarters and coordinating
offices in each significant region. In the Solomani Rim

— unlike some other sectors of the Confederation — these
offices are centralised on a particular world. Imperial maps
refer to these as ‘subsector capitals’ but that term is not
used by the Solomani.

The Confederation worlds along the Imperial

border, which are profiting most from trade with the
Imperium, are those which are most in favour of the
continuation of peaceful relations. Further in from
the border, where trade with the Imperium is not

as important, there is greater militant sentiment.
Inhabitants of the rimward frontier feel that peace
with the Imperium will result in more attention being
paid to their economic development.

The majority of the Confederation’s people want peace
with the Imperium. In spite of this, a fair portion of
the citizens of the Solomani Confederation support

anti-Imperial organisations, some of which make raids
across the border into the Imperial portions of the Rim.
This is a cause for significant internal conflict, pitting
pro-peace groups against those who are rocking the
boat too much.

STRATEGIC STANCE
A ARIELOCOYC TERANE

In the years since the creation of the Solomani
Autonomous Region, some Imperial practices have

been modified or eliminated entirely. Of these, most
were re-implemented in the areas lost at the end of

the Solomani Rim War. Within the Confederation these
Solomani practices have long become the norm. In
particular, doctrines and equipment design philosophies
for military forces have a distinctly ‘Solomani’

flavour. Rather than sector and subsector fleets, the
Confederation has a centralised naval administration
with fleets assigned to regions — typically a cluster of
stars or an area likely to be used as an axis of advance —
as they are required. Warship designs and the doctrines
surrounding their use are also different, reflecting the
lack of a gigantic resource pool such as that enjoyed by
the Imperial Navy.

In general, the Confederation’s stance is strategically
defensive but based upon tactical offence. That is,

it does not want a war and will not precipitate one

but should conflict occur the Confederation plans to
defend its territory across the border in Imperial space.
Part of this strategy is the highly controversial Iron
Gate doctrine.

Under Iron Gate, heavily fortified bases were to be
created on the borders to support and protect strong
battle fleets. These would meet an Imperial advance
well forward and carry the war into Imperial space.
In the event, the cost of the bases meant that the
ambitious ship-building project that would have
provided the new fleets was curtailed. This leaves
the Confederation with a number of expensive and
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prestigious bases but few ships to use them. The loss
of these bases would be a severe blow to morale, so
defensive assets have to be assigned to protect bases
that are essentially useless until the warships to operate
from them are available.

Under the Modified Iron Gate strategy, these bases have
been redefined as defensive strongholds protected by

a mix of local and Confederation fleet elements. The
Iron Gate bases are used by small reconnaissance and
fast-reaction forces, most of the time, but stand ready to
receive large fleets transferred from elsewhere if a crisis
develops. Those who favour a resumption of hostilities
criticise this defensive mindset as an abandonment

of the territory lost to the Imperium, whilst those

who prefer peace worry that the strategy might be
inflammatory. Naval analysts are more concerned about
the huge cost of constructing and maintaining a set of
bases that do nothing more than tie down additional
defensive forces where the Imperium could conveniently
smash them.

In the event of war, Confederation strategy is

based around a combination of rapid strikes by the
Confederation Navy and a stubborn defence by Home
Forces, reinforced by elements of the Confederation
armed forces. The intent is to force the Imperials to the
negotiating table by making the war — and occupation
of any gains — far too expensive to continue. The
possibility of economic conquest is countered by
strengthening belief in Solomani culture, hopefully
leading to a rejection of Imperial consumerism and its
creeping influence.

SOLOMANI SECURITY
(SOESEC)

SolSec is by far the most powerful and influential
agency in the Solomani Rim. In most regions of the
Confederation the most important branch of SolSec is
the Internal Directorate but this is not the case within
the Solomani Rim. Here, the External Directorate
commands an equal share of budget and influence.

The External Directorate may have even more assets

in the Imperial subsectors of the Rim than Imperial
Intelligence does and it is deeply involved in attempts to
prop up and manipulate the various Solomani Party and
Solomani extremist groups in the Rim. It is involved in
funding, supporting, infiltrating and creating legitimate
non-violent Solomani Party political organisations — such
as pro-Solomani student organisations — and extremist
guerrilla and terrorist groups. It is also engaged in
military, industrial and political espionage. SolSec has a

Omwrom

particular interest in the activities of sector nobles and
border world governments, high-technology industrial
processes and Imperial military deployments, procedures
and equipment.

The External Directorate maintains an extensive network
of spies and sympathisers within the Solomani Rim,
most of Solomani ancestry and some with high positions
in Imperial nobility, bureaucracy and military. Most are
ideologically motivated individuals who support or were
converted to the Solomani Cause or who hold other
anti-Imperial or anti-Vegan ideologies. The Directorate
is known for its long-term planning; a SolSec agent may
try to befriend or seduce someone from an influential or
noble family while they are a young student.

The External Directorate also engages in deniable

black operations aimed at causing trouble not directly
traceable to the Solomani Movement. Imperial
Intelligence suspects, but cannot prove, that the
External Directorate may have had a role in manipulating
the outbreak of nuclear war on Xiwa and Vegan-human
conflicts in the Esperance subsector. The goal of these
operations would be to weaken the Imperium’s hold

on the Solomani Rim and divert military and political
attention from pro-Solomani border areas.
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The coordinator general of the Solomani Rim section of
the External Directorate is Manfred Esterhazy. He enjoys
an unusually close relationship with, and understanding
of, the Confederation Navy, due to a lengthy period
undercover as a covert agent within the Capella
subsector fleet where he rose to the position of executive
officer on an /ndependence-class cruiser.

The agency’s Internal Directorate exerts pervasive
influence on the Solomani Confederation worlds

and is concerned with the rise of radical versions of
the Solomani ideology such as the Brotherhood of
Earth, expending significant effort on infiltrating and
monitoring these groups. However, in the Solomani Rim
the Internal Directorate’s main concern is its ongoing
attempt to monitor and manage political rivalries

in a way that strengthens the Solomani Cause. The
Directorate are concerned that the increasingly bitter
multi-world dispute in the Kukulcan subsector may
escalate into military confrontations or destabilise
pro-Solomani governments. SolSec has responded with
very low profile covert operations in support of centrist
politicians, as overt action may trigger a backlash that
gives ammunition to planetary nationalists. At present,
SolSec is uncertain which factions in the dispute
represents the greatest risk.

The Internal Directorate’s secondary but still important
focus is counter-espionage against Imperial Intelligence
operations, keeping an eye on companies engaged in
joint ventures with the Imperium such as Thinking
Machines Incorporated and Solomani Shipping. It

also carefully watches the millions of Solomani who
now travel to and from the Imperium every year from
Solomani subsectors for business, education or tourism.
It sees them as potential avenues for Imperial infiltration
of Confederation society, both in terms of espionage and
as carriers of ideological contamination.

SOLOMANI
CONFEDERATION NAVY

The Solomani Confederation Navy is organised
differently to its Imperial equivalent. Rather than being
disposed on a sector and subsector basis it is organised
as regional fleets and flotillas based on astrographic
and political realities. Relatively few heavy battle units
are deployed in the Solomani Rim, although forces are
rotated through the sector on a semi-regular basis in an
attempt to conceal their exact numbers and locations.
Alpha Crucis has a stronger complement of battle units.

The reason for this disparity is a simple correlation
between distance and time, or rather lack of time. Heavy
units placed close to the border could be attacked

before orders to commence hostilities arrive, so unless
an attack is expected at a particular point — or one is

to be made imminently — battle forces are held back
from the border. With only a subsector or so of strategic
depth, the Solomani Rim is an unsafe deployment for
major combat units, as are the border subsectors of
Alpha Crucis. These areas have some defensive units
and patrol elements but heavy formations sighted in the
area are typically ‘showing the flag’ and will return to
more distant bases afterward.

Naval forces are administratively grouped into fleets
and flotillas, and deploy on a flexible basis. The term
‘squadron’ is used differently than in Imperial space.

In the Confederation a squadron is a naval force
comprising primarily a single ship type, although it may
include escorts and support vessels. For example, three
battleships with a supporting missile cruiser and some
destroyers would be referred to as a battle squadron.
Commonly, multiple ships of different types are grouped
to carry out a mission. This formation is temporary and
would be referred to as a task force. Thus a light carrier,
a light cruiser, two destroyers and a troop carrier would
be a task force; five troop carriers and their escorting
vessels would be a squadron.

Each sector has a commanding admiral who assigns
forces to regional fleets whilst retaining control over
the bulk of the forces. This is little different from the
arrangement of Imperial sector fleets and indeed is a
holdover from the days when Confederation space was
part of the Imperium. Subordinate fleets are arranged
quite differently, however. There is no equivalent to
the Imperial subsector fleet. Instead, each naval base
has an allocation of forces deemed suitable for its
mission. Normally this is patrol and security work in the
surrounding area plus communications duty.

These local formations tend to be small and are named
for their home base. The Barsoom Flotilla is a mixed
force of patrol vessels tasked with patrolling the local
cluster and maintaining communications throughout the
rimward end of the Jardin subsector. The Skanderbeg
Flotilla is responsible only for a single system and is
concerned mainly with border security. It also supports
covert intelligence-gathering missions into Imperial
space using vessels assigned temporarily from the pool
of ships available to Naval Intelligence.

Flotillas are usually commanded by a rear-admiral,

with multi-ship task forces placed under the hand of a
commodore. To be considered a fleet, a force must have
sufficient major vessels to be able to form multiple task
forces. A regional fleet is normally commanded by a
vice-admiral and responsible for operations in whatever
area it is assigned. This is normally a cluster or group of



clusters, adding up to less than a subsector in total, but
a regional fleet could in theory be given a very large area
of operations. This would be the case in undeveloped
areas with many empty systems, or where a fleet has

a specific purpose. For example, specialist naval
intelligence ships are grouped into an administrative
fleet with a huge area of operations. Vessels might be
deployed under command of the fleet or passed to a
regional flotilla as required.

Fleet designations are, in theory, temporary but most
have existed for many years and will continue for the
foreseeable future. This is due to an ongoing need
for a fleet in that region, which is unlikely to change.
Each fleet or flotilla has a designated role, which
may be broad or very specific depending upon its
individual circumstances.

The Pilgham Cluster Fleet is tasked with the security
and defence of the Pilgham Cluster, located in the
Jardin subsector. It was to be assigned a powerful force
of battle riders and specialist cruisers — mainly missile-
heavy designs — as part of the Iron Gate strategy. In

the event, few of these forces became available. The
fleet does possess a modest cruiser force and a handful
of battlecruisers whose task is mainly to be seen by
Imperial informants, serving as a ‘fierce face’ to remind
the Imperials of Confederation naval strength.

The Kukulcan Border Fleet is normally tasked with a
similar role to the Pilgham Cluster Fleet and was also
scheduled to receive heavy defensive assets as part of
Iron Gate. These never materialised but the fleet has
been assigned a considerable number of additional
vessels, including capital ships and carriers, due to the
tensions around Kukulcan. Heavy warfighting assets are
scheduled to be returned to the central reserve once the
situation has been resolved, although in practice local
commanders will do everything in their power to hang on
to at least some of their ‘borrowed’ vessels.

The main concentration of warfighting assets in the
Solomani Rim is around Vantage, in the Near Bodtes
Cluster. Vantage is the headquarters of the Solomani
Rim Strategic Fleet Reserve. This is a primarily
defensive force, intended to deploy within the Near
Bodtes Cluster to blunt an Imperial advance. The
protection of the cluster is important for strategic
reasons — it lies on the obvious route of an Imperial
advance towards the Confederation capital at Home in
the Aldebaran sector — and also due to economic and
political factors.

The Strategic Fleet Reserve does contain some forces
capable of offensive action outside the cluster. Some of
these are currently deployed near Kukulcan but at need

the fleet reserve could put together a powerful rapid-
reaction force built around battlecruisers and carriers.
More commonly it detaches heavy task forces to assist
local patrol assets when necessary. Other Confederation
naval forces in the sector are grouped as flotillas or task
forces and mostly composed of light vessels such as
frigates and escorts.

Overall command of the Solomani Rim rests with
Admiral Terra Delacroix. She comes from a working-class
belter family in Capella and has the traditional Solomani
disdain for the Imperial nobility. Although a native

of the Rim, for most of her career Delacroix served
elsewhere in the Confederation. Delacroix demonstrated
her prowess as a ‘fighting admiral’ in the Dark Nebula
sector on the Aslan frontier, where she also displayed
impressive ability as a diplomat.

A similar arrangement of small fleets-in-being and a
large fleet reserve is used in other sectors. In Alpha
Crucis, the Strategic Fleet Reserve is based out of the
Vald Naval Complex, a cluster of four naval bases in
the Teta Lise, Pesacce, Rilo and Totu systems. Fleet
headquarters is at Pesacce, which is home to most of
the battleships, fleet carriers and logistics vessels as
well as troop ships and assault vessels. Pesacce also has
a huge military base and training facilities for planetary
assault formations. Sufficient escort vessels are also
housed at Pesacce that an intervention fleet can be
formed without bringing in ships from other bases.

In overall command is Admiral David Kent, who comes
from an ‘old navy’ family. His relatives include notable
diplomats and business owners as well as naval officers.
Born and raised to excel, Kent is an example of the
best and the worst aspects of the Solomani superiority
complex. He is a member of a family that considers
itself superior to other Solomani and other Solomani

to be superior to everyone else. David Kent naturally
competes with his siblings to be the most superior of
them all. Whilst this has driven him to excel, it has also
fostered an almost cruel, harsh edge to his personality.
Kent is known for his angry outbursts over trivialities
such as a misplaced comma in a report and most of the
fleet’s captains live in fear of him.

Kent does not lead by example and show others how
they can be their best; he simply demands that everyone
around him meets whatever standard he sets. He will
publicly ridicule and browbeat a captain who does not
have every minor detail of his ship’s supply complement
to recall, or an intelligence officer who cannot

clearly explain the function of a complex power plant
component. This is one way Kent ‘proves’ his superiority
— by demanding that others function perfectly outside
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their area of expertise. Morale among the crews of the
Alpha Crucis Sector Strategic Fleet Reserve is not good
but oddly seems to improve wherever the admiral is not.

The naval base at Teta Lise is variously known as
‘battlecruiser country’ or ‘destroyer central’; it is the
home port of much of the sector’s strike forces. The
majority of destroyers based there are strike rather than
fleet types, optimised for the rapid delivery of heavy
firepower rather than a more general ‘fleet’ role. Rilo
plays host to the battle tender force and its riders, both
combat and logistics. In any major conflict these forces
would be moved to bolster the defences of threatened
systems, possibly in several waves as tenders returned to
pick up another group of riders. The Totu naval base has
a wider range of vessels than other Fleet Reserve bases.
These include battleships and cruisers as well as most
of the fleet destroyer complement.

In addition to the Fleet Reserve, Alpha Crucis has several
smaller fleets-in-being. The Orichalc Border Fleet is

quite strong, with an allocation of battleships and battle
tenders to permit it to resist an initial strike in some
force. The Alpha Crucis Central Fleet acts as a rapid-
reaction reserve for the whole sector, receiving ships from
the strategic reserve on a rotating basis. The Central Fleet
can put together task forces capable of dealing with most
problems but has only a few capital ships — it is a fly-
swatter to the strategic reserve’s hammer.

The Dagir Border Fleet, in contrast to the Orichalc fleet,
has been pared down to the bone in recent years. A
small force of overworked fleet destroyers is all that is
available to show the flag and deal with incidents too
serious for the patrol vessels assigned to the region.
Repeated requests for additional ships have produced
only platitudes or promises to look into the possibility of
assigning some more capable forces.

The rest of the sector has small forces assigned to

its naval bases as local reserves but these are greatly
outnumbered by patrol vessels assigned to regional
commands. Typically a patrol flotilla has responsibility for
an area smaller than a subsector; either a large cluster

of worlds or multiple smaller groupings. Patrol forces are
part of the Alpha Crucis Fleet and sometimes co-opted
into ‘fleet’ roles but are not well suited to combat against
a ‘straight’ combatant vessel of similar size.

SOLOMANI
CONFEDERATION ARMY

AND MARINES

In the Solomani Rim the Confederation Army’s main
bases are mostly co-located with naval installations,
with a large proportion of army units assigned to them.

Confederation Warship Deployments
The Solomani Confederation has a different naval
doctrine to the Imperium but the underlying
philosophy is similar — heavy units are concentrated
in warfighting formations, whilst patrol and security
work is carried out by lighter forces. Unlike the
Imperium, the Confederation makes considerable
use of specialist patrol vessels. These are generally
cheaper than a front-line warship of the same size
and much less capable.

Encounters with Solomani warships will usually be
with patrol assets of this sort or with similar vessels
operated by the Home Forces of a major world.
SolSec also has warships used for ‘security and
reassurance’ patrols. These are crewed by SolSec
rather than naval personnel and are generally less
effective combatants than an equivalent naval ship
but their crews are experts at spotting fake ship’s
papers or a discrepancy in the cargo manifest.

Army assets are more concentrated than naval forces;

a small naval base might be home to a very significant
army contingent. Other forces are deployed to deal with
trouble spots or to assist in disaster-management.

In addition, significant army forces are deployed on
many worlds close to the Imperial border, in what is
unofficially termed the ‘speed bump doctrine’. An army
adage — greatly disapproved of by senior officers and
other services — holds that since the navy has left the
Iron Gate wide open, the army will be expected to hurl
itself onto the road to act as a speed bump. Cynical as
this is, it is not far from the truth.

The Home Forces of worlds along the border are
augmented by Confederation Army formations, some

of whom man aerospace defence fortresses. Officially,
these formations are intended to make capturing the
border worlds as difficult as possible and holding

them almost as costly. This is true but in addition the
deployed Army commanders have another responsibility
— to prevent an early surrender by the world’s armed
forces. Since a border world can hardly surrender whilst
aerospace defence units are still shooting at targets in
orbit, the deployed army units ensure local forces put up
a good fight. The heavy defences around their bases will
protect against an invasion force trying to silence the
aerospace weapons from ground level — or local ground
troops trying to do the same. These deployed units are
integrated into the member world’s command structure
but remain separate from Home Forces, primarily to
maintain the security of their installations.
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HOME FORCES

The ground and naval forces of a member government
are termed ‘Home Forces’, whilst those equipped and
trained to an equivalent standard to Confederation
forces are given the title Home Guard. All Confederation
worlds are required to spend a minimum percentage of
their GDP on Home Forces and given a set of roles these
forces must be able to fulfil. The exact nature of Home
Forces is up to the government, as is the decision to
spend additional funds. Strategic worlds are granted a
subsidy to augment their defences and may be assigned
Confederation Navy or Army units on a long-term-
temporary basis.

Member governments are expected to maintain a force
capable of enforcing interstellar law and protecting
orbital traffic from piracy, assuming they have a
sufficient level of technology or can buy the necessary
assets. Most member governments are satisfied with
this plus a reasonable ground force and most of those
with additional capabilities limit themselves to in-
system patrols. However, the Home Forces of some
worlds include significant naval assets, sometimes
including capital ships. Home Forces units can be
transferred to Confederation Army or Navy command
but usually operate under the control of their home
government. The ability of some worlds to project power
over interstellar distances can be problematical for the
Confederation government but it is an integral part of
the Confederation’s structure.

CONFEDERATION
e EARY S

The Solomani Confederation is much less diverse than
the Imperium in terms of people encountered but
much more so in terms of local culture. Many worlds
stubbornly cling to their unique traditions — be they
derived from Old Earth or from the world’s history after
being colonised. Accents, dress styles and figures of
speech are considered precious relics of a glorious
history. Often, two Solomani from different worlds will
delight in their differences — a far cry from the terrified
xenophobia depicted far too often in Imperial media.

Friction can occur when both societies have common
roots but different takes on their ancient traditions.

For example two worlds colonised by people of French
descent might encounter very different influences in
their later history. Discovering that another group ‘gets
traditional French cuisine wrong’ can lead to problems
as Solomani tend to be very proud of their traditions.

A suggestion that someone’s homeworld makes a
traditional dish wrongly or has forgotten how to correctly
pronounce some words can be taken as an attack on

national pride. However, for the most part their common
origins on Old Earth will unite Solomani against
outsiders no matter what aspects of traditional culture
they are wrong about.

Thus it is quite common to find worlds with a distinct
flavour. One might embrace a mix of traditional West
African cultures, another be more influenced by South-
East Asia. This does not mean an attempt to replicate
the parent culture but influences will be seen in
patterns, colour schemes and design philosophies. Many
Solomani are deeply proud of the way their worlds retain
their individual flavour and lament the way the occupied
worlds — especially Terra — are being slowly turned into
Imperial-standard clones.

This ‘delight in differences’ applies to other Solomani
cultures but not, for the most part, to outsiders. The
Solomani belief that their way is better than anyone
else’s leads to a lack of interest in external cultures.
This is usually passive, in that the individual has no real
interest but will not actively disparage a non-Solomani
culture. However, there are many who will denigrate
anything not invented on Terra no matter who they
offend. A small proportion of those will do it specifically
to offend outsiders but for the most part the Solomani
are simply proud of their own culture. The exception

to this rule is ‘consumerist Imperial blandness’, which
is generally despised for what it is rather than what it

is not. In other words, Imperial culture is offensive to
some Solomani for the way it has eroded the traditional
culture of some Solomani worlds rather than because it
was ‘not invented here’.

Except for uplifted Apes and Dolphins, encounters with
minor races will be rare in Confederation-controlled
subsectors. Vegans are not uncommon in some areas
but their relations with the Confederation are so poor
that it is dangerous for Vegans to visit many worlds.
The primitive indigenous races, or ‘prindigs’, are rarely
encountered away from their homeworlds, although
occasionally some are recruited for a project and might
be working far from home.

The Imperial Credit is usually accepted within the
Confederation but there are some places where it will

be rejected on general principle. ‘You take their money,
they take your way of life’ is a common mantra in these
areas. The Confederation Credit (or ‘see-see’) is almost
identical in value to the Imperial one but comes in a
variety of designs celebrating various Solomani cultures.
See-sees are used throughout the Confederation, although
many backwater worlds retain their own currencies.
Conversion is occasionally necessary but for the most part
Confederation Credits are entirely acceptable.



INTERNAL
COMMUNICATIONS

The Imperial x-boat service has been gradually replaced
by two parallel courier systems and what an Imperial
citizen would take for x-boat routes on star charts are
actually the main courier arteries. The fleet of express
boats inherited by the Solomani Confederation when it
declared independence has not entirely worn out but
the remaining craft have been kept in service only by
cannibalising others. Today, there are few worlds served
by an x-boat service. Instead, information moves by way
of the Confederation Courier Service (CCS), a network
of contracted vessels capable of carrying mail in the
same manner as an x-boat but not requiring tenders and
pickup tugs.

The Confederation Courier Service makes use of a great
variety of vessels. Huge superfreighters, humble trade
ships and specialist courier vessels are all tied into

the network. Some are operated by the Confederation
government but most are privately owned commercial
vessels or are the property of a member government.
This system requires extensive bureaucratic oversight
but it does save money. Its other benefit is an open
secret — SolSec has inserted a number of vessels into

the mix and uses them for covert intelligence operations.

Sometimes this means springing a trap on raiders

Why Solomani Humans

are the Best Humans

At the heart of Solomani philosophy is the idea that
humans who developed on Earth are better than those
who did not. Many Solomani have no idea why this
should be but are adamant it is so. Those who do
offer a reason will typically say something like this:

Humans evolved on Earth, where conditions are right
for the proper development of humans as they are
supposed to be. Those transplanted to other worlds
developed under different conditions that were not
quite right and thus cannot fulfil the full potential

of the species. Even those that were not genetically
fiddled-about-with by the Ancients still developed
under different conditions to those who matured in
the cradle of the Earth.

What then of those who are pure-blood Solomani
but were born on Home, or one of the many other
Confederation worlds? What of those who have
received genetic modification? The latter is a

who think they are about to raid a mail ship; on other
occasions the ‘mail ship’ is actually carrying a strike
force sent to eliminate a threat to the Confederation.

Information thus moves between the Confederation’s
major worlds at an average speed of two parsecs per
week. Busy systems will have a mail ship every few
hours from other major ports, whereas backwaters

may not receive CCS vessels on a regular basis at all.
Instead, whatever minor traffic is headed in and out of
the system carries electronic mail and physical items

to a larger port that does have a CCS connection. The
CCS operates a flotilla of small ‘backwater boats’, which
serve the minor ports on an as-often-as-possible basis.

This civilian courier network is paralleled by the Naval
Communications Office, a specialist division of the
Confederation Navy that provides high-jump couriers

to the fleet and for official internal communications.
Communications Office vessels typically carry a liaison
officer and a team of bodyguards, delivering information
directly to on-station naval commanders and world
governments without transmitting it in any form. The
‘comms case’ carried by the liaison officer is typically
expected to contain all manner of secret information but
its data is mostly dull statistics and reports on mundane
matters across the Confederation. Still, it is never
possible to say for certain whether a courier’s arrival is
business-as-usual or the delivery of orders to start a war.

controversial topic for many Solomani but the same
argument is used to counter both questions: The
Solomani race matured on Earth until it was ready to
move naturally onto the cosmic stage. Other human
races can be compared to fine wine that has not been
aged properly. Wine should not be bottled until it is
ready and likewise the human race was taken from
Earth before it was ready.

Others will point at what they perceive as the generic
consumerism of Imperial society, where aesthetics
and anything else that might make something
interesting are subordinated to efficiency in parting
citizens from their Credits. Playing up this stereotype
allows them to contrast with the multicultural
influences inherited by the Solomani from Old Earth
societies. By this argument those who remained on
Earth flowered into a myriad of fascinating societies
whose art and philosophy informs modern Solomani
culture, whilst those who were taken off to the stars
learned only how to be bland.
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ASTROGRAPHIC AND
POLITICAL FACTORS

The Confederation is, officially at least, an alliance

of member governments rather than a super-state
with solid jurisdiction over its entire territory. Member
governments administer their territories and in turn
owe allegiance to the Confederation government

as a whole. They are bound by some rigid laws and
encouraged to follow a much broader body of practice
but on the whole it is ideology and the diplomatic
efforts of the Confederation’s officials that keep
member governments aligned. The neat distinctions
of subsector borders are far less important than the
ease of travel between systems; astrographic regions
are defined by clusters, mains and rifts, and by the
influence of the major local economies.

Most member governments control a single main world
and its associated star system, although there are
some multi-world governments or regions that are the
territory of an important world. In addition, a number
of alliances exist within the Confederation. The right
to make such an alliance is enshrined within the
Confederation’s constitution, although occasionally the
actions of an alliance threaten the Confederation as

a whole and action must be taken to break it. This is
more commonly by means of economic and diplomatic

pressure than military action but sometimes force is
required to back up sanctions. This typically occurs
when a Confederation embargo is ignored and the navy
is deployed to enforce it.

Pilgham Economic Security Zone

The blandly named Pilgham Economic Security Zone
(PESZ) is an artificial alliance of worlds in the Jardin
subsector that are connected to Pilgham by a jump-1
cluster. It is an artificial alliance in the sense that the
member governments of the zone were induced (and

in some cases, coerced) into creating a close defensive
and economic alliance. The cluster is one of the obvious
invasion routes in the event of a renewed conflict with
the Imperium and is a pivotal region in the controversial
Iron Gate strategy. Members of the PESZ are required to
contribute part of their Home Forces to protect the huge
and under-used naval bases at Krypton and Jardin.

Jardin-Cluster Systems

The dominant world of the Jardin subsector is a harsh
Solomani Party-run dictatorship whose ruler would like
to exert a greater hegemony. One obstacle to this is the
hard-line policies of the world government, which is
one of the few examples of the stereotypical militarised,
alien-hating culture depicted in Imperial propaganda.
Ships from the Imperium passing through Jardin’s
highport encounter racism, xenophobia and all the



things their media have told them to expect. Indeed, it
may be that the ‘Nasty Racist Sollie Bad Guys’ depicted
in Imperial propaganda and entertainment media are
based upon impressions gained at Jardin.

The society of Jardin, with its extreme emphasis on racial
purity and superiority, is considered too extreme for most
Solomani worlds. Jardin has considerable influence as

a leader of militant ‘purist’” anti-Imperial factions in the
Secretariat and interstellar Solomani Party, and as a
major trading centre thanks to its importance as sector
headquarters of Transstar, but few friends. Its dictator
enthusiastically supports the Iron Gate strategy as a
demonstration of strength and jumping-off point for the
eventual liberation of the whole sector and continually
demands to know why the projected fleet has not been
deployed to ‘his’ naval base.

The wider region around Jardin is known as the Jardin-
Cluster Systems and extends into the Cluster subsector
of neighbouring Magyar. Many of these systems are

of modest value and importance, and the dictator of
Jardin routinely claims to be their protector and de facto
overlord. There is some truth in the former, as Jardin
stands in the path of an Imperial advance into the
region, but whilst Jardin and other nearby major worlds
exert some influence there is no coherent alliance within
the Jardin-Cluster Systems.

Bodtean Federation

Spanning parts of the Capella and Gemini subsectors,
the Near Bodtes Cluster is home to the Bodtean
Federation, a historical remnant of the ancient Near
Bodtes League. A large cluster of star systems with
strong internal links, the Bodtean Federation is not a
formal alliance but comes close to it. The agendas of
most of its member governments align strongly on the
majority of matters. This makes it a potent force in
Confederation politics.

The cluster has only two convenient jump-2 routes
into other regions. One runs rimward by way of Bleak
in the Aldebaran subsector and links the cluster to the
markets of the rest of the Confederation. The other
goes spinward-coreward into the Jardin subsector and
provides a link to Imperial space. The governments of
the cluster are strong advocates of peaceful trade with
the Imperium and a powerful force in maintaining the
current atmosphere of détente.

Gemini Rift

The Gemini Rift separates the Near Bodtes Cluster
from Kukulcan Economic Zone and creates a barrier to
trade and information flow. This also has implications
for strategic fleet deployments, as there is no easy

transit between these regions for forward-deployed
vessels. Movement can be facilitated by tanker support
of course but this is a significant undertaking involving
the commitment of considerable resources. Forces
deployed to the Kukulcan Economic Zone and the Near
Bodtes Cluster are not considered mutually supporting
and fleet command is well aware that a force drawn into
one region by a feint could be bypassed through the
other. The Gemini Rift also creates a jump-3 barrier to
movement in and out of Imperial space; the Kukulcan
Economic Zone does far less trade with the Terra region
than the Near Bootes Cluster.

Kukulcan Economic Zone

Kukulcan is the most populous Confederation world

in the Solomani Rim and exerts enormous influence
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