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Big Ideas, Grand Vision

300 years ago humans left for the stars. On the colonies humans have discovered marvels, developed new cultures, changed
in new directions - separated by gulfs measured in light-years. But now they are brought together again. Culture clashes
with culture, philosophy with philosophy. Technologies recombine into something new, something that can transform
humanity or destroy it. Ambitious people plan for the dynamic future. It isatimefor...

Big Ideas, Grand Vision

Big Ideas, Grand Vision isaroleplaying science fiction setting written by Anders Sandberg 1999. It isintended as hard

science fiction, dealing with the question "What can humanity become?* It was originally run using the Alternity system,
but should work fine in most other general systems.

Introduction - what is this?

The World - the colonies, their inhabitants and their technology.

Rules and System - how to useit in Alternity?

Gamemaster Information ;h\?;h;t:tltisngg.mng on behind the scenes, how to run acampaign in
Acknowledgments - who has helped?

Closing Words

Web Forum - a space for comments, discussions and suggestions.

Altermnitgs Wel, Rino
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Copyright Anders Sandberg 1999
Version 1.1 25 December 1999
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Big Ideas, Grand Vision

Big ideas grand vision, big ideas grand vision
Visions of the grandeur grandeur of the past touch me at the bottom of my heart
Visions of the future tunnels built to last born to be creator grand has gone to greater
Big ideas grand vision, big ideas grand vision
Rock the constitution room is for the rage every generation goes to war
Rise to the occasion grow a golden age born to be creator grand has gone to greater
Big ideas grand vision, big ideas grand vision

Seance at the chaebol: Asia's rapid economic advancement wil! outpace the rest of the world's growth
Making Asia a more formidable influence in the global economy experienced managers agree
That the human element Is the single most important factor for business success
Sill the business community hasn 't yet devel oped a means of fully capitalizing on individual capacity

Big ideas grand vision, big ideas grand vision
Walk across the border cities of the night wide awake we hail the rising sun
Houses of the holy tunnels to the light born to be creator grand has gone to greater
Big ideas grand vision big ideas grand vision big ideas grand vision big ideas grand vision

Big Ideas, Grand Vision, (Hansson/Wollbeck/Bard)
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Evolution

The History of every major Galactic Civilization tends to pass through three
distinct and recognizable phase, those of Survival, Inquiry and Sophistication,
otherwise known as the How, Why and Where phases. For instance, the first
phase is characterized by the question How can we eat? the second by the
question Why do we eat? and the third by the question Where shall we have
lunch?

- Douglas Adams, The Hitchhiker's Guide to the Galaxy, 1980
Civilisations can evolvein four different ways, with many variations.

Thefirst isthetrivial: extinction. The species destroys itself, through war,
environmental destruction, accidents or through memetic breakdown.

The second is stasis. The civilisation gradually evolves to a point where it does
not change and resists most perturbations. It might still be dynamic, but the
dynamics is within the bounds of the same attractor. The static state might be
due to philosophy or ssimply alack of species-level creativity. Static species
might survive indefinitely, adapting to changes without leaving their mindset.
The Trahans are an example of thisway.

The third is transcendence. The civilisation develops to higher and higher levels
of complexity and ability, eventually vanishing from the horizon of
comprehensibility. This process is often divided into stages of increasing
diversification and unification/synthesis. The solar system and possibly
Ur-Mothers are examples of the transcendent approach.

The fourth is diversification. The civilisation branches out in all directions,
changing and evolving. It might avoid transcendence or stasis indefinitely, or
have parts enter these lines. Most of the human colonies and the Mothers are
diversifying.

The current eraisfairly quiet. Intelligent life is rare, most species never get
anywhere, destroy themselves, become static or quietly transcend at home. The
exceptions in the local area are the various Mother clans, the humans and the
Trahans. Together they can likely change the destiny of this part of the galaxy.
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This table covers most of the systems referred to in the Gamemaster section.

Sol  |Nova |Arcadia | Penglai |[Pi3 | New Atlantis | Mary | Traha | Negsoa | Ridgewell | Gaia | Dionysos | Adobe | Weg | Origo | Crazy | Sigma | Tjetvir | Colchis
America Horse | Draconis

Sol 0.0 [11.6 [27.2 28.3 [25.0(32.6 36. 6 33.1 (34.7 |44.1 |41.8 48.6 (48.5 48.5 [26.2(15.8 |45.0 |18.4 36.6 |62.0
Nova 11.6 (0.0 |38.6 26.4 [19.9(43.0 30.3 27.8 |45.1 |46.5 [44.7 47.0(50.1 52.2 |[32.6(20.6 |39.4 |24.4 30.3 [73.6
Arcadia | 27.2[38.6 [0.0 48.3 [44.5[17.5 59.9 [53.1(23.2 [55.4 [52.5 56.1 [49.3 47.1 [29.3[32.4 [63.6 [25.8 59.9 [36.1
Penglai 28.3|26.4 |48.3 0.0 35.3 (43.3 13. 4 25.2 [51.6 |35.4 [27.1 65.9 (66.9 76.5 [51.9 (16.1 |62.4 |46.7 13.5 |[77.5
Pi3 25.0(19.9 |44.5 35.3 0.0 [45.9 37.3 19.4 |58.7 [64.0 |59.2 31.1(35.4 57.5 [46.1(32.2 |49.6 |33.2 37.3 |[80.1
New 32.6 |43.0 (17.5 43.3 45.9 /0.0 56.1 48.5 [33.1 [54.9 47.9 60.8 |52.9 63.9 (44.5|30.0 [75.7 |39.3 56.1 |38.9
America
Atlantis |36.6 [30.3 [59.9 13.4 [37.3|56.1 0.0 24.9 (63.1 |42.0 |35.7 68.3 |71.7 82.3 [59.5(28.1 |61.7 |53.9 0.1 90. 6
Mary 33.1|27.8 [53.1 25.2 [19.4 |48.5 24.9 0.0 |65.2 [59.8 [52.0 47.2|50.2 75.2 |58.7 (30.5 |62.8 |47.9 24.8 [86.4
Traha 34.7 [45.1 [23.2 51.6 |58.7[33.1 63.1 65.2 (0.0 [42.7 [44.7 75.1[70.5 51.6 |26.6[36.8 [63.3 [33.9 63.1 [36.3
Negsoa 44.1 |46.5 |55.4 35.4 64.0 |54.9 42.0 59.8 |42.7 (0.0 13.9 92.2|92.0 81.1 |51.8|34.6 [68.2 |56.3 42.1 |73.3
Ridgewell |41.8 |44.7 |52.5 27.1 [59.2 (47.9 35.7 52.0 (44.7 |13.9 |0.0 88.0 (87.0 84.6 |[55.5(28.5 |73.6 |56.9 35.8 |71.2
Gaia 48.6 |47.0 |56.1 65.9 31.1|60.8 68. 3 47.2 [75.1 [92.2 88.0 0.0 |14.0 54.2 |58.8|59.7 [60.3 (44.9 68.2 |87.9
Dionysos |48.5[50.1[49.3 [66.9 [35.4(52.9 71.7 [50.2 [70.5 [92.0 [87.0 14.0 (0.0 54.5 [58.2[58.6 [68.0 [44.5 71.7 [78.0
Adobe 48.5 |52.2 (47.1 76.5 57.5163.9 82.3 75.2 |51.6 (81.1 84.6 54.2 |54.5 0.0 29.5|63.6 |41.5 |30.2 82.3 |69.5
Weg 26.232.6 |29.3 51.9 |46.1|44.5 59.5 58.7 [26.6 |51.8 |[55.5 58.8 [58.2 29.5 (0.0 [38.3 |38.4 |14.3 59.5 |56.2
Origo 15.8 [20.6 [32.4 16.1 32.2|30.0 28.1 30.5 |36.8 (34.6 28.5 59.7 |58.6 63.6 (38.3|0.0 57.4 |33.5 28.2 |62.7
Crazy 45.0 |39.4 |63.6 62. 4 49.6 |75.7 61.7 62.8 |63.3 [68.2 73.6 60.3 |68.0 41.5 |[38.4|57.4 (0.0 38.4 61.7 |94.5
Horse
Sigma 18.4 |24.4 [25.8 46.7 [33.2(39.3 53.9 47.9 [33.9 |56.3 |[56.9 44.9 (44.5 30.2 [14.3(33.5 [38.4 |0.0 53.9 |59.0
Draconis
Tjetvir 36.6 |30.3 [59.9 13.5 37.3|56.1 0.1 24.8 |63.1 (42.1 35.8 68.2 |71.7 82.3 |[59.5(28.2 [61.7 |53.9 0.0 90. 7
Colchis [62.0|73.6 [36.1 77.5 [80.1(38.9 90.6 86.4 (36.3 |73.3 |71.2 87.9 (78.0 69.5 [56.2 (62.7 |94.5 |59.0 90.7 |0.0
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Distances
Coordinates

Coordinates measured in lightyears, with origo at Sol.

Sol 0 0 0
Nova 10.1 |4.8 -3.3
Arcadia -229(-7.2 |12.8
Penglai -04 |74 -274
Pi3 Orionis 77 (236 (3
New America -32.6(1.6 11
Atlantis 109 |12.6 |-32.6
Turnbull/Mary 39 [291 [-153
Traha -19.3|-28.6 (45
Negsoa -24 |-27.2 |-34.7
Ridgewell -10.1-159 |-37.4
Gaa 71 |365 (313
Dionysos -6.6 (345 |335
Adobe 10.8 [-16  |44.6
Weg 31 [-203 (164
Origo -6.8 |0.5 14.3
Crazy Horse 40.5 |-11.3 |16.0
Sigma Draconis 25 |-6 17.3
Zeta 2 Reticuli 109 [12.7 |-32.6
Colchis -52.8|-26.7 |18.6
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Colchis (Tau Bootis Ill)
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Colchis looks deceptively earth-like from space - blue seas and white clouds.
But closer up it reveals a surreal blue-black landscape and a biosphere far
removed from Earth. It isthe first non-terrestrial world settled by humans, a part
of the Arcadian expansion project.

Colchis was selected for a mixture of political, ideological and scientific

reasons. While the Expansionists had originally intended to seed life on barren
planets with the Ahrenius, the Cladists protested loudly. Eventually a
compromise was reached, where the first Arcadian colony would be located on a
world where both Cladist adaptation to the environment and the expansionist
idea of spreading across the universe could be combined. Later colonies and
outposts would be sent to Pardes (SZ Crater I1), aworld that might be suitable
for terraforming, but the decision has not yet been made.

Colchisis not intended as a big colony like the other colony worlds, just a
permanent human presence able to survive on its own but normally in touch with
the rest of humanity. The main purpose isto study the exotic world, test out
radical adaptation techniques and try to use the nitrogen-based metabolism for
the space life project. As McCairns has promoted the expansion project, the
outposts/colonies will each be of the size of asingle hive, creating a human
presence on many worlds.
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Colchis

System

Geography

Tau Bootes is a double system. Colchis orbits the bright primary Hera (Tau
Bootes A, F7), while the dim companion star Hecate (Tau Bootes B, M2) orbits
in awide and eccentric orbit (semi-major axis 245 AU, eccentricity 0.91, period
2000 years).

The innermost world is Aeetes, agas giant four times as massive as Jupiter but
orbiting just 0.04 AU from Hera - one revolution takes 3.3 days. Aeetestrailsa
long tail outwards of atmosphere that has blown off due to the closeness to the
star. The next two worlds are Phrixus and Helle, two mercury-like rockballs.
Colchis (at 1.5 AU) isthe fourth planet, orbited by the moon Aries. Outside lies
the gas giants Jason and Medea with moons named after the argonauts and other
people of the myth-cycle. Hecate has a single planet, a gas giant named Gorgos.
Captain Cirene Mortimer, captain on the first Arcadian expedition to the system,
was a great fan of classical mythology.

Colchis has adiameter of 12,534 kilometres and a density of roughly terrestrial
level. 80% of the surface is covered with sea. There are no icecaps at the poles,
but extensive cloud systems covering the planet.

Colchisis geologically active, and has several major continental plates
producing island chains and land masses.

The major seas are the Pontos Euxeinos (hospitable sea), the Pontos Exainos
(the inhospitable sea) and the Pontos Ahasaena (dark sea), different names for
the Black Sea on Earth. Between the Pontos Euxeinos and Pontos Exainos lies
the largest continent Mysia, a fragmented continent surrounded by archipelagoes
and fjords. The river Phasis runs from the mountainous inland in a series of
spectacular rapids until it reaches the sea in the Aphetae delta, where the
Arcadian base is |ocated.

Argos has a diameter of 2400 kilometres. It isan airless world quite similar to
the Earth's moon.
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Colchis

Climate

Biology

The atmosphere is composed of nitrogen, carbon dioxide with small amounts of
noble gasses, ammonia, oxygen and nitrous oxides.

The low albedo of vegetation and high carbon dioxide levels lead to a significant
greenhouse effect. Colchisis close to the temperature where a further increase in
temperature would lead to arunaway reaction as more water would vaporise and
amplify the greenhouse effect, producing a venusian world. The main checks
and balances appear to be cloud formation (more vapour means more clouds,
increasing the albedo) and the amount of vegetation (when the climate gets too
hot plants die, reducing the albedo). However, these effects are not strong
enough according to traditional eco-climatological models to keep the planet
stable - there has to be further balances. Thisis one of the reasons the Arcadians
are interested in the planet.

In the anoxic atmosphere ordinary fire is nearly impossible. However, many
plants (and animals) contain enough nitrates and nitro-compounds to burn
without oxygen. Forest fires are rare, but when they occur they spread like a big
smoldering. When some animal organs are crushed nitrates and nitrate-reducing
enzymes get mixed and react; usually this causes no effect, but some animals
like the dragons have devel oped this as a defensive and literally blow up in the
mouth or stomach of predators.

Colchean plants have evolved to combine nitrogen and water into nitrates. Since
both nitrogen and water are comparatively plentiful, sunlight is the limiting
factor and they have evolved a series of clever tricks to exploit sunlight the
most. A chain of pigments tuned to different wavelengths exploits a much larger
part of the spectrum than among terrestrial plants, giving them a black or dim
blue appearance. Carbon binding is done by symbiotic organsin plants (roughly
equivalent to nitrogen fixating bacteriain terrestrial ecology), converting carbon
dioxide in the air and ammoniainto hydrocarbons and nitrous oxides. The seas
are often coloured blackish by algae blooms, or rafts of floating plants.

Animals eat the plants, using the energy-rich nitrates (especially ammonium
nitrate, the colchean analogy of sugar) and releasing nitrogen and water. One
interesting effect is that animals have much less need for breathing than
terrestrial animals, which means that lungs or gills are less important. On the
other hand, they are less resistant to starvation which has promoted the ability to
either hibernate efficiently or carry symbiotic algae in the skin.

The largest group of species are the pseudo-cnidarians, soft anemone-like
creatures filling the seas and moist lowlands, just as prevalent and diversified as
insects. They are radially symmetric and equipped with long feelers; some
species filter water for plankton, others swim after their prey, yet others are
grazers or scavengers. They provide the base of the nutrient pyramid for the
bony predators.
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Colchis

The most noticeable animals on Colchis are the skinspiders. The body plan
consists of three or six jointed limbs extending from a central body, with flaps of
skin connecting them. They are able to jump, glide or fly in a peculiar way,
acing mainly as predators. The most common large skinspiders at the Arcadian
base is the harpies, clouds of flying meter-sized predators that hover on the
thermals while looking for prey; when they discover something the whole flock
swoops down on it, covering the area and loudly fighting for the scraps. The
largest skinspider is the Hercules spider, athree meter creature that cannot fly
and lack the skin flaps but runs down prey and encase them in the cage of its six
armoured limbs, ripping them apart with its sharp beaks.

Another group of species are the colchean psudocrustaceans, of which the
dragons are most famous. The dragons are small (10 cm), crustacean-like fairly
robust creatures with brightly coloured pyramidal exoskeletons. They store
nutrients in their shells, and protect themselves from predators by literally
blowing up, sending sharp shards flying. Their threat behaviours are quite
elaborate (often involving extending "wings' on specia limbs showing a special
colour code), and have evolved to equally complicated mating dances and
signalling. A number of social dragon species exist, with fascinatingly complex
Interactions reminiscent of terrestrial social insects and mole rats.

The plates are unusual but simple animals, looking like rigid plates not unlike
sea-dollars but surprisingly mobile thanks to fold-out legs, most are tiny but
some can become a meter long. They graze on plants, dissolving them with
enzymes and acids in big groups; they tend to leave noticeable holesin the
landscape.

In addition, there are several wormlike species, the architect worms, that build
huge colonies. They gather sand and excretions into tubes, which then become
home for a variety of plants getting help to reach the sunlight. The wormslive
from these plants, arelationship that appears to vary between symbiosis and
parasitism depending on circumstances, and other vegetable materia they
gather. The worms are quite agile, and often slither along like sidewinders. An
unusual adaptation is that the specialisation of the sexes: the females are little
more than stomachs and egg-layers, while the males do away with digestion and
instead absorb nutrients from the females.
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Colchis

Human
Adaptation
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section

It is possible to survive with a breathing mask, even if the air is slightly irritating
(due to the ammonia and nitrous oxides) and local spores cause skin flaking. The
Arcadians are however dealing with it using symbionts: thefirst stepisa
photosynthetic bioengineered skin replacing the old that both protects the body
and provides it with oxygen (the project is called, not surprisingly, "Little Green
Men"). The faceis protected with afold up-skin mask to prevent accidental
inhaling when outside. In the long run, the Cladists plan to modify children to be
able to breathe both atmospheres, shifting over to a colchean metabolism when
outside (Project Big Green Men). The Space Life Project is also involved,
developing a version of the skin that also worksin the vacuum of space.

Something planetary ecologists worry about is having terrestrial plants (or
colchean plants el sewhere) infecting the ecosystem. It is especially algae that are
dangerous - they might spread and cause major disruptions by producing
oxygen. Hence the Arcadians have instituted strict sterilisation orders on
anything moving up or down from orbit.
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Weg (Vega)

Increased means and increased |eisure are the two civilisers of man.
- Benjamin Disradli, speech (1872)

Once you have true self-replicating machinery, driven by abundant nuclear fuels or sunlight, you can have as
much as you want of whatever you want.
- John Barnes, Mother of Storms

In 2051 an association of Indian-derived organisations launched their own colony ship — an entire O’ Neill
colony, the Ramanujan. Their motivations were complex, but partially a desire to safeguard what they
considered the unique Indian way of life in the face of accelerating changes in the solar system, partially a
gamble for interstellar resources. The idea was to colonise the protoplanetary disk around Vega, a huge dust
belt with enormous easily accessible material and energy resources but no habitable planets.

The Ramanujan took 78 years to reach Vega. During this time most of the crew was frozen, while a small
society of awake individuals maintained the ecosystem and ship. All coloniststook at least one waking shift
of afew years, keeping a constant active population. Asintended, they adapted to living completely isolated
in a space habitat, and a very unique culture developed. The rotation of crew also made sure the goals were
not forgotten due to cultural drift or new generations.

On arrival to Vegain several things nearly ended the expedition in disaster. Part of the ice shielding was lost
due to a meteor impact during retardation, a small act of sabotage wrecked valuable supplies and the data
from the Earth about the system turned out to be slightly erroneous. Still, the Ramanujan was well prepared
and quickly set to work in building a number of backup habitats. The first habitats were small, hurried
constructions intended to make sure the entire project was not wiped out by a disaster. Later constructions
became more extravagant, as self-replicating robots made construction mainly a matter of finding a suitable
asteroid and directing the systems. The habitats became known as the Viha-ga, the Realm of the Sky.

The plan was to establish a colony in the disk, awaiting further arrivals from the Earth. The founders had
gambled that mankind would soon begin a true diaspora towards the stars, and V ega could become a major
waystation, with shipyards and abundant volatiles to use for reaction mass. This did not happen, and the
Viha-gawas |eft aone.

An internal struggle developed between the "Upakramah fraction" (the project fraction), which wanted to
follow the original plans and at least set up the laser contact with the other colonies, and the "Guptafraction”
(the secret fraction) who wanted to turn the Vega system into their true home and keep it secret. They centred
around a classicist revival that had emerged during the later part of the journey, where some influential
people saw their isolation as a new chance to both rediscover ancient truths and to combine them with the
future without being limited by other cultures; the goal wasto create something truly unique and
uncontaminated. They revived Sanskrit and began developing new forms of societies. In the end the project
fraction went ahead, but their communications array was wrecked by meteors or sabotage (the truth was
never discovered). They began constructing a second array, but in the end the project was abandoned as most
of the colonists began to direct their energy towards colonising the Disk instead of uncertain long-term
communications.

Lifeinthe Disk is somewhat dangerous; even if most of it is near vacuum and meteors are rare, over time
micrometeors and occasional lucky shots destroy installations. Repair systems can manage most problems,
but habitats can be lost if they are very unlucky. Most habitats have extensive anti-meteor railguns and lasers,
and the colony has adapted a philosophy of dispersal — better not put all the eggs in the same basket.

The habitats have an extremely high and comfortable standard of living, being run by non-sentient Al and
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Weg

robots. Most are nearly paradisical worlds, tended by ever-watchful drones and symbiotic animals connected
to the computer systems. Daily life is somewhat hedonistic, arelaxed leisurely routine that is not taken very
seriously. In principle everything could be automated, but most habitats have deliberately set up some tasks
that have to be done by humans in order to keep them active and aware. However, the Chesterton cluster and
related habitats have deliberately done away with all work —they think that it would be an imposition to
force any human to work when it can be done with automation. Instead people will find their own useful
things to do.

The inhabitants of one habitat usually regard each other as part of the same extended family; in small or
young habitats thisisliteraly true. Ties of marriage unite different habitats and groups within the same
habitat. Some habitats are strictly hierarchical, while others are extremely informal democracies or
near-anarchies. However, as arule there exists a class of Brahmans with high prestige; they are the
technocrats, experts, priests, scholars and leaders organising things. The Weg Brahmans are not necessarily
descendants of the origina Brahmans of India, although there exist someties.

The inhabitants call themselves the Vyomachaarinah (Sanskrit, "the people who wander over the sky"). Itisa
thoroughly aesthetic society, where the beauty of anything, any act is judged against many aesthetic scales.
When the implementation is fairly easy to do (which isthe rule with replicating robots and powerful support
systems), the aesthetics becomes the deciding factor.

The culture at Vega takes the long view of things. They intend to continue colonising the Disk at aleisurely
pace, developing atruly unique culture. Many people definitely think the Vyomachaarinah will be around to
watch the planets form in afew hundred million years. At the same time the ever present risks from meteors
make people aware of the transience of everything. There is no true security or stability anywhere: only by
constantly moving, taking backups and dispersing can survival be achieved. The concept "lilah" describesthe
situation: humans are the playthings of the capricious Gods, but (and here they diverge from many traditional
views), humans are not passive game pieces but active co-players. By playing the cosmic game well (and
being lucky), one can achieve just about anything. Overall, games have emerged as a major part of the
culture, ranging from the traditional atthapada and dasapada chessgames to abstract akasa games played in
virtual reality. Gamemasters tour the Disk, challenging each other for supremacy in different games or modes

of playing.

Hinduism remains the major religion, although the forms vary. While the original colonists were rather
secular, religiosity developed both due to the influence of the Gupta fraction and the grandeur of Weg. The
view that the divine should be revered in every manifestation is common and influences culture to a high
degree. Small shrines are common in the habitats and spacecraft. Practically every habitat and person has an
istadevata, "favourite god" to which they are dedicated. Many regard Vegaitself as adivinity, sometimes
identifying it with the trimurti (the trinity Brahma-Vishnu-Shiva). Small shrines to Rudra are especialy
common: Rudrawas originally aminor Vedic deity known as the divine archer, who shoots arrows of death
and disease and who has to be implored not to slay or injure in his wrath, but has become identified as the
god of meteor strikes; the shrines are to avert dangerous strikes.

The society is not exactly static, but changes rather slowly. Over time groups of people move out from their
parent habitats and set up their own, repeating the process that occurred in the solar system but much more
slowly and less drastically. It is somewhere between runaway diversification and stagnation, never quite
moving into one of the areas. Most likely it will change greatly over the next few centuries but the direction
ishard to tell.

Since anybody disagreeing with the society in a habitat can leave, and it isrelatively cheap to build new
habitats, disagreements tend to be few. Instead there is a gradual spawning of new and diverse habitats,
ranging from orthodox religious to iconoclastic theoretical physics. Inter habitat communications are
however important, and even if habitats cannot force each other to do anything they can influence each other.
The Net is the mutual meeting place, a system-wide net of radio transmissions and laser links that routes
information to all linked habitats.

Some habitats have specialised themselves, like the high inclination and eccentricity Taaraka group that acts
as communications relays above and below the Disk, Vikram Sarabhai which produce designs for defensive
robots or the Sona Ath habitats that extract Helium 3 from the solar wind or clouds around Kruura-graha.
Others like Ganga and Lanka mainly export culture.

While there few true disagreements, that does not mean Vegais an utopia. Social interactions can become
elaborate games of one-upmanship, and there are several habitats that spend much time politicking with and
against each other. The same problems also occur inside habitats, sometimes producing serious quarrels
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between the inhabitants. Betting prestige on various gaming tournaments is a common way of resolving the
conflicts.

A small problem isthe "pirates’, rouge habitats stealing equipment or even new species from other habitats.
They don't really need to do it, since replicating robotics makes material needs fairly easily met, and most
habitats gladly trade with each other. The real motivation seemsto be the excitement the attacks give, and
overcoming the defences that naturally are built. The pirates have been an outlet for discontented people who
disagree with the safe leisure life of the habitats and crave real excitement. Many pirate group fight more
among themselves than the real habitats.

A more serious problem is the Crafters and other terrorist groups. The Crafters emerged in 2206 as a new
religious movement claiming only the chosen by Vegawere allowed to livein the Disk. At first they seceded
from the Net, and in 2219 they began attacking other habitats using robotic saboteurs. Theinitial attack
destroyed 23 habitats, killing over 79,000 people. Defensive robots were set up, and the Crafters vanished
into obscurity again. Since then other attacks have occurred, each more sophisticated than the last.

The central problem is that using the available technology, even a single madman can do tremendous
damage. One possihility isto drop off the Net: habitats not in the Net are practically impossible to find — the
Disk istoo large and dusty. This gives them an advantage against the visible habitats, which are detectable
using their transmissions. However, most of the people do not wish to do so, and instead try to build up their
defences and relay their transmissions through dedicated communications stations. Still, the problem is not
solved in any satisfactory way, and as robotic weapons and defences devel op things will become even more
poised. Gradually the Net has become more and more away for habitats to pool their information and help
each other track down the elusive Crafters.

Technologically the Vega system is quite advanced in robotics and automation, even if it has deliberately
avoided creating volitional Al. The habitat construction techniques, anti-meteor systems and interhabitat
crafts are far beyond anything found among the colonies.

Genetic modifications of plants and sometimes animalsin order to create new species and ecosystems arein
use and well developed. Human genetic modifications have not been used in general (yet), and life extension
is still somewhat limited.

Much work has been directed towards devel oping advanced knowledge networks and intelligence
amplification techniques. Not in order to increase productivity (which is already far beyond what is needed)
but to increase understanding. The reasons range from pure pleasure to the ideological goal of truly
understanding the processes of history.

The habitats are usually just a kilometre or two across, spherical constructions housing a self-contained
biosphere lit up by artificial lightening. Some are built inside asteroids; while the asteroids are too loose and
fragile to bear any loads they provide excellent protection against meteors. Many habitats are covered with a
thick layer of gravel, held in place by netting. They extend long cables holding instruments, antennas or
specialised industries that take advantage of high gravity. Inside lush vegetation, rivers and fanciful
landscapes dominate the view; most habitats are huge gardens that express the local aesthetic. People livein
small villagesin the valleys, connected by virtual communications and commuter trains.

Some habitats have very unusual ecologies. Some, like the Pancatantra, are inhabited by an approximation of
the animals and plants of old fables (it was created as a deliberate exercise in genetic and mythical design).
Other habitats like Polaris and Lanka are attempts to recreate terrestrial conditions; Polarisis an arctic world
while Lankais atropical sea.

The system is just 350 million years old. Most of the disk isjust extremely sparse dust grains, with afew
larger asteroids and planetoids. Kruura-graha (Sanskrit for "malefic planet") is an emerging gas giant orbiting
70 AU outside Vega, surrounded by a huge maelstrom of dust. It was detected even in the 20t century, and
the blob of high velocity dust surrounding it is a significant hazard to habitats getting too close.
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Symbol

Abhijita
Acheri

Akasa

Bandar
Bimbah
Chaitya

Chaqu
Chiuti
Garuda

Gupta dogmatics

Kanduka
Kalidasa

Kalirhytm

Lila
Machar
Makri

The Net

Ramanujan
Ajaayabaghara

Rasi

Saap

Viha-ga
Vyomachaarinah
Weg

Xun Tin

The Constellation, the space surrounding Vega and its culture.

Computer virus, especially viruses carried by robots and deliberately released
by the Crafters. The name is based on an old myth about a small girl ghost from
the mountains that brings illnesses.

"Mind games", games played either in virtual reality through neurointerfaces,
or purely mentally. Regarded as the highest form of gaming.

Monkey. Utility robots.
The Disk, the dust-disk around Vega.

Secret bases burrowed into asteroids. Used by the Crafters as a staging points
for their attacks, and by the Net to hide defensive craft. The name refersto
temple-halls.

Knife. A robotic projectile weapon.
Ant. Builder robots, especially colonial robots used to construct habitats.

Semi-volitional Al crafts, intended to scout for pirates or attackers. Named after
amythological eagle.

People who think the Vega culture should do its outmost to hide its existence
from other human colonies, especially shield the transmissions.

A ball; term used for the habitats which often are spherical.

Storytelling Al; one of the few applications where Al has been truly
encouraged isliterature, where it is seen as a complement to human
interpretation.

A form of punk-techno-traditional music from the 2040's that has been
elaborated into an esoteric system. Regarded as too wild by most habitats.

The cosmic game.
Mosquito. A tiny spy or sabotage robot.

Spider. Weaver robot for maintai ning the webbing keeping the gravel in place
around the habitat.

The habitats connected by communications links, acting together against the
pirates and Crafters.

"Ramanujan Museum". The habitats around the old Ramanujan. Populous, old
and influential habitats.

Rope. Refers to the installations such as sensors, defences and external
workshops that hang in cables from the habitats.

Snake. Information/monitoring robots.

The Realm of the Sky, name for al the habitats.

"the people who wander over the sky" The colonists name for themselves.
Vega

"Blood 3". Helium 3, the lifeblood for many colonies (solar collectors work,
but are so often damaged by meteors that they become inefficient). One of the
few physical trade commodities.

A diagram showing 27 dotsin acircle (the Viha-ga), each connected to each other by lines (the Net/the Disk)
and a central circle representing Vega.
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Most of the Vyomachaarinah dress in robes, whose cut and style vary tremendously from habitat to habitat.
In some places they are simple pure white, others have baroque flaps and pockets. People from different
habitats have often adapted to different gravities and climates.

4,805,384 people. Life expectancy at birth: 129 years.

S The Crafters are aradical, aggressive offshoot of the Gupta dogmatics, the Purusa Association and the

philosophies that emerged on the Tgj Mahal habitat. In the early 2200’ s they devel oped their faith from the
teachings of the Founding Triad, three mystics who claimed to have realised a great truth collectively. The
coreideaisthat Vegais aseed, agrand gambit in the cosmic game that will cometo fruition in the far future.
Some chosen people are able to foresee the long-range plan, and these visionaries will direct the human
presence at Vega To fulfil the destiny the Founding Triad foresaw, the entire disk will have to be changed —
and al non-believers either converted, driven away or killed. Unlike most other groups the Crafters are
strictly orthodox rather than orthoprax; they consider doctrine more important than practice, and have no
ecumenical ambitions.

The Flare Project is an inter-habitat project that began as work to study, understand and control the activity
of Vega, but has branched out into a diverse interdisciplinary project working on megascale engineering. It is
closely allied to the Chandrasekar Program, a major effort to understand Planck-scale physics. The
Chandrasekar program has so far produced some profound discoveries, but they have not been applied.

The Panavas habitats are five major co-orbital habitats acting as major industrial producers of basic robotic
equipment, computers and software. They are run by a group of closely connected families, doing their best
to become the trade masters of the Disk. While they are influential, they are still far from their goal.

The Purusa Association is a quasi-religious organisation basing its views on the Purusasukta, "The Hymn of
the Cosmic Man", aVedic creation story. According to the hymn the entire universe was created out of the
parts of the body of a single cosmic man when his body was immolated and dismembered at the primordial
sacrifice. The Purusa Association combines this with astrophysical speculations about the creation of heavy
atoms in supernovae, big bang and the formation of planetsin the Disk. They have been suggesting that
self-replicating robots should be let loose to reorganise the matter in the Disk to form a perfect planetary
system. These ideas were later radicalised by the Crafters.

Debendranath's Raidersis asmall pirate gang living in atiny but growing habitat in the outskirts of the disk.
They make raids on other habitats to get supplies and new information; they are hardly self-sufficient at
present. The Raiders were formed by a gang from the Lanka habitat who sought adventure, danger and a
meaning beyond the nearly paradisical life at home. They stole a ship and some worker robots, and began
setting up their base. So far they have done around ten raids, and have gradually become proficient enough to
handle many conventional defences. However, they have run afoul of another pirate gang, the Tat, and the
inter-gang fight is becoming dangerous for both sides.

Weg will likely be discovered by colonia explorers sooner or later. The discovery of a mgjor unknown
colony will send shockwaves through the interstellar community and the contact with the outsiders will
shock the inhabitants of Vegaaswell.

Most of the habitats on the Net will be interested in outside contact; while the Gupta dogmatics are a strong
fraction most habitats feel confident enough in themselves and their culture to deal with outsiders. The
colonies are interesting places and may contribute much, even if most of the Vyomachaarinah think their
own culture isin some sense superior (or at least "theirs"). The Crafters on the other hand will attack fiercely
— another enemy desecrating the system. This can lead to atricky situation where outworlders have to be
protected by the Net, while establishing sensitive diplomatic connections under direct attack by the Crafters.
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E.2. Alien Artefacts

Most intelligent species produce interesting artefacts. Some are more
incomprehensible than others, especially those with cultural value.

A kind of toy or waste product of some
Mother nano design. The nanites use
material from the surroundings to build
something, but due to faulty
programming or deliberate design the
result is random. The nano comesin
spherical plastic packages that activate
hen broken. The nanites begin to
build, metabolising the package, parts
of the surroundings and nutrients inside
to create a structure, which could
become anything. Mothers seem to enjoy starting up gamenano to see what it
makes, appreciating the chaotic beauty of the structures that sometime develops
(most of the time the result isjust inert glop). Being too close to active
gamenano is not advisable.

Gamenano

very useful artefact, unfortunately
rare among the Mothers humanity has
contacted. It consists of nodes of
nanoassemblers that are inserted into
the body, producing defensive
nanodevices. After an initial training
phase where they |earn to recognize
everything in the body, they will attack
intruding structures. Beside an
improvement of disease resistance, the
host will become immune against many
nanotechnological attacks. Apparently thisiswidely used in the more nanotech
oriented clans.

Nanoimmune
System

[Increases Con with 1,4 or 8 for purposes of disease and nanotech resistance
depending on quality. ]
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Starship
Seed

L1 Maker

e One of the best-sellers of the Balanced
.~ Mediators: seedsfor Mother starships
T ~ and bases. The seeds are small devices
S - = . = ~ (afew centimetres across) that are
~ simply planted in a suitable asteroid.
They unfold into a microfactory, digests
asteroid material and build more
nanosystems, forming a fractal mass.
Eventually the whole asteroid is
- [converted into useful material (and
some waste dust) and grows into the
desired structure. During the early phases of growth the sprouting seed can be
programmed, allowing customisation of the product. The seeds are created by
the Affiliate Index, a clan specialising in nanotechnological engineering. They
also sell the Mediators other seeds, ranging from simple tools to weapons.

A soft, organic-looking lilac pyramid
producing neuronano. It runson a
- concentrated sucrose solution and air,
~ filling small cylindrical vialswith a
solution containing the neuronano. It
_can produce ten doses per hour,
.\~ assuming it gets enough nutrients. Later
| Tk models when the Linkers have fully
‘dlied with the Li, will produce up to ten
L timesasmuch nanites. The Maker is
: =% tamper-proof and contains a hidden

nanocomputer network that will record everything going on around it,
transmitting the information when given the correct signal. It can also produce
different kinds of nanodevices, not just Li, but thisis another secret of the
Linkers.
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Filigree
Diplomat
Fragment

The
Teachings of
Hahss-Trasn

In 2289 a Filigree diplomat was carried
(by its own orders) to visit the town of
Anne. The population, dominated by
xenophobic fundies rioted, and in the
riot the diplomat was attacked and
broken against amarble floor. The
fragments eventually ended up as
souvenirs or were collected by the New
America Department of Security
Xenological section (NADS-X). Studies
revealed that the diplomat consisted of
acomplex silicon-diamond circuitry, apparently including nanotechnological
processing nodes; very impressive, but of little use in learning about the
Filigrees. Several pieces (aswell asforgeries) still exist in private collections.

SR T T Bt BT B Te k54 | Ne Trahans dislike destroying

- “‘“MW*‘H”*;’_*:;& “#¥information, even highly dangerous
x_ﬂ,-_u.,_,,r,m"v“rﬁ?m’L,_*,_i u_._ﬂ,‘,g,f information. Instead the Harmony
Bl Eo g 3 S e T B E e police or other groups such asthe
R T i HiSefety Librarians track down and hide

W e e — St s — 8 paki—og-4dangerous books, files or evidence that

5 %" ﬂi:"ﬁ’f;‘*“: w:ff; T T threatens Trahan social stability. The
o b ot g smm _~"m=.__at TeaChings of Hahss-Trasn belong in
STt B My B T B 8 Tathis category of "un-books” that are
i : M S r— f ‘:F',E:: Lﬂ_:".s'. “'mhi dden in the secret libraries of the

B - I = 11 o (<)

o ol Lk e i DN LR ol K 3 _

£ %;;:-vr‘i & e m %7 The Teachings of Hahss-Trasn area
e T ae A £~z 5 Philosophical weapon, the seed that
it el e £ —meeose m . —e2eprought down the Outer Imperial Pair in
the 80th dynasty and ushered in the Third Period of Anarchy. The Teachings
delineate a philosophical system that seems highly reasonable and unites both
the tenets of passion cultism with Empire Worship; many Trahans would find
such aneat combination nearly irresistible. But the system is deliberately
flawed, which is only apparent after careful study by an expert or if itis
implemented politically. It was actually designed by a group of dissident
academics to bring down the hated government and give them the chance to
seize power. The Teachings would likely be virulent and dangerous today too, if
discovered and spread.
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Nahl
Strap-Knife

Trahan
Gauss Gun

An ancient Trahan weapon, devel oped
during the Second Period of Anarchy as
an assassination tool. Today they are
still in use among some parts of the
underworld, sometimes as a badge of
honour. It is a disposable one-use
weapon made of smart plastic. The
knife consists of a matrix of coloured
(usually iridescent) plastic, reinforced
with polymer fibres. It is flexible and
behaves not unlike atypical strap for
Trahan clothing. At one end thereisa
metal fastener. By activating the
fastener with a secret button the fibres
suddenly stiffen, making the strap
straighten out and become a quite
deadly weapon. It is used for stabbing
(the matrix peels away, leaving the
sharp and often poisoned fibres to
penetrate the victim) or for disabling an
opponent by "strangling” their neck and
using the device as a self-tightening cutting garrotte. Some versions have a third
use: by twisting the collar the fibres will splay, which provides a coup de grace
if the knife has been successful in impaling the victim, or adefensive
hemisphere of sharp needlesif the would-be n needs to get away.

[Skill: Melee-blade Acc: 0 Range: persona Type: Li/O Damage:
d4w/d4w+1/d4+2w + poison. Actions: 4 Hide: -2 Mass: 100g Can only be used
for one attack plus a splaying attempt (does damage as another attack)]

An ancient and rare weapon based on accel erating bullets with a strong
electromagnetic pulse just like arail gun. It consists of battery and ammo packs
worn on the body (often combined with armor) connected to the gun itself,
which consists of alight, open framework of plastics and superconductors. The
gun itself is held by a number of strapsto the forearm, with the fingers resting in
depressions on the top surface. It is possible to smoothly adjust firing rate (from
single shot to automatic), zoom on the telescope and velocity of the bullets
(from merely attention-getting to deadly) by manipulating slidersin the
depressions.

To improve aiming, the gun is fitted with an integral telescopic sight connected
through an optical fibre bundle to an eyepiece. Using clever active optics, it acts
both as alight amplifier, adjustable tel escope and translates the light into a red
overlay. The bullets are self-shaping: as they are propelled out of the gun they
adapt to aerodynamic drag and become dart-shaped. Recoil is minimised using a
system of gyros.
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The Ten
Areas

Ur-Mother
Cylinder

It is possible for a Trahan to use two guns, although it likely requires much
training or being ambidextrous. There are stories about venerable gunslingers
using four, one in each hand, but they all date back centuries.

The designs are adapted to Trahan hands and bodies, making them very hard
(+3) to use by humans.

[ Skill: Mod pistal. Acc: -2 Md: F/B/A Range:20/40/80 Type: Hi/O-G Damage:
déw/d6+2w/dém (or lower) Actions: 8 Clip size: 144 Hide: +2 Mass. 1/5
(gun/batteries) Not available outside Trahan intelligence agencies or advanced
police forces. ]

" Ten locations on Traha are regarded as
- having especial Tress-

. "sacrednesg/historical relevance”.
|Reproductions of these locations,
~ ranging from the Garden of the Online
. ~ Emperor to the undersea craters of
" Hee-Ssrarr, have become traditional
~gifts. Modelbuilders and mini-gardener
~try to create exact replicas, and having a
~perfectly maintained Areais regarded
“as a status symbol. The Imperial Couple

are regarded as having the perfect versions, the Areas themselves.

These artefacts have been recovered
from afew Ur-Mother sites. The
deviceslook like crystal cylinders,
11.34 centimetres in diameter and 42.19
centimetres long, with strange
diffraction patterns playing through
their interiors. They are made of
diamond, with information inscribed in
the 3D matrix using carbon 12 and
carbon 13 atoms. The information
density is extremely high
(approximately 1.5* 1021 bits per cubic centimetre; a cylinder could hold

6.4* 1026 bits, more than all human and Mother libraries together).
Unfortunately none have ever been decoded, since the information appears to be
largely compressed and possibly encrypted. Many mothers keep them as
expensive "questioning pieces'.
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The
Fundamental
State Data

The Trap

Immense databases given to the
Mothers by the Ur-Mothers. They
contain lists of consistent and
semiconsistent mathematical systems;
Interesting to metamathematicians but
not very relevant to anybody €lse.
Mother anthropol ogists have tried to
figure out the uses for the State Data
and what it tells about the Ur-Mothers,
but with few clear results. Together
ith the Cylinders they only make the

Ur-Mothers more enigmatic.

A dangerous artefact |eft by the
B Ur-Mothers. It consists of a network of
Snanodevices controlled by tiny nodes
the size of dust grains, distributed
Jacross the surfaces of lifeless planets or
BN the middle-phase megastructures. If

Bllthey are disturbed by anything they
recognise as alien to their environment,
they begin to analyse and attack. Their
JOriginal purpose was to protect

| ' Ml nstallations from attacks on the

nanoscale and upwards, akind of pI anetary or system-wide immune system. But
now it lacks central control and just attacks anything alien, the installations the
system was to protect are long gone.

At first nanodevices try to sample whatever alien stuff is around, and the nodes
begin to build disassemblers that pick it apart. Spacesuits will start to exhibit
corrosion, equipment will begin to fail, easily dissolved surfaces will melt. If
this doesn't work, the nodes will grow, becoming tiny flecks of black lichen here
and there, producing new nanites finding weaknesses to exploit. Astime goes
on, the nodes replicate more and more, building larger and more powerful
weapons such as laser-equipped ant-like devices, bombs or liquid masses of
disassembler goo.
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Solarian
Network
Node

G
section

Nobody in the colonies knows how the
solarian computer networks work, but
evidence suggests that they are ableto
communicate practically instantaneous
across vast distances without sending
any detectable signal (asimilar ability
Is believed to be used by thefiligrees);
the most common theory is that

mi croscopic wormholes are used to
transmit data. The network nodes
(which can be of any size) are
embedded in equipment, solarian bodies and their constructions. The two
expeditions to Sol have come back with some samples, but so far none have
been made to work and the internal workings remain a mystery. Should
somebody figure out how to use them, then the benefits of FTL communications
would become available (at |east between the nodes possessed by the colonies)
and possibly even access to the Sol data net.
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Promonss

Promonss (Process Monetary

GM
section

Supervisor System)

The fundamental problem for interstellar trade is setting up a common currency
between the colonies. Basing it on fiat (currencies whose value are set by a
central bank), just claiming it has a certain value, will not work (as demonstrated
by past experiences, such as inflation and drastic economic swings due to
government politics or lack of confidence in a currency). Basing it on some
objective value (for example gold) is extremely hard since just about any
valuable commodity in 2350 would have a price that could change fast: gold and
rare metals can be mined in huge amounts in space using robots, energy can be
produced using solar power and fusion, Helium 3 isfairly rare but Penglaiese
fusion doesn’t need it (and will likely spread), human labour can be replaced
with robots, human attention and interest may be limited but is hard to measure,
and so on. To make matters even worse, it would have to work across interstellar
distances and interface with very different economies.

The Process came up with the idea of a meta-currency, the Promon. While
partially afiat currency it islinked to the local economies by being bound to the
major backers and investments of the Process. By linking itslocal value to solid
Investments it can become somewhat reliable, and by having an identical
evaluation process on every Process node it would become interchangeable. It is
kind of abank changing "currency”, but this bank also handles insurance,
shipping and trade contacts in am unified interstellar system. A credit transfer
can be done by inserting the local credit into the Process bank, where Promonss
convertsit into promons, transfers it and at the destination convertsit to the local
currency there; the Process investments acts as a security for the value of the
promon. Thisis achieved using adistributed Al system. Each node has one Al
instance, making the evaluations and managing the local currency exchange.
These instances continually exchange "mind snapshots" sent by passing
starships, keeping the instances updated of what happened, what decisions has
been made, why, and what was learned. The result isintended to be akind of
meta-Al, asingle very slow intelligence distributed across many fast instances.
Needlessto say, the system requires continual trade between the colonies so that
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the snapshots can spread.

The Al instances have to act in away to ensure stability despite month-long time
lags, uncertainties in economic development and possibly hostile trading. To
achieve this, Promonss has been designed to be cautious, resilient, responsible
and very far-seeing. It is not a sparkling personality and nearly lacks
self-awareness, but has a great drive of maximising the stability of the promon.
By making the currency in some sense self-protecting it isless likely to be
manipulated (both by outsiders and the Process) and hence more trustworthy.

The Process hired Cogni Soft of Novato design Promonss, an unigue design
challenge. Cogni Soft in turn has hired other Nova consultancy firms such as
EconoTech, Neumann Systems and GST Services to develop the economic
prediction and metalevel systems; the whole project has quickly grown to a
major undertaking with cutting edge Al technology. In addition, Cogni Soft
designed the Promonss to be very robust: each node is really a network of copies
of the Promonssideally distributed across the colony, making it able to
withstand the loss of individual computers or even the partial subversion of the
node. After extensive testing where hackers (both economical and software)
attacked a ssmulation of a Promonss network subjected to realistic modelling of
possible interstellar trade the Process was finally satisfied to put the first two
version 1.0 nodes online at Nova and Atlantis.
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L2 New Techn

The Religions disperse, i r;gdoms fal - aEart but works of science remain for all
ages.

- Words carved on stone astronomical observatory erected by Ulugh-Beg,
Tamerlane's grandson, in Samarkand in 1528-29

Radical new technologica developments that may appear in the game.

Confused matter energy

Controlled energy release from confused matter would produce immense
amounts of energy and make fusion power largely irrelevant. The system
consists of a space-based spherical reactor. At the core matter held in place using
gravitech decays into energy, which is gathered by surrounding systems. The
energy can then be transmitted as microwave or laser beams. Due to safety
concerns confused matter reactors will likely not be built on planets.

Antimatter

Antimatter production has been expensive and inefficient, requiring huge
accelerators, distillation systems and containment systems. The minute
guantities that have been produced at New America and elsewhere have been
merely research curiosities. But it might be possible to use the Higgs-generators
to improve the process.

A Higgs-based antimatter generator would exploit the "transmuting” effects of
confused matter, making production much more efficient. Suddenly large
guantities of antimatter could be made by transmuting ordinary matter,
producing antimatter (and likely plenty of confused matter as a by-product). This
would be a ultra-efficient fuel for spaceships not using gravity technology for
acceleration (just add some antimatter to ordinary water, and you get a powerful
plasmato power the ship), extreme explosives and a nasty weapon.
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Uploading

A scanning method has been devel oped
by the Brain Scanning Network. A
cryonically frozen brain is scanned by a
nanodissasembler, removing molecule
after molecule, recording the
information in a massive computer
block. The whole process takes around a
eek initially. After the process has
been finished, the molecular datais
assembled into an immense neural
network emulation of the brain,
connected to a virtual body based on the
datafrom the real body (after the
scanning the remains of the frozen body
are little more than a pile of slush). The
emulation is activated, and the person
ho froze himself finds himself now
inhabiting cyberspace as an uploaded
mind (or maybe, it isnow akind of Al
believing itself to be the original - the
philosophers will be debating it
iercely). Uploads require much more
computing power than ordinary Al
because they involve al the
un-optimized, messy complexity of
human brains rather than the more
efficient code of traditional Als.
However, once uploaded it should be
relatively easy to modify the brain (itis
after al just software), take backups and
do al sorts of transhumansthingsto it.
Uploads will most likely be able to
enhance themselves far faster and more
flexibly than normal humans, likely spawning awholly new culture.

Al Downloading

Using high bandwidth high precision neurointerfaces and/or nanotechnology it is
possible to "rewrite" parts of the brain's neural networks, inserting a program
directly into the neural matrix. When developed far enough, afull Al might be
downloaded, although thiswill likely take up so much space that there is no
room for the original personality and memories. This might also be used for
animals.
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Nanocomputers

A very likely development. As nanotech advances, it becomes possible to build
nanoscale computers. A device the size of avery small bacterium would have
the capacity of a1990's computer, and by using nanofacture trillions of the
computers can be made. Thiswill revolutionise computing (again), making it
even cheaper and even more powerful. Thiswill in turn likely make it easier for
Alsto replicate or extend themselves, alow huge simulations and data storage at
molecular densities. In principle, an Al could run on a device not much larger
than a cell.

Intelligence Amplification, IA

The next step after wearables and Daemon chips: implanting Al circuitry into
the brain. This development likely requires nanocomputers and further advances
In Al. The basicideaisto insert small Al chipswith learning algorithmsinto
various parts of the cerebral cortex such as the frontal lobes (planning, motor
memory, social abilities), temporal lobes (hearing, memory), parietal lobes
(touch and spatial awareness) and occipital lobes (visua ability, language). The
chips link up with the local neural nets, learn to imitate and improve their
function. Whileit is a somewhat risky implant, it can speed up and empower
mental abilities significantly. The main drawback is that the amplification both
can lead to Self Enhancement Syndrome and surprising changes in personality,
worldview and behaviour as the new connections emerge. It is not obvious what
the long term effects are either - do the users become new people? Are they
human anymore?

Quantum Recompiling

An advance in Al-programming makes it possible to recompile Al programs of
certain kinds to work in quantum computers, giving them ability to perform
guantum thinking. The effect is surreal, they can pursue severa alternative lines
of thinking at once, acting as a mixture of all possible versions of themselves.
The practical effect islimited since recompiled Al tends to become aloof from
the trivial problems of normal "single valued" reality, but the Alsthat care can
provide answers to hard questions at a tremendously high rate - they become
seemingly nearly oracular.

Quantum Economics

The combination of economics and quantum recompiling. By running an
economic network using quantum computers and quantum Al economical
transactions can be performed using quantum operators acting on superposed
market wave functions. The effect is a utterly new form of markets (mainly
suited for immaterial trading such as stocks, currencies and derivatives) whose
efficiency is extreme compared to the "classical” economy. If implemented on a
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large scale (at first it is very hard to transmit quantum information over
interstellar distances so the first quantum markets will likely be planetary), it
will usher in a new economic erajust asincomprehensible to most peoplein
2350 as 20t century global markets would be to a 17t century mercantilist.
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Kennedy Base

Kennedy is the secret staging point for the New America spacefleet. Itisa
brown dwarf 1.5 lightyears from New America, surrounded by a small asteroid
belt. Here the NASN (New America Space Navy) has built abase whereiit trains
space marines and starship crews. The reason for the location is the ability to
quickly jump to or from New Americain the case of aFiligree attack. The
Kennedy Baseisafairly cramped habitat, but more and more modules are added
to it every day.

The real secret of Kennedy are the building of military spaceships. The NASN is
constructing three new ships equipped with state of the art equipment and
weaponry. They represent the military side of the Columbus project, an extra
reserve of force to be sent in crisis situations. If anything threatens NA, they will
be ready to strike anywhere.

The existence of Kennedy isawell kept secret. It isimpossible to hide its
existence, but the location and nature can be hidden by misdirection. To those
who think they are in the know, Kennedy is a base in a comet nucleus
somewhere in the Oort cloud outside the system.
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Biology

The Trahans

Learn from history? | am history!
- Baron Bosse

Study nothing except in the knowledge you already knew it. Worship nothing
except in adoration of your true self. And fear nothing except in the certainty
that you are your Enemy's begetter.

- Clive Barker, Imgjica

The trahansis afairly humanoid species, with a highly complex and ancient
society dating back tens of millennia. Of al the aliens encountered so far, they
are the most understandable and human. But they still confound most humans.

The number of the central pillar is 253677126780 = 22345176113 whichisa
formalism easy to remember for the 2 columns (awe before their multilinkages!)
with 4 circulation vesselsin a 1-step around the hexune brain and the three
glands of 9-Ta. Verily, thisisthe optimal factor of the body.

- Guild of Lesser Surgeons, Manual from 20th dynasty translated into Blue level
Trahan during the 50th dynasty.

Traha once had a moon, which came within the Roche limit approximately 7
million years ago and was torn apart into the current ring system. The result was
amass extinction due to the long meteor rain; even today the landscape has
many overgrown craters and the nights are occasionally filled with celestial
fireworks. Asthe climate fluctuated and ecosystems extended and receded in the
wake of the impacts, adaptability became a much favoured trait among most
higher animals. Some families of species found completely new ecological
niches and quickly expanded across the planet.

The Trahans evolved as a semi-aeria herbivore, not unlike the terrestrial fruit
bats. They lived in the dense equatoria forests that lowly emerged, jumping
and gliding from tree to tree on skin flaps. Their body is six-limbed with
flexible skin flaps between the limbs on both sides and sensors on the
spindle-shaped trunk. The top part of the trunk ends in a short head/proboscis
with along, dextrous "tongue”. Their appearance is not unlike anteaters or
tapirs, but their eyes are located where the neck should be on aterrestrial
creature and the mouth on the chest. The reproductive organslie in a pouch near
the centre of the body. They breathe through breathing slits located on the
"neck". The lungs run along their back, protected by two segmented ribcages on
which the limbs are affixed. The whole body is supported by two parallel spinal
columns. The brain runs as a central pillar through the body core. Asthey
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developed, their flight abilities declined and their three-thumbed hands became
more dextrous. They walk on two or (rarely) on four limbs, using the front pair
of limbs for fine manipulation and the second pair for heavier manipulation
(some also use their proboscis and tounge). Modern Trahans stand around 1.6
meterstall.

Trahans have two sexes, athough the differences are relatively small and
hermaphroditism is not uncommon (this is aremnant from their evolutionary
past during the mass extinction, where hermaphroditism made it easier to find
partners and restore the population after alocal disaster). Trahan females
become fertile once ayear and give birth to an embryo in atough, flexible sack
which is carried by either or both parents. As the embryo develops, it begins to
demand a special form of chewed fruit pap which the parents produce
(hormonal changes make them exude various antibodies and special nutrients
for the child in the pap). Gradually it becomes a small Trahan, which clings to
its parents until it can walk on its own.

The skin flaps are commonly decorated with paintings or jewellery, when not
covered with clothing. Piercings have along history among Trahans, ranging
from utilitarian fastening points to elaborate artworks. Today they are used in
certain social groups (such as the Naresh gardeners, Capital librarians and the
Imperial Guard), but not in others; many old and complex social customs
surround them. The body is covered with a short, beige, slightly rough fur with
a subtle striped texture. In the remote past, regional differences existed, but they
have largely been erased through global interbreeding despite occasional
eugenic or aesthetic attempts; today it is very rare with unusual fursand
individuals having them are often treated dlightly differently in both positive
and negative ways.

Trahan blood is aclear sticky liquid (oxygen istransferred using haemotitanin,
an analogue to haemoglobin using titanium instead of iron). Asit coagulates, it
turns into a yellowish white (the Trahan version of "red as blood" would be
"creamy as blood"). They have two tube-like hearts running along the brain
inside the body.

Trahan biochemistry isterrestrial in many ways, but the proteins use some
amino acids not used in terrestrial life and awide variety of hydrocarbons
instead of many fats; Trahan food is sometimes a bit too oily to human tastes. A
human can survive for short periods on Trahan food, but will in the end lack
essential amino acids, vitamins and fats (as well as getting an upset stomach).
To the Trahans the situation is roughly the same. Some human fruits and berries
aretasty (if dlightly irritating), others are utterly unappetising and bizarre.
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Psychology

When a person attends one of the Ledges of the Dead, they either look among
theliving or at the falling stars.
- Old Trahan saying

" Trahans are highly social beings, even
more socia than humans. Compared to
humans they have developed the
systemsin their brains that handle
social perception, modelling and
interaction much further. Trahans can
easily understand extremely complex
social situations with ease, and find
most human soap operas or theatre
playsfairly ssmplistic (not necessarily
ithout merit, but simple when it comes
to the social side). They also have excellent three dimensional spatial memories
and abilities.

Unlike humans the Trahans are not very instrumental in their thinking; they are
great when it comesto practical action and quite clever in improving tools and
objects, but they have a hard time inventing new tools, making tools for making
tools, or machines that act independently of themselves. Trahan thinking seems
to be much more "here and now" centred than human thinking. Trahans see
things as they are, not as how they should be (which is a more human trait). This
means that they can learn alot about something without feeling the urge to seek
an explanation; doing that requires a deliberate decision. That doesn’t mean they
aren’t curious and interested, it isjust that most of their curiosity is directed
towards the "Trahan angle" of things. They do not "jump out of the system", but
would rather improve the system as much as it possibly could.

They are very social beings, with strong awareness of rank, style, relations and
customs. Rudenessis regarded astruly low, asign that somebody is an inferior
in both spirit and rank. Social networks are even more important than among
humans, and belonging to the right "branch” is essential. While humans have a
fairly top-down socia hierarchy, Trahans have many nuances of rank, authority,
prestige, merit, credit and vigour forming a multidimensional social world. A
leading couple usually dominates Trahan groups and societies; together they
represent the fertility, power and breadth of vision necessary for rule. They are
surrounded by their own "branch" which supports and hel ps them, while other
branches ideally complement the leading branch with other functions (but in
practice of course ambition can make the political games mindboggling even to
Trahans).

Human have a past as hunter-gatherers, and the archetypal hero for humansis
the brave hunter-warrior. The Trahan equivalent is instead the clever scout
team, able to search the unknown and bring back useful knowledge. Another
subtle psychological difference isthat humans lived on the open ground, and
hence tends to look around and downwards, while Trahans lived mostly in the
tops of trees, making them more aware of things above too and distrustful of
being on the ground. Being "on the ground” means that you are vulnerable to
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The Trahans

predators or enemies above. To a Trahan, an open landscape is not beautiful,
they instead prefer a three-dimensional environment.

Trahans are usually not very warlike; they prefer at most heated debates to
violence. But once they shift to an aggressive mood they tend to pursue their
enemies with single-minded hatred and cold efficiency. Overall, their emotions
tend to "lock in" when they become strong enough, something that has driven
much history, philosophy and religion. A passionate Trahan is not going to
switch off his or her passion easily; passions can last for years or morein
extreme cases. This has made Trahans somewhat cautious about strong
emotions, most put great value in keeping their moods in check and regard
emotional people as slightly worrying. Most Trahan societies have tried to limit
the spread of passions through various means.

The Trahan outlook on the universe seems to be very accepting, amost trusting.
They have developed many religions; mostly dealing with how to fit in with the
cosmic forest and its meaning, as well as various mystical/moral cults based on
emotions. Since they lack the human tendency to anthropomorphise things they
have never conceived of spirits or gods, and the idea of an afterlife is directly
contradicted by experience. Their need for meaning and explanation is fulfilled
by philosophies instead of religion (as well as elaborate customs and traditions).
Just as the average human knowingly or not is influenced by along religious
tradition, the average Trahan isinfluenced by along philosophical tradition.
Many common exclamations are actually philosophical expressions (such as
"Las-Tannssn!", "modality transgression!", which is a common response to
certain jokes). Overall the philosophers and priests seem to regard each other as
something totally independent; philosophers deal with how things are, priests
with how to experience it.

Trahan love-life is aimost ridiculously romantic by human standards: selecting a
partner is of tremendous importance both career-wise, status-wise, socially and
emotionally. The Trahans have devel oped more ideas about love than anything
else, and it formsthe basis for influential philosophies. Instead of the western
idea of the One True Love, modern Trahans believe in the rational synergetic
love: partner selection can be achieved by following complex strategies (of
course encrusted with tradition and literature) encoded in certain
love-philosophies. It is a questing process, where all aspects have to be weighed
together, potential partners courted and of course much emotional tension
experienced. Hermaphrodites are often envied and pitied, since they have a
much larger range of potential partners to choose from. Unmarried young
Trahans form avery distinct group, attending many special dinners, parties and
retreats to find the right one.

Once Trahans pair (Trahan marriages are of course extremely elaborate affairs)
they settle down. Couples are in many cases regarded almost as a composite
individual, making career and building contacts together. It is practically
Impossible to get anywhere as an unmarried person, and the loss of a partner isa
cause of tremendous grief and quite often suicide. Re-marrying is common; it is
done among other widows or widowers; they form a second distinct group.
Especially in the higher classes the widowed are an important factor, a group of
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History

potentially influential but also desperate Trahans competing for re-marriage: at
the imperial court the widowed have from time to time been the real force
behind the throne. Currently the imperial rules give them ceremonial but
formally non-political duties; they are guaranteed a cozy but constrained life,
trying to limit their influence and scheming.

Since Trahan sexuality is periodic, it is very different from human sexuality.
Most of the time Trahans are asexual (in fact, they consider humans seriously
sex-obsessed). Prostitution is extremely uncommon. Phase differencesin the
sexua cycles between partners cause much problems. Thisis especialy
troublesome if the partners are separated from each other, and many Trahan
institutions make sure couples are promoted or sent on missions together. Today
"out of phase intramarital syndrome" can be treated by counselling and hormone
treatments, but a popular view is that couples with unsynchronised cycles are
not really meant for each other. Another effect of the importance of hormonal
cyclesisthat communal synchronisation isimportant: groups of Trahans
working closely together often tend to synchronise, something that is taken asa
sign of mutual cohesion. This makesit desirable not just to match one's cycles
with a high-status group, but also that many groups try to adjust their cycles
towards some respected phase. In some periods of history synchronisation have
been ahighly politically charged issue, and many traditions and views still
linger. Many branches have internal rules or norms for this; tempers can till
flare due to various conflicts or over-synchronisations that disrupt the group.

The rhythm of the 98th dynasty can be compared to the rhytms of the 87th and
34rd dynasty in speed, but the timbre is more similar to the 937d and 46t. The
counter-echo will however be remembered as a variation of the subcities, which
leads to a fascinating question: will we see a 47-finale or a canon-like recursion
to the straight dynasties?

- The Secondary Analysis of Nast-Tallss, Tscharrall-Nschsch

The ancient Trahans were small tribal groups wandering through the equatorial
forests, gathering fruit and other edibles. Some were scouts, searching for new
sources of food, threats and paths for the tribe to wander. Others were more
specialised towards efficient gathering of fruit, defense, rearing the young or
organising the tribe. Their oldest inventions were various traps to defeat
predators or competing groups; controlled fire and stone tools were actually a
relatively late discovery in Trahan pre-history.

Trahans have had a recorded history of over 10,000 years. During this time their
planet has been ruled by several dynasties of rulers, aswell as severa
interregnums where different parts have been independent empires. The oldest
records are from the near-mythical first dynasty, aforest state on Kalarr that
emerged to dominate the continent. The dynasties changed, but around 6715 BC
the twelfth dynasty conquered the whole planet. Since then history has been a
long succession of dynasties, breakdowns, rulers dominated by their councils,
dictatorships, near-democracies, theocracies and much else. The term "dynasty"
more describes a period of the same form of government than the rule of the
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lineage.

Thefirst 15 dynasties were relatively low-tech, and dominated mostly through
trade, marriage and intrigue. Gradually the technological level picked up, and
around the 18th dynasty (6300 BC) the Trahans achieved their first industrial
age. It nearly ended in atotal disaster when pollution and the greenhouse effect
wrecked the biosphere; being dependent on fruits and other slow-growing plants
the Trahan societies suffered starvation and chaos. The 20t dynasty emerged as
atechnocratic control society, but in the end its elaborate rationing system and
protection programs failed and civilisation crashed into anarchy.

The restoration took over a century, but 6000 BC the 21t dynasty slowly
emerged from the ruins. For along time Trahan societies were again low-tech,
but much of the functionality was restored. As civilisation developed it reached
awatershed with the 34th dynasty, where the concept of plexing and
metaphilosophy was first formulated in a strong form. Since then all Trahan
philosophy has been integrated into huge frameworks, each new insight adding
to the whole rather than competing with all the other possibilities.

The second rise towards the technological heights occurred during the 41t —
45th dynasties (around 3150-2650 BC), where spaceflight was achieved,
massive land reshaping projects and experiments with intelligence
enhancements undertaken. The 45t dynasty ended when a number of passion
cultstook control over large areas; the following war devastated the planet as
badly as the first ecological crash. For along time small groups struggled to
survive, slowly rediscovering the huge libraries and protected cities as the
ecosystem returned.

The 46th dynasty was a period of consolidation and growth, becoming the most
long-lived dynasty (over 1200 years, from 2464 BC to 1252 BC). It was a
theocratic society, dominated by a huge bureaucracy obsessed with clarity of
emotion, thought and action. Asit began to suffer from severe resource
shortages, it founded the undersea subcities to mine the ocean floors. When the
theocracy fell, the loyalists retreated to the subcities and continued their
hierarchical society. Over the next 500 years the planet was split between the
surface and undersea empires, in a state of permanent conflict that was
dominated by low key warfare and intense philosophical conflict. In the end,
after much suffering and heroic diplomacy the Grand Arch of the 49t dynasty
and the Purifier of the New 46th dynasty committed a pact-suicide-marriage,
formally reuniting the Empire into the 50t dynasty. The torch was passed on to
further dynasties of all kinds, ranging from democracies and fascist states to
network societies governed by axiomatic rules. Some dynasties prospered for
centuries (especially the Online Emperors of the 78t dynasty), while others
collapsed after a brief reign.

The 87th dynasty (1806-1885) was perhaps the closest thing Trahans can ever
got to anarchocapitalism. The economy became dominated by huge corporate
networks, not as much megacorporations as a complex web of interconnected
and alied small companies acting together. Gradually the society became more
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Society

and more fluid for economical reasons, but the Trahan mindset couldn’t handle
it. In the growing chaos new philosophical solutions were suggested, and
networks began to specialise and become more of social units. Gradually the
87th dynasty was replaced by the 88th dynasty (1885-2057), which could
perhaps best be described as a caste society. The old networks became
professions, guilds and organisations encompassing al life for their members. It
was a stable, rigid society that persisted despite repeated attacks from passion
cults. However, the inefficiencies and territoriality of the castes became ever
more limiting, and a counter-movement began among the academic €lite. In a
series of "memetic coups' they subverted the caste system, and in the end made
it crumble as people flocked to their new vision. The 89t dynasty was born.

Citizens, remember to give your representative-advice to your local election tip
- resolving the great issue accommodate the tower s with the dams and will plex
your tax net.

- Political advertisement from the Independents of Na

Trahan society is baroque by human standards. Everybody belongs to
overlapping networks ("branches' and "circles"), various organisations and
hierarchies. The reason for thisis the Trahan multidimensional social ranking -
while trahan A isover B depending on seniority/merit, B can be over A when
viewed by political power and both could have totally incomensurable forms of
honor. To handle this Trahans organise themselves, which helps formalise the
often contradictory rankings.

The branches form the basis of society. While many are little more than social
networks where the members help each other, many have a more formal
structure, with their own elaborate greetings, internal names and stories (the
closest human analogy would be fraternal orders). Branches can be organised
around everything from family, living place, education, philosophy, religion,
political leanings, economical gain, aesthetics, job or nearly anything else.
Joining often requires a socia effort both from the Trahan wanting to join and
the members of the branch who have to accomodate the new member; leaving is
often a serious loss of prestige for everybody involved (there has been some
cases of crimes being comitted just to minimise the honor-losses of a quit).

The local branches within an organisation constantly deal with each other,
jockeying for position, competing and cooperating depending on philosophy and
issues. Organisations that contain branches tend to be run by councils containing
representatives of them all, striving to achieve consensus and represented by a
leading couple. Often compromises and specific solutions developed to balance
the power persist long after the branches involved have disbanded. Socially
adaptive Trahans use them, and they become institutions of themselves. Over
time, Trahan organisations grow organically like great coral reefs encrusted
with traditions, loopholes and compromises.

Asthe different dynasties have passed, truly flexible and stable organisations
remain unchanged and slowly accumulate. The Empire is not so much a
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political group as the conglomerate of institutions that have cohered together.
The dominant philosophy and overt organisation changes, but the institutions
merely adapt.

It isinstructive to study farming to understand just how complicated Trahan
society is. Farming is amuch more influential aspect of society among Trahans
than among humans. The reason is not a different technological level; Trahans
have a fully industrialised society where only 2% of all Trahans are involved
directly in agriculture. The main reason is that Trahans live from fruits that
mainly grow on large trees. Since it takes decades before a tree becomes a good
producer, farming has to be long-range and requires major investment. Thisin
turn favours big and stable organisations, as well as making land very valuable.

The Farmers Associations have traditionally a strong position, both representing
the land- and tree-owners (not necessarily the same people), regulating trade and
doing ecological work. There are four major classes of tree-farming.

The first, House-Treeing, corresponds mainly to the fruit production of private
gardens, decorative trees and the plants growing on buildings. House-Treers do
not have the same strong organisation as the others, but still have much to say
on urban planning and ecology. The College of Urban Ecology is highly
influential, both in tending and planning new buildings. they have to work as
local ecosystems and produce good fruits. The House-Tree associations often
manage much of the infrastructure in cities, having taken on other roles such as
building maintenance and planning (this has also made them important players
in the ongoing "Tashn Issue").

The second class of tree-farming isthe Imperial Trees, the farming that is part
of the historical or administrative structure of the Empire. Often surrounded by
complex rules, religious or historical ceremony and highly idiosyncratic, they
are highly organised into many guilds, orders and local groups with widely
varying styles. The Capital Treeline Planners are for example an ancient
mystical order handling certain ornamental trees according to secret rules, while
the Area4 Gardeners keep a certain garden (the ceremonia garden of Sanchch,
where the administrator-philosopher realised the principle of Imminent
Awareness and later celebrated the official dynasty-suicide of the 68t dynasty)
identical the year around.

The third and fourth classes are the major fruit producers, the Trehsch-Trss and
the Nass-Trss (roughly "liberated-networked farmers' and "associated
farmers'). The differences are mainly structural and tax-based. The Trehsch are
networks of collaborating farmers each specialising into different forms of
farming and doing work for each other, while the Nass are unified groups where
one group tends one area the year around. These in turns have complex
subdivisions and classifications, mainly due to seniority, guild-like rules and
historical traditions. The Trehesch and Nass adapted differently to the current
dynasty, and both have different branches of the Tree of Election. The Trehesch
are more conservative and a bit on the Reformist side, while the Nass have
flowered during the current dynasty and hence are strongly Loyalist; however,
there are several Nass corporations with intense Reformist |eanings that want to
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break free and form a separate branch of the Tree of Election —thisisresisted
both by the Trehesch and Nass, but supported by the Loyalists of the
House-Trees associations supporting an imperia solution of the "Tashn Issue"
(apolitical jumble that even many Trahans find bizarre). To complicate matters
some of the agricultural groups have special ties to the underworld, both
economic criminality and drug production.

Other institutions have developed in asimilarly baroque and stable form.

An important profession is the path-pointers, people who can tell you where to
go to achieve something (for example which department handles your kind of
Issue, which branches would have an interest in a certain cause or just how to
get to a certain place); a bit like human fixers and go-betweens (which also have
Trahan counterparts, of course) but mainly just information-givers.
Path-pointers are usually very specialised on a certain field such as economic
bureaucracy, other path-pointers, Capital geography, a certain branch-nexus, the
underworld or afamily-web. They have to spend much time and energy keeping
their information and personal networks active, and some can charge outrageous
feesfor their services.

Trahan criminality has some superficial similarities with human criminality.
Theft, trade in restricted goods and services, tax evasion, bribes, murder and
many other crimes are similar to their human counterparts, even if the views on
what isvaluable or illegal may differ. Crimes of passion have acompletely
different tinge; while fairly rare among humans and usually done on the spur of
the moment, Trahan crimes of passion (be it hate, love, fear or curiosity) are
both more common, more elaborate and more feared (as well as more
fascinating). A passionately vengeful Trahan can remain hateful for along time,
building up a gruesome revenge (even if his or her thinking is of course
clouded) and then strike out with unrelenting fury. This also goes for seria
killing and mass murder, and since passion can be transferred the job of police
psychologists is extremely important.

One category of crimes that exist among Trahansis socia criminality. Being
highly social beings, social interactions and connections are aform of capital
which of course means some can gain advantages at the expense of others. This
ranges from various forms of intrigue and emotional manipulation, over
blackmail, rumormongering and threats of ostracism from favoured groups to
manipulation of partner meetings, careers and branches. There exists several
forms of social crimes which appear strange to humans, such as "gratitude
forcing” (putting somebody into avery deep state of gratitude through
manipulations and gifts, essentially making the victim the slave of the patron) or
"marriage control” (to force somebody into a marriage) or "branch division
rationing” (an elaborate form of confidence game where a social network if
fooled into certain economic, political or taxation deals putting the power over
the deals into the hand of a small group of people, who can then force the
network into buying itself free in order to avoid disruption caused by the
underlings of the criminals). Some organised crime groups use corrupt
path-pointers to direct people to branches or organisations they run, or to cause
disruptive fluctuations in customers (*Most honored departement logistics
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Culture

supervisor, it would be very unfortunate if there was some overload in the
number of registration requests just before the yearly accounting, wouldn't it?").

Since Trahans are highly social, it is natural that the underworld is much more
organised than among humans. Organised crime completely dominates serious
criminality, and has many branches into legitimate government. On the other
hand, there exists many specialised crime groups and networks, with old and
elaborate traditions regulating how they might interact. The idea of self-restraint
in the underworld isimportant; due to some very baroque but long-standing
dealsthere are legitimate and official channels to the government. In fact, there
is even aliaison from the Katleeb Metanetwork (aform of crime union) to the
Imperial Policeto deal with unacceptable criminality (for example passion cults,
which many of the crime networks refuse to deal with).

Trahan media are of course a major factor of power, and the current dynasty
realised that very early. In fact, it largely came to power by co-opting the media,
and they are an integral part of the Imperial System now. While some
independent media exist, they are largely inconsequential. Trahans mainly get
their information from the two forms of television. One form, the screen formis
used mainly for more abstract information, education, news and art. The other
form is based on placing two hemispheric viewscreens on the eyes, and used for
entertainment and other stuff that seeks to immerse the viewer in the experience.
The media organisations provide what people want or need, of course with the
restraints needed to keep the Empire mentally healthy. Direct censorship israre,
but self-censoring is extremely common. Print media are also big business,
especially since no modern Trahan home is complete without a library that
express the family philosophy (even if these books are never read). Newspapers
have largely been replaced by send-on-demand television and newstainment
shows.

Do not let your branch-branch dissolve, but plex it with friendship and respect
so that the share-community will prosper and counter plex the base-nature of the
branches.

- Traditional advice

Their current society is not unlike Confucian Chinese, with an elaborate system
of customs, ranks and obligations dating back into the remote past. The pace of
Trahan society and politicsis rather leisurely by human standards.

Ceremonies, exchanges of symbolic gifts, small-talk and long dinners are
commonplace; even the most ceremonia human societies are nothing compared
to Trahan society. The ceremonialism isthe result of millennia of social
evolution, the need of dealing with a world-wide society teeming with people,
forming a stable socia context and of course the Trahan tendency to socialise
and maintain traditions. Trahans have a hard time not trying to integrate
strangersinto their social context, not doing so makes them uncertain and
worried (in cities and other situations where there are too many people to learn
to know, group ceremonies are held to provide a context). There are of course
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rude or informal Trahans, but it isan even greater social handicap than among
humans. Also unlike humans, Trahans seldom feel the need to let go of their
inhibitions and politeness — even a Trahan intoxicated with Rarraschas will
behave politely (if erratic).

Current Trahan bureaucracy is not that fond of paperwork; although in the past
administrations have ruled through red tape and complex forms, Trahans prefer
apersonal or social touch. Instead of sending documents to bureaucrats,
personal meetings are often necessary. |mportant matters have to be resolved
over long sequences of meetings/dinners and discussions, often taking weeks
and involving inviting representatives from other groups to reach a consensus.
This has made the Trahan administrative complexes more like huge meeting
places (often with extensive recreation facilities) than terrestrial
cubicle-labyrinths. The introduction of wearables have however made the ritual
exchange of elaborate digital business cards almost as cumbersome as human
paperwork.

The Trahan Empire coversthe entire
world, and has done so for millennia.
To Trahans this means that having two
political unitsissimply impossible; the
definition of the Empire has become
"al Trahans'. Some Trahans might be
opposed to the current administration or
Lpeven have their own (deliberately or
due ignorance), but they are all part of
the Empire and the understanding is
that the proper order of thingsisto have
asingle administration and philosophy (even if this may be deliberately divided
into different sub-polities). The arrival of humans did not change this. Instead
the concept of Trahans was extended to include humans: humans are just
another kind of Trahan (which anyway means "human being" to the Trahans),
and hence naturally a part of the Empire. This actually includes off-worlders
too, although nobody has yet come up with a satisfactory way of handling the
administration. It is not a question about arrogance, the Trahans understand the
situation quite well, but the idea of having several totally independent and
philosophically incompatible nations is simply ridiculous to them. In the end,
there can only be one system even if it is flexible and changeable.

While Traha has no nations other than the Empire, and regional differences have
tended to wash out in the face of global communications, there are still distinct
cultural differences among Trahans just as vivid as among humans. The cultures
are structured along the lines of social strata, organisation and profession.
Already the languages of different professions and organisations show
noticeable differences, and local customs can often be quite bewildering to
Trahans from the outside (for example, the Capital city ecologists are known to
be extremely clannish, having many exotic rituals and secret branches that
isolate them to the rest of society and give them an air of unapproachable
authority/philosophical unassailability).
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Trahan philosophy is extremely complex, due to along history of speculation
and insight, all carefully kept and developed. The basic ideathat has emerged is
the concept of plexing; there are many correct ways of viewing the universe,
and they all mesh together into a great interlocking web. If something doesn’t fit
the amassed web, it is either erroneous, misinterpreted or suggests an unknown
aspect — it hasto be considered and examined very carefully. Trahan
philosophers often examine how different historical views fit together with each
other and current events, using arich vocabulary of metaphilosophy.

Trahan literature isimmense, ranging from onomatopoetic word poemsto
multivolume historical epics. Since Trahans more easily handle social relations
than humans, Trahan literature often includes very many protagonists and
complex social relations only subtly alluded; reading it is very hard for humans.
The Chronicles of the Grinding Stone of Na, one of the most famous epicsin
Trahan literature, deals with the rise of the 45th dynasty and the decline of the
independent airwarrior-class, has 57 main characters and a storyline distributed
over ten generations, in anumber of alternative histories. The Trahan tendency
to think in terms of what is real and here and now makes real fantasy literature
scarce; very little fantastic literature exists. The closest match isthe "what if"
novels, where the consequences of a change in history are explored; many are of
course satires or used to further explore the subtleties of events.

Trahans love histories and do their best to preserve traditions, books and the
wisdom of the past. Overall they have been described as pack rats: they try to
store and preserve everything with the least value, amost asif they had an
instinctive fear of loss. Their cities are filled with great old buildings carefully
restored or improved libraries and historical places.

During the long history many great cities have been built, often as extensions of
the old. The architecture is complex, usually highly three dimensional (Trahans
have excellent 3D visualisation abilities) and with to a human odd aesthetic
Ideas. Skyscrapers and huge arcologies are common in order to save space. In
rural areas building are often built carefully into the forest or integrated in
specially bred banyan-like trees that become part of the house. Subscrapers,
underground "skyscrapers" extending downwards into the ground are common
In certain areas. Indoors, ladders are the most common way of moving up or
down, and in large buildings elevators are ubiquitous. Many cities have
extensive local railways, often running small commuter taxis for just ten people.

A Trahan homeis often highly three-dimensional. A common design consists of
anumber of platforms linked by flexible bridges or rope ladders hanging from
the celling, with attachment points so that possessions can be hung from them -
itisvery flexible, easily reconfigured to suit the owner's tastes and

space-saving. Many Trahan apartments simply consists of a big open space
which the tenants fill with floors to suit them. Another popular design involves a
central branching pillar, onto which floors can be affixed. Everything is open,
and much care is spent on lines of sight and decorating roofs and floors.

The Capital of the empireisjust called Capital; it has been used with afew
interruptions for over 8,300 years, and by now it isajungle of ancient
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skyscrapers, palaces, libraries and monuments. It is located on the west coast of
Kaalrr, extending almost 430 kilometers north-south. At the center liesthe
Imperial Palace, essentially a city-in-the-city extending into the surrounding city
in a branching pattern of historical buildings, imperia departements and
monuments. Another focal point is Capital University, asimilar sub-city
partially branching into the palace grounds.

Capital University is not just the oldest and largest university on Traha, but also
apolitical powerhouse. In the various "colleges' the future politicians are
groomed, and the academic leadership holds a powerful position in the Ttree of
Election. Travel to the University is by tradition restricted to students there, but
atradition has emerged where one course is never completed, making the
person elibigle for the rest of his life.Sometimes thae couse is formally
completedas a part oif the suicide festivities.

Games are popular, ranging from the Lscharr, athree-person chesslike game
played on atriangular board, to elaborate roleplaying games blending over into
theatre or formalised storytelling. Sports are also important, especially team
sports such as Ssnee-Ssna. In Ssnee-Ssna two team compete climbing around in
adense "forest" made of branching pipes, gathering symbolic objects and trying
to sabotage for each other using special hollow staffs. The sport is popular, and
has several series of games leading to the highly watched and political playsin
Capital. Individual sportsinvolve flying (using hanggliders or ultralight
extensions of their skin flaps; thisisregarded as a highly erotic sport),
navigational games (both in the countryside and the city) as well as games of
dexterity practically impossible for humans to follow: four hands opens up
whole realms of juggling and eye-hand coordination, and Trahan nimbleness
makes these games fast. On the other hand, swimming is not very popular,
regarded as a strange things by everyone except some coastal communities.

Trahan are fruit-eaters, complementing
it with vegetables, small animals and
fish. Over time, alarge variety of fruits
have been bred, ranging from the
"bread and butter" Scrarran over the
popular Kee to the subtle and
overpriced Snall-Lans. The Trahans can
spend just as much time debating the
relative merits of different kinds of Kee
as human wine specialists, each having
their own well-thought and deep-seated
opinion on exactly which flavour nuance makes the fruit from their favourite
district supreme. Eating is often done while doing something else. Most people
carry afruit pouch as part of their clothing; dinners are social rituals rather than
normal parts of daily life. Cooked food has (as expected) also many forms,
ranging from simple servings of diced, mashed, marinated or stuffed fruit over
jellies and foams to the elaborate "imperial potions' of herbs, fruits and fish that
are served at the court (overall Trahan cooking tends to be too soft for a human
taste). Among the xenocreole cooking istricky, as humans and Trahans need
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different food and cannot eat certain foodstuff the other want. Often the two
species cook together, but make separate dishes with some shared ingredients.

Drug use is a complicated matter among Trahans. Certain drugs are completely
accepted, others highly forbidden. The legality depends mainly on whether they
Incite passionate or socially destructive behaviours; addiction is regarded as a
secondary problem by the current government. The most common drug is the
Sas-Nesch-Rraach, a spice produced from certain "fishes' and added to foods.
Theresult is a pleasant sensation, a slight loss of memory and deep relaxation. It
isvery popular, and different forms savoured at festive occasions. Another
important group of drugs are various molds that grow on certain fruits; the
legality of these vary, but most are regarded as fairly benign with the exception
of Rraachnatrte, which induces feelings of extreme love and isregarded as
highly dangerous and asocial. A large number of designer drugs exist, and the
underworld and various cults are making athriving businessin grey area
substances. Some of the most disturbing drugs are the Nanen family of
parasites, small wormlike animals that burrow beneath the skin and produce
chemicals that produce various psychological effectsin the host. It is uncertain
if the Nanen evolved naturally (some similar species are found in the wild) or
were actually developed sometime in the past; the cultivation of Nanen has been
forbidden for millennia, but the use continues. Individual Trahans have highly
different views on the suitability of different drugs, and in many cases the
discussions about drugs are more emotionally charged than the drugs
themselves.

Trahans have avery negative view of insanity. Many forms of mental illness,
especially their counterpart of psychotic states, are taboo in civilised society.
Emotional illnesses and passions are unsettling (and fascinating), but delusions
and lack of control are taboo — something that must not happen. If somebody
goesinsane, it isafailure from their side, from society and from nature, an ugly
reminder of basic flaws in existence that most Trahans do not want to be faced
with. Thisiswhy forms of mental illness that can not be dealt with using
therapy, drugs or surgery are usually hidden away or even quietly euthanised
(since they no longer are connected with redlity, they are already dead by
Trahan standards).

Trahans have never believed in any afterlife, but have matter-of-factly regarded
death as simply the (often undesirable) ending of life. Trahan funeral rituals are
instead affirmations of their life philosophies and ways of helping their families
and branches cope. The bodies are ssmply cremated and the ashes spread, but
the ceremonies can become extremely complex, expensive, time consuming and
require the presence of many relatives. Over time the various priesthoods,
counsellors and experience-managers have gathered together into the Ledges of
the Dead, where the ceremonies are held. The are semi-independent
principalities scattered across the planet, marked by immense plant-covered
minarets or pillars (the highest, the Country Wall of Schertn, is 2582 meter
high). The Ledges are powerful institutions, but utterly neutral in all political or
socia questions, often to the extreme of being utterly evasive about anything
but emotions and philosophy.
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Suicide is acommon cause of death, and often viewed as something positive.
When Trahans fedl they have lived too long or achieved their greatest goals,
they often decide to commit suicide using traditional suicide drugs. Thisis
especially common among recent widows/widowers, even if double suicides are
not uncommon. Many Trahan suicides are public affairs, where relatives,
friends and contacts visit the would-be-suicide to take farewell or finish all
business; these suicides are spectacular parties as the would-be-suicides give
away gifts and spend their remaining money on making the living happy. Some
of the Imperial suicides are planned months ahead, follow ancient protocols and
have heavy media coverage. One problem is chain reactions when especially
loved people end their lives and cause followers to do the same; traditional
suicide speeches often warn against this and entreat the loved ones to continue.

That? Just a 69t" dynasty supercompuiter.
- Museum intendent Kss Nelshsh

Technologically the Trahans are at aroughly industrial level, with renewable
energy, global radio, sophisticated selective breeding and advanced materials.
Many old technologies are archived but not used for various reasons. For
example, after the fall of the 87th dynasty large scaling computing fell out of
favour; it is still known, but simply not used (however, the introduction of
human wearables is changing al that).

The once wild forests where the Kee and Enene fruits grew have repeatedly
turned into cultured forests, been decimated by droughts, war or
mismanagement, replanted and restored from time to time. The planet has
overall fared relatively badly in the temperate and tropical regions, where the
natural flora and fauna has been nearly extinct except for a small number of
cultured species (with amyriad variants) and some pests. Human biologists are
working with Trahans to restore some extinct species and biodiversity, but it is
hard work.

Energy is supplied mainly from renewabl e sources such as geothermal energy,
hydrothermal OTEC plants and wind power (all fossil fuels are long since used
up, and nuclear power was never discovered). Especially the ocean trenches
around Snrr provide enormous amount of energy as well as algae for agriculture
in the cold water upwellings. The empire has shown interest in human fusion
power, but the introduction has been limited since administrators realise it
makes the empire dependent on Helium 3 from the humans; as long as Trahans
cannot produce it efficiently fusion must remain a complement.

Transports are mainly done using electric hovercraft vehicles, railways
criss-crossing the continents and boats. Air transport israre, although zeps are
used for lifting heavy loads or reaching isolated areas. Heavier than air aircraft
exist, but are very rare due to the need of efficient fuels. Current aircraft are
extremely aerodynamically efficient, and are fuelled by very expensive
synthetic fuels. Their main uses are military applications. Above most areas
ultralight unmanned solar-powered planes circulate, acting as communication
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relays (this network is the last remnant of the 78t dynasty global
communications nets).

Trahan weapon technology actually lies ahead of human weapon technology
except for the information component such as C3I systems. They have Gauss
rifles, using magnetic fields to propel bullets at very high speeds, aswell as
sophisticated nonlethal weapons using expanding foam. Since there have been
few mgor warsin the last millennium, most of the weapons and technology is
hidden in bunkers and old storage, but overall Trahalikely has the most
weapons of al planetsin human space. The Imperial Army (more correctly, the
war branch of the police force) is currently quietly introducing human C3lI
systems. Overall, the Empireis not advertising its know-how, and usually lets
human see antiquated or ceremonial weapons.

Another areawhere Trahans are ahead is climate and weather engineering. The
OTEC plantsin the seas can influence local weather by pumping cold water to
the surface or not, and this has been exploited to both suppress hurricane
formation and to regulate rainfall. Microwave arrays and cloud seeding are used
to break up or fatten clouds over selected areas. The methods are not magical
and doesn't work under all circumstances, but are efficient enough to give most
of the continents a noticeably better weather than they would otherwise had.

A fina aread Trahans have mastered well is optics. They have developed a
powerful "language" for constructing optical systems of all kinds, ranging from
clever optical fibersto building-sized light systems. Instead of electronics active
opticsis used in many Trahan designs, making them more robust (an
invulnerable to EMP). Using sophisticated mirror and lightchannel systemsthe
interiors of the huge arcologies and subscrapers are provided with sunlight.

While the Trahans during the 42nd dynasty achieved spaceflight, the venture
ended fairly shortly due to internal political problems and the problems of
maintaining space installations around a ringed planet. For most of their history
the Trahans have concentrated on what could be called the sciences of design:
art, architecture, crafts and making working systems for agriculture, city
management and daily life. The real strength of Trahan technology liesin
design. Trahan technology works to a much larger extent than human
technology: glitches and breakdowns are much rarer, the function is exactly
tuned to what is needed and usually quite simple to understand. They are
masters of appropriate technology, never using too much or too little for the job.
Their ideas tend to be simple and elegant, freeing up time and space for making
practically everything xenobaroque pieces of art —the functions of their devices
are ssimple, the appearance the opposite.
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Human _Trah an Beneath the Arc of Heaven, in the Capital, at the Plaza of Formal Regard, the

Relations

Politics

permanent Xenological Comission announce the following decisions. Firgt, that
the beings called humans have been successfully plexed according to the laws
and philosophies of the glorious 89th dynasty of the empire. Second...

- Fromthe Victoria Treaty of 2150

Humans do go home!
- Trahan grafitti

Since the first encounter in 2127, Trahans and humans have learned from each
other and adapted to the quirks of the other side. The process has been far from
smooth - at severa points serious mistakes has been made, and there are till
sizeable groups that think the species cannot share the same society and will
forever remain alien to each other.

The Victoria Treaty of 2150 does not just regulate human-Trahan relations but
contains the philosophical ideas that humans and Trahans are really of the same
kind. This integration has both hel ped the relationship between the species, but
also led to a number of quirky bureaucratic problems (are humans eligible for
the Tree of Election?) and some subtle threats (if humans are akind of Trahans,
the colonies are really outlying parts of the Empire).

To the Trahans, humans are uncultured, stressed and disorganised; ever groping
towards perfection but always getting sidetracked by shiny new toys or ideas.
Many Trahans think it isimportant to educate humans, and there has been
severa drives for sending out missionary-teachersto help the humans.

The Victoria humans see the Trahans as the mgjority; they are aware that they
are asmall minority on a planet totally dominated by the Trahas for the last ten
millennia. Some react with an inferiority complex, trying to outdo Trahans and
Trahan culture at al costs. Others accept it, and instead seek to become more
Trahan. The Xenocreole and moderate Victorians instead try to combine and
plex the cultures, whith the Xenocreole opting for a close collaboration and the
mainstream a more regulated meeting.

The issue has been stalking the five previous administrations, and none has
dared even challenging the base after carefully evaluated deliberation. Will we
see a similar climb from present responsibility from our honoured council, or
can the gardeners of our ethics again raise the twilight banner? In any case,
our branches will be eagerly attuned to the outcome and perform our proper
act.

- 4-Representative Lesne-Lannssth of the Economic Circle Propership Branch

The current state on Trahais a planetary empire, ruled by the couples of the
89th dynasty. The political system is complex, with many ancient customs and
holdovers from past dynasties. A council of influential officials selectsthe
imperial couple; its position is not unlike aterrestrial presidency where the
president has significant but not unlimited power. The councillor couples arein
turn selected in other ways from subcouncils governing various functions and
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areas. For example, regional councils elect the continental administrators, while
the Chief Organiser Pair is the most senior couple of the imperia
administration. The whole structure is called The Tree of Election, and is based
in the current Nasstschsch (governing philosophical paradigm). The Tree
structure is aweb of compromises, holdovers, clever power balances,
bureaucratic concessions and local democracy — the details are extremely
involved and keeps the Imperial political designers busy. The overall effect isto
promote competent, ambitious Trahans towards high office while balancing
different opinions and groups. Certain organisations and offices provide a
guicker way, but are more limited, while the long way up is more uncertain but
flexible.

The system of having couples holding office means that career-minded Trahans
need to find a suitable spouse, and that if one of them dies the remaining person
either has to re-marry or step out of office. In the imperial court there are many
well-respected widowers and widows playing a subtle role in the background,
either trying to find a partner to get back into politics or scheming in the
background.

The empire isdivided in acomplex system of regions, organisations and
departments. Many are fairly independent, but the imperia couple hasa
profound political influence by their strong media presence and the imperia
agencies. Of special interest are the Harmony Police. The Harmony Police
works to preserve the stability and order of the empire, not to fight actual crimes
(that is left for other agencies). To this end they influence society using the
amassed techniques of philosophical engineering, infiltration and rarely subtle
pressure. Currently they are especially after cultism, trying to make society less
passionate and more rational by defusing the cults, directing their energiesinto
harmless directions such as sports, art or bickering. Censorship is regarded as
gauche, the empireisrun gently but skilfully.

In Trahan politics, there is a polarisation since time immemorial between the
Reformists and Loyalists. The Loyalists are the groups supporting the current
paradigm and its institutions, while the Reformists either want to modify it (the
Near Reformists) or change the paradigm altogether (the Far Reformists).
Loyalists are not necessarily happy with the current rule, but accept its
philosophical premises and want to work through the system. The border
between Loyalists and Near Reformistsis rather blurred, and change as new
ideas are incorporated into the empire. What distinguishes Near and Far
Reformistsisthat Far Reformists have fundamentally different philosophical
views on how society should work — to implement them the dynasty needs to be
radically changed. Since Trahans dislike contradictions and confrontations, even
the most radical Far Reformists usually try to couch their ideas in language and
forms similar to the current Nasstschsch and show that they are better in al
respect. Only the most extreme and dangerous Far Reformists such as passion
cultists refuse this and opt for confrontation.

The current regime has afairly unified Loyalist block, dominated mainly by
various ambitious branches and persons trying to climb upwards and promote
their interests rather than divide over ideology. It has served the Imperial
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Couple well, but over time the Reformist block has grown ever more rapidly
due to the humans. New ideas from the humans have shaken the traditional
order, despite the attempts from both the imperials and humans to keep the
situation calm. Right after first contact a humanist fraction emerged among the
Trahans, enthusiastic about human fashions, ideas and technology and forming a
basis for some Reformist groups. Over time the humanists have gained in
economic and political power through their collaboration, worrying purists who
see humans as threatening the social order. Several academic networks have
begun a huge project of "trandating” human culture, causing endless debate and
controversy around certain areas; the Permanent Imperial Xenological
Committee isin constant session dealing with how to handle sensitive problems
and what areas to "concentrate less on". The emergence of xenocreole has
especially caused trouble, as it doesn’t fit in with the current philosophical
systems and exploits the cracks between human and Trahan culture in ways
traditionalists can’t follow. Overall, the humans are forcing more and more
Loyalists into the Reformist block in order to help or oppose humanism.

Another dividing factor isthe "Tashn Issue”. Tashn isaform of taxation
dependent on living in certain historical building complexes (a sizeable fraction
of the population does). While Tashn was originally intended to pay for their
upkeep, it has been diverted to many other projects and the original meaning
diluted. This hasin turn produced a thriving business of "tax evasion" through
moving which the Empire has tried to limit, with the result of ever more
complex and resilient tricks being developed. The Trahan taxation system is
extremely complex and so riddled with potential loopholes and traps that tax
evasion is becoming a significant threat to imperial stability, and reforming
taxation is nearly impossible without upsetting millennia-old institutions. The
most unusual thing isthat since Trahans to a much larger extent than humans
feel a need to maintain public goods part of the evasion money is diverted into
Tashn Foundations, local foundations to maintain the complexes and other
public goods. The Empire is faced with the problem of either trying to reclaim
the money from the Foundations, and then hurting the public works it triesto
maintain as well as becoming highly impopular, or trying to limit tax evasion by
streamlining the system which immediately runs into huge bureaucratic and
political issues.

http://www.nada.kth.se/~asa/Game/Bigldeas/trahans.html (19 of 21) [2/9/2000 10:58:58 AM]



The Trahans

Language

Humans speak funny
- Trahan grafitti

Trahans speak with snorting, hissing and vibrating voices from their breathing
dits. Many of the sounds are very hard for humans to imitate, and vice versa.
The different breathing dlits can be used to create subtle pronunciation effects
that are important in conveying emotional content. Whiletalking in stereo is
possible and a popular trick, it is not used in normal speaking.

Trahans have had many languages, but ever since the L ogocratic Experiment of
the 63" dynasty there has been only one main language (the Experiment was
the deliberate attempt to impose mutually incomprehensible artificial languages
in different provincesto create a divided and easily ruled empire; the logocracy
failed spectacularly even if it did wreck havoc with language); global
communications and a centralised empire has promoted the emergence of
Trahan. Within different communities and professions such as philosophy,
medicine, technology, branches of government or businesses terminology has
however evolved for avery long time, and independent sub-languages specific
for the fields have persisted for millennia—they may not even belong to the
same language group as main Trahan. Of course there are some regional
differences; a Trahan can readily hear that somebody is from Kaalrr, Na, Snrr or
the oceans.

Trahan voices tends to produce mainly alveolar consonants and has afairly low
number of vowels, but the repertoire is extended by the different sounds made
when inhaling or exhaling the sound. The tone and rhythm is relevant for
meaning too; when writing Trahan using human characters a detailed
orthography is used, but in most applications only arough (usually still hard to
pronounce) abbreviation is used. The language is agglutinating (syllables or
affixes have individual meaning and put together), but many common words
have been abbreviated. The language has no strict division between adjectives,
nouns and verbs - the same word can be used to denote both something, what it
does (modified using various affixes) and its properties. Na may refer to the
continent, being of or related to Na or Na as a historical process - the context
determines what sense works, and they can often be mixed. Overall, the
meaning of most words is highly context-dependent, an isolated word often
lacks meaning. On the other hand it has a very strict order in the sentence
structure, including several types of clauses - some constructions force the
speaker into going into extra explanations, politeness or roundabouts (even if
everyday Trahan cleverly avoidsit). It has avery rich vocabulary of social
relationships, which are often used to denote even non-personal things like
physics or philosophy.

Writing exists in many forms, the most common ("the imperia style") consists
of a phonetic script with symbols denoting different sounds and their style
suggesting subtle nuances of volume, timbre, intonation and mood. It iswritten
both from left and right, changing direction at the edge of the paper
(boustrophenonic writing); the phonemes look like small knots and loops.
Another important form of writing is the smplified ideographic script, a
remnant of the 75th dynasty which reformed many old writing systems and
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Trahans in
Alternity

G
section

philosophical concepts; the ideographic script is mainly used in hardcore
philosophical deductions. The interplay between the angular ideographs and the
looped phonemes are often used in weaving together complex visual
diagram/sentences. Calligraphy and hiding texts in the design of objectsisa
popular art, and decorated fruits with poetry (and scented inks) a valued form of
gifts.

They have had number systems usually based on six, seven or twelve. Modern
Trahans use the duodecimal system, but the septal system was in use up until

the 69th dynasty.

Trahan names are selected according to several systems. The most common
consists of randomly combining syllables (usually as akind of game/ceremony
by the parents and their branch); some groups use parts gathered from an area
such as history or a science to produce new names. Another system creates
descriptive names (like Sshna-Tre, "Long skin flaps"). It is rather common to
have many nicknames and functional names; titles and achievements are often
combined with the name, creating a kind of "wardrobe" of names trahans can
use in different occasions.

Str 2-12
Dex 5-16
Con 4-10
Int 4-14
Wil 4-14
Per 4-16

Free broad skills: Athletics, Acrobatics, Knowledge, Administration, Culture
and Interaction.

Trahans have a—2 bonus for climbing and all skills where having six flexible
limbs come in useful. Trahans have a—1 bonus to escape and resist damage
from faling.

Trahans naturally have the advantage ambidextrous; however this only makes it
possible to use both sides in parallel, the ability to use all four hands
independently must be taken as a ambidextrous perk.
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.2 The Mothers

The expansion of life over the universe is a beginning, not an end. At the same
time aslifeis extending its habitat quantitatively, it will also be changing and
evolving qualitatively into new dimensions of mind and spirit that we cannot
imagine. The acquisition of new territory isimportant, not as an end in itself,
but as a means to enable life to experiment with intelligence in amillion forms.
- Freeman Dyson

The Mothers evolved on aterrestrial planet approximately 1540 light-years
away from Sol in the direction of the Swan constellation. The planet was
dlightly heavier than Earth and significantly warmer, covered with large shallow
seas and lowland continents. Their ancestors were tortoise-like creatures living
on beaches and tidal zones. The females were large and reasonably intelligent,
the males were quick fishlike swimmers of animal intelligence. The species
protected their young under their dorsal shells, and formed small colonies where
the adolescent young brought with them food and nesting materials to the larger
and less mobile mother in exchange for protection and some teaching.

Approximately three million years ago a spacefaring species, the Ur-Mothers,
arrived to the planet. They discovered the early Mothers and began a program of
genetic enhancement. Their motivations are unknown, but it appears that they
were interested in creating new and unusual intelligent species for some reason.
They made the mother-daughter interface, originaly just a nerve bundlie
providing homeostatic control, able to transmit information directly into the
daughter’s brain, and after birth it remained as a means of communication. The
result was that daughters learned directly from their mothers, enabling akind of
family knowledge to accumul ate.
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The Mothers

Physiology

The mothers look vaguely like big tortoises or beetles: their backs are covered
with alarge protective shell (usually a sandy grey, but often overgrown with
algae gathered in complex patterns or other decorations). Around the
circumference they have five extremities covered with aslick black skin, which
end in soft muscle pads able to deform themselves to work as fingers, grip
objects or manipulate. One of the extremities is covered by sensory organs and
would correspond to an earthly head. Food is placed in "mouth-pockets" on the
underside, whereit is dissolved. In asimilar manner they breathe into sacks of
gills, which can function both on land and in water (although they are less
effectivein dry air, and the mothers have to return to water after awhile on
land).

Their sizes vary much more than among humans, young mothers have a
diameter of around one meter and equally long limbs, while in modern times
some old mothers can become over twenty metersin diameter. Such large
mothers cannot even move themselves underwater, they have to rely on their
daughters for protection and feeding and often need bionic enhancements just to
keep their bodies working.

The mothers are actually the female form of the species. The male form is much
smaller and lacks the shell, and instead has a smooth membrane between the
limbs which he uses to swim with like aray. They are not intelligent at all, and
spend most of their time hunting small animals and seeking mothers to mate
with. When they find an accepting mother, the male climbs in under the shell
and attaches itself to an organ where he gradually is absorbed by the mother.
Under the shell there are several spaces where the young gestate. If the mating
is leads to male offspring, the result will be a sack filled with males, which
eventually bursts when the mother is underwater and releases the males into the
ocean.

On the other hand, if the result isfemale, only one embryo develops. Asit
grows, itsfifth limb functions as an umbilical cord, but also links the developing
nervous system directly to the nervous system of the mother. During gestation
the young are shaped by the memories and behaviours of the mother, and often
are ableto recall eventsin their mothers previous lives. Eventually the young
has developed enough and leaves the shell of the mother. However, the daughter
can still reach in with her limb and connect herself to the nerves and hormones
of the mother, albeit less completely.

The young remain close to the mother as long as she lives, protecting her and
bringing her food. When a mother has birthed some daughters, she usually
becomes more stationary and spends most of her time birthing more daughters.
The grown up daughters often relink to their mothers from time to time to keep
her up to date with what is happening and receiving orders and coordination.
The older mothers function somewhat like earthly queen bees.

Thefifth l[imb is specialised in many ways. Its pad is usually enlarged, and quite
sensitive both to touch and taste. Its main use wasto pick up food and placeit in
the "mouth-pockets" and to link with the mother through a dlit on the underside.
Along the limb there are iridescent stripes functioning as visual organs and
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Psychology

small loosely hanging bulbs which have both auditory and olfactory functions
underwater (the mothers are almost deaf in air). The Mothers lack colour vision,
but are sensitive to the polarisation of light instead. The other limbs have also
sensory organs, but they are less developed. The fifth [imb is on the other hand
much more dextrous and has a thick bundle of nerves running directly to the
tube-shaped brain of the mother.

Mother biochemistry is different from terrestrial biochemistry, so different that
they are dlightly poisonous to each other. The amino acids tend to interfere with
the other kind' s life processes, and oilsin the mothers’ bodies are cancerogenic
to humans; diplomats often take medications to counteract the effects. The
mothers also prefer higher temperatures, in the range 30-40 degrees Celsius,
than is comfortable to humans.

The peculiar link mother-daughter is fundamental to mother psychology. Unlike
most other races they learn much while still under development, and never have
any real childhood. The views, skills and ideas of the mother is at |east partially
transferred to the daughters, who usually are quite mentally similar to their
mothers. Reconnections reinforce this link, although not as intensely as the
initial total contact.

The families of mothers are extremely tightly knit, amost group intelligences,
but the individual members are quite able to survive on their own. However,
most feel an intense desire to link with their own mothers from time to time, and
without the contact they grow restless and depressed. Linking itself isaslow
and apparently fulfilling experience, which usually takes at |east a few hours.
The daughters partially climb under the shell of their mother, and attach their
fifth limb to the patch they were originally linked to (other places are much less
efficient). Gradually their nervous system link up with the mother, and their
minds begin to exchange knowledge. The communication is not ordered in time,
memories, thoughts and emotions gradually diffuse between the two. In fact, the
mothers have no concept of atemporally ordered language; their writing and
gestures are all intended to be read and understood as a whole process, not as a
series of events. To simplify this, various modes of thought and remembrance
has been devel oped, where concepts are unified into blocks which are easier to
transmit.

Linking between two unrelated mothersis possible, but very hard and seldom
used. Many mothers regard this as directly unhealthy or immoral, a danger to
the mental and ideological stability of the participants. However, this taboo has
gradually been loosened in the more progressive clans, especially since the
advent of cybernetic linking, which simplifies the process. One specia useis
adoptions; sometimes an individual is adopted into afamily, and gradually learn
to communicate with the central mother. Thisisrare, but usually regarded as an
extreme honour for the adopted mother.

The mothers see the world in terms of connections and patterns, not as objects
like the humans. Things are naturally ordered into hierarchies and systems, and
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the mothers are very conscious about recursion.

|deologies are serious things for the mothers. The convictions, worldview and
vision of the mother isusually transferred directly to the daughter, which means
that they will hold them too. A family usually share the same basic personality,
anditisat least partially preserved over many generations. This hasled to the
creation of very strong and stable ideol ogies/group identities, which continue
for generations (in fact, they were the force behind the old clan system).
Conversion is much less common than in humans, but it can still happen and is
usually quite wrenching for both the individual and her family, which she
usually have to leave. Most of these ideologies are quite diffuse, more like sets
of values or personal preferences, but there are also clearly defined philosophies
(like unificationalism) which from time to time manage to sweep across society,
causing total chaos until things become stable again.

While mothers have intense empathy for family members, they feel very little
empathy for mothers outside the clan (unlike humans, whose empathy merely
decreases with relational distance). This has been a central factor in the
fragmenting of Mother society.

Another downside of the linking is the risks of contagious insanity. Certain
mental disorders can spread from mother to mother by linking, until they affect
the entire family. In some families mentally disturbed members were ostracised
or even killed, but today advanced psychiatry is used instead. Thisfear of
insanity has both encouraged the search for perfect mental health, and afeeling
of unease when confronted with irrational behaviour. Anyone behaving in a
erratic manner is suspicious, and at least subconsciously feared as a potential
source of infection. Some mothers actually avoid contact with animals or aliens,
regarding them as dangerously odd. More reasonable mothers point out that the
males are quite mindless, yet they are accepted.

Mother psychology is quite diverse, but a highly respected profession in most
societies. The different psychologist families al have different views and
methods, but most are quite efficient within their specialised area. Some train
mothers various mental techniques to increase their stability and flexibility (this
Is especially common among the orthodox unificationalists), while others
employ consciousness-altering drugs and therapy, discussions, surgery,
cybernetic interfacing or groups of psychiatrists who link up to the patient
together, letting her temporarily experience being a grandmother with a group of
highly competent children supporting her.
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History

The Mothers evolved as scavengers along the coasts of the tropical oceans of
their homeworld. They emerged from the sea to gather food which had been
washed ashore, using their shells as protection and camouflage against
predators. The crucial step in their evolution seemsto have been the
development of the mental link between mother and daughter. In the beginning
it was just asimple neural link, but the evolutionary value of transmitting some
learned behaviours was so great it quickly became more and more powerful. As
the experience of the mothers were partialy transmitted to the daughters and not
forgotten, cultural evolution began to speed up.

At first, the mothers began to manipulate the coastal areas to smplify the
gathering of food. They invented the net, various traps and piercing weapons.
When they could gather more food, the older mothers could grow bigger and
survive longer, and in some families there were even grandmothers or very rare
great-grandmothers. This created the pyramidal system which persists today; the
central mother, usually too large to move, is the coordinator and planner of al
activity. Her daughters link up to her from time to time, and function as her
subordinate coordinators. They lead their daughtersin turn, and so on. The
oldest mothers are rather passive, and spend much time linked together or doing
tasks such as weaving nets or crafting tools which do not require moving
around. The younger mothers help them, gather and prepare the food according
to directions and protect the family. When the oldest mother died her daughters
moved away from each other and formed their own families.

This system had many positive aspects, but also caused many problems. Each
family was almost completely independent from every other, so new discoveries
and inventions spread very slowly from family to family through imitation or
bartering. Each family had to be able to hunt, build protection, gather food and
build tools well enough to survive, which led to the devel opment of elaborate
mnemonic techniques so that vital knowledge could be passed down the
generations.

Cooperation between different families was also very variable; often the
families which resulted from a split worked together in the beginning but then
gradually drifted apart. Warfare between different families was not uncommon.
Hunters tried to get as close as possible to the central mothers and kill them,
forcing the defeated and split family to leave its old territory.

The mothers lacked any real language to communicate with each other, but
gradually methods of communicating with gestures or objects placed in patterns
on the ground became common. This eventually evolved into various systems of
sign language (mainly used inside the family) and writing. Some families began
to work together, especially closely related families which formed clans. Inside
the clans the families could specialise themselves; afamily had no longer to
know all vital skills, they could rely on another family that knew the needed
skill. A division of labour developed, where the families of a split usually
divided their old trade into specializations.

The clans also sometimes defeated outside families and forced them to become
low-status members. The clan system quickly grew in complexity as some clans
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began to hold members which were not closely related with the leading families.
Their range of skills grew, and specialisation became more and more profitable.
Many different forms of society was invented and tried, some familiar from
Earth, others completely alien. One common form was to try to mimic the
family structure within the clan, with the central mothers linking up to largely
immobile leading families.

Civilisation developed quickly in some areas, while other areas remained
backward for millennia. The mothers spread along all habitable coastlines and
shallow parts of the oceans, and gradually colonised inland areas around lakes
and rivers. When the digging of channels was invented, they began to create
artificial rivers and shores. Boats of various kinds travelled along them, and the
old primitive huts were replaced with sprawling cities of domes along the
coasts. When fire was tamed the mothers began to use metals and waterproof
ceramics. Great civilisations developed from the most powerful clan-states.

Being naturally curious and inventive, the science and technology of the
mothers developed fast in many directions. One unusual thing isthat it was
never the unified endeavour most other races see it like. The mothers developed
it into thousands of specialised disciplines, only rarely combining them. This
limited the devel opments, encouraging elaboration rather than fruitful synthesis,
which was the domain of lone geniuses and happenstance. Eventually this
resulted in a counter-movement, the unificationalists. Unificationalism was
developed by a single family, and their ssmple but powerful writings got an
Immense recognition among many other mothers. They strove to unite the
various branches and sciences. As the movement gained momentum, it acquired
a deeper meaning and its stated goal became to not only unify all the sciences,
but also to unify other aspects of life. The ideal mother was (according to the
unificationalists) equally skilled in most areas, or at least less specialised than in
the current system. The more specialised clans generally regarded the
movement asirrational and dangerous, and for several decades fierce political,
social and military struggles wracked the planet.

The conflict was never truly resolved, but gradually petered out. The
unificationalists were able to sometimes make great technological leaps, but
were not quite as efficient as the more conservative specialists. Gradually the
ideol ogies divided and mutated, as specialists began to acknowledge the need
for some generalism, and the unificationalists realised the complexities of
handling all the skills and knowledge needed to become complete. The orthodox
unificationalists gradually became more mystical, and spent much time
pondering the mysteries of time, balance and knowledge. The more radical parts
of the movement divided into two main groups; one which supported the
development of computers and cybernetic enhancements to help this process,
and another which claimed that modern civilisation was too complex to be
healthy, and longed for areturn to the old days when a skilled family could
survive on its own, without allegiance to any clan or ideology.

The cybernetic movement soon attracted much attention as it began to show
some success. They developed the specialist computers further, uniting
previously unrelated disciplines with great success. When they managed to
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crudely imitate the neural interfaces between mother and daughter, this was
proclaimed as the beginning of a new era by many radicals while the revivalists
and many conservative families regarded it as a perversion of something holy.
The new conflict was resolved rather peacefully, as the cyberneticists and the
clans which supported them already were expanding into space. Gradually a
new order dawned, where the conservatives remained on-planet while the
radicals moved outwards.

The first epoch of colonisation was filled with competition between the various
groups, as they industrialised their solar system. Some fractions |eft their solar
system using generation ships, while others isolated themselvesin artificia
habitats in remote corners. However, gradually anew order developed as a
coalition of clans (led by the Balanced Moderators) began to tie everyone
together in anetwork of trade, communications and philosophy. The basis for
their ascension was the discovery of the Ur-Mother artefacts in space. The
mothers realised the importance of them, especially when they found the
remains of a mother habitat buried beneath the surface of an airless moon; all
the evidence pointed towards the fact that somebody had "helped"” the race.
Studies of ancient myths, archaeological digs and studies of the remaining ruins
in space fuelled an obsession with finding the Ur-Mothers. The stated goal of
the Balanced Moderators was to re-link with them, and the other clans came to
agree with their project.

When FTL technology was invented the coalition immediately began to explore
space, seeking the traces of the Ur-Mothers. It also alowed many incompatible
clansto get away from each other, starting a second wave of colonisation and
diversification. The explorers traversed huge distances in search for the
Ur-Mothers, gradually tracking them down through their ancient ruins.
Approximately athousand years ago they finally reached their goal. The
experience proved disappointing, as the Ur-Mothers had apparently abandoned
the real world to livein adigital Shagri-La. While several clans remained in the
vicinity of the Ur-Mothers, trying to understand or link with them, the rest of the
mothers suffered from a profound shock, not unlike realising that a grandmother
had died. This caused the dissolution of the coalition — the Balanced Moderators
no longer had the ideological or cultural strength to hold it together, and many
saw the discovery asasignal to aracial diasporain analogy with daughters
moving out after their mother had died.

The great diaspora threw the clans across the galaxy, many travelled hundreds
of light-years away from the others to set up their colonies. The concept of a
single mother race vanished, to be replaced by the idea of clans of clans. During
the time after the diaspora several "empires' and civilisations emerged in
various parts, but none lasted more than afew centuries. The Balanced
Moderators and some of the other clans from the coalition period slowly
regained strength, and attempted to seek out the scattered colonies to set up
trade, communication and cooperation. Their results were mixed, but adiffuse
network of inter-clan contact has slowly emerged.
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Society

Today the mothers are divided in
numerous clans and fractions.
Generally, the more traditiona groups
are found on the homeworld and old
colonies near it, while the radicals have
moved outwards into space.

- The clans are still strong, but very

. i ' -;—;--7 e e e " fragmented. They are essentially
; :' _#::_ 4. [ - 1- ... - familiesof families, held together by
. = - . =tradition, family ideology and

sometl m&e Sthe threat of violence, aIthough many are more similar to immense
family businesses. Most surviving clans are specialised in some areas, like the
Wild Soarers who deal with space transports and the aerospace industry, the
Concentrated Assemblers of Things who are largely artisans, and the Pleasant
Uniters who deal with mental and social matters (they are closely linked to the
unificationalists). Hard-Crushing-Waves originally was avery militant clan, but
has gradually developed into akind of racial police/military for hire, while Pure
Circularly Polarised Light is specialised in the creation of a special kind of
mystical experience as well as quantum computing. It is not uncommon for
families from different clans to work together in teams, forming another level of
organisation.

Some important groups are:

The Retur nists are rare outside the homeworld. They want to return to the old
scavenging lifestyle of the old, using only the classic tools and skills and
avoiding the traps of technology and complexity. Several colonies of them exist
in remote areas, where they tend their shorelines. They don’t want any contact
with the other mothers, although they sometimes trade simple products like
carved shells and a resinous substance produced by arare aquatic animal for
simpletools.

The orthodox unificationalists are a small but influential group in some areas.
They seek to become equally proficient in al skills, using complex
mystical/psychological methods. Unlike the returnists they do not deny modern
civilisation, since its complexities will be mastered when they find the secret of
becoming totally general. They place great importance in experiencing and
doing all things, and are very interested in contacting aliens.

The Balanced M oder ator s and Balanced M ediator s are a group of families
which studies ideologies and how they work; they have specialised themselves
as diplomats and middle-men. They are convinced that the mothers have to

learn to rid themselves of ideologies and other preconceptions in order to
become truly free. However, in practice they are quite occupied exploiting the
differences between the groups. The Moderator and Mediator fractions exist in a
complicated familial-administrative-economic competition based on their
philosophical differences.

The cyberneticists are one of the dominant ideol ogies/clans among the
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mothers, although it has numerous internal schisms and differences. Their goal
IS to use bionics and information technology to give every mother the ability to
become as free as possible from the constraints of overspecialisation and the
problems of being a generalist. They have developed bionic links to computers,
which can be used to transfer and store "bottled memories'. They also
encourage the use of remote linking through radio or telecommunications. This
has produced families spread across huge distances, since linking isfar from a
real-time procedure anyway. Other cyberneticists have devel oped interfaces
allowing them to communicate with other races, or cybernetic enhancements of
various kinds.

The Unified Linkers are among the most radical of all cyberneticists. They
seek to use interfacing to remain linked all the time with their families. Thisis
extremely comfortable, giving them an intense sense of unity, but also increases
the risk of mental disturbances severely. Some of the most extreme linkers are
even connecting linked families into super-families using their computers. There
have been some spectacular successes and failures, but so far their dream of a
totally unified race has been unsuccessful.

On the opposite side there are the Independent L oner s, who want to remove
themselves entirely from the family system, regarding it asatrap. Originally
they were a mixed group of malcontents and loners, but they have gradually
grown into a political force of note in some colonies.

The Shining Engineers Vector have studied the remaining megastructures of
the Ur-Mothers, and try to recreate them. Their philosophy isthat the universeis
raw material to be shaped into ordered forms by life and intelligence. In some
senseit is up for grabs —whoever transformsit first will get their will through.
The Vector isinvolved in several terraforming projects, as well as more
explorative studies. Their ultimate goal isto spread across the universe,
re-engineering it to maximise life and complexity, ultimately modifying the
universe into an omega point.

Some "remote" clans are hard to get in touch with. Some remote clans that are
relatively widely known are: The Flash Burn Coelenterates, who reputedly seed
gas giants with black holes to temporarily terraform their moons. The Floater
132 Group and Tygarite Guides are reported to have replaced themsel ves with
machines (whether this means they are uploaded or have been superseded by Al
is unknown). The Collectors have athriving and very diverse civilisation
running somewhere in the vicinity of the Coalsack Nebula. The
Convectionalists hunt supernovae for unknown reasons; currently they are near
the remnants of Eta Carina.
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The Mothers

Culture

Technology

The Mothers seem to enjoy fractals of al kinds; there are very few straight lines
or smooth surfacesin their environment if they can helpit. Instead everything is
rough and baroque, not unlike their shells (which they often cover with
decorative colourings and plants), and usually self-similar in some way. Mother
buildings usually consist of alarge central dome, surrounded by smaller domes
which in turn have small extensions (the grandmother livesin the central dome,
her daughters in the neighbouring domes and so on). The inner walls are often
covered with branching structures to hold possessions or plants.

The underlying rules of the fractal
objects sometimes has hidden
meanings, and it is very common for
mother artisans to play games or make
riddles out of the recursion. Real
connoisseurs can spend long time
deciphering an object, trying to find
new hidden levels of meaning. Alien
plants are popular, especially those with
= "interesting” shapes.

There have never been areal oral tradition among the mothers, but certain
ancestral memories have survived, usually in a highly symbolic and formalised
form. Every clan and family have its own "unity-memory", akind of symbolic
memory or identity which by tradition is divided into four important parts and
one unimportant part (a very common storytelling trick among the mothers, just
like human like to repeat something three times).

The mothers have a very rich poetic tradition, dating back to the pre-space days.
Many of the most widespread ideologies are encoded in canons, sets of poetic
works that describe the vision of the ideology, its origins, tenets and history.

Mother technology varies between the clans, but isin general advanced
compared to human technol ogy.

Higgs field technology turned out to be an early development; to the mothersit
was almost directly clear how the wrecked spaceships of the Ur-Mothers they
found in their solar system had worked. The first higgsrams were rather crude,
but over the great search they became better and better. They also discovered
how to create forcefields and manipul ate momentum. After the diasporathe
different clans devel oped the technology in different ways. Gravity and
momentum control are widely used, and especially the Shining Engineer Vector
like "active architecture" where much is based on fields holding everything
together (beautiful when it works, potentially disastrous if something can fail).

A few of the clans have pursued nanotechnology, mostly some of the cybernetic
schisms. Others have bought the technology from them, but they still remain
masters. They have nanodevices able to act in the natural world, remodelling it
as hyper-effective lifeforms. A few of the remote clans have instead opted for

http://www.nada.kth.se/~asa/Game/Bigldeas/mothers.html (10 of 17) [2/9/2000 10:59:10 AM]


http://www.nada.kth.se/~asa/Game/BigIdeas/Images/jauro.jpg

The Mothers

large-scal e biotechnology, living in or as symbionts of huge artificial lifeforms.

Unlike humans, mothers have never been interested in Al. There are afew
remote clans pursuing this (the Tygarite Guides might even have replaced their
entire population with robots, if the Balanced Mediators are to be believed), but
most mother computers are merely tools taking orders. The cybernetic clans
have of course developed thisto a high level, including neural virtual reality,
knowledge sharing and quantum computing.

Mother spaceships tend to be huge,
entire cities moving between the stars.
Each carries an entire fleet of smaller
shuttles, transports and other utility
craft. Their shape is usualy bizarre by
human standards, complex fractal rocks
covered with recursive patterns and
eird colouring (whichisreally aside
effect of the polarisation painting). The
different clans use ships of noticeably

- = different styles, and the shapes seem to
be just as much identification and functionality. The ships make huge
wormholes, but seldom make long jumps.

One the personal level, Mothers are noticeably less interested in gathering
knickknacks and possessions. Instead they accumulate family goods, stuff that
belong to the lineage rather than the individuals. However, many families are
acquisitive and gather all kinds of stuff, ranging from art to technology. On the
other hand, Mothers often take great pains in creating pleasant and practical
environments around them. Landscape design, gardening, architecture,
furniture-making and environment setup are important and popular activities —
every Mother seems to want to create a personal space that is both totally
personal and fits with the surroundings according to some scheme.

H umans- M ot h er The humans are interesting to the Mothers. They are unusual, and often quite

Relations

amusing: the gestures made by human hands have a certain "bony irony" the
mothers find humorous. More importantly, humans have the potential for
mutually beneficial cooperation. They are one of the most approachable species
they have found.

The three clans in contact with humans are the Shining Engineers Vector, the
Balanced Mediators and the Radical Unificationalists. The Engineers are the
most approachable, having their closest outpost at Adobe. They act as "artist
managers' for humans versus the Mediators, reaping some profits fromit. They
want more contact with humanity, seeing humans as potential partners.

The Balanced Mediators are interested in trade and information, but mostly
among mothers. Human goods and culture are tradable, but they have so far not
yet adapted their mostly mother-specific diplomacy and services to human
needs.
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The Mothers

Currency

Language

The Radical Unificationalists (an
offshoot of the Unified Linkers) exist
on the outside of human space, having
sent afew shipsto visit. They are
mostly interested in developing their
own unified minds, but has contacted
some similar-minded human groups
such as Unity, psychosocia experts of
Dionysos and Traha and interested
people elsewhere; the informal
cooperation is called the Linker Project.

The Mothers have different systems in different clans. The Shining Engineers
trade in terraforming futures, the Balanced Moderators have a number of
"polarized currencies’ for different purposes and the Unificationalists avoid
money - everything belongs to the familymind.

The Mothers have several forms of communication. The most intimate is the
mother-daughter link, aform of preverbal sharing of knowledge. The second
form is sign language, which is used between Mothers. The third form isthe
electronic/text language used for long-range communications; it is based on the
sign language but has developed on its own. Then there are the traditional form
of text too.

Mother sign language consists in movements and shape changes of the pads of
the front limb, sometimes aided by other limdstoo. It is quick, flexible and
works well over long distances. Since movements have meaning, many objects
or events suggest poetic names (for example, the fall of a pile of rocks would
contain several signs with completely unrelated meaning, but taken together
they form a very poetic description of the fall). The structure is often asimple
basic theme, overlaid with elaborations and modifiers (the basic theme may be
"The orbits will intersect within afinite amount of time", with overlays of "The
exact time is 54 minutes’, "The objects in questions are the planet and the
asteroid" and "Thiswill be useful™). Making the higher themes requires plenty
of dexterity, and most Mothers have trouble with more than two levels. Itis
regarded as asign of great intelligence and eloquence to formulate el egant
movements with many levels of themes, even if the viewer may not understand
all the details of the higher levels.

Mother writing has always been ideographic, sinceit is easy to learn from their
parent. The oldest forms were literal pictures (or gathered objects) used to
communicate with other families, which were gradually refined into the current
writing systems. However, Mothers often introduce if they can the real thing
discussed (as apicture or actual example) into the text instead of the word.
Today the clans have very different forms of writing, most based on the old
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The Mothers

Mother Pets

pre-Diaspora systems. The Balanced Mediators use an artificial system of
shapes (to a human, they look like fractal blobs), while the Shining Engineers
use a pictorial ideographic system written in branching sentences.

Electronic communications have developed far from the Morse-like first
attempts. It is currently a stylised form of pictoria representation of the front
pad and its movements, easily viewed on a screen or on atouch-pad. Since they
are largely based on the sign languages they are hard interpret for outsiders, but
some standard pidgins exist. The cybernetic clans use much higher bandwidth
mind-mind signals, mimicking mother-daughter knowledge transfer.

Dancers

Small spider-like scavenging animals that held the same ecological niche as
beach-combing crabs on Earth. They have ten legs, and a head (little more than
asensor cluster) on top of along flexible stalk. They have been used by Mothers
since antiquity to help scavenging, guarding homes or entertainment. In space
they mostly are used for aesthetics, being trained to exhibit pleasing
motion-patterns and keep the habitats clean. Flocks of Dancers move around in
elaborate patterns, whirling about and gesticulating in ways that appear elegant
to their owners.

Ribbon-kelp

A silvery plant that grows underwater in Mother habitats. It both keeps the
water clean and has been engineered to react to the presence of certain
Illness-toxins with changing colours.

Droplet catchers

A relative to the Dancers, that has been bred to catch droplets. In low-gravity
environments water can drift around where it shouldn't, and the catchers are the
solution. They look like spiders with feathered legs, jumping at dropletsin the
air and bringing them back to larger bodies of water. In exchange they receive
nutrients based on their performance; many cybernetic clans have neuraly
integrated them with the life support system.
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The Mothers

Mothers in
Alternity

The
Ur-Mothers

Str 4-20 (15)
Dex 2-12
Con 4-20 (16)
Int 8-16 (14)
Wil 8-18 (15)
Per 4-10

(the upper range is usually only achieved by grandmothers. The exception is
Dex, where grandmothers are much less dextrous than their daughters.
Maximum for daughters is within parenthesi ses)

Free broad skills: all the different clans have different sets of broad skills.
Among the Shining Engineers Vector the skills are Survival, Vehicle Operation,
Knowledge, Interaction, Technical Science and Physical Science while the
Balanced Mediators have Vehicle Operation, Knowledge, Awareness, Culture,
Interaction and Leadership.

Mothers inherit 30 extra points of skills from their mothers.
Mothers are amphibious and automatically have Swim to rank 3.

Motherstend to be Slow (especially older mothers, who become immobile).

The species that uplifted the Mothers still exists in some form, athough very
changed from the original. It was original