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BOR.A—H Al

by Bill Logan
PHYSICAL STRUCTURE
The Bora-kai are bipedal, with two arms, similar in
external shape to humans. Their skin is leathery,
grey, dense and covered with fine bristly hairs
(much like the skin of an elephant). They grow no
larger thicknesses of hair anywhere on their bodies.

Their heads have a single row of ridges that begin at
the front of their foreheads and trail down the back
of their necks, then all the way down to their
tailbone. These ridges are bony protrusions that
have no known function.

Although their bodies are not meant for speed, they
are strong and durable, able to carry heavy loads
and do so for a very long time.

On the inside, they are very different from humans.
The bora-kai possess a complex web-like network of
interconnecting bones and cartilage that serves as a
powerful protective layer against outside harm.
They have two hearts, one that takes over for the
other at even intervals (a monthly cycle), though if
one fails they can operate off the other indefinitely.
Several other organs are redundant as well.

Bora-kai females have four breasts, and men have
four nipples. They often produce two or more
children per birth and the mother requires this level
of nutrient provision to care for her young.

SENSES

The Bora-kai have poor senses of touch; their dense
skin lacks any decent level of tactile feedback. This
also increases their tolerance for pain. The fine
hairs on their bodies can sense slight changes in air
current and pressure, however.

The Bora-kai have narrow eyes with all-black
cornea, retina, and pupil. These dark pools of ink
see well in the dark, yet have very little trouble in
full daylight. Even by starlight, the Bora-kai can see
as well as in the daytime. They cannot see in total
darkness.

Their senses of hearing, smell, and taste are
virtually the equal of humans.
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Characteristics

Average Size 2.1 meters male,
2.0 meters female
125kg male,

95kg female

80 years male,
120 years female.
heterosexual,
viviparous

31 degrees Celsius

Average Mass
Average Lifespan

Reproductive System

Body Temperature

SPEECH

These beings have a traditional larynx and vocal
system capable of producing normal ranges of
sound, but their voices tend to be extremely low in
frequency. Their deep baritones make incredible
melodies when they choose to sing the songs of
their homeland. Their speech is slow and careful-
sounding, giving the impression of wisdom.

SOCIETY AND CUSTOMS

During the second Sathar war, several Sathar ships
and outposts were destroyed, many of which
crashed on various worlds. In order to prevent their
technology or the mysteries of their existence from
being known, they all self-destructed... except one.
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On 87PF during the siege of Sathar Outpost #1 (a
fortified space station with its own moons), Strike
Force Nova noted two large escape pods that
jettisoned. They sent detachments to eliminate the

escape vessel but were surprised to find not Sathar
inside, but something else entirely.

The Bora-kai were a captive race, used for a
hundred generations as slave labor by the dreaded
Sathar. These bora-kai were all that remained, and
they wanted to live. Strike Force Nova took them
captive and tried in vain to learn some secrets about
the Sathar from them.

The Bora-kai were never a star faring race, and their
understanding of space and its physics is limited.
They come from a world long destroyed by the
Sathar (no remaining Bora-kai has any memory of
his homeland). Their society was feudal, and their
king and queen are long dead. The living remnants
of this once proud if primitive society are all
descendants of knights once in the employ of their
queen.

The Bora-kai of today were raised in tyranny and
treated poorly for ten years by UPF, before political
pressure encouraged their release. They all agreed
to split up and explore the Frontier, learn from these
people who have conquered their enemy the Sathar
and secured their rescue. They hope to find a place
for their people to thrive, and seek any evidence
that others of their species survived the destruction
and captivity of the dreaded worms.

Bora-kai are honorable and intelligent. They are
primitive only in their political views. Bora-kai of
today have learned to get along in a Frontier
society, even if they still think Void space is a
magical place.

They prefer the use of melee weapons over anything
else, and tend to shun technology in preference to
simpler things. Battling with a great sword (modifier
+0, damage 4d10, Initiative Modifier -1) is a matter
of personal expression and strength, and the Bora-
kai knights make their own (a craft passed on
through the generations, even in captivity).

ATTITUDES

The Bora-kai get along well enough with all races
they encounter. Because of their antiquated
viewpoint, they often draw parallels to ancient
wisdoms that modern people would miss. Because
of this, many people consider them more warrior
poets or scholars than military assets.

Vrusk have taken a special interest in the Bora-kai,
and there is a non-profit organization called the
VBO, Vrusks for Bora-kai Organization, dedicated to
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the understanding of this ancient people and aiding
them in their pursuit to seek roots or plant new
ones.

SPECIAL ABILITIES

Night Vision. The Bora-kai can see well in the dark,
like a Yazirian. Unlike a Yazirian, though, they are
not penalized for bright lights. Their eyes adapt too
quickly to be flash-blinded and their dark eyes
absorb errant light and keep it out of their pupils.

Durability. Probably the main reason the Sathar
used them for slave labor is their incredible
durability. Their redundant organs and advanced
network of bones and cartilage result in being able
to sustain more damage than their Stamina score
would normally allow.

In game terms, they can take 5 more points of
damage than their actual Stamina score. This racial
ability can be increased just as other race’s abilities,
up to 100. A very powerful Bora-kai with this racial
ability maxed-out and a Stamina score of 70 would
be able to take 170 points of damage before dying.

When asked to make Current Stamina checks,
players of Bora-kai characters must use their
Stamina score or their current stamina, whichever is
lowest.

For example: a Bora-kai has Stamina of 55 and this
special ability at starting level (+5). This means his
Current Stamina is 60. If he had to make a Current
Stamina check, he would roll against 55. If he took
ten points of damage and then had to make another
Stamina check, they would roll against whichever is
lowest (in this case, their current stamina of 50).

BORA-HAl CHARACTERS

STR/STA
DEX/RS

INT/LOG
PER/LDR

Walking
Running
Hourly

5 meters per turn
20 meters per turn
4 kilometers/hour

Nightvision Can see equally well in all but
complete dark.

Current Stamina maximum is +5
higher than STA score would
normally allow.

Durability
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ROGUE PLANET

by Andrew Modro
Presented here are several different possible adventures
growing out of a single seed. In each of these
adventures, a minor planet that was ejected from the
solar system of its creation has been discovered
wandering through space. What secrets the planet holds
are left to the characters to discover.

THE WANDERER IN THE DARH

For several weeks rumors grow among space
travelers of a ghost planet drifting in the dark
between the stars. Eventually word spreads around
that expeditions are being mounted and are looking
for crew to recruit. The Wanderer has been located,
and the race to discover its secrets is on.

There are several candidates for an expedition. PGC
is one of the most likely, but other corps looking to
get a leg-up (or even local entrepreneurs) could also
take an interest in this "ghost planet". Experienced
characters who are in possession of a vessel of their
own, or part of a group with a ship, can also attempt
to mount an expedition of their own.

The characters may arrive first, but others will be
hot on their heels.

THE SLEEPERS

In this version of the adventure, explorations
beneath the surface of the rogue world reveal signs
of intelligent inhabitation -- cavernous, tomb-like
complexes burrowed deep below. Advanced power
plants keep computers and machinery just active
enough to maintain the lives of cryogenically frozen
aliens. How many aliens sleep deep within the
planet? Who are they? Where do they come from?
What happened to their world?

wAaR IN THE NIGHT

Whether or not the rogue planet is inhabited, in this
version of the adventure it is rich in resources, a
treasure trove floating free and waiting to be
exploited. Several rival groups arrive to lay claim to
the planet, and in short order their disagreements
and posturing become a multi-way shooting war.
Do the characters work for one of the disputants?
Do they have their own claim to stake and defend?
Do they work for the Pan-Galactic Corporation or the
Federation, seeking to achieve a peaceful solution?
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CARNIVAL

(This idea is inspired by George R. R. Martin's
masterful novel, "Dying of the Light". The author
highly recommends this novel to all science fiction
fans!)

In this variation, the planet has been discovered
because it is wandering close to a star system and,
eventually, will drift close enough to become
temporarily habitable on the surface. PGC and
several other large corporations have quickly laid
claim to the world and are set to begin creating a
wonder of the Frontier -- a vacation carnival planet,
where they can use tourist revenues to fund
terraforming and technological experiments. The
opportunity for mystery and adventure in such an
environment is boundless.

WHEN WORLDS COLLIDE

As above, the planet is drifting close to an inhabited
star system, but this time it's on a collision course
with a major world. When an expedition to the
rogue planet discovers that it seems to be filled with
ancient technology -- but no sleeping inhabitants --
what will be done? Is the rogue planet in actuality a
"world ship" and can it be diverted in time?

WAYLAD

by Bill Logan
Note: The characters start the session at a market on any
planet the referee desires, looking for a tavern or casino
to spend their credits, or seeking a specific thing known to
exist in this market for an eccentric employer who has
trusted them with the money needed to purchase the
item.

A nervous Vrusk approaches the characters and
asks to talk to them in private, heading into a hole-
in-the-wall cantina and hoping they’ll follow.

The Vrusk is T'kita, and she’s afraid because she
says she’s being followed. She asks the characters
if they'll sit nearby at a table and keep an eye on
her for a few hours, and that she'll reward them if
they do.

The characters have a seat, and T'kita sends drinks
over to their table, delivered by a large man wearing
an apron two sizes too small. She sits nervously
and tries not to look at the characters.
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About a half hour after the characters partake of the
drinks, they must each make a Stamina check with
a penalty of -20; the drinks are poisoned with a
powerful sleep aid. Anyone who remains conscious
is attacked by three humans (one was the fake
waiter who brought the drinks) who seem to come
out of nowhere with electrostunners, while T'kita
screams and tries to get away... they should all get
stunned.

When they awaken, they’re in an alley behind the
cantina. All equipment is gone, even some of their
clothing. T'kita is nowhere to be found. Inside the
cantina, the owner and employees are locked in a
closet pounding and vyelling for help (they were
stunned by the three humans when they saw T'kita
duck into the bar). It looks like the characters failed
to protect the young lady Vrusk, or themselves.

One of the characters notices T'kita dropped
something during the scuffle... a small note
addressed to her, opened and easily readable. It
says:

T’kita -

They’re on to us. I had to hide the money at
the train station, under a garbage bin near the
kiosk. I'm going into hiding and suggest you do
the same. If they find out what we’ve done, the
project will all be for nothing, and the hatchlings
will be killed because of what they are.

Be careful,
-Bastion

Who is Bastion? What project were he and T'kita
working on? Who were the three humans and just
who is the good guy in all this? And what's so
important about some kind of hatchling that is worth
all this violence? All the characters know is they
alone hold the knowledge that some money is
stashed in the train station, and they're all now
quite broke... sounds like the next step to the
adventure will take place near a garbage bin by a
kiosk!

CROMS RETURN

by Ashley Raburn: izlear@gmail.com
Editor's note: This adventure assumes the characters
begin on a starship. If they’re starting-level characters,
this could mean they work as crew on some ship owned
by a mega-corp of your choosing. If they’re advanced
characters, they may be pilots, engineers, or gunners
working for a starship owner. They might even have their
own ship.
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The crew are on their return trip home from a long
stint on the job and are asked to check out a
distress call that has recently been picked up. The
call is a faint “help me” and has been traced to an
archeology mission that lost contact several days
before. As the crew finds the ship and boards, they
are greeted with a strong stench and a dim red
emergency light. As they begin to explore the ship
they find body parts of the crew. Further exploration
will find service robots that appear to have been
killing the crew off.

In a small closet there is a crew member who has
hidden himself away and is now suffering from a
fear of robots. In the bridge the image is more
grizzly than even the rest of the ship: there is a
body of a young female (the captain of the ship)
with her head opened up. On the control panel of
the ship near the body there is a sealed container
with a brain. The container is wired into the control
console.

Why are the robots killing the crew? Who is
controlling the robots? What were the archeologists
looking for?

The Archeologists were investigating an early
robotics factory that had long been lost due to war
and destruction on the particular planet 200 years
earlier (in 94PF, during the “Age of Adventure” when
many corporations raced to explore the stars - often
in direct conflict with one another!). It had taken
200 years for the atmosphere to once again become
hospitable. The society of the planet had long been
the subject of debate as the center of a cult. A cult
of robotics so to speak, people who worshiped
robots. Alistair Crom had long been said to have
been a high lord in the cult. Alistair lived a long
lonely existence; with the help of robotics he was
now no more than a robot with a hand full of organic
parts - a Cyborg of the highest form. As the
Archeologists began to make noise he woke. He
programmed the ship robots to kill the crew and
make sure their findings never reached civilization.
He also ordered them to bring the brain of the
captain of the expedition.

What did the Archeologists find?

The cult had not only been a cult of robots, but were
also practicing self perseverance with the assistance
of robotics. They were practicing a complete rebuild
of humanity into cyborgs to survive what they called
“the downfall of humanity.” Their research had been
based on an ancient civilization known only as the
Cys who had long been thought extinct. The
archeologists found the ordinance to their resting
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CLASSIFIEDS

Al Modular Drop-Homes
“They don't look like giant
lunchboxes anymore!”

% Solar Minor System, a stone’s

. throw from the famous Data
Repository... we will bill your
business-cred discretely!

One-Family Drop-homes starting
at 20,000 Credits!

Any size, any shape, any number
of floors. Standard, industrial,
and armored military outpost.

Please specify atmospheric
makeup, pressure, and gravity.

Chronocom Subspace Relay#
58473894930327161610

Tordia,
Where’s my money?
-Groko

you're into Vrusk, Yazirians, or Humans, we have the flavor for you.

Chronocom Subspace Relay#

91918285757383121211

Call in

advance and we’ll have the right gender, hair color, antennae shape, or wing
texture for your desires! Confidentiality is our policy.

-Paradise is real, and it's powered by Parabatteries!

Bavor’s Tracking Service
Bail bonding, skip tracing, identity
tracking, infiltration and
extraction.

250 Credits per day, double for
battle pay.

Nobody beats our service, or our
prices. With a total of 29
combined years of experience,
our agents and robots have
brought down some of the
Frontier's most dangerous.

Chronocom Subspace Relay#
77715299987122090001

RiskCo
High-Risk
Paramilitary Operations

Now hiring:

- deep cover operatives
disguise experts
drop-jumpers
demolitions experts

Must be willing to relocate and
change your identity.
Imprisonment records OK

RiskCo - A subsidiary of MercCo

Chronocom Subspace Relay#
22321001002001088293

Cyber Optics
at a good price

Vision correction... night-vision
implants... telescopic sighting
links... infra-red sensors.

Estimates are free.

Chronocom Subspace Relay#
99877757775773772774

Vroy’s Used Explorers

Come see our lot, you'll drive
away happy, we're sure of it!

Located on Triad in the Prenglar

Pimp My Skimmer!
Roverto Shavaro, artist and
mechanic

With the latest in underskimmer
lighting, sound systems, tinting,
and baffler shaping, you'll be
making heads turn!

Chronocom Subspace Relay#
66339299001172663331

Dirty Deeds
Done Dirt Cheap

For the right price, we’ll do it.
You know you want to message
us and ask for a quote.

You know you do.

Chronocom Subspace Relay#
22211221100222344434

system, 200km east of Lake Vast

Chronocom Subspace Relay#
33555004051122210043

Paranormal Investigators.
It's not your imagination, and
you're not alone. We can help.

Chronocom Subspace Relay#
551233221148484422






