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REN (HUMAN)
(Communist)

Physical Description: Ren are 
generally a bit shorter than humans 
from earth but otherwise the same.

Traits: END +1, LUC+1, PSI-2, +1 
Any Skill

Skills: [physical skills], 
[Crafting Skills], [Scientific 
Skills], Engineering

Exploits:
1) +2 MENTAL DEFENSE vs. mind 
control due to communist upbring-
ing.
2) +1D6 on any roll to carry out an 
order by a superior. Can only be 
used once per day.

THA WELSH
(Communist, Hive)

Physical Description (SMALL): 
Short scaled insects that look 
like small armadillos with clawed 
hands and feet.

Traits: WIL+2, END+2, INT-1, CHA-1

Skills: Mathematics, Astronomy, 
Mining, Law, Bureaucracy

Exploits:
1) +2 DEFENSE if more than one 
fighting together
2) Can take one retributive action 
after becoming unconscious
3) +4 MENTAL DEFENSE to take 
actions against the hive

DADA
(Theocracy, Expansionist)

Physical Description (MEDIUM): The 
DaDa have a central round body 
with three arms that extend up and 
three that extend down like a 
double sided tripod.

Traits: INT+2, CHA+2, LOG-1, WIL-1 

Skills: [Developmental Skills], 
[Artistic Skills], Acrobatics

Exploits:
1) +1D6 on rolls against Tribbles 
due to Racial hatred  
2) +1D6 to a roll if previous turn 
is spent meditating
3) Automatically receive the 
Ambidexterity skill

SHI-AR
(Nomads)

Physical Description: Shi-Ar are 
thin tall asexual humanoids that 
have no ears or nostrils.

Traits: AGI+1, LOG+2, CHA+1, STR-1, 
END-1

Skills: [Subterfuge Skills], 
[Social Skills], Astronomy, 
Astrology

Exploits:
1) +1D6 to any perception checks 
due to heightened visual senses.
2) Can use telepathy as a level 0 
Psionic Power to communicate only.

ELDAR MORTARIANS
(Bureaucratic)

Physical Description: The Eldar 
Mortarians resemble scaled cater-
pillars.

Traits: LOG+2, WIL+2, INT-1, CHA-1

Skills: Bureaucracy, Accounting, 
Law, History, Perception, Stone 
Masonry, Negotiating

Exploits:
1) Darkvision 60ft.
2) +1D6 for any rolls involving the 
negotiation of contracts.
3) +1D6 for any rolls due to heavy 
gravity or thin atmosphere.

CLOOTS
(Tinkerers)

Physical Description (SMALL: Cloots 
look like Aye Aye but have four 
eyes and long prehensile tails.
 
Traits: AGI+2, L0G+2, STR-1, REP-1

Skills: [Crafting Skills], Singing, 
Chemistry, Mathematics, [Technical 
Skills], [Vehicle Skills]

Exploits:
1) +1D6 to scavenge useful compo-
nents 
2) +1D6 to improvise tools
3) One additional Crafting Skill

TRIBBLES
(Bloodthirsty)

Physical Description: Tribbles look 
like cute balls of fur. Don't be 
fooled.

Traits: LOG+2, WIL+1. PSI+1, STR-1, 
REP-1

Skills: [Crafting Skills], [Gaming 
Skills], [Scientific Skills], 
[Technical Skills]

Exploits:
1) +2 SPEED
2) +1D6 to manufacture Technology
3) Asexual cloned reproduction 
including memories
4) Telekinesis level 0 Psionic 
Power, self only for movement

BERBERS
(Nomadic)

Physical Description: Big insects 
that look like a spoked wheel.

Traits: AGI+2, END+2, INT-1, CHA-1
, 
Skills: Pottery, [Vehicle Skills], 
Running, Rifles

Exploits:
1) +1 SPEED in a gravity environ-
ment.
2) +1D6 to resist effects of 
radiation.
3) +2 SOAK due to tough hide that 
stacks with armor.

PAN GALACTIC GROUP
(Expansionist, Dictatorship)

Physical Description: Standard 
humans.

Traits: WIL+1, LUC+1, PSI-2, +1 Any 
Skill

Skills: Bureaucracy, Accounting, 
Law, [Scientific Skills], Engineer-
ing

Exploits:
1) +1D6 on any rolls related to 
military strategy.
2) +1D6 on any rolls when develop-
ing contracts.
3) Their military background gives 
them the leadership skill as a 
bonus.

FLEAS (HUMAN)
(Atheist, Democratic)

Physical Description: Standard 
humans. Rebels.

Traits: LUC+2, PSI-2, +1 Any Skill

Skills: [physical skills], [Combat 
Skills], [Subterfuge Skills], 
[Vehicle Skills]

Exploits:
1) +1D6 on any roll that would 
result in a life or death outcome 
or if at less than 10% of normal 
HEALTH.
2) Start with one additional 
UNIVERSAL EXPLOIT.

JIF
(Logical)

Physical Description: JIFs look 
like giant 10ft tall hippo men.

Traits: STR+2, LOG+2, AGI-1, INT-1

Skills: [Scientific Skills], 
[Artistic Skills], ESP

Exploits:
1) +2 MENTAL DEFENSE vs. Charms and 
Manipulation.
2) +1D6 to learn how new technology 
works.
3) +1D6 to learn new languages.

SEPTOCTOIDS
(Caste Society)

Physical Description: Septoctoids 
look like squid and have either 
seven or eight tentacles.

Traits: AGI+2, PSI+2, LOG-1, CHA-1

Skills: [Developmental Skills], 
Zero-G, Law, Astronomy, Bureaucracy

Exploits:
1) Given their soft bodies they can 
squeeze through small areas and fit 
into any shape.
2) Communicate using changing color 
patterns on their skin.
3) +1D6 on all rolls vs. Septoc-
toids when their world is circling 
their birth star.

KARRS
(Pacifists, Theological)

Physical Description: Karrs look 
like delicate silver crabs with 
feathered wings.

Traits: INT+2, LOG+2, AGI-1, END-1

Skills: [Developmental skills], 
Ecology, Oceanography, Biology, 
Zoology, Meteorology, Botany, 
Leadership

Exploits:
1) Karrs can fly half their 
movement speed if there is an 
atmosphere.
2) Karrs have deep knowledge of the 
mystery of life, they gain +1D6 to 
any rolls related to a new species.

MESHIGIANS
(Den of Thieves)

Physical Description: they resemble 
the spawn of an elephant, squid, 
centipede, and preying mantis with 
no eyes.

Traits: LOG+2 CHA+2, SRT-2

Skills: Physics, Negotiations, 
Bluffing, Navigation, Accounting

Exploits:
1) Communicate and see through 
sonar.
2) +1 SPEED
3) +1D6 for rolls against extreme 
gravity.

TIFS (JIF SUB-RACE)
(Pacifists, Healers)

Physical Description: TIFs look 
like giant 10ft tall hippo men.

Traits: STR+2, WIL+2, AGI-1, INT-1

Skills: First Aid, [Scientific 
Skills], [Artistic Skills], 
Negotiations, Telepathy

Exploits:
1) +2 MENTAL DEFENSE vs. Charms and 
Manipulation.
2) May take First Aid or Medicine 
as a bonus skill.
3) +4 MENTAL DEFENSE against 
bluffing.

GORS
(Rebels, Might is Right)

Physical Description: The Gors look 
like a cross between a boar and an 
alligator but can walk on their 
hind legs when they choose to.

Traits: STR +2, AGI+!, END+1, 
LOG-1, REP-1

Skills: [Combat Skills], [physical 
skills], [Crafting Skills], 
[Subterfuge Skills] 

Exploits:
1) Can breath underwater.
2) +2 SPEED.
3) If challenged can not back down 
or suffer a -1D6 on all rolls until 
they have slain their opponent.

MAULERS (JIF SUB-RACE)h
(Warriors, Dictatorship)

Physical Description: Maulers look 
like giant 10ft tall hippo men.

Traits: STR+2, END+2, CHA-1, REP-1

Skills: [Combat Skills], Intimi-
date, Law, Negotiations

Exploits:
1) +2 Natural SOAK due to tough 
hide.
2) +4 MENTAL DEFENSE against fear,
3) +1D6 to physical attacks if 
party outnumbers enemies by three 
to one.

THE GOD STAR 
PROTECTORATE

(Military Alliance)
Members: Tha Welsh, The DaDa

Enemies: The Tribbles, The Next 
Empire

THE CHARTREUSE ALLIANCE
(Trade Federation)

Members: Tha JIF, The TIF, The 
Berbers,The Septoctoids

Rivals: The Triumvirate 
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THE TRIUMVIRATE
(Trade Federation)

Members: The Karrs, The Meshigians, 
The Maulers, the Gor

Enemies: The Chartreuse Alliance

THE NEXT EMPIRE
(Military Alliance)

Members: Th Cloots, The Shi-Ar, The 
Eldar Mortarians

Enemies: The God Star Protectorate

SPACE MADNESS: yae 0015

SOL II: Planets (9)
Di Qui (IV): Ren Homeworld (IX)
BOI: Neil Patrick Harris 

UPANIS: Planets (2)
Buronondo (IV): Ren Colony (IX)

FEEZEL: Planets (1)
Lithgow (IV): Tha Welsh Homeworld (VIII)

RA: Planets (2)
Bdah (IV): DaDa and AhHa Homeworld (IX)
BOI: DaDa Leader Yog FaDah
BOI: AhHa Leader Father GaDah

ICHTLY: Planets (4)
Thorax (III): DaDa Colony (IX)GOD STAR

ABLE: Planets (4) - Collapsed to Black Hole
Cable (IV): Shi-Ar Homeworld (IX) - Destroyed
BOI: Kwa-su 

APOLLO: Planets (1) 
Pegasus (IV): New Shi-Ar Homeworld (IX)
BOI: Phalen

THE BLACK BELT

PINOS: Planets (1)
Fireball (III): Cloots Colony (IX)
BOI: Barndoine

CAIN: Planets (3)
Jain (IV): Cloots Homeworld (IX)
BOI: Cleetus

QUARK: Planets (3)
Jam (III): Cloots Colony (IX)
BOI: Cutter LSR Leader
Splinter Group: Last Stand Rebellion

PESTAL: Planets (1)
Mortar (IV): Eldar Mortarian Homeworld (IX)
BOI: CFO Orest
No Atmosphere

QUATCH: Planets (1)
Tschus (IV): Tribble Homeworld (IX)
BOI: Grr
BOI: Fang
BOI: Scar

CUPCAKE: Planets (1)
Beefcake (III): Tribble Colony (IX)
BOI: Flu�y

BLACK STAR: Planets (1)
Origin (V): Life Forms In�nite
FLEAS have discovered but not 
landed

SUN (Post Supernova)

HELON 8: Planets (3)
Porole (III): Prison Planet
Gorp (III): Human Colony (VII)
Pangalactic Group Controled
Glee (II)

TULIP: Planets (1)
Petal (IV): Human Colony (VII)
Pangalactic Group Controled

CRYPTON: Planets (2)
Kalix (IV): Human Colony (VII)
Pangalactic Group Controled

GLIESE 876: Planets (4)
876 A (II)
876 B (II)
876 C (III)
876 D (I)
Pan Galactic Group Controlled

DROAN: Planets (2)
Cader (III)
Samba (IV): Humans (VII) 
FLEA Controlled

BELTLOOP: Planets (1)
Buckle (III): Berber Colony (IX)

BETELGUSE: Planets (1)
Spool (IV): Human Colony (VII)
Pangalactic Group Controled

ATHAS Planets (2)
Ha’Ja (IV)(Desert): Berber Home World (IX)
BOI: Berber Leader “Ali”
Sahel (IX): Berber/Jif Colony (IX)
Trade controled by the Chartruese Alliance
BOI: Jif Leader “Toughy” 
Contested by Sahel Liberation Front
BOI: Mahmoud - SLF Leader

XV18: Planets (2)
New New New Bankok (I): Gas Giant
New New New Delhi (IV): Humans (VII)
Base of FLEA Armada

OMACHRON 7/PERSYE 8: Planets (1)
(7+8)/2 AKA 1 (IV): Ocean Planet, Septoctoids (IX)
BOI: Meroct

7

7

SOLOS: Planets (1)
Deus (IV): Berber/Karrs Colony (IX)

PATRE: Planets (1)
Xenu (III): Karrs Colony (VIII)

GIAUS 1: Planets (1)
Kev Rey (IV): Karrs Home World (VIII)
BOI: Fiat

SIRIUS 27: Planets (2)
Kell (II): Iron Planet
(Inu (III): Ocean Planet, Septoctoids (IX)
BOI: 7887
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HEXTOR 7: Planets (2)
Tranganesiv XIII (IV): TIF Home World (VII)
Previously ruled by JIF before TIF
uprising

GILGAMESH: Planets (1)
Gilligan (IV): Meshigian Home World (IX)
BOI: Arcturis

STATION IMPOSSIBLE: Antigravity Drive
Meshigian Outpost (IX)

BAITCH PLAIZE: Planets (1)
Tranganesiv VI (IV): Mauler Home World
Colonized by JIFs and who became
Maulers

PLEADEAZ: Planets (1)
DRE 187 (IV): Gor Nation Homeworld (V)
Colonized by Maulers (IX)
BOI: Zeel Leader of Gor Rebel Army

GREY STAR 7: Planets (1)
Tranganesiv VII (IV): JIF Colony (IX)
BOI: Quartz 

GALAFAX: Planets (4)
Tranganesiv V (IV): JIF Home World (IX)
BOI: Euclid
Planet was hit by asteroid strike
and rebuilt

FOURTH DIMENSIONAL SPACE

WARP RIFT


