Periphery Races 

Barsoomian Green Man: a tall race of noble warriors
Dirdir: A race of caste-ridden mercenaries
Heliope: A primitive cycloptic race
Hydrae: A race of multi-tentacled hunters
Leonids: a felid race of chivalrous fighters
Phert: A race of vapor emitting quadrupeds
S'sessu: A worm-like race similar to the Sathar
Thrint: A near extinct race of vile telepaths
Zethra: A race of electrified multi-tentacled beings
Barsoomian Green Man 
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AVERAGE SIZE: 4.5 meters tall (male)
AVERAGE MASS: 181 kg
AVERAGE LIFESPAN: 1000 years
REPRODUCTION: heterosexual, oviparous
BODY TEMPERATURE: 33 C
TYPE: omnivore
Source: Edgar Rice Burroughs "Barsoom"
_________________________________________
Physical Appearance and Structure
Barsoomian Green Men are a strange hybrid species exibiting physiological traits of both humanoids and insectoids. Males can attain heights of up to 4.5 meters and body weights of 181 kilograms or more. The green man can either walk erect on two legs, or utilize four of its limbs in a crawling movement. 
At birth, the young appear to be all head and six limbs, two for walking erect, two used as arms and two in between which can be used as either. Eyes are set at extreme sides of heads and above center and can look in one or two directions without turning the head. Their ears are slightly above eyes and close together; small cup-like antennae protruding from the forehead. Their noses are longitudinal slits centered in face midway between mouth and ears. Barsoomian Green Men have no body hair. The light-greenish coloration of infants and women deepens to a dark olive in adult males. The iris of eye is blood-red, pupils are dark, eyeball is very white, as are the pair of tusks extending from the lower jaw upwards in a curve toward the center of the face where human eyes would be. 
Senses
The Barsoomian sense of sight is slightly better than Human norm, and can see twice the distance of Humans due to their higher elevation when standing erect. Their senses of hearing and taste are below Human norm, with their senses of touch and smell being about the same as those of a Human's.
Speech
Barsoomians speak a simple, partially telepathic language common to all species on their homeworld. They are capable of learning to speak PanGal and other languages of the frontier races.
Society and Customs

The four tribes of green men (Tharks, Warhoons, Thurds and Torquas) are each led by a Jeddak (king), a title that is fought for and won by mortal combat rather than hereditary means. Among the more fearsome weapons carried by the Barsoomian green men is a 12.25 m (40 foot long), steel-tipped lance which they use on foot or while riding their Thoats (horses). Unlike humans, who would have great difficulty managing a lance of such length, the green warrior does not need to cross grip to hold the weapon. Supported by two hands on the same side the green warrior can approach a foe from one side or the other rather than frontally. Additionally, the long arms could easily balance the great length of the lance and guide it with devastating effect. The Green Men also carry pistols that fire 'radium' ammunition; the weapons normally stolen from the Barsoomain Red Men.
Green Men in general are nomadic, warlike and barbaric, do not form families, have little concept of friendship or love and enjoy inflicting torture upon their victims. Their social structure is highly communal - they have no concept of private property - and is rigidly hierarchical, consisting of various levels of chiefs, with the highest office occupied by an all powerful Jeddak. 

The Green Men are primitive, intellectually unadvanced, do not have any kind of art and are without a written language. While they craft weapons, any advanced technology they possess, such as 'radium pistols', is stolen from raids upon the Red Barsoomians. They inhabit the ancient ruined cities left behind by civilizations which lived on Barsoom during a more advanced and hospitable era in the planet's history. They apparently arose from a biological experimental which went awry and as with all other Barsoomians, they are an egg-laying species, concealing their eggs in incubators until hatching. 

The males are responsible for hunting and warcraft, the females for raising the young and maintaining the equipment of the males. These racial roles have existed by custom for thousands of years, but in times of need the women have been known to take up arms to defend themselves. Like all Barsoomians, the green men are egg-layers, placing their eggs in secret incubators on the barren sea floor. The eggs are left to mature for five years, growing from fist-sized ovoids to something capable of holding a five-year-old human child. The green men keep track of the hatching schedule and know when to return to pick up their newly-hatched young, which are assigned to females for training regardless of parentage. After a few years, the young grow to their full height and maturity and take their place among green man society.

The legendary hero of the green men is Tars Tarkus, a great warrior and noble stateman of the Thark tribe. After having many adventures and daring exploits,Tars became Jeddak by winning a mortal duel with the unjust Jeddak, Tal Hajus. Being that Tars Tarkus has become such a revered cultural icon, all present day green men aspire to become as great a hero as this legendary figure, and take great risks to do so.
Since their discovery by the frontier races some years ago, most Barsoomian Green Men encountered on Barsoom will be aware of the existance of "outworlders", the UPF and its wars with the Sathar. While they will always show interest in tales of battle, they are indifferent to anything that does not directly affect their homeworld or their race.
There are very few Barsoomian Green Men that will be found somewhere other than the planet Barsoom, and these adventrous individuals are both feared and much sought after as mercenary guardsmen or enforcers by the other races of the frontier sector. When moving about the other races offworld, Barsoomian Green Men will move in the crawling fashion so as not to unintentionally cause general panic among frontier peoples. Moving about crawling on four of their six appendages reduces the Green Man's overall height by half to 2.2 meters. They can thus be easily mistaken for Vrusk at a distance, but will still inspire awe in those seeing them due to their rarity.
Attitudes
Barsoomians are proud of their heritage and traditions, and enjoy educating any who will listen to them speak about their legends, culture and history. They are a proud if not prideful race with high regards for their own abilities and their society. This pride can often lead to a violent response if another character displays a general disregard or personal disrespect for the green men, their society or their culture. 
Special Abilities
Swordsmanship: Barsoomian green men are trained from childhood in the art of swordplay, in particular the use of the Barsoomian longsword. Green man player characters begin the game with a +20% bonus to hit when using any sword during hand-to-hand combat. This bonus may be increased by spending XP awarded by the game referee.
Linguistic Telepathy: All of the races native to Barsoom have developed an innate, semi-telepathic ability to mentally perceive and understand any verbal communication. As a result, Barsoomians have the ability to learn new languages very quickly, but only when exposed to the new language in a face-to-face setting.
Racial Ability Modifiers: In general, Barsoomian Green Men have twice the Strength (STR), twice the Stamina (STA), and half the Reaction Speed (RS) or the Dexterity (DEX) of an average Human character.
STR/STA +40, DEX/RS -20, LOG/INT +0, PER/LDR +0
Dirdir 
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_________________________________________________ 

AVERAGE SIZE: 2 meters tall
AVERAGE MASS: 80 kg
AVERAGE LIFESPAN: 100 years
REPRODUCTION: heterosexual, vivparous
BODY TEMPERATURE: 35 C
TYPE: carnivore 

Source: "Barlowe's Guide to Extraterrestrials"
________________________________________________

Physical Appearance and Structure
Dirdir are a bipedal species that share many of the general physical features of most humanoids, but with several traits that are unique to the Dirdir as a race. They are covered with a cool, flexible skin resmbling polished bone which ranges in color from white to pale mauve. Antennae extend from the sides of the head and are incandescent, glowing brighter when the Dirdir is in the grip of strong emotion. Dirdir move at a half hopping, half loping pace, designed for sprinting to their prey. They lack vocal cords, which accounts for their characteristic sibilant voices.
Each of the Dirdir's two hands have two long fingers and an opposing thumb, and each of their two feet have three padded toes. Dirdir bodies are lean and well toned, and their superior cardiovascular system provides a long distance sprinting capability. Their ears are short and rounded, and the pupils of their eyes are very similar to that of the Yazirians. Muscle and joint placement is also similar to that of the Yazirians.
It is known that twelve different types of sexual organs exist in Dirdir males, and fourteen types in females. Each type is compatible with one or more types of the opposite gender, and each type has certain traditional cultural attributes. While the Dirdir's basic gender is obvious from the being's skin color and body size, its exact type of sexuals is a Dirdir's most closely guarded secret. No outsider has ever learned the complex social conventions that surround and restrict Dirdir reproduction.
Senses
Dirdir senses are roughly the equivalent of Human standards, although their hearing is slightly better. While the Dirdir's eyes are similar in appearance to those of the Yazirians, they are not sensitive to strong ambient light, and so do not necessarily require the protection of sungoggles. 
Speech
Dirdir speech is difficult for other races to learn as there are certain consonants in their language that are not found in any other known language. This is primarily due to the unique shape of the Dirdir tongue. The only alien races that are capable of mastering the Dirdir language are the Osakar and the Mechanons. Dirdir are able to communicate in PanGal, although they will normally exhibit a heavy accent.
Society and Customs
On their home planet of Sibol, the Dirdir developed from tree-dwelling carnivores into a complex, caste-ridden race. Their vitues are based on the concept of "zest to overachieve", to prove oneself better than all others at a given thing. The Dirdir have never denied their origins as beasts of prey, and indeed believe that they must vent to their bloodlust regularly, killing with only tooth and claw. Although they are a fierce and savage race, and their children are little better than wild beasts, there is a strong instinct for cooperation among individuals. Aided by this trait, they have developed a spacefaring culture and have left Sibol.
Their ruling caste, the "Tor Za", is comprised of a well educated and respected nobility. They are often gathered in council, overseeing the other Dirdir castes, and govern both fairly and wisely. The "Chin Za" is the warrior caste among the Dirdir. In the old days of Sibol, the Chin Za would battle each other in support of competeing nobles, but since the "Great Peace", the Chin Za serve as an honored security force for Sibol, with some of their number finding employment off world as mercenaries in the various conflicts of other races and corporations. All other castes are based on profession, such as Farmers, Merchants, Engineers, Doctors, Artisans, etc. 

Attitudes
Dirdir seem able to work well with most of the frontier races, but tend to respect the Yazirians, Vrusk and Humma most. Dirdir generally perceive other races to be "other castes" from other worlds, but will openly express their disgust with any race that exhibits obvious signs of laziness or uselessness. 
Special Abilities
Superior Dexterity: Dirdir have superb reflexes and dexterity. When using this ability, a Dirdir character receives a +20% bonus (+2 CS or a +2 RS; player's choice) on any DEX roll related to the task at hand. Although Dirdir have superior dexterity, they are not ambidextrous.
Exceptional Endurance: Due to their superior cardiovascular system, Dirdir are able to sprint for as many turns as they have stamina (STA) points. After that amount of time, they must rest for 10 minutes in order to fully recooperate.
Ability Modifiers: STR/STA: +10%, DEX/RS: +5%, LOG/INT: +5%, PER/LDR: -10%, MOVEMENT: as Vrusk
Heliope 
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AVERAGE SIZE: 2 meters tall average
AVERAGE MASS: 70 kg (male), 65 kg (female)
AVERAGE LIFESPAN: unknown
REPRODUCTION: heterosexual, viviparous
BODY TEMPERATURE: 35 C
TYPE: Omnivore
Source: SFAD module "Sundown on Starmist"
___________________________________________
Physical Appearance and Structure
Heliopes stand erect and average two metres tall. They look slightly reptillian, and the head is man-shaped with five or more sensory antennae located about their cranium. 
Heliopes are omnivores with large teeth and mandibles for chewing and cutting. Heliopes have one large central eye that is protected by boney ridges and two noctating membranes. Heliopes possess two long arms with average strength with their "hands" being pincer shaped, slightly rigid, with a sharp nail along the edges. Two extremely powerful legs dominate the lower body. A long tail sweeps up like a scorpion's, to rest over the shoulder. The Heliopes are neither right nor left handed but right or left shoulder-tailed. The feet are large, long and splayed. All Heliopes seem awkward and clumsy in confined spaces and look totally unsuited to riding in vehicles or on animals. They are excellent swimmers. 

Heliopes have translucent skin. The normal network of upper musculature and veins is visible and Heliopes vary in colours from violet to deep purplish red. The whip tail changes colour toward the tip to opaque, shiny black.
Senses
Heliopes have a long, sensory organ protruding from the back like a tail that sweeps up and over their shoulder. This organ gives them superb hearing because this appendage is sensitive to atmospheric vibrations. It is believed that Helipoes have no depth perception due to their cyloptic nature. Their senses of taste, touch and smell have yet to be determined by further examination. 
Speech
The Heliope speech seems to be an indiscernable series of primitive vocalizations. The only communication possible with the Heliopes is with the assistance of a polyvox.
Society and Customs
The basic social unit of the Heliope tribe is the family. Marriage ties cause complex relationships. Government is a simple system of chiefs and subchiefs chosen for ability in combat and leadership. Priests have great influence on the tribe but no official power.
Attitudes
All Heliopes enjoy colour and collect gemstones, polished rock crystals and similar baubles. They are superb sculptors and do intricate, detailed work on wood and bone. They paint and decorate their tails and mandibles in patterns that differ from tribe to tribe.
Special Abilities 
Immune to electrical attacks; take one-half damage from lasers; take double damage from sonic weapons; pincers penetrate skiensuits; three attacks per melee (2 pincers/bite).
Because of their body chemistry the Heliopes are immune to normal electric current and will take only one-half damage from lasers. Because of their antennae, Heliopes take double damage from sonic weapons. Both pincers and mandibles deliver a 1d10 bite. The damage from the mandibles is subtracted from a skiensuit value but the damage from a pincer is against the character through the skeinsuit. The tail is not prehensile and it cannot strike. Heliopes carry pouches of small stones which they can throw with terrific force. The bullet/stones cause 1d10 of damage if they hit. Inertia shields and skeinsuits will affect the missiles. Although Heliopes use harpoons to fish, they are not adept with such tools as weapons.
Hydrae 
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AVERAGE SIZE: 2 m tall; 3 m long
AVERAGE MASS: 100 kg
AVERAGE LIFESPAN: unknown
REPRODUCTION: hermaphrodidic, budding
BODY TEMPERATURE: 29 C
TYPE: carnivore
________________________________________________

Physical Appearance and Structure
A Hydrae is an intelligent creature that looks like a 2-meter tall silver tree with a cluster of limbs at one end. At the other end of the it's tubular body is a simple adhesive 'foot' called a basal disc. The Hydrae's basal disc can secrete a sticky fluid that allows for adhesive properties if the creature chooses to secure itself to some solid object. The Hydrae's mouth is located at the center of the tentacled end. 
Hydrae move about by slithering on its trunk or otherwise by pulling themselves along using their strong tentacles. The creature can see using multiple eyespots that are located just below the limbs of its head, and 'hears' by detecting and mentally processing vibrations through their skin. At the tip of each tentacle is a small olfactory organ which allows the Hydrae to smell objects it touches. 
All Hydrae are silver in color with a very noticable glossy sheen due to a moist thick covering of slime produced by glands in the epidermal layer of their skin. 
Each tentacle, or cnida (plural: cnidae), also has highly specialised stinging cells called cnidocytes. Cnidocytes contain specialized structures called nematocysts, which look like miniature light bulbs with a coiled thread inside. At the narrow outer edge of the cnidocyte is a short trigger hair called a cnidocil. Upon contact with another creature, the contents of the nematocyst can be explosively discharged by the Hydrae, firing a dart-like projection containing neurotoxin which can paralyse its victim, especially if many hundreds of nematocysts are fired at once. 
Exoiologists are especially interested in Hydraes due to their regenerative ability; and that they appear not to age or die of old age.
Senses
The Hydrae's senses of sight, smell, taste, and hearing are not as well developed as that of a Human's, but its sense of touch is somewhat more developed.
Speech
Hydrae have developed the ability to communicate telepathically with their own species that are in a 10 meter proximity. Otherwise, Hydrae will communicate visually or through contact using their tentacles. They are able to comprehend and speak PanGal, but will exhibit difficulty when attempting to communicating in that language. This is primarily due to the Hydrae's thought processes being of a more conceptual nature rather than a word specific sequence of visual or spoken meanings. 
Society and Customs
Hydrae are likely the most unified species in the known universe. They have always worked well together as a society, never having committed a single solitary act of violence towards one another throughout their long history.
They are excellent navigators, and can usually be found operating freighters between the Frontier and their home world. They seem less interested in military exploits, exploration missions, or mining operations.
Among the Hydrae society however exists a subspecies known as Hydra (both singular and plural). Hydra are less intelligent and much larger than their Hydrae cousins. An average Hydra is about 10 meters tall. They are tamed by the Hydrae and used for diverse purposes such as heavy duty laborers, guardians, and as riding or pack animals. The Hydra are not abused or mishandled in any manner, and in fact seem to fare much better physically than Hydra that remain in the wild.[Note: The Hydra in the 'Adventure 2' section of the Star Frontiers Basic game booklet involves one of these Hydra that broke out of a zoo on Prenglar and terrorized the streets of the city.] [image: image5.png]



Attitudes
Trust is a major issue with the Hydrae. It is thus difficult for them to trust any of the other races, but if they must, they seem to prefer working with Dralasites. Unfortunately, Hydrae have had several bad experiences with humanoids in the past (the capture and placement in a zoo of one of their beloved Hydra on Prenglar being one incident), and therefore view Humans, Ifschits, and Yazirians with greater distrust than other races. 

Special Abilities
Immunity: Due to the Hydrae's silvery hide, laser beams simply bounce off the creature without harming it. However, the heat of the beam excites the creature's cells and causes it to bud another tentacle, gaining 10 Stamina points and another attack. If, for example, a Hydrae with a Stamina of 60 and three attacks was hit by a laser beam it would gain 10 points of Stamina and one attack for a total of 70 Stamina points and four attacks. 

ABILITY MODIFIERS: STR/STA +10, DEX/RS +5, LOG/INT -10, PER/LDR -5, MOVEMENT: Dralasite
Leonid 
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AVERAGE SIZE: 1.8 meters talls
AVERAGE MASS: 80 kg
AVERAGE LIFESPAN: 110 years
REPRODUCTION: heterosexual, viviparous
BODY TEMPERATURE: 34 C
TYPE: carnivore
Artwork: Papo
___________________________________
Physical Appearance and Structure
Leonids are a race of humanoid felids that evolved from a primitive species of quadrupeds to an errect and intelligent races of bipeds. They are completely covered in thick, golden fur except for the palms of their two hands and the soles of their two feet. Xenobiologists believe that the Leonid race is genetically related to the Tran, although the Leonids never developed the Tran's membranous wings.
Their canine teeth are an average of 8 cm in length, capable of inflicting serious damage to any creature bitten by them. The musculature and joint locations are very similar to that of Humans. All Leonids have a long tail that has a tuft of darker hair at the end.
Senses
Leonids have excellent eyesight, good hearing and sense of smell, and they have quick reflexes. All Leonids are excellent sprinters, able to quickly cover distances of more than 30 meters in mere seconds. Their sense of touch is about the same as Yazirian norm.
Speech
The Leonid language, like that of the Tran, is a series of both vocal and visual communications. They have an array of facial expressions and body postures that serve as visual gestures, and their vocalizations include snarling, purring, hissing, coughing, woofing and roaring. Leonid tend to roar in a very characteristic manner, starting with a few deep, long roars that trail off into a series of shorter ones. They will sometimes roar at night, and the sound can be heard from a distance of 8 kilometers away. Head rubbing one's forehead, face, and neck against another Leonid appears to be a form of greeting and respect within their culture. Many Leonids have learned to speak PanGal.
Society and Customs
The Leonids hold to a social code of chivalrous behavior, with personal honor being a concept that no respectable Leonid would stray from. They live in family units called 'prides', with each pride being comprised of several related families. Government is organized along feudalistic lines, with each Leonid swearing allegience to a particular noble in exchange for the protections the noble provides to the vassal. The highest position in this chain of allegiances is the Kroarg (King) who is honor bound to protect all of the vassals under him.
While the Leonids are aware of space travel and other races of the frontier, they tend to shun advanced weaponry and most high-tech devices in most cases, and choose to operate only a small fleet of starships that are owned by their nobility.
They will however use pistol-sized projectile weapons, grenades, all forms of melee weapons, and defensive armor or screens. Their concept of honor dictates that the less advanced weaponry or technology used by a Leonid, the greater the honor of his victories. The ultimate honor is to attain victory over an opponent using only the Leonid's teeth and claws. 
Attitudes
Leonids generally work well with any race that consistantly behaves in an honorable fashion. Verbal slights or comments that a Leonid perceives to be an insult to its honor will usually provoke an immediate, violent response. 
Special Abilities
Pounce: A Leonid is able to leap up to 4 meters from a standing start, or 10 meters with a 15 m running start.
Claws: The Leonid's sharp claws add 2d10 points of damage to its Punching Score when fighting empty handed.
Bite: The damage from a Leonid's bite is 3d10 points. This is due to the length of their canine teeth.
Phert 
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AVERAGE SIZE: 1 to 1.5 meters tall
AVERAGE MASS: Varies; 40 to 80 kg
AVERAGE LIFESPAN: 110 years
REPRODUCTION: heterosexual, vivparous
BODY TEMPERATURE: 36 C
TYPE: omnivore
____________________________________________________

Physical Appearance and Structure
Phert are an intelligent race of quadrupeds whose bodies consist of multiple, gas filled "nodules" supported by four strong arms. Each four-fingered hand is covered with suction cups that are strong enough for any three of the creature's hands to support its enitre body mass and allow it to move along walls or ceilings under normal gravity conditions.
Phert have the ability to biochemically produce specific gases that either mimic odors known to an individual Phert or otherwise can actually produce the chemical composition of specific gases. In the former case, the Phert can emit odors it was personally exposed to such as cooked foods or the scent of flowers; in the latter, the Phert can emit a poisonous gas, a flammable gas or a visually impairing gas. The area of effect of any gas that is emitted will be the equivalent of the corresponding gas grenade from the weapons list in the Alpha Dawn game rulebook. If there is no breeze, the area of effect of a gas will be in a 2 meter radius around the Phert. If there is a breeze, the gas cloud will travel in that direction. (GMs should use the 'Grenade Bounce Chart' in the Alpha Dawn rulebook to determine the random direction of any gases emitted by a Phert.)
Phert are light to dark gray in coloration with light to dark green "hearfers" (see below) extending from multiple locations over its body surface.
Senses
The Phert's suction cups are equipped with chemoreceptors that allow the Phert can taste whatever it is touching. Their olfactory nerves are very complex and are located at cluster points covering the body. Pherts see using small multiple eyespots positioned about its body. Short green feelers (called "hearfers") project from the Phert's body and are used to detect slight vibrations in the air allowing the it to hear as well as a Human.
Speech
The Phert language is similar to that of the Dralasites in that air is expelled in an intentional and controlled manner to create sounds that range from high pitched squeaks to low rumbling sounds. Phert are capable of speaking PanGal although they will more often use polyvoxes to communicate with other races. Most Humans describe the Phert language as sounding very similar to that of flatuence. 

Society and Customs
Phert society is a strange one, containing nothing that can be described as an organized government or even a loose associated structure. There does exist a leader known as the Ol' Phert. The Ol' Phert is in fact elevated to this position due to its advanced age, and will always be the oldest living Phert among their entire species.
Every three years, all Phert are chemically driven to mate, and will feel compelled to travel to their home world to participate in an event known as the Great Gas. Here, millions of Pherts coverge for ten days of revelry, story-telling, conversation, eating, drinking and of course, mating.
Each Phert has its own given name, but as their names are only pronounced in the Phert language, other races have difficulty using them correctly. Thus, it is common for other races to give nicknames to Phert companions. Common Phert nicknames are: Squeaker, One Cheek, Fribbles, Razz, Cheek Sneak, Doctor Bellows, Rumbles, Bubbles, Tooter and Ol' Smokey.
Attitudes
Phert are curious in the extreme, enjoying the exploration of places that no Phert has seen before, examining new items, and meeting new beings. These tendencies occassionally cause Pherts to become a nusiannce to the other races as the Phert will often climb into its friend's personal belongings just to see what new items might be contained within. While generally non-aggressive, Pherts will defend themselves and friends fiercely if ever provoked.
Special Abilities
Gas Nodules: Phert player characters begin the game with number of gas nodules equal to their initial STA score divided by 5 (example: an Initial STA score of 50 allows the Phert 10 gas nodules). This allows the Phert character 10 rolls on the Random Gas Table to determine what gases the Phert can expell. If subsequent rolls after the initial roll produce a same result, the player should reroll for a different result. Every year, the Phert character grows another nodule and automatically gains another roll on the Random Gas Table.
Characters who are not racially a Phert or a Humma, AND are exposed to any of the gases marked with an asterisk (*) must make a STA check to determine if they vomit from inhaling the Phert's gas. Characters who become sick are unable to perform any other actions for one turn. Gases in RED indicate the actual substance noted.
PHERT RANDOM GAS TABLE (1d100)
	01-03: Odor of Rotten Plant Matter
	51-53: Odor of Humma

	04-06: Smoke (as grenade)
	54-56: Poison Gas (as grenade)

	07-10: Odor of Flowers
	57-60: Odor of Feces*

	11-13: Methane (flammable)
	61-63: Odor of Skunk*

	14-16: Odor of Pine Tree
	64-66: Odor of Electrical Fire

	17-20: Odor of Rotten Eggs*
	67-70: Odor of Burnt Wood

	21-25: Odor of Vomit*
	71-75: Odor of Swamp

	26-30: Odor of Propane
	76-80: Odor of Rotten Fish*

	31-35: Odor of Cooked Meat
	81-85: Odor of Sweaty Feet*

	36-40: Odor of Chemical Fuel
	86-90: Doze Gas (as grenade)

	41-45: Odor of Machine Oil
	91-95: Odor of Cigar/Pipe Smoke

	46-50: Odor of Ammonia
	96-00: Odor of Decaying Meat/Poultry*


Suction Cups: Because of the suction cups on the four hands of a Phert, it has the ability to walk along ceilings and walls as long as the surface is smooth and is free of any loose particals such as dust or grease. As the Phert moves in this manner, there is an audible suction and release sound for each hand involved.
Ambidexterity: All Phert are ambidextrous, using any of their four arms equally.
ABILITY MODIFIERS: STR/STA -5, DEX/RS +5, LOG/INT +0, PER/LDR +0, MOVEMENT: Dralasite
S'sessu 
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AVERAGE SIZE: 3.5 m long
AVERAGE MASS: 55 kg
AVERAGE LIFESPAN: unknown
REPRODUCTION: hermaphroditic, viviparous
BODY TEMPERATURE: endothermic
TYPE: herbivore
Source: http://www.spy.net/~curator/_ssessu.htm
_______________________________________________

Physical Appearance and Structure
S'sessu are almost identical in appearance to Sathar, the most obvious difference betwwen them being body coloration. A Sathar's skin is yellow or brown, but a S'sessu has a bright pink- or green-tinted skin. The S'sessu do not have the patterns of dots or stripes on their heads that the Sathar have. Otherwise, all other descriptive information on Sathar can be applied to S'sessu.
Senses
A S'sessu's sense of hearing is equal to a Human's. Its sense of taste is slightly better than a Human's, but its sense of smell is somewhat less well developed. A S'sessu's double pupil give it superior all-around vision, allowing it to see in several directions at once. A S'sessu always has a +2 Initiative Modifier because of its excellent vision.
Speech
S'sessu speech is a hissing lisp. They have quickly learned Pan-Galactic since their existence was discovered, and they speak it normally. They can also speak the language of their own race.
Society and Customs
In general, S'sessu are extremely competitive and self-centered. Each individual does what it wants, caring little for others except for those who can help the S'sessu achieve its goals. Power and possessions are only for those S'sessu who can take and keep them. This would seem to create a society where murder and violence are rampant, but this is not the case. Indeed, at times S'sessu can be highly organized and cooperative, and violent crime is an uncommon occurrence among them. However, S'sessu will have only one leader among them in most situations. Thus, a S'sessu company is controlled by one extremely powerful boss; the ca[ptain of a S'sessu spaceship is the absolute leader of all beings aboard that ship. S'sessu philosophies are based on getting and keeping power, not on what is right or wrong. To a S'sessu, the only actions that are "wrong" are those that keep it from reaching its goal in the best and safest manner possible.
The S'sessu are extremely aggressive business dealers. In their attempt to gain an equal footing with the other races in the Frontier Sector, they have hired adventurers to spy on, infiltrate, steal from, or suppress activities the S'sessu deem "unfriendly" in the Frontier systems closet to them. This has caused Star Law to take an active interest in certain foreign and business affairs of the S'sessu, though the race as a whole is not regarded as dangerous or hostile.
If a S'sessu believes there is some sort of personal gain to be had in doing so, it will work cooperatively with other beings. A group of S'sessu might pool their money to build an interstellar spaceship, and another group might hire a police force to protect them from robbery or murder by others.
Attitudes
The S'sessu are essentially amoral (neither knowing nor caring about the difference between good and evil). It is a good bet that a S'sessu will always do exactly what is best for it, even to the extent of betraying others without a second thought to save itself. This "every-worm-for-itself" attitude makes the S'sessu disliked, essentially by the Vrusk (who have suffered in certain business dealings from the S'sessu love for "dirty tricks").
Nonetheless, the other races have learned to work with the S'sessu, often with great success and mutual benefit for both sides. S'sessu adventurers often work well as team members, especially it they see their chances of finding personal gain and wealth are improved through cooperative effort. Of course, a better offer might always be made by someone else, leaving the door open for possible treachery.
Special Abilities
Ability Insight: Because of the extremely competitive nature of S'sessu society, individuals have developed the ability to judge the strengths and weaknesses of opponents. All S'sessu start witha score of 5% in this ability. This is the percentage chance a S'sessu has of learning one ability score or skill level of a being he observes. The S'sessu must see his opponent actually doing something related to that ability score before he can make this judgement.
Ability Insight may be increased by spending experience, just like any other ability score may be raised. This ability may only be used once per game hour, simulating the intense concentration required to use it.
Ability Modifiers: STR/STA +0 DEX/RS: +0 INT/LOG: +10 PER/LDR: -10, MOVEMENT: Human
Thrint 
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AVERAGE SIZE: 1.25 m tall
AVERAGE MASS: 50 kg
AVERAGE LIFESPAN: 75 years
REPRODUCTION: unknown
BODY TEMPERATURE: unknown
TYPE: carnivore
Source: "Barlowe's Guide to Extraterrestrials"
_________________________________________
Physical Appearance and Structure
The Thrint are 1.25 meters tall and are covered with iridescent green scales. At the corners of their broad, slashlike mouths they have thick, gray tendrils, used for holding their food as they eat and manipulating small objects close to their eye. They are carnivorous, with needle-sharp metalic teeth. Thrint both eat and excrete through their mouths.
Thrint have two arms and two legs. Their hands each have three opposable fingers, and their feet each have three long toes that curve inward horizontally.
Thrint are telepathic, and are able to impose their will on all other sentient species. This telepathic ability, known as the Power, gradually developes in the adolescent Thrint. If the Power does not manifest itself in a young Thrint, that Thrint is labeled a Ptavv, and is destroyed or sold into slavery.
Senses
Thrint are cycloptic, seeing less well than a Human does. Their sense of hearing, taste, touch and smell are not known.
Speech
Thrint are telepaths who lost the ability for speech long before they moved into space.
Society and Culture
The Thrint homeworld, Thrintun, is an earthlike planet, slightly smaller and of lower gravity than Terra. Many years ago, using their telepathic ability, the Thrint enslaved all other known sentient beings. Employing the technological skills of the slave races, they built a vast interstellar empire, often with a single Thrint family owning and ruling an entire slave planet.
Two to three billion years ago, one of the slave races, the Tunctipun, rebelled against the Thrint. Utilizing their skills in biological engineering, the Tunctipun developed semisentient species that were immune to Thrint control, and gave them to their masters. These animals turned on their Thrint owners and destroyed them.
All present knowledge of the Thrint comes from one Thrint who survived the war in a stsis field, and from artifacts and records put into stasis boxes during the collapse of the Thrint empire.
Attitudes
The now extinct Thrint race was imperical in both thought and practice, caring little for the rights and desires of other intelligent species inhabiting known space. Shorter than most known races, the Thrint viewed all races other than their own with contempt.
Special Abilites
Telepathy: 
Zethra 
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AVERAGE SIZE: 1.5 m
AVERAGE MASS: 60 kg
AVERAGE LIFESPAN: Unknown; possibly 400+ years
REPRODUCTION: Hermaphroditic, Budding
BODY TEMPERATURE: 34 C
TYPE: omnivore
_________________________________________________

Physical Appearance and Structure
Zethra are rubbery, ball-like creatures with high elasticity and durability, possessing a number of tentacle-like appendages. Six of these are retractile, strong, dextrous arms, capable of manipulating both large, heavy objects and tiny, intricate controls or items; their length varies from 1-4 meters. These project from the body in a ring about its widest circumference. A ring or "crown" of four small (.5m long) sensory tentacles projects from one end of the ball, parallel to (buut separated from) the ring of arms.
Zethra are a mottled breenish-gray with a few orange patches, but they can alter the pigmentation of their skin cells by rearranging internal supplies of chemical substances, to blend with their surroundings. Although they are able to match all color hues exactly, they cannot gleam or become rigid.
Zethra are hermaphroditic. They mate by tentacle contact, and one or both partners may give birth by budding. A "bud" grows in a bubble-like shape from the skin wall of the parent, until at length it breaks free to become a miniature, independent, and fully capable Zethra.
Senses
Zethra sense heat, light, and electrical energy, and can distinguish variations in the same with great sensitivity through their four "see-feelers" or "seefers" (as Humans call these organs). They can also sense vibrations and energy fluctuations through oarts of their bodies, but entirely lack a sense of smell. Like Dralasites, they also lack the ability to see or appreciate colors, detecting them only as differences in shade.
Speech
Zethra have no audible speech, instead using a rapid, complex language of electrical energy pulses with which they communicate with other Zethra through any good conductor (e.g., ferrous metals), or through direct seefer contact.
Zethra can communicate with the major SF races through a code-like series of "clicks"; they "hear" sounds in return by sensing and interpreting air vibrations.
Zethra create "clicks" by silently tapping someone with a tentacle, or by banging on a surface with a held object. They may also pass electrical pulses or mild shocks through conductive materials (a painful form of communication!), or cause a machine to emit sounds by the use of electrical pulses. Any Zethra who has practices with a polyvox can cause it to emit a message through the use of electrical pulses. They appear to comprehend unfamiliar languages rapidly and with ease.
Society and Customs
Zethra appear to be very self-interested and amoral. Rare in the extreme, they seem to lack any organized society or racial goals, although they will readily cooperate with their own or with other races for rewards. Zethra desire supplies of energy, or organic matter with which to produce it.
Zethra also like information, and appear fascinated by trivia from all races and planets: odd buts of poetry, music and lyrics, catch-phrases, rumors, and apparently in consequential facts. Such information is used for personal enjoyment and to achieve some unknown goal or future scientific development, but they will divulge nothing of their personal plans or preferences. All information can be retained perfectly for later recall and use.
Few Zethra encountered have readily joined Frontier life. As noted above, they appear to have come from a planet in an unidentified sector, spreading through space by using a derelict spacecraft built by the Vrusk, which they found, studied, and then piloted by use of their special abilities. They do not appear to have had the materials necessary to construct their own spacecraft.
Attitudes
Zethra are not allies of any particular race, and refure to cooperate with either the Sathar or any UPF organization, such as the Star Law rangers, the Pan-Galactic Corporation, or the smaller interstellar companies. Their true feelings are difficult to identify, but they seem to get along with all creatures who do not hinder their activities.
Special Abilities
Zethra can, at will, consume organic matter and convert it to energy, using it for continued activity, healing, and rejuvenation. Zethra can store such energy in internal battery-like organs, using or releasing it when necessary to move, think, act, manipulate items, or as a weapon against other creatures. An adult Zethra can store 220-440 SEU in its body, and requires approximately 20 SEU daily for movement, thought and functional stability. Prolonged combat, complex mental effort, and healing of injuries can double a Zethra's daily energy consumption. Zethra can heal minor wounds by resting in the normal fashion, or by expending energy (50 SEU will restore on lost hit point). This represents a return to body stability. Lost limbs will regenerate very slowly; a tentacle for instance, takes 3-6 months to be replaced and a seefer 1-4 months.
Zethra can also transmit energy by contact, with great precision, releasing up to their current total SEU, minus 25, in any turn. This blast can overload computers systems, machines, security locks and robots (causing any of these to malfunction with a Zethra discharge of 100 or greater SEU). Damage to living creatures will be 1d10 damage per 2 SEU discharged, and can effect either a single creature or multiple creatures if the Zethra so desires.
Zethra are immune to electrical and radiant energy (i.e. laser) attacks, and can drain a powerclip, beltpack, or backpack at a rate of 10 SEU per turn. Zethra also absorb SEU from energy attacks at a rate of 10 SEU per turn.
ABILITY MODIFIERS: STR/STA -5, DEX/RS +5, LOG/INT +0, PER/LDR +0, MOVEMENT: Dralasite
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