Rim Coalition Races 

Humma: a militant race of kangaroos
Drakaar: a xenophobic race of humanoids[image: image1.png]artbyEZUCA




Ifschnit: a small race of humanoid merchants
Mechanon: a sentient race of robotic dinosaurs
Neme: a race of charimatic reptiles
Nissifer: a race of nomadic insectoids
Osakar: a tall race of multi-legged linguists
Sulidor: a strong, furry race of humanoids
Racial Ability Modifier Table
Drakaar 
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AVERAGE SIZE: 1.8 meters
AVERAGE MASS: 70 kg
AVERAGE LIFESPAN: 100 years
REPRODUCTION: heterosexual
BODY TEMPERATURE: 33 C
TYPE: omnivore
Source: "the Drow", AD&D Fiend Folio
______________________________________________
Physical Appearance and Structure
Drakaar are an intelligent bipedal race of humanoids who have as their most notable features red skin, long pointed ears, and silvery white hair. In most other regards, Drakaar are nearly identicle in appearance to Humans. 
Senses
The Drakaar senses of hearing and sight are slightly better than Human norm, while their senses of smell, taste and touch are slightly less developed.
Speech
Drakaar speech is generally laconic in nature, expressed in a series of abrupt, short sentences. As a proud yet xenophobic race, the Drakaar prefer to speak their own language over others, and thus will always choose to use polyvoxes rather than communicate in PanGal or other 'alien' languages.
Society and Customs
The Drakaar are a secretive race. While they are considered an advanced space faring race, they have only recently become so. Approximately 90% of all Drakaar space vessels are chemically driven system ships, with the remaining 10% being capable of instellar travel. Little else is known about the Drakaar's homeworld or their society, and the few Drakaar that have ventured forth to other star systems choose never reveal any detailed information about their race.
The Drakaar have not explained why they have chosen to shun contact with the frontier, and the UPF as a matter of general policy fully respects the Drakaar's right to do so. The Drakaar government has openly warned the UPF that any alien vessel found entering their star system will be immediately intercepted and destroyed.
Attitudes
As Drakaar exhibit a general suspicion of other race's intent, they are extremely difficult to befriend. Considering that the Drakaar will always attempt to perform any task or mission as efficiently as possible however, they are usually perceived to be an asset to any mission that is comprised of mixed races.
Drakaar will never speak in detail about their race, their home world, its society, religion, culture or even its civilization. Due to physiological and psychosocial abilities, a Drakaar can never be forced to reveal detailed information about themselves that they would not otherwise normally reveal.
Special Abilities
Disciplined Mind: Drakaar are mentally disciplined in the extreme, capable of resisting the effects of Telol, Hypnosis, and even torture in the event that such methods are ever used by those attempting to gain information from them.
Martial Arts Expert: All Drakaar begin the game as martial arts experts (level 6). Due to their xenophobic nature, no Drakkar is permitted to leave their home star system unless they are able to defend themselves extremely well.
Humma 
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AVERAGE SIZE: 2.5 meters tall
AVERAGE MASS: 90 kilograms
AVERAGE LIFESPAN: 210 years
REPRODUCTION: Hermaphroditic, viviparous
BODY TEMPERATURE: 38 C
TYPE: omnivore
Source: "Zebulon's Guide to the Frontier"
________________________________________________________ 

Physical Appearance and Structure
The body of a Humma is pear-shaped with a short, blunt head, no visible neck, narrow shoulders, unusually short arms, a stocky trunk, and wide hips with powerful legs. The face has a muzzle, with both feline and canine features. The body is covered with matted fur, usually dull brown. The hands are hairless. The feet are long and tough.
Humma walk on the balls and toes of their feet, which gives them their extra height. They are able to jump an incredible distance. Their short arms can hold a rifle but are not suited for melee weapons. They have evolved with an agile and strong prehensile tail with which they can deliver a sound blow or use a melee weapon.
Humma are warm-blodded but they are not mammals; their physiology and life cycle are unique. Young Humma are female. After they have borned a single child (all Humma bear one child in their lifetime) they change into males. When Humma approach 170 years of age they undergo another change into a neuter stage and remain neuter until death.
Senses
Humma hearing and sight are equilalent to Human standards. Their sense of smell and touch are not as acute as most of the races, while their sense of taste is completely dull. This lack of smell and taste, combined with their tough digestive system, means they can eat almost everything that is vaguely edible.
Speech
The Humma language is an ugly one, full of grunts and gutteral noises. It is not an easy language to learn; Vrusk and Ifschnits, particularly, have a difficult time with it.
Society and Customs
Humma history is steeped in civil and interspecies war. The Sathar incursions, however, drove the Humma to finally join the Rim Coalition. There is little that they enjoy more than a good brawl. Humma have an almost fatalistic, "it is a good day to die," attitude which not only makes them deadly warriors but leads them to entertain them selves in most illicit fashions. They are carousers without peers.
Humma society is feudal with a king (called the Highest One) and royalty (Higher Ones, High Ones, and so forth). The fealty they owe their superiors is a very serious matter with them. Humma are usually named after their forebears or houses they serve (Glaxchild, Klud of Arius, etc.) The lineage of a Humma is important to him and a source of pride.
In the last few decades the pride and honor that Humma have traditionally assigned to feats of war have come to include accomplisments in technical and scientific areas and explorations. There is even a house, Platget, that now sends out its descendants to become Star Law Rangers.
Attitudes
Most Frontiersmen do not like Humma, and even their fellow Rim dwellers are not overly fond of them. That is fine with Humma, because they do not care for the other races, either. Humma are rude, crude, lewd, pushy, and arrogant. The only races they enjoy working with are the Yazirians (Humma admire their battle rage) and the Osakar (because no one likes them either).
Special Abilities 

Spring Charge: A Humma can spring up to 25 meters horizontally from a standing start and, if he lands within 2 meters of an opponent, come to a dead stop and make a melee attack against the opponent, who cannot strike back. The "carousel attack", a circle of Humma springing from one enemy to another, is a bizarre battle tactic they enjoy using. A Humma can continue this 25-meter spring for up to 10 turns, but then gets winded and cannot use it again for at least 30 minutes.
Poison Resistance: Humma are unaffected by any poison that they eat or drink.
Prehensile Tail: The tail of a Humma is 2 meters long and has a grip stronger than a Human hand. The tail is capable of holding an item or swinging a melee weapon. When holding an item, the Humma can use its two arms normally. When using a tail to weild a weapon, the Humma must concentrate on it and cannot use its arms to operate anything else. The tail itself is treated as a rifle butt for damage. It is strong enough to support the Humma's body, but only for a number of turns equal to the Humma's Stamina divided by 10.
Ifschnit 
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AVERAGE SIZE: 1 meter tall
AVERAGE MASS: 30 kilograms
AVERAGE LIFESPAN: 150 years
REPRODUCTION: Heterosexual, viviparous
BODY TEMPERATURE: 32 C
TYPE: herbivore
Source: "Zebulon's Guide to the Frontier"
_____________________________________________________

Physical Appearance and Structure
Ifschnits are short, hairy humanoids. They are bipedal, symmetrical mammals that look like tiny Humans in hair coats. All Ifschnits have bald pates, moustaches, and long silky hair over the rest of their bodies. This body hair can be any color but is seldom different shades on the same body. All males have long and ornate beards, usually of a different shade than the rest of the body hair. The body hair of both sexes is usually worn in intricate braides. Each Ifschnit clan braids its hair differently.
Ifschnit hands and feet are covered with short hair, except for their palms and soles, which are bare and padded. This short hair is slightly darker than the rest of the body hair. Their hands have three fingers and an opposing thumb, the feet have four toes.
Ifschnits are herbivores and the thought of eating another creature is utterly revolting to them. Because of their vegetarian diet they are constantly nibbling instead of eating meals. Due to their small size Ifschnits cannot use many large items, including normal rifles.
Senses
Ifschnits have normal senses of hearing, touch and taste. They have almost no sense of smell and have a hard time understanding the concept of scent. Their eyes are masterpieces of biological engineering. A fast-closing inner lid closes instantly if exposed to brght light, preventing the Ifschnot from being blinded (many exobiologists believe Ifschnits evolved under intense sunlight). Their night sight is no better than a Human's.
Speech
Ifschnits have a lilting, piping voice that is best described as cute. Their language is intricate, but is compatible with most races' linguistic abilities (except of Humma).
Society and Customs
Ifschnits are the major race in the Capella system. They founded the Capellan Free Merchants and still control the organization. Their strange, polite dickering is known and welcome on most planets. Due to their origins, Ifschnits are fiercely independent. They like neither mega-corps nor cadres. They live in small family clans and are governed by a committee that changes continually.
Ifschnits believe that this is the last corporeal existence they will have. Their concept of an afterlife is one of pure thought mixed with gentler emotions. As part of this belief they tend to ignore the sensual pleasures of life. Their favorite pastimes include games (they love competition), storytelling, and bartering for goods.
They adapt very well to living and working in space. Dorem Dasak, the famous Dralasite philosopher and historian, has named them "The race of the furture, they who will inherit!"
Attitudes
Ifschnits are intelligent, brave, patient, and tolerant of other races, and members of most other races like them instantly. Unfortunately, Ifschnits prefer being alone or with other members of their clans. They harbor an intense hatred for the Sathar and any who serve them. This is due to their past dealings with the Sathar though details are hard to get, apparently the Sathar plagued the Ifschnits since their history began. This leads many historians to believe that the Ifschnits (or a branch of that race) at one time inhabited Sathar space.. Ifschnits have been known to risk life and limb many times over to eliminate Sathar and their agents.
Special Abilities
Highly Developed Sight: Ifschnits cannot be blinded by any light, as their inner eyelids snap shut instantly. They cannot see during the turn a light flashes brightly, but their eyesight will be normal the following turn.
Innate Skill: Because of their unique culture, which is heavily based on barter, Ifschnits learn about trading at an early age. An Ifschnit character is allowed to choose one of the following skills at second level and at no cost when it begins the game: Appraisal, Gemology, or Haggling.
Neme 
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AVERAGE SIZE: 1.5 meters tall
AVERAGE MASS: 50 kg
AVERAGE LIFESPAN: 160 years
REPRODUCTION: heterosexual, oviparous
BODY TEMPERATURE: 30 C
TYPE: omnivore
Source:
__________________________________________
Physical Apearance and Structure
Neme are an intelligent race of reptilian bipeds. Never growing more than 1.5 meters in height, they are amazingly strong for their small size. The Neme's two arms end in sharp clawed hands that have two fingers and an opposing thumb each. The creature's short, powerful legs are well suited for running and jumping, and it has a broad, muscular tail that is sometimes used as a weapon. The middle two toes of the creature's three-toed feet are fused into hooves that help to protect their feet from injury in rugged terrain. Although an individual Neme's skin color will vary widely, all males are generally reddish-brown in coloration while the females range from tan to darker shades of brown.
Neme have four skin flaps that protrude from the flanks of their outer jaw that become rigid whenever the creature is angered or aggitated. Although these skin flaps fan out to the sides, they do not impede the creature's vision in the slightest. From a physiological perspective, the rigid flaps are thought to help minimize injury to the Neme's head and face. From a psychological perspective, the effect is thought to warn off predators by making the Neme's appear more fierce to the attacker. 
Senses
Neme have excellent vision and sense of smell. Their senses of touch, taste, and hearing are somewhat less developed than those of Humans.
Speech
Neme speech is a series of muffled grunts intermixed with hissing sounds. Although they are capable of learning PanGal, many Neme have chosen not to.
Society and Customs
The Neme were at a primitive technological level prior to their initial contact with the races of the Rim Coalition. Certain megacorps interested in the vast mineral deposits on the Neme homeworld began to trade with the Neme by offering them their more advanced technology. The Neme, always curious and fast learners, adapted to the new technological items quickly. They now seem to exhibit a strong desire for the latest weapons and equipment being offered throughout the rim.
Neme seem to be mischievous pranksters, fond of tricking both friend or foe alike. The ingenuity they tend to use in their pranks are a source of pride and status among their species, and Neme folklore is filled with many tales of heroes who overcame obstacles and life threatening situations due to their quick thinking and trickery.
Neme are completely uninterested in politics, military operations, religion, science and any other pursuit that the Neme consider to be trappings of the star farring races. Neme prefer to find ways to have their enemies fight each other instead of confronting them directly, or finding clever ways to trick their enemies in order to render their aggression ineffective.
Attitudes
Neme seem to get along well with Dralasites, as both species enjoy practical jokes. Neme will also work well with other reptilian races of the frontier such as the Saurians. Neme will generally be indiffent in attitude to most other races, although they tend to be most at ease dealing with Ifschnit traders and businessmen.
Special Abilities
Sabotage: Neme are experts at first learning how a thing works and then understanding exactly how to make those same things malfunction. For every skill a Neme learns, the creature has a chance to sabotage the intent of that skill. For example, a Neme with the Piloting skill can render the controls in any cockpit unusable or cause them to malfunction at some critical point if the Neme character successfully rolls his/her sabotage roll. A Neme with the Energy Weapons skill can sabotage any energy weapon if the Neme successfully passes his/her sabotage roll. 
The Neme player character begins the game with a 5% chance to use its sabotage ability, which may be increased using skill points awarded by the game referee.
Digging: The Neme's sharp claws and powerful arms are well suited for digging deep into the rocky surface of their home world. This skill is normally utilized by the Neme to seach for food or to create burrows. The creature can move as many cubic meters of dirt as another character using a shovel or pick. 
Neme receive a bonus of 1d5 points of damage added to their punching score due to their sharp claws.
Mechanon 
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AVERAGE SIZE: 2.2 m tall
AVERAGE MASS: 100 kg
AVERAGE LIFESPAN: unknown
REPRODUCTION: construction
BODY TEMPERATURE: not applicable
TYPE: not applicable
Source: "Zebulon's Guide to the Frontier"
__________________________________________________

Physical Appearance
Mechanons are roughly humanoid sentient robots. Their brains are made of various-colored crystals that form an artificially intelligent storage and computing device; a technology unknown but much sought after by the other races. Their bodies may vary in shape and size, but are developed according to caste and function, generally of a similar height and weight.
Senses
Mechanons are usually equipped with sensors that give them visual and audio input roughly equivalent to Human eyes and ears. The warriors are also equipped with infrared and night vision and have heightened hearing. The thinker class is believed to be equipped with all available optical enhancement devices and have extremely heightened hearing. Though they can sense chemical compositions and touch pressure, Mechanons cannot smell, taste or feel objects.
Speech
Mechanons have built-in polyvoxes and can be programmed with almost any language. The higher orders, warriors and thinkers, can learn new languages. The Mechanon voice is high and always sounds mechanical.
Society and Customs
Mechanons evolved on the planet Volturnus from primitive Eorna robots into a sentient, sapient race which could propagate mechanically. The robots used on the Frontier in everyday life are to Mechanons what baboons are to the Yazirians: there is a certain similarity, but the differences are far greater and of more importance.
Little is known about Mechanon society. What is known indicates that it has a complex and strict caste system which does not allow for advancement from a lower caste to a higher one. The more intelligent Mechanons occupy higher castes. It is known that an aggressive tendency to dominate and destry organic, intelligent life was once a strong factor in Mechanon society. Indeed, it resulted in the famous Mechanon revolution on Volturnus in FY 54 and the eventual mass exodus of Mechanons from that planet. But recent studies have shown that this is no longer a primary drive withiin the majority of Mechanon encountered. In fact, of 100 randomly tested Mechanons, only five showed any signs of animosity or superiority complexes relating to organic sentients.
Some robopsychologists are beginning to suspect that two completely different Mechanon societies may be evolving: one bent on peacefully coexsisting with the other races, and another, smaller faction bent on destroying them.
Mechanons use standard robots to perform menial tasks, just as the other races do. Philosophy and the arts are completely non-existent and Mechanons cannot understand what organic beings see in these pursuits. Mechanons have no sense of public vs. private property. Supplies simple are created, exist and are used as needed. There is no family unit.
There are few laws in Mechanon society. Every Mechanon is programmed with specific behavioral directives during construction. Noticeable fewer restrictions are placed on members of hogher castes. At present, the Mechanon's crystaline technology is the envy of every government and mega-corp in the Frontier.
Attitudes
The Mechanons seems to get along with most races now. Their fascist tendencies have waned since they colonized theor own planet, and they are now trying to become respectable members of the UPF community. Many people who have dealt with them in the last decade testify that they are no more difficult to work with than any other race and are possibly easier to deal with than the Humma. Still others, contend that the Mechanons are planning the overthrow of all biological races in the Frontier and cite their past cooperation with the Sathar as proof. The matter is hotly contested, and only time will settle it.
Special Abilities
Ambidexterity: All Mechanons are ambidextrous, just as the Vrusk are.
Built-in Weapons: All members of the warrior class have at least one built-in weapon, usually a proton beam or laser. It is suspected that the thinkers have even more powerful armament.
Exceptional Intelligence: Most Mechanon castes have a set Logic score of 75. The thinker class has a Logic score of at least 95 and can figure out the use of any manufactured item in a matter of minutes.
Persuasion: Thinkers are also skilled debaters. They get +20 (+2 Column Shift) on efforts to persuade, and this ability improves with experience.
Nissifer 

_____________________________________________

AVERAGE SIZE: 1.6 meters tall
AVERAGE MASS: 60 kg
AVERAGE LIFESPAN: 70 years
REPRODUCTION: heterosexual, oviparous
BODY TEMPERATURE: 38 C
TYPE: omnivores
Source: "Barlowe's Guide to Fantasy"
_____________________________________________
Physical Appearance and Structure
Nissifer are an insectoid race with six limbs attached to the thorax, four to grasp and manipulate objects, and two used solely for ambulation. They have a sturdy, thick carapace that is softer at the joints, hands and feet. Nissifer have two compound eyes similar to those of the Vrusk, only differing in their opaque coloration. The entire carapace of the Nissifer is rusty black with the joints, hands and feet having a light red or dark pink color. Each of their four hands have three fingers and an opposing thumb, and their two padded feet each have four toes. Nissifer have two hearts, four lungs, and a capacious water storing sack located in the abdomen. These physiological factors help to give Nissifers an extraordinary level of stamina and endurance. 
A Nissifer's head contains many sensory organs. Their compound eyes are made from numerous tiny lenses attached together. They also have three small ocelli (simple eyes) between the two larger eyes that assist in detecting light levels and polarization. Their two anntenae ("feelers") that are attached to the head help to detect chemicals, air currents and vibrations, thus imparting their senses of hearing and smell. The Nissifer's head also has small mandibles used for eating, and a small pocket (infrabuccal chamber) inside the mouth that stores some of their undigested food for later use. 
Speech
Nissifer speech sounds very similar to that of the Vrusk and Zuraqqor, although Nissifer are the only known insectoid race that are capable of whistling, a sound they often use while tending their herds of Unth Hzoom. Nissifer are capable of communicating in PanGal and other insectoid languages.
Society and Culture[image: image7.png]



Nissifer society is clan oriented and always nomadic. They care little for building permanent settlements, scientific research, or farming. Their herds of Unth Hzoom (illustration right) supply the Nissifer with all that they need to survive. The Unth Hzoom are large docile herbivores that provide the clans with food, textile materials and simple transportation. Like their Nissifer masters, Unth Hzoom have extraordinary stamina and endurance. They can survive an exceptional amount of time with very little or no water.
Nissifer clans wear head scarves woven into patterns that are unique to each clan. They will also decorate their herds with the same clan weaving to avoid any ownership disputes that involve stray or lost Unth Hzoom wandering near another clan's herd.
Nissifer prefer to use traditional archaic weaponry such as the bow and arrow or spear, but are also fond of using powerful, single shot muskets and black powder pistols. Left to themselves and their nomadic life, Nissifer clans are generally peaceful. They are aware of the existance of the frontier races and advanced technology, but tend to shun these in favor of their traditional ways. Some clans will trade for minor technological items however, although these items very rarely involve advanced weaponry or machinery.
Unth Hzoom
TYPE: Large Herbivore, NUMBER: 2d10, MOVE: Medium, IM/RS: 5/50, STAMINA: 300, ATTACK: 1, DAMAGE: 4d10 (tusks), SPECIAL ATTACK: 6d10 (stomping), SPECIAL DEFENSE: thick hide, NATIVE HABITAT: grassy plains, temperate to hot climates
Attitudes
Nissifer are peaceful and philosophical beings. Their clans can be found on several habitable planets in the Rim sector, usually refraining from any of the interstellar political concerns of the Ifschnit, Humma, and Osakar. The Nissifer will occassionally negotiate with the Rim Coalition races for assistance in relocating their herds to other planets.
Nissifer scouts are dispatched by the clans to locate prospective grazing areas for their herds off world. Nissifer player characters will be on such a mission for their clan, posing as either explorers, prospectors or adventurers. 
Special Abilities
Ambidexterity: Like the Vrusk, the Nissifer are ambidextrous with their four arms. Their high dexterity is such that they can quickly reload their muskets in 1 game turn as compared to the 2 turns required by other races performing the same task.
Animal Expertise: Nissifer have a natural ability for handling most types of herd animals. Nissifer can quickly identify how best to approach a wild herd animal, how best to tame them, and how to train them as potential riding animals. 
Osakar 
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AVERAGE SIZE: 3 meters tall
AVERAGE MASS: 100 kg
AVERAGE LIFESPAN: 225 years
REPRODUCTION: Parthenogenesis
BODY TEMPERATURE: 42 C
TYPE: herbivore
Source: "Zebulon's Guide to the Frontier"
_________________________________________________

Physical Appearance and Structure
Osakar are very tall, long-limbed creatures. Four legs grow symmetrically from the lower portion of their barrel-shaped bodies and constitute 65% of their height. Each leg has two opposing knees and can fold up to lower the Osakar to a height of a little under 2 meters.
Osakar have two arms with shoulder joints similar to those of a Vrusk, but they aren't double jointed. The hands are short and powerful with five fingers (each finger has five knickles) and two oposing thumbs (each thumb has three knuckles).
The Osakar head is set slightly forward of the shoulders on a long, thick, muscular neck. This neck can turn the head straight back, so the Osakar can easily look behind itself. The Osakar head has a very flat face with little detail. The two eyes are totally black. The nose is an intricately baffled vertical opening. The mouth is a mere slit containing hard, bony ridges used for chewing. Two opposing tongues, one on either side of the mouth, can be seen.
The Osakar epidermis is made up of thousands of large, white, hard, plate-like cells that are shingled downward all over the body. They resemble a huge, white plant more than an animal.
Osakar have only one sex, which is considered female and new individuals are developed from infertilized eggs. To all other races Osakar appear completely identical, like clones.
Senses
Osakar have vision, hearing, and a sense of touch comparable to that of mankind. They have the finest sense of taste and smell on the Frontier (see Special Abilities).
Speech
Osakar speak a strange language that is quite beautiful. The two tongues produce sounds no other race can make and the use of their baffled nose-hole adds exotic fluting which is entrancing. They have no problem learning to speak new languages.
Society and Customs
The incredible physical similarities between Osakars has an interesting impact on Osakar society. All Osakar are absolutely equal and have the same rights. They are the only race that has achieved perfect equality. Their lack of distinguishing features not only reinforces this equality, but also channels their natural inclination toward individuality in a most unusual direction. Some even adopt other languages permanently.
This desire to be different also manifests itself in their religious beliefs. Every known religion in the galaxy, including ancient and"forgotten" religions, is being practiced by at least one Osakar. All Osakar are fervently religious, but the religion itself is not as important as the fact that the Osakar believes in it.
But the Osakar desire for individualism is most notably expressed in their apparel. While Osakar live comfortably in most climates without clothing, apparel accounts for a major portion of their personal expenses. They absolutely love fashion. Gaudy, tasteful, tacky, luxurious, the range of Osakar apparel is without limits and changes continuously. (Osakar characters must spend at least 20% of their income on clothing and accessories.)
Attitudes
Osakar try to get along with everyone, but some of the other races are barely able to tolerate the Osakar, probably because of their appearance. Most Humans are afraid of Osakar (because of their "spidery" legs) and the two races never live close to each other. The only races that get along with them are the Ifschnits (after centuries of trade and interaction) and the Humma (because no one likes them either).
Special Abilities
Highly Developed Smell: All Osakar have highly developed olfactory senses. These are so accurate that an Osakar can recognize and identify even very weak odors that it has encountered in the past, including people. Any Osakar learning the Tracking skill has a +2 Column Shift added to its success rate, unless something has masked or removed the scent.
Languages: Because of their unique mouth structure Osakar can duplicate all known languages. The Osakar are the finest linguists known. An Osakar character starts the game knowing any four civilized languages it desires in addition to PanGal and Osakarish.
Sulidor 
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AVERAGE SIZE: 3 meters
AVERAGE MASS: 125 kg
AVERAGE LIFESPAN: 75 years
REPRODUCTION: heterosexual, vivparous
BODY TEMPERATURE: 35 C
TYPE: carnivore
Source: "Barlowe's Guide to Extraterrestrials"
_____________________________________________
Physical Appearance and Structure
The Sulidor, towering three meters tall, is a heavy, hulking entity covered with reddish fur, with dark, deeply hooded eyes above a long, drooping nose. The Sulidoror (plural) are carnivores, with sharp, lethal teeth. They have thick, broad tails that they use for balance. On their two hands are curved, retractable claws.
The Sulidor has two arms with four fingered hands, and two legs with four toed feet. Muscule and joint placement is similar to most humanoids, although its retractable claws resemble a partial felid characteristic.
The Sulidoror live in the northern mist country of the planet Belzagor, building primitive huts as a base for their hunting parties. Belzagor is sharply divided into tropical and artic zones, with no temperate areas.
Senses
As the Sulidoror are predatory carivores, their senses are well adapted for hunting prey in their mountainous habitat. The sense of sight, hearing and smell are superior to those of Humans, but their snes of taste and touch are not as well developed.
Speech
The Sulidoror are very intelligent and speak the common language that developed on Belzagor. Although fully capable of learning PanGal, no known Sulidor has done so to date.
Society and Culture
The Sulidoror live a primitive existence, peacefully coexisting with the Nildoror, the dominant intelligent species on Belzagor. Deep in Sulidoror territory is the "Mountain of Rebirth," a religious shrine of the Nildoror, which is administered by the Sulidoror. The exact nature of the relationship between the Sulidoror and the Nildoror is shrouded in mystery. They share the same language, and evidently have some means of rapid communication. Their philosophies are similar, and they seem to have the same religious beliefs.
Attitudes
While expressing fierceness as a predator species, Sulidoror are quite peaceful and reflective while relaxing in their villages. They are deeply religious, and seem to find solice through quiet meditation and prayer.
Special Abilities
Exceptional Strength: A Sulidor can summon an additional feat of strength through focus and concentration. Sulidor player characters begin with a 5% chance of using their Exceptional Strength ability, and this percentage may be improved by using XP awarded by the game referee (see IMPROVING CHARACTERS section in the Star Frontiers Alpha Dawn Expanded rulebook).
Racial Ability Modifier Table 

	RACE
	STR/STA
	DEX/RS
	INT/LOG
	PER/LDR

	Humma
	+10
	0
	0
	-10

	Drakaar
	
	
	
	

	Ifschnit
	-5
	0
	+5
	0

	Mechanon
	+10
	0
	+5
	-5

	Neme
	
	
	
	

	Nissifer
	
	
	
	

	Osakar
	+5
	+5
	0
	-10

	Sulidor
	+10
	0
	0
	0
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