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Chapter 1: Introduction

“The future is not what it was.”

1.1 What is Outlands?

Outlands is a science-fiction role playing game, designed
to capture a cinematic atmosphere. It is not space opera,
and is not concerned with creating a wholly believable
future world. Instead it attempts to create an environment
where players can take part in a gritty science fiction movie.

The setting is not a utopian future, and neither is it a grim,
black future where the citizens hold no power. The back-
ground to Outlands lies somewhere in between. Like the
modern world, there is justice and injustice, and people are
not tangibly good or evil; they are just people.

The players play central characters to whatever storyline is
being enacted. They are not necessarily heroes, but they
are the centre of the action. Similarly, the players provide a
supporting cast of people that their characters know -
friends, lovers and adversaries - that the Gamesmaster
uses to build and act out the plot.

The rules cover creating characters and supporting casts;
creating weaponry, vehicles and starships as well as com-
bat, psionics and a host of other areas essential to creating
a cinematic adventure.

1.2 Background

At the time Outlands is set, mankind has expanded deep
into the stars. Technology has advanced dramatically, but
not to the extent that might have been predicted in the past.
From time to time in man’s history, technology has
advanced in some area, and caused a ripple across all fac-
ets of man’'s life. Historically, these technological
revolutions have sparked a century or so of development,
punctuated by periods of technological stasis.

The speed of light remains a fundamental limit in the uni-
verse, although the creation of the singularity drive has
allowed mankind to travel vast distances in comparatively
short periods of time. However, this has led to problems
with communication. In order for information to travel from
system to system it must be carried by starship, which
means the rate at which information propagates is different
throughout known space.

This delay in communication causes a phenomenon known
as the information wave. Like ripples from a stone dropped
in a lake, information travels outwards from its point of ori-

- Bernard Levin

gin, carried by the ships that travel from that system. The
information wave has a large number of ramifications on
the people who live in known space.

One of the most startling breakthroughs has been the cre-
ation of the cyberlink; an interface protocol between
electronics and the human nervous system. Over the cen-
turies, people have come to accept the cyberlink as part of
life. It allows two people in a room to speak to each other
without talking as their conversation, by broadcasting mes-
sages over the equivalent of a radio channel. Furthermore,
because most planets have networks of transponders,
people can talk to any cyberlinked-equipped person or
machine on the planet.

An additional development caused by the creation of the
cyberlink is the wetdrive. A human’s personality and mem-
ories (known as their engrams) can be recorded on a
datachip and executed on powerful computers, allowing a
certain degree of immortality. In theory, this engram could
be placed into an appropriately prepared clone body, allow-
ing immortality, although the law dictates that all clones are
unique individuals with their own rights, making this prac-
tice effectively murder (and makes illegal cloning an
important criminal racket).

Political power is held by the Confederation - a loose alli-
ance of every world in known space. Membership is
compulsor; planets that attempt to leave are considered
‘hostile forces’, on the assumption that peace is maintained
through unity. Order is enforced by the Military, which also
carries out a variety of services which insure that life in the
Confederation runs smoothly.

The Confederation is officially a democracy, but the slow
rate at which information propagates means that systems
at the edge of Confederation space could not possibly com-
municate with each other to determine govermental policy.
Instead, the Confederation is divided into sectors. Each
sector has its own local government to determine law, and
is answerable only to the edicts of the central council.

The central council, based at Terra (Earth), is capable of
passing laws which cannot be overuled by the sector gov-
ernments. The central council is an amalgamation of each
of the sector governments, and everyone who can vote in
a sector government has a vote in the central council.
Since the vast majority of representatives are unable to
attend in person, the central council exists in part as a net-
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work of engrams, running on a secure computer system.
Security for this system is understandibly tight, and mem-
bers of the central council are expected to update their
engrams regularly.

1.3 The History of the Confederation
1.3.1 Circa -15 Century NE

Several companies on Earth have been granted the right to
build constructions in orbit. These firms are designated
ODG - orbital development granted.

So called ‘cold fusion’ drives are perfected. These take
water as fuel and affect the hydrogen present. The single
electron in each hydrogen atom is forced into a ‘tighter’
orbit, liberating energy. CFDs are used to power most
vehicles.

After centuries of campaigning, laws are passed to allow
homosexuals to marry. There is still some resistance from
religious fanatics, but most people accept the new law as
something that was inevitable, and which should have
been passed decades ago.

1.3.2 Circa -14 Century NE

Overcrowding on Earth prompts the development of ter-
raforming techniques which can convert a planetary
atmosphere to Earth-type. These early methods are very
slow, taking several hundred years to take effects. Opera-
tions to terraform Venus and Mars are begun.

The United Earth States decides to allow some corpora-
tions the right to start seeking out suitable worlds for
terraforming and to form colonies in other stellar systems.
For various political reasons (chiefly to ensure that their
task is taken seriously and not just seen as a way to make
easy money), all companies that are to colonise new
worlds are prohibited from continuing trade on terra. These
companies are known as NTCs - Non-Terran Companies,
and competition is high between them.

Military hardware is in an extremely advanced state, but it
has become increasingly difficult to prevent outside organ-
isations acquiring Military equipment, leading to problems
where terrorist organisations are armed with Military-grade
equipment.

1.3.3 Circa -12 Century NE

New Eden, Commek and the Tanimoto Corporation have
colonised planets within a few tens of light years from Terra
forming the closely knit Homeworlds. The armed forces are
merged to form the Military. At the time, this consists purely
of ground forces (loosely termed the Army, although the
navy and air force are a part of it). Most Police forces have
been disbanded, and the Military acts as the Police for
most countries.

Journeys between colonised worlds takes at least several
decades, and travellers are cryogenically frozen for the trip.
CTA, who manufacture the majority of the so called hyper-
sleep units, become one of Terra’s richest companies.

The early signs of the Terran polyglot can be seen. The

most commonly spoken language in the American Corpo-
rate is a merging of English and Spanish, whilst in Japan,
the old forms of language have become merged with
English stylistics, mostly as the result of extensive trade
with English-speaking countries (in particular, the Japa-
nese make liberal use of English-style acronyms when
naming industrial projects).

1.3.4 Circa -11 Century NE

Overcrowding continues to be a problem in the Home-
worlds. Avery Astronautics works with CTA to develop the
Odyssey class starships for New Eden. These huge colony
ships are designed to send potential colonists beyond the
100 light year communication limit (that is, beyond the dis-
tance that messages sent at the speed of light arrive within
one human lifetime, crudely defined as 100 years). One of
the Odyssey ships has its navigational equipment miscali-
brated by one thousandth of an arcsecond causing it to fail
to reach its destination. The ship was never accounted for.

1.3.5 Circa -9 Century NE

Thanks mainly to the efforts of homosexual protestors, the
ban on genetic research is lifted. Genesplicing allows DNA
from an ovum to be transplanted into a sperm, allowing two
female parents to have a child. The clone law is passed,
stating that a person’s clone is a separate individual under
law.

1.3.6 Circa -8 Century NE

New colonies are established further and further away from
Terra. The communication delay results in these Colonies
being self-governed. Measures introduced several centu-
ries ago to repair damage to the Terran environment reach
their conclusion. The restriction on NTCs trading on Earth
is lifted. Brighter Suns is the first company to deal in colo-
nisation to be set up after the change in the law.

The Terran Commerce Commission is formed in order for
an exchange of funds between colonies and Earth to be
possible. The TCC produces its own currency, the amal-
gamated financial credit (usually refered to as the credit)
which is unaffected by inflation and deflation because the
bank itself sets the value. Terran and non-Terran compa-
nies transfer significant quantities of their funds into the
new stable currency.

1.3.7 Circa -6 Century NE

The first autowomb is constructed by Brighter Suns, allow-
ing children to be grown without a human female mother.
Genetech has advanced to the point where single parents
can now concieve a child by splicing sections of DNA
together using a genesplicer. Brighter Suns have also dra-
matically improved terraforming techniques, allowing some
atmospheres to be converted in under thirty years.

The Armaments Restriction Act is passed. This prohibits
the development and production of certain high-tech Mili-
tary hardware. With the United Earth States in a state of
peace, and the only real Military problems stemming from
terrorist activities, the Act simplifies the position of the Mil-
itary with regards to policing activities, and also helps to
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reduce the degree of reliance on technology in combat.
The Military begin to improve the quality of its training in an
effort to meet its new self-proposed standards.

1.3.8 Circa -5 Century NE

Experiments with singularities (distortions in the space-
time continuum) leads Avery Astronautics to develop the
singularity drive. This allows ships to travel between two
points in space nearly instantaneously. Singularities are
incredibly rare, and become the most valuable commodity
on the stock exchange within days.

Several other companies, most noticebly the Nagashima
Corporation (a leading computer firm) and TechnoFabrique
(who had previously specialised in lasers and power sys-
tems) produce their own singularity drive systems. Avery
loses a legal battle in which they attempt to enforce patent
rights regarding the singularity drive. The matter is deemed
too important to be left in the hands of one company (the
malfunction of the Odyssey ships is certainly a factor in the
courts ruling against Avery).

Because uranium and other materials used in nuclear fis-
sion are found to be unstable when taken through
singularities (often causing the destruction of the ship),
nuclear weapons decline dramatically in importance. Ura-
nium ceases to be a useful commodity.

Because of the effective shortening of the communication
delay between different colonies, government is once more
restored to Terra, but the Colonies are established as sep-
arate states. The Confederation is formed, replacing the
United Earth States. As a precaution, the Confederation
forms the Navy to police known space. Singularities are
such a valuable commodity that the Outriders are formed
to chart unexplored space and to retrieve singularities.

1.3.9 Circa -4 Century NE

Terran real estate begins to increase dramatically in value,
owing to a sudden desire for people born in the colonies to
move to Earth. As a result, Commek and Westwood-Kara-
moto seize on an opportunity to purchase vast tracts of
land by offering people starships in exchange for their land.
These people are sub-contracted by the corporations in
question to carry freight between colonies, and become the
first highriders - people who's entire lives are spent in
space. They are also the first shooter families (from the
term singularity shot, meaning to use a singularity drive to
travel from one point to another) - the first 'independent’
traders.

Piracy becomes rife as traders discover an easy way to
make money is to destroy other ships and capture their sin-
gularity, which can then be sold for vast sums of money. As
a result, non-Military starcraft are forbidden to mount weap-
onry of any kind, a law enforced by the Navy. In addition,
the electro-magnetic profile of all singularities used in star-
ships are recorded by the Navy. There is no known way to
alter this profile.

1.3.10 Circa -3 Century NE

The boom in real estate prices stablises, and the practice

of exchanging land for starships is stopped. The credit has
almost totally replaced all other currencies as the standard
currency. The Coreworlds Investment Trust Association is
formed, and quickly becomes established as a bank in its
own right, separate from the TCC. The CITA attracts a
large number of small customers which the TCC would pre-
fer not to deal with, and begins to grow in size quite
dramatically.

Home-made anti-matter bombs are a common terrorist
device. Machinery that is used as part of singularity drives
can easily be converted to produce anti-matter, and the
destructive potential of anti-matter bombs is huge. As a
result of a complaint lodged by the Military, the Confedera-
tion passes an alteration to the Armaments Restriction Act
permitting the use of anti-matter as a weapon, provided a
license to use anti-matter is obtained. This does not in any
way hinder terrorists from using anti-matter, but it does
remove the restrictions that the Military previously suffered.

1.3.11 Circa -2 Century NE

The New Sparta colony declares independence from the
Confederation. The Confederation central council realises
that if colonies are allowed to cede the Confederation, the
ultimate result will be war between colonies. A Naval task
force is dispatched to New Sparta and takes control.

Varenne Industries develops the first moning drug. Moning,
a contraction of Accelerative Hormoning, allows the devel-
opment of human children to be accelerated. Shooter
families use the drugs extensively, wishing to avoid chil-
dren on starships where they are a potential safety risk.

Terran polyglot (although not known by that name) is firmly
established as the most commonly understood language
througout the Homeworlds. It is mostly used as a ‘lingua
franca’, a trade language and a common medium for com-
munication when no other language is held in common.

1.3.12 Circa -1 Century NE

The Fringeworlds are discovered by an Outrider patrol.
These worlds, of which the most prominent is Shiva, are
inhabited by a race of people who seem physically the
same as Terran humans, leading to a great deal of discus-
sion between historians and philosophers regarding the
link between Terrans and Shivans.

The Fringeworlds have no formal government but operate
under a system best described as ‘Creative Anarchy’. A
diplomatic attache is sent to Shiva, but is accidently killed
in a bar brawl. This action sparks the shortest war in Con-
federation history, as a Military force is sent out to capture
Shiva until it becomes evident that such a war could only
conclude with the total extermination of the Shivan popu-
lace. With no form of organisation, there is no-one to initiate
surrender.

A second group of diplomats are deployed to Shiva, but this
time a random section of population is transported onboard
a Terran Military vessel for talks. Whilst the Terrans seem
interested in drawing up treaties between the two races
and determining a new set of standardisations, the Shivans
appear to be only interested in personal gain. Eventually,

3



Outlands

the summit dissolves into chaos and resolution is only
achieved by the various matters under negotiation being
gambled for and then purchased from the Fringeworlders
for exorbitant sums. As a result, the Confederation remains
mostly unchanged, whilst the Fringeworlds gain a handful
of exceptionally rich individuals who use their wealth to
establish a trading cartel based on Shiva which would ulti-
mately prove to be the only sound basis for future
intercourse with the Fringeworlds.

1.3.13 Circa 0 Century NE

One result of the negotiations is the establishment by the
Terran attache of a new calender, New Era. Each standard
year lasts 10 standard months of 30 standard days (or 3
standard weeks, each of 10 standard days). The standard
day is defined to last 10 standard hours, each of 100 stan-
dard minutes of 100 standard seconds (defined specifically
from an atomic basis). Since the net result is the standard
year deviating from the old year by less than 5%, the nego-
tiators were convinced this would not cause any problems.

However, several devout cults are outraged by the ten day
week, which means that the Sabbath is desecrated, and
each member of the committee responsible is later assas-
sinated by religious fanatics.

Leben, one of the many Shivan languages (not coinciden-
tally spoken by most of the Shivan delegates in the
diplomatic talks with the Confederation), rises in popularty
as most outsiders assume it is the only Shivan language.

1.3.14 Circa 1 Century NE

It is discovered that the main motivation behind the new
calender was to insure that each of the diplomats received
a mention in the history records. Consequently, each of the
diplomats is convicted posthumously of treason. The new
calender continues to remain in force, owing to the prob-
lems involved in reverting to the previous calender. Each
colony tends to use its own local calender for keeping track
of time, but the Standard time and date are used for official
records and communications.

Moning has developed to such an extent that a child can be
accelerated from birth to adulthood in less than two years.
The laws regarding adulthood are altered such that a per-
son is legally an adult when they are psychometrically
evaluated as adults. A set of standardised tests - the Sen-
tience & Responsibility exams - are set up to evaluate
people’s right to adulthood.

1.3.15 Circa 3 Century NE

Outrider patrols discover the arid world of Arrakis and the
planets inhabitants, the Fremen, a tribal race with a limited
technical and cultural base. It is found that one form of
indigenous life secretes a drug termed Melange (or Spice)
which is discovered to have consciousness raising powers.
The Fremen are easily exploited by the Confederation as
cheap labour and Melange reaches an unparalleled price
on the stock market. Fremen hold below second class sta-
tus throughout the Confederation.

The first cyberlink - an interface between the human ner-

vous system and electronic systems - is created by
ComTech. It is fashionable for people to have cyberlinks so
that they can control electronic systems mentally.

1.3.16 Circa 4 Century NE

The use of Melange to enhance genetic psionic traits is
now commonplace amongst several quasi-religious organ-
isations. The cyberlink has become a part of everyday life
to most people. Genetic research has allowed genesplicers
to give particular traits to a cloned lifeform, and it is not
uncommon to find people with four or six arms or photosyn-
thetic skin, for instance.

The Nagashima corporation create the first generation of
ISIS (Incoming Sensory Input Substitution) systems, the
ultimate in virtual reality. Previous VRs required a flat holo-
gram headset, and a datasuit or similar piece of equipment.
ISIS uses a cyberlink to feed sensory information directly
into the cortex, creating a far more convincing sensation of
‘being there’. Although ISIS is distinguishable from natural
sensory input, the better programed ISIS environments
(often known as SIMs - Sensory Input Maps) can easily be
mistaken for reality.

1.3.17 Circa 7 Century NE

After a lifetime of subdual, the Fremen rebel under the
leadership of Muad’'Dib, their spiritual and military messiah.
Possessed of formidable psionic powers, Muad'Dib frees
Arrakis and the surrounding Sector of corporate rule. A
Fremen government is established for the Sector but the
Confederation insist on a substantial ‘peace keeping force’
remaining in the Sector. Many Fremen object passionately,
hence rioting and terrorist actions are abundant in the Fre-
men sector. Although Fremen are officially emancipated,
prejudice lurks beneath the surface of most cultures.

Terran polyglot is the acknowledged primary language
throughout the Confederation, although a large variety of
ethnic languages are still spoken throughout known space.

1.3.18 Circa 8 Century NE

Following the death of Muad’Dib, the Confederation
passes the controversial Psionic Registration Act, intend-
ing to prevent incidents like the Fremen revolution from
ever recurring. All people possessing psionics must regis-
ter their powers with the Confederation. Any unregistered
psykers are considered criminals and are subject to sum-
mary execution.

Cyberdyne systems create the wetdrive, an extention of
cyberlink technology which allows human engrams (per-
sonality and memories) to be recorded using a format
known as META (Memory Extraction Thought Analogue).
The META engrams can then be run on a suitably fast com-
puter. The legal ramifications of this are staggering. A ruling
is passed which states that engrams are not legally citizens
but that a persons engrams are legally the property of the
person whom they come from.

1.3.19 Circa 9 Century NE

Clone legging has become one of the largest areas of cri-
manal activity. In theory, immortality is possible by
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transferring your engrams to a clone of your body after
death. However, Confederation law states that any clone is
a separate individual, hence transferring your engrams to a
clone body is effectively murder. Clone leggers grow clone
bodies illegally and ensure you can be brought back from
the dead, if required.

ComTech develop the first mnemonetics system. These
devices allow skills to be implanted directly into the brain by
a series of symbolic constructions which can be projected
onto the retina. The brain then post-processes the informa-
tion and constructs useful skills. Mnemonetic datachips are
known colloquially as Fastlearn cartridges.

1.3.20 Circa 10 Century NE

Tanimoto Corporation is found to have inserted mnemonet-
ics to insure loyalty amongst various Fastlearn skills that
employees are trained with. Tanimoto is subsequently sued
for vast amounts of money, and a law is passed to prevent
corporations giving their employees Fastlearn skills and
criminalising the use of so-called Fastlearn virus'.

The Neo-zen religion is founded. This religious order main-
tains temples where people may donate a copy of their
META engrams to the temple database. The database is a
vast collection of people’s memories and knowledge, which
people may come and consult with, a little like ‘consulting
your ancestors’.

1.3.21 Circa 12 Century NE

People can be genetested for psionics and hence psionic
people can be identified from birth. Psykers have their per-
sonalities overridden, making them totally servile. Psykers
are treated as objects and have no rights within law. Some
terrorist groups exist, fighting for psionic rights but the gen-
eral populace fears psionics too much for any changes to
be brought about.

Rachel Frith and Tama Sujimoto create the first fully-auton-
omous artificially intelligent machine which can carry out
actions in a human-like way. The machine, Zeus, is the first
true Al. Sujimoto’s employer (Nagashima Corp) and Frith's
employer (Cyberdyne) aply for joint patent rights to the new
technology.

1.3.22 Circa 14 Century NE

The Confederation passes the Artificial Life Restrictions
Act. This grants no rights to Als, and prohibits the creation
of Als which do not include substantial Loyalty Restraints.
Anyone countermanding these restraints is deemed to
have committed a serious offense.

1.3.23 Circa 17 Century NE

The discovery of a band of mineral rich Population | stars
on the borders of Confederation space prompts the Great
mining migration, similar to the old Earth Gold rush. The
new Sector, the Outlands, becomes the source of most nat-
ural resources causing piracy and trade wars to proliferate
in that Sector.

Neo-zen has spread throughout the Confederation, and
roughly one fifth of the population donate a copy of them-

selves to the temples (either whilst they are alive, or after
their death). It is not uncommon for people to bequeath all
their estate to the neo-zen temples, in return for the limited
form of immortality offered.

1.3.24 Circa 21 Century NE

Confederation controlled space forms a highly eccentric
domain around Terra. No new space has been adequately
explored beyond the Outlands, because mankind has
reached the limit of the spiral arm which it currently inhab-
its. Towards the centre of the galaxy, the spiral arm does
continue, but there is an area devoid of stars which Confed-
eration ships have difficulty crossing.

The buffer zone is termed the Gulf, and is like a huge, inter-
stellar bermuda triangle. Ships have been lost in the Gulf to
unknown causes. The few stars which populate it are used
to form roughly linear routes to cross into the densely pop-
ulated (but almost entirely unexplored) space beyond.

1.3.25 Circa 22 Century NE

The Confederation is starting to feel the strain of its size.
Prices for relatively inexpensive commodities in the Home-
worlds continue to soar as more and more resources have
to be exported from the Outlands. The Outlands are like a
modern frontier, compared to the stagnant, comfortable
lives lead in the Homeworlds.

1.3.26 Circa 23 Century NE

Now.

1.4 The Races of the Confederation
1.4.1 Homeworlders

Genetic stock descended from Terran bloodlines. All eth-
nicities are represented with a predominance of orientals.
Homeworlders have a tendency towards self-superiority.
Homeworlder names tend to follow the same pattern as
modern names, with a first name, middle names and a fam-
ily name.

The Terran languages have altered significantly over the
years, and Terran polyglot, a merging of several Earth lan-
guages, has become one of the most widely known
tongues. Japanese, Chinese, English and Spanish are all
still spoken to some degree.

1.4.2 Colonists

Inhabitants of the terraformed systems that fill most of the
gaps in known space. Originally of Terran stock, so much
interbreeding has taken place that this is no longer a valid
yardstick. All ethnicities are represented in roughly equal
quantities.

1.4.3 Fringeworlders

Genetic stock descended from Shivan bloodlines. Shiva
has noticeably less gravity than Terra and hence Fringe-
worlders are generally less well physically constructed than
other genetic stock. All ethnicities are represented with a
predominance of negroid. It has been ascertained that the
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Terran genetic stock is somehow an offshoot of Shivan
genetic stock and hence, as far as can be safely estimated,
Shiva is the human birth world. The current theory as to
how this transpired is that Shiva previously had a starfaring
culture which somehow collapsed leaving Terra as an
underpopulated colony and Shiva in total chaos. This has
not yet been substantiated. Fringeworlders are notoriously
anarchic and have little or no respect for laws of any kind.

Shivan names tend to be single names, and Fringe-
worlders don’t have much of a concept of family. Many of
the gods and heroes of ancient Egypt, Messopotania and
India were Shivan names (e.g. Enki, Ganeesha, Osiris,
Set). Shiva has several languages, one of which is spoken
by the majority of Fringeworlders, and has become known
as Shivan. Amongst the ethnic Shivan languages, the most
common are Taran, Khepra and Adroan.

1.4.4 Fremen

Originally a term to describe indigenous human inhabitants
of Arrakis, the term is now stretched to include all descen-
dants of essentially Fremen genetic stock. Most ethnicities
are represented, but caucasoid is predominant. All Fremen
possess the eyes of Ibad, a characteristic effect of Melange
addiction in which the whites and pupils of the eyes turn
deep blue. The eyes of Ibad are passed on as a Fremen
genetic trait but not where it has occurred as a result of
Melange addiction.

Fremen are ritualistic and underdeveloped intellectually
resulting in some prejudice against them. It is not known
why their exposure to Melange did not result in psionic
development but it has been observed that Fremen genetic
stock is not descended from either Shivan or Terran stock.

All Fremen have two names, their publically known name,
and a private name, known only to members of their imme-
diate clan. There is no family name in Fremen tradition,
although there are clan names, and all members of a par-
ticular clan will have the same clan name. The Fremen
have their own language.

1.4.5 Outlanders

Inhabitants of the furthest sectors, Outlanders are fre-
quently brought up as miners and mineral extractors. The
majority of them work on worlds with little or no atmo-
sphere, and high stamina is a common trait. Outlanders are
descendants of an intermingling of cultures and bloodlines.
All ethnicities are represented in more or less equal variety.

1.4.6 Highriders

Anyone who was 