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Creator Statement

Welcome to the Morningstar Universe!

Morningstar is a dark, military-horror, sci-fi universe where the wealthiest became the de
facto rulers of the human species. We like to describe it as “Solar Deco” meets “Cassette
Brutalism” two terms we coined. Long-time fans of franchises like Blade Runner, Fallout,

Aliens, and Dune will recognize a lot our inspirations for this monolithic corporatocracy.

Morningstar seeks to take all the best parts of what we grew up with and give it a massive
overhaul for the modern age. Much like our team, the universe will be intensely diverse both
with cultures and characters seeking to rationalize the mega corporations that influence so
much of our daily lives. Our work is both for the benefit of entertainment as much as it is a

work of satire.

This tomb’s third edition features updates, new art, better write the words for read gooding!
And enough content to call this a full fledged source book for your exploration of all things
Morningstar! Much of what we do is collaborative with our community members adding their

own stories, art and creations, something we hope to make a part of our project’s DNA!

We couldn’t do what we have without the support of our patrons and the community, thank

you so much from all of us.
The best way to stay involved and to discuss what we’re doing is by joining our Discord.
We hope to see you there,

~Admin



https://discord.gg/TsMeDZNAVW

Changes and Updates 3.2

Grammar corrections, we're always editing and the podcast has helped us catch little

inconsistencies or sentences that don’t make as much sense as they could.

e Demarchy of Luyten changed to “Patriciate of Luyten” so as not to confuse with
the the Demarchy of Yinn.

e Added company mottos in the Notable MacroCorps section.

e Stratos INDUSTRIAL not “Industries” caught that typo

e MAJOR OVERHAUL on Somerlyn Eternity... go check it out, sorry it was vague
before, it needed clarity and then it was the perfect place to bring up
[REDACTED]

e The Non-Hegemon examples have been cleaned up and clarified that those
listed focuses on the “Skulptor Cluster” the region duskward from Protea
toward the Outer Rim.

® A new term that shows up in the document gets its own definition “the black” a
general term for space.

e Thanks to Fire_warrior and Tinbe in the community, we've replaced the
“Market Open” century with an “O” rather than a “0” for the Century which is
more thematic.

e Added a section to the map to understanding directions in the Galaxy

® The new name for the Combat Frame is ‘Cal’kaan” or “Gauntlet” suit

e Added a Trade Currency section on 86 that covers ‘Chits’

e 20-23is the designation for all Shigue Migrations species while 20-23Q are the
larger cousins to the 20-23Q_A’s (Kau'eg).




There are new words, phrases like “massBrand” for a product that is wildly used
across the Hegemon which can evolve into a “trustBrand.” A massBrand would be
something like kleenex that replaces the word ‘tissue,” while a trustBrand would be
something similar to Apple with its own subculture that dominates entire sectors of

industry, regardless of whether it is the best at actually doing something or not.

The 47th/14th Division inconsistency for the Pale Tempest has been resolved, and the
Barakan have a massive new section with expanded lore and new painting schemes
(enjoy!). Tributaries have new sections such as Prospects, as do Indentured (we now
get different types). You'll also get to learn more about the Greater Clans of Protea

where Dumno-Ualos came from.
There are new maps such as the Protean system with the added planet Novo Wassa.
There are new details about the Outside as well as Morningstar’s take on god-forms.

Zavule has outdone themselves.

~Admin




In all the ages of our race, there has ever been the cerfainty of
a single truth; we need. Those ancient tribes of Ur drank its
oceans and sucked in the air until neither remained, proving our
dominion over fickle nature. It was our need that brought us
unto countless worlds across the empty fathoms of the
universe until we entered the heavens where we consumed the
gods themselves.

Just as a bird might spring info the sky or the serpent twist
across the desert, it is written info every cell of our being tfo
want and, praise be, fo never be satiated. We are glorious
beings, unmatched in our appetites, our desire fo bend all that
we comprehend tfo our noble will.

Let lesser beings be content with the cave in winter. Let the
weak survive off what grows in unregulated chaos. Let the
ignorant be swallowed by the unknown.

We will find them and add what value they offer fo our wealth.
MNothing ever changes.

Trust in greed .

~ The Manual, First Edition
Dumno-Ualos
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Special Thanks

To the ever growing team of this fantastic universe, we will always openly credit artists,
writers, animators, filmmakers, patrons, contributors and developers who have helped up

along the way.
Thank you to NASA and their online archives, they’re a great resource.

Thank you to the editors like Tinbe and all the volunteers who help us make sure our

grammar is correct and the intent doesn’t get away from us.

Thank you to our families who let us have this extra universe to work on on top of work and

life and everything.

Thank our lucky stars we get to make cool stuff and share it with cool people!



https://www.nasa.gov/archives/
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Morningstar is a sci-fi universe where the wealthiest became the de facto rulers of the
human species. Long-time fans of franchises like Blade Runner, Fallout, Aliens, and

Dune will recognize a lot our inspirations for this monolithic corporatocracy.
We like to call it Solar Deco meets Cassette Brutalism.

Morningstar seeks to take all the best parts of what we grew up with and give ita
massive overhaul for the modern age. Much like our team, the universe will be
intensely diverse with both cultures and characters, with an emphasis on embracing
our real world differences and being critical of what we believe are the worst aspects
of our respective societies. As such, our work is both entertainment as much as it is a

work of satire.

We will strive for each faction to have an in-depth culture, language, and perspective.
There will be fan favorites, but we’ll make sure there’s something for everyone from
the merciless Barakan and coldly self-interested Directorate to desperate Unionists
and hunted Shigue out on the Frontier. The Galaxy is a big place and you'll see that

there’s a lot to look forward to.

When you see something that has the compass sigil of the Hegemon, we think you'll

be excited.

—- There can be no action without incentive —-
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Morningstar is a universe of doublespeak and corporate manipulation. There will be many times that
one might be concerned about a tone or approach to a controversial issue. This represents the journey

that humanity has followed where all things are regarded as commodities.
One might also notice the unusual capitalization trends.

ExeCor, MacroCorp, MiliCorp, these represent the combination of common words into new meanings
while emphasizing their original concepts. Consumer has the same general connotation as “civilian’,

but we capitalize “Con” to call out the word visually.

The use of languages is a major part of Morningstar. Worlds, even smaller territories on planets and
orbiting colonies, have their own languages and dialects. English stands in for Interlex as the lingua
franca, but you'll see that the Barakan Elite speak Uttar and the Shigue Selo’he, which are entirely
invented conlangs. We haven’t forgotten the older tongues and people still speak Spanish and
German, Osage and Latin. The universe of Morningstar is and should feel like a complex, diverse and

expansive experience where ‘norms” are almost impossible to establish.

Planets are big. Space is even BIGGER but space is also HARD, two aspects that play heavily into the
universe. Known Space is a relatively small area of the Galaxy encompassing only a few thousand
lightyears around the original birthworlds of the human race. Interstellar travel itself involves
completely removing a vessel from reality, which puts an unbelievable stress on the human

consciousness that can cause insanity amongst other things (think of a isolation chamber).

Morningstar hopes to express every inhabited world as if it were the one we're living in, with
undiscovered regions like the bottom of the ocean or cave systems still an unknown even after
thousands of years. Planets and moons are still being discovered, even in the heart of the human
empires. And on top of all of this is the expense associated with trying to move, settle and travel

through all of it.

—- Perspective is Reality —-




|
Yet there is hope in this grim setting. The MacroCorps must try to disguise their callous

profit-seeking as a public good lest they risk open rebellion. Hope is merely another commodity, one
of the more finicky. Like uranium, it must be refined, cultivated, and properly attributed, just as much

as it is contained.

The Frontier, a general term for anywhere beyond the Civil Space, Hegemon Development Spheres,
and the many Corporate Zones, is advertised as a place of boundless prospects. If you can muster up
enough capital, get a good enough credit rating, and find a ship captain crazy enough to venture

beyond known trade lanes, you are free to brave the Galaxy beyond to seek your fortune.

Out in the Frontier, there are countless Exogen species and rogue human factions trying to survive in
spite of each other and the ever present shadow of the Hegemon. Yet one can find unoccupied,
unspoiled worlds to settle. And there is always the possibility of uncovering and selling the valuable
remnants of alien civilizations or the ruins of Old Humanity that still dot space or lie buried on

derelict worlds to collectors in the Hegemon for staggering profits.

Driftward, emerging from the Centaurus Arm and challenging the Hegemon outposts of the Vela
Frontier is the Shigue Diaspora. In their vast interstellar caravans called “Lifefleets” made up of a
multitude of refugee species, they flee some kind of mass-stellar event that took place on the other
side of the Galaxy. Hoping to find new homeworlds, they whisper that they are not the only ones to
flee this cataclysm. Something sinister is coming, yet the pleas of the Shigue fall on deaf Hegemon

ears who see them little more than dumb brutes, food, or sport for their amusement.

And so the stage is set.

—- The future is just another product fo be sold —-
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Radixa Code

Similar to ancient tap or the even older Maurus code, Radixa utilizes “strumming” tachyonic
subatomic particles to produce information. Every message stream requires enormous power
and premium rates to such an extent that even the largest ships that have this capability are

required to power all but vital systems down while “beaming on the line” (sending information).

Radixa, also used with Ansible communication, is nearly instantaneous but requires processing
times to interpret. Language is always exact, even interpretive, relying on a variety of symbols.

The following is a breakdown of the symbols used.

From: <sender>

To: >>recipient<<

6 9,

.”: Used to imply consideration or processing times but that the channel is still

open and in use.

Accepted: [subject]

Adding element: +item+

44 77
.

_": represents a ‘stop” in a message or a change of content within the same message.

“signal lost, signal cut.




Glossary of Terms

Amenity Column: A compact rotating series of shelves in a container most often found standard in
opti-units.

Analect: Pre-Hegemonic data-vault. Highly sought after.

Ansible: Quantum-paired antenna that can communicate in near real-time regardless of location.
Can only be paired once.

Apsidina: Arcologies usually thousands of kilometers in diameter, appearing as orbiting continents
used for habitation typically by the Patron class.

Arkillect: Pre-Hegemon synthetic sophontic entity, typically living within an Analect device.

Atomika: A catch-all term for enhanced radiation weapons, typically delivered via warhead or bomb
which provides a chamber for fusion and fission reactions.

Bionetics: Artificial limbs, the word for predominantly external augmentations or

Birthworlds: A world claiming to be the birthplace of Old Humanity. Currently thirteen in total.
The Black: A general term for ‘space’

Caeliner: The word for a spacer, or spacefarer. Similar to “mariner.” Can be shortened to “cay”.

Chapak: A fully artificial biological lifeform, they most often appear as pets for the wealthy and have
comprehensive Grade S intelligences. Human Chapaks are extremely illegal.

Codesmith: Those who know how to modify and maintain any form of logicor.

Cognitish/Cog-Lang: Brain-to-computer language spoken between interfaces such as cogit-hoods.

Cubit: An encrypted physical representation of credit with a predetermined value used in
transactions and backed by the Hegemon banking guilds.

D-Hab: Colloquial for the unhoused, derogatory, used to describe those who rely on Persons.

Day: Based off human circadian rhythms, roughly 24 hours. A day is two shifts long, twelve hours
each.
Descending: A spacecraft’s process of entering the Outside.

Datatoos/Dermarks: Data and info scannable tattoos.




Datasphere: The digital realm where logicors are connected, smaller than the Grid.
Drivesail: Similar to “solar sails” used by starships for travel in-system.

Edenic/Urthic: The original languages of humanity, some claim the language of “earth.”

ExeCor: The heart of Civil Space and the primary worlds of the Hegemon.

FCP: Fabricated Cognition Program. Heavily regulated programs capable of thought without any
possibility of agency. FCP are sold as being capable of thought in the same way a beast of burden is
capable of hauling a load. Still, just to be sure, it is suggested that FCPs be reset to factory default
after a predetermined period of time elapses to ensure optimal functioning.

Fringeworlds: Colonized planets in the Frontier sectors.

Formacrete: Formattable liquid construction material that hardens quickly when exposed to air.
Depending on the grade, formacrete can become almost indestructible.

Gatesphere: An artificial, briefly stable, singularity that is created in order to create the right
conditions to enter the “Outside” by ‘descending’ into the event horizon.

Giftworlds: Frontier planets leased to various Consumers that are without nations.
Habitechnician: Specialists in worldshaping and human biosphere construction.

Hauler: Interplanetary class ship capable of atmospheric operation.
Interlex/Inter-Lang: The Trade language of the Hegemon once called Proteshi.
Kahvic: A highly caffeinated drink made from a variety of cherry plants and chems.
Kosmodrome: A planetary-based space-port with launch pads as well as runways.

Ligalese/Lex-Lang: The language of the Fargani and regarded as the language of all legal matters in
the Hegemon.

Longhaul: A multi-quat journey in and out of the Outside, usually five or more descents. Known for
higher pay to the MassTraders and FreeTraders that take the contracts. Also the most dangerous.

MassBrand: A popular brand, loved by the consumers
Mashiba Development Zone: The eastern Frontier that borders the Vela Nebula.

Matric: Also known as a matritic weapon, devastating light-based energy weapons.
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Maethish/Uni-Lang: Universal mathematical language
Mentanic: A data surgeon that specializes in memory reconstruction for both synthetic and

biological subjects.

Metical: A division of local resources that reflects value.
Midworlds: Planets that are within Civil Space beyond the ExeCor but before the Frontier.

Mithgqal: A unit of resources equivalent to one cycle of production.

Mindworld: A planetary scale logicor from a bygone era, can no longer be manufactured.

Mercator Spectrum: Ley lines that have formed after thousands of cycles of travel between star
systems. Travel is quicker and safer on Mercator pathways which are used as branching off points to
new regions of exploration.

Nanoid: Localized miniature technologies, extremely rare and run the risk of being influenced by
expert mentanics. Can range from a grain of sand to a fingernail in size, programmable for any
number of tasks.

Nanophage: Forbidden nanoid-based technologies so advanced that it can alter biology and entire
ecosystems.

Neotyne: Artificial children or babies that typically remain in a limited psychological state.
Noosphere: The manifested human macro-consciousness, still being explored via ansible research.

Nusteel: A lightweight programmable metal alloy used in construction and armor designs.

Opti-Unit: A utilitarian living module within a habplex patented by the Dumno of Protea.
Organoid: A wide-spanning classification of engineered implants. These can appear as synthetic,

cellular growths or more exotic examples like nusteel or chitin.

Ojingo: A rebellion or protest directly against the Hegemon. It is considered an opportunity for a
different kind of revenue from entertainment rights as battles are recorded and live-streamed to

liquidation of local assets.

Plastalloy: “Plasta”, a flexible, light, hyper-durable material that can be formatted into any shape.

Plexsteel: Used in viewports and helmet lenses. It can project data similar to a screen on its surface.

.
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Portolan Charts: Also known as a Pilot’s Rutter, these are an ever expanding series of charts and

recordings that a Pilot uses to inform the dawndrive, which reads tachyonic vibrations in order to

align a ship to a suitable exit point.

Provolve: The process of artificially accelerating evolution. This can include adding additional

sentience to animalia, however, Exogens are prohibited without direct dispensation from the Audit.

Proxy: Generic term for “clone” or “facsimilian”, a human being that has been made with either their

own memories or fabricated ones. Heavily restricted.

Radixa: Communication code used in Ansible communication to reduce word count pricing.
Retrogenic: A human utilizing a method to ‘reverse age’

Rimworlds: Planets without any alignment.

Sector: Between three and six colonized systems.

Sector Minor: Several loosely affiliated systems, often sharing leyline interaction.

The Self: The governing perception or intelligence of a human being. In archaic terms it is called the

“soul”. It is the Self that is most important to an individual.

Sensory Collapse: A human being that does not take care of their stimulant regimen to keep their Self
aware of itself will result in degrees of Sensory Collapse; going insane, experiencing hallucinations
and acting irrationally. Worst of all, such collapse is cognitatevely contagious. This most often occurs

in the Outside to travellers.

Shacklement: Programming, circumstances and design that prevent an artificial sophont from acting

without a human operator and preventing near-sophontic intelligence.

Sonaw: The name for gold and gold related resources, also known as aurica. Most prized.
Sophont: What defines higher order intelligent life.

Starliner: Vast gilded spacecraft, the flagships of MacroCorporations, often called “cityships”

Supersector: Dozens of star systems.

] O
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Synolitic Treatments: Life extension regimens.

Tael: A unit of measurement for the amount that can be made in quat.

Territories: A term to describe unincorporated areas that can include entire systems that operate
without central governments. Typically between the Midworlds and the Frontier. The Hegemon
maintains order with Constables, licensed peacekeepers but relies predominantly on MacroCorps for

stability.
TrustBrand: A brand so important to the Hegemon that it is, and must be, protected. Marked by
Tramp Freighter: Catch-all for unaffiliated independent craft.

Unlok: Duskward slang meaning “unlucky,” unloks are martyrs for Unionist causes willing to sink

into indentured status to enact sabotage and foment insurrection against the Hegemon.
Uttar: Barakan combat speech, hypothesized to be a proto-exodus language.

Visutel: A rudimentary logicor that connects to the datasphere or local network.
Warliner: Several kilometers long, these are the primary capital ships of Known Space.
Wagelings: Colloquialism for younger laborers, sometimes called “Earnlings”

Worldring: Ring-shaped habitats in space, typically the largest and most complex are older from
previous human civilizations as it is no longer fiscally worthwhile to create these more perfect

habitats.

The Windrose: Also the symbol of the Hegemon, the Windrose is a catchall term for a ship’s location
in the Galaxy. “Dawnward” is toward Protea while “Duskward” is away. Coreward for the

gravitational current and Spinward as it travels outward.

Xa-Kusa: A wildly popular narco that can be programmed to have a variable of experiences associated
with guided hallucinations, states of euphoria or can induce violent episodes. Attempts to regulate
xa-kusa have failed and thus it is one of the few narcos that is entirely illegal in any form. Addictive in
the extreme, especially when taken in the eyes, its effects are often immediate. Many criminals and
pirates use xa-kusa just before they engage in combat making them resilient to damage, overeager to

cause havoc and with heightened senses that put them on par with a low-grade provolved soldier.
.
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They call it the Hegemon of a Thousand Empires. It is not a
nation, a state, or a government in the traditional sense. It has no
king to rule uncontested or a parliament to address the woes of its
people. There are no borders drawn on a map to limit it, nor has it
a constitution or a creed to define its ideals, save one... Avarice.

The Hegemon exists to consume and feed the endless growth and
influence of its master classes. It pursues this goal through
negotiation, trade and, should it come to it, force of arms.

At the heart of this realm is Protea. In the chambers of the planet's
greatest citadel stands The Market, which administers a vast
network of trade between titanic interplanetary MacroCorp
entities. These hyperpowers dominate every aspect of the
Thousand Empires, gripped by the invisible hand of Magnates
who live solely for the acquisition of wealth and power. Their
reach is ever expanding into the cosmos, crushing and
manipulating all who stand in the way of their self-actualisation.

Before, Old Humanity toppled into darkness from the heights of a
forgotten bright age. Now, this New Mankind rises and lays claim
to the cosmos, yet its teeming billions exist in endless servitude to
the whims of their uncaring rulers who promise prosperity to a
select few, kindling just enough hope to ensure obedience.

Beneath the boot of their masters, the masses spend their days in
toil, trapped in a cycle of debt and need as they strive to improve
their credit. In the mines, on the production lines, in the sterilized
lairs of bureaucracy and on blood-soaked battlefields, the
Hegemon's citizens spend their lives securing the fortunes of
others. Menial laborers trapped in debt work themselves to the
bone while private armies slaughter each other for the resources,
prestige, and entertainment of their owners.

All aspects of life in the Thousand Empires turn to feed the
grinding maw of Avarice. To the few, the privileged, and the
powerful, it is a new era of material glory. And to the many, the
downtrodden and the feeble, it is a time of quiet misery, an epoch
where the only hope is the next precious mouthful of food or
distraction from their toil.

The Last Empress of Catraeth
FC2/48-190
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Known Space constitutes a region of just over 1200 parsecs wide and 160 parsecs thick, representing both

the Hegemon and non-Hegemonic human nations, as well as known Exogenic habitats and major

migrations.

This map does not include anomalous zones or dark matter fluctuations which alter the natural perception

and comprehension of Portolan Charts. Ship Pilots are incentivized to update their rutters to ensure decent

accuracy as they travel through the Outside. MacroCorps often sponsor independent companies with
various “dawn” or “dodger” drives that allow a ship to first bypass the light barrier and then track tachyonic

vibrations to get back into real space. Corpo charts, thus updated, are then jealously guarded.

Note: The Windrose at the center of the chart, which is also the symbol of the Hegemon, determines all

locations in Known Space. “Dawnward” is toward Protea and The Market while “Duskward” is away.




THE HEGEMON

The Hegemon of a Thousand Empires is a powerful interstellar confederacy of diverse human
nations that united through prominent mercantile families almost a thousand fiscal cycles ago.
Originating in the Orion Spur, a constellation of several hundred star systems, the Hegemon now
directly controls thousands of parsecs stretching outward from its primary world of Protea. Despite
its relative youth, the Hegemon has bested many older human nations whose histories had stretched
back in an unbroken chain to previous epochs of stellar expansion, some as far back as the First

Exodus.

Despite its lack of pedigree, it is the Hegemon's cultural values and influence that are now dominant
throughout Known Space. Greatest amongst their ethos is the virtue of Avarice and the philosophy of
Stellarization which now shape those who live within Known Space, be it in the ExeCor or the
sparsely populated worlds of the Frontier. Commerce and trade are the linchpins of the Hegemon as
it continues to expand into other human stellar civilizations and displace exogen species that get in

its way.

These nations are supported by the MacroCorps that provide every imaginable service and product,
led by benevolent Magnates who make up the upper Patron class of society. They are entirely
dedicated to an eternal economic growth which, by its very nature, invests in innovative
technological progress and mindful and efficient resource allocation for the benefit of all. This

balances with the paramount protection of the freedom to choose that all Consumers deserve.

Local governments rely on these MacroCorps for investment, allowing them to focus on
infrastructure and legislation. While some might argue that this is a pyramidal financial structure,
regulation ensures that the few at the “top” are incentivized to provide benefits for those who
support them in a waterfall of profit and opportunity. This perfect harmony between individual
cultures spread across hundreds of sovereign states, and a pan-stellar philosophy of economy, has
resulted in a unparalleled era of relative peace for untold billions. Only those who reject this
common sense and cling to the older, barbaric cultures of Old Humanity suffer from weak economies

and lawlessness which, too often, requires the Hegemon to defend itself and police the tradelanes.
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The Hegemon is best described as a union of ideals with ancient as well as new, budding cultures
and societies working together for the sake of profit above all other concepts. Religion, dogma and
cultures that cannot promote commerce and the equality of the free market have, largely, been

starved out while those who echo the creed of the Hegemon prosper without limit.

The primary demographic of the Hegemon are those who have been deemed pure by the Manual of
Dumno-Ualos, the father of stellarization. This vast collection of wisdom ensures the ideal approach
to self-enrichment and almost every Consumer has a copy that they carry with them at all times. It
was Dumno-Ualos who identified Avarice as the governing trait of intelligence. Without Avarice one

is a slave to nature, reacting to constant change rather than being the architect of it.

As Protea arose from generations of strife, Dumno-Ualos declared it the dawn of a New Mankind
over Old Humanity. Despite being the racial minority at the time compared to the various divergent
evolutionary paths throughout Known Space, New Mankind was quick to adopt aggressive colonial

aspirations paired with defensive measures to ensure their population’s safety.

The ideal form of humanity was first a psychological disposition toward Avarice. After that, it was
the bipedal humanoid normative that the Proteans claimed were the original strain of human beings
from the species’ forgotten home system lost to time. Those near-humans that had prospered on
worlds or in the depths of space in artificial biomes but still maintained similar appearances were
allowed trial and adaptation periods, benefiting economically. New Mankind is effectively divided
into two general groups; Grounders for those who came from planets and moons, and Orbiters for

those that had adapted to space and space-based ecosystems.

Those that had diverged too far, such as the distant cousins of Orbiters known as the Ruro, had their

status from human reduced to vermin.

Such classification is not always by form but also by mindset. Divergence from New Mankind can
occur within a single generation by disruptive psychological activity or contracting a cognitovirus
that drives populations away from Avarice and into anarchic insanity. Many colonies that adopt

Unionist ideology have lost their membership to the species.

—- Peace is profitable, war is profitable. Profit is Profitf. —-




Be it a divergent evolution or a planetary nation, those who exemplify the Hegemon's ideals benefit
from the uppermost tiers of technology to improve their economies and the wealth of the patrons
therein. Prime amongst these are the ExeCor, a stellargraphic region and the largest supersector of

the Hegemon with Protea, and The Market, at the core.

Beyond the ExeCor are the supersectors of the Midworlds and still further out are the vast Frontier
zones, pushing ever outward thanks to the demand of new resources and the desire of colonization.
What few who still seek to resist the influence of the MacroCorps do so at their own peril as the
Tributaries of the Directorate, the combined military might of the Thousand Empires, is all too
ready to defend the pursuit of profit. For those who can actually threaten the citizens of the
Hegemon there are the Barakan Elite, who are considered to be more living weapons than anything

human.

The primary concern, now, for the Consumers of the Hegemon is how to climb the CorpoSoci
ladder. Each individual believes themselves only momentarily inconvenienced in their lack of wealth
and influence. Through hard work, craft and belief in the system, anyone can become anything they
desire. There are many Magnates, even Dumno-Ualos himself, who began not as aristocrats or
genetic scions but as merchants and inspired businesspeople that took hold of opportunity. This

desire, this drive, is what defines New Mankind and the Hegemon as a whole.

If one finds themselves without the means to create an innovative product or lack the social acumen
to work for the MacroCorps, there is the Directorate, where putting one’s life on the line can earn
improved credit ratings and opportunity. While there are risks in going against the Exogen and
Unionist forces alike, there is also the added possibility of becoming a celebrity, a hero of New
Mankind. Such achievement, especially when one might feel like just another statistic, is an

intoxicating possibility.

For some, climbing this ladder is not desired and the Hegemon recognizes this; not everyone is
meant to lead. Beyond the Midworlds and Civil Space, the Frontier beckons. Adventure, opportunity
and the means to sidestep the obstructions that come with polite society is enough for enticing the
teeming masses to sell decades of their lives for a ticket aboard a colony ship for a chance at a plot of

land on a distant world.

There is always hope in the Hegemon, hope and the promise of success.
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“The worth of a man can only be summarised by the balance of worth that they bring

KNOWN SPACE m_eeq

to society, and the worth that they take.”

Xolo-Ualos, the Manual, Fourth Edition

The Galaxy is a vast expanse containing billions of stars with the extreme majority of it still
unknown. One of its stellar branches is the Orion Spur, the cradle of humanity. Now it is the region
from which New Mankind has emerged together with the Hegemon and its Thousand Empires,
seeking to bring the universe to profit. It is made up of more than a hundred “supersectors” which
are then subdivided into sectors made up of dozens of star systems. Many are densely populated,
heavily industrialized, but none more so than the eldest systems that form the ExeCor. Amongst
these are the primary worlds and their surrounding systems. Many claim to be the “birthworlds” of
humanity despite it being unclear which could have been the first. Most valuable is Protea, the heart

of the Hegemon and the world on which The Market was built by Dumno-Ualos.

Surrounding the ExeCor is Civil Space which spans the Orion Spur and converges on the next
largest stellar region known as the Perseus Transit, a vast bridge of stars that connects to the much
larger Perseus Arm. Across Civil Space, innumerable billions are united in mutually beneficial
Avarice. Nations govern while MacroCorps compete to attract Consumers to their products.
Together they work to push back the boundaries into the unknown in an ever expanding Frontier.
“Giftworlds” are given to the most deserving of the Hegemon and its allies with the promise of clean

and unspoiled living space, the ultimate incentive.

Spinward, and most distant from Protea is the Sagittarius Arm, bordered by the lucrative Vela
Nebula, source of the vital velanite element that is refined as fuel for countless Hegemon
applications. The Sagittarian systems are the newest claimed by the Hegemon and as such are
infested with Exogens, alien races that must be either exploited or exterminated. The Hegemon’s
military, the Directorate, routinely leads forays against these minor threats accompanied by eager

tourists who pay fortunes to witness the unrestricted power of New Mankind’s weaponry.




Before it was usurped and redefined by New Mankind, Humanity was a truly ancient species.
Primeval megastructures are continuously discovered throughout Known Space and are a testament
to multiple human interstellar empires whose technology remains a wonder despite the
accomplishments of the MacroCorps. There is always the possibility of far-flung colonies still to be
discovered and made contact with. These are quickly subsumed into the Hegemon’s culture of trade

and commerce.
Or else.

Toward the gravitational currents that lead into the Galactic Core is the Cygnus Arm. Newly
chartered, this region is rife with mystery and largely devoid of humans of this age or the past.

Connected by the Cygnus Spur, it represents the next great frontier of discovery and opportunity.

Cygnus promises rumors of untapped worlds free from the oversight of government. Out there,
many believe that they can be truly free, to reach out and take from what the universe has to offer
and become wealthy beyond what is possible in Known Space. Though the Hegemon has issued no
formal edicts, MacroCorps and independent agents alike are drawn to the Cygnus Arm'’s potential

and already new Corpos, Magnates and wealthy individuals have gained popularity in the unknown.

40




As explorers venture into the dark, they willingly take risky transits through the Outside or return to
more reliable technologies like generation ships to reach their destinations. Sponsored by the
Patron class, they carry with them the Hegemon’s hunger, its insatiable drive to convert mystery into
tangible profit. Scientists, tradesmen, and Corpo scouts scramble to be the first to lay claim, each

knowing that a single discovery could mean power or wealth beyond imagining.

This is the nature of Known Space and the Hegemon itself. It is not merely a constellation of stars
that share cultural relevance or shared genetic birthright, but a vast civilization that has identified
and codified the urges of human beings. Rather than suppress these urges or manipulate them with
notions of invented morality in the hopes of homogenizing a ‘thousand empires,” they have
harnessed self-interest, self-relevance and greed rather than suppress it. The wealthy are wealthiest
by consent of the Consumer class who enrich them and are enriched in turn. The Patron class is
thusly obligated to further every experience with excellence, affordability and timeliness. Should
they fail in this obligation then the Consumer can spend their capital elsewhere, enriching another

and causing the failing party to fall, which is appropriate for progress.

This is a true symbiosis. Neither class wants strife that disrupts this relationship and both seek to
better one another’s position for both inherently gain position; fearing mutually assured destruction
and reaching for a shared success. All humans inherently understand this at their core and in this
way New Mankind is the only sophontic species that has ever truly existed. Everything else is a

parasite or the food of parasites.

L
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The beginnings of the Hegemon of a Thousand Empires trace back to a single habplex, a humble
origin that belied the grandeur of a future dominion. In the aftermath of a resource war on the
planet Vaensar, a wealthy mercantile clan called the Ualos seized an opportunity. Acquiring vast
tracts of land to facilitate the construction of affordable housing for returning veterans, their
fortunes grew exponentially. These innovative dwellings, known as “opti-units,” not only provided
returning heroes with a comfortable home but also revolutionized construction methods, offering
subsistence-living at a fraction of traditional costs. The local government, now a faded memory,

institutionalized this model as the gold standard for city planning and elevated the Ualos.

Dumno-Ualos, a scion of the Dumno family, began investing extensively across Vaensar's surface,
ignoring political and ethnocentric divides. His only concern was profit, and soon people began to
respect his financial insights. Together with the MassTrader Freight Union, Dumno-Ualos
orchestrated interplanetary property acquisition, construction initiatives, and resource allocation
on an unprecedented scale throughout the Vaensar system until his influence and celebrity were
unrivaled. He renamed his home planet Protea, beginning construction of what would later
become The Market. Here the truth of human desire and realized potential would be supported by
the masters of industry and trade. Only after those first Magnates were elevated did he welcome
the governing nations of this fledgling union of star systems to form the Summit Council, the

Hegemon was ascendant.

A time of unrivaled economic prosperity began as the Ualos Proteans spread their ideology of New
Mankind to their trading partners. This belief in human supremacy took root even as a burgeoning

middle-class known as Consumers were admired and their wealth coveted by their neighbors.

Kantaur, an old adversary to Vaensar, perceived the Hegemon as a rising threat. Military
campaigns launched against the nascent superpower were initially successful. However, Kantaur

would undergo a transformative internal shift, revealing that not all wars are won by force of arms.

—- Expedited, affordable, quality. Pick fwo.—-




The Kantauri mercantile classes, long overtaxed by the aristocratic noble houses, were inspired by
the Ualos ideology of a free and libertine society. Their bravest led a political revolution, toppling
the old order in their poverty-stricken ecumenopolis on the Crownworld of Kandia. Kantaur joined
the Hegemon immediately thereafter, providing the Summit Council the critical numbers of
soldiers to defend itself from the now alarmed bordering empires, shocked that a third-rate planet

like Protea could defeat the Kantauri with barely a shot fired.

And defend itself it would need to.

The Directorate was born out of these trans-stellar battles, as the Hegemon was forced to protect
its adopted tradelanes to bring supplies across Known Space. Exogenic and anti-Hegemonic forces,
nevermind the countless pirates of that age, were fought constantly and bested. These successes
lead to the creation of the ExeCor systems and its security cordon which, in time, will be called

“Civil Space.”

Old Humanity had been fractious, but under Ualos, the Summit Council and the growing free
market opportunities, a New Mankind rose united in Avarice. Armed conflict became a sign of
ignorance. True nobility would come from prudent investment, not strength of arms. Why fight the
Hegemon when you could enter into trade negotiations? The wise, though, understood that even

conflict meant opportunity should those negotiations fail.

Wars became brief yet violent affairs, with ancient lines of regents, councils and nations brought
down and entire empires tamed, often by their own people. Fortunes were made, MacroCorps

formed, and the CorpoSoci established.

Over the ensuing nine fiscal centuries, the Hegemon has flourished, assimilating nations and
ethno-unique branches of the human species, so long as they still share in morality, into its
collective. Colonization accelerates as new territories open to prospecting, while an interdiction is
enforced around those who resist the free market. Only the rimward star systems have remained
independent, posing a potential threat to species-wide security. Whispers have circulated that

these rogue nations commit perverse interactions with Exogens and use forbidden technologies.

—- Even ashes can act as a foundation—-
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Executive Core:
Heart of the Hegemon

The Executive Core systems, or ExeCor, are dozens of star systems over several hundred parsecs
that form the heart of the Hegemon. They are the eldest colonies of the first human civilizations of
antiquity. Thusly, they have the largest populations, the most developed societies and the most

distinctive cultures in Known Space.

They are also the nations that have benefitted the most by the rise of the MacroCorps, gaining
countless new worlds from those nations who resisted the expanding Hegemon. While the various
kings, presidents and emperors of the ExeCor are not Magnates, they are some of the wealthiest

leaders in human history as shareholders in those MacroCorporations.

The Hegemon has no true “capital” other than Protea, where The Market stands and the Summit
Council convenes, and this is more out of practicality rather than any love for the planet itself.
Each ExeCor star system believes, entirely, in their own pre-eminence. Laws and customs can vary
greatly between bordering nations, even in the cases that a planet or habitation construct is shared
by two or more of these nations. As long as all strive for profit, seek commerce and promote trade,
there is no central ‘rule,” merely mandates and guidelines which all peoples strive to accomplish as
it leads to profit.

These nations maintain their own Private Security Forces that adhere to the needs of their specific
nation state. Alliances and rivalries between such states dictate their citizens’ movements and
activities with strict licensing and regulations. No nation wishes to be diminished by their
neighbor and war, believed by New Mankind, is a natural process. War is tolerated so long as it
remains profitable. It is the MacroCorps that supercede borders and operate where they have

assets, bringing along their workforces, and are protected by the Directorate.

ExeCor systems all feed into the quotas of a semi-unified entity known as the Directorate which

acts as a joint military that adheres to the mandates of the Summit. No force in Known Space can
match the Directorate’s sheer size, with its fleets and armies constantly on the move to deal with
national disputes that negatively impact commerce, Exogenic disturbance and, most importantly,

expanding the borders of the Hegemon.
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The most influential planet often determines the naming of a system, yet there are instances where

Notable ExeCor Systems

this can become contested by the preferences of nations and MacroCorps respectively. The final
determination for all things is the catalogue of the Audit, the reference number of the Commission

and the value therein as comprehended by The Market.

ExeCor systems are immeasurably old and bear the marks of colonial attempts, urbanization,
planetary engineering and ancient wars. What stands now are the grandest examples that have

withstood the harrowing of time.

Protea: Believed by many, and readily claimed by its inhabitants, to be the original star system

from which Old Humanity evolved from. The system is dominated by Protea itself, a pale yellow
world known as the Jewel of the Hegemon, the Seat of The Market and, more poetically, the

Dawnworld. It acts as the practical “capital” planet of the Hegemon and the heart of commercial
trade. The local system is barely governed by the Protean Minarchy which includes several other
planets such as the foundry world Mkklon, Endymion and its dead parent as well as the paradise

world that is Cicatrice.

Kantaur: The wealthiest star system in the Hegemon and the largest national territory with over

eighty systems ruled from the former Crownworld of Kandia. Kandia once rivaled Protea during
the founding of the Hegemon, but its empire was destroyed from within when trade emissaries
convinced the servile population to revolt against the royal family, providing them the means to
topple their hereditary rulers. That Revolutionary Party still governs from the trinary star system,

renamed Kantaur, and is home to the Armasyn MacroCorp’s main office.

Trappist: One of the most populated systems in Known Space and the primary worlds of the
Trappist Papacy. Trappist has no less than seven habitable planets called the Sisters. Here, the Old

Faiths remain strong, and the stellarist values of the Hegemon are kept contained to a handful of
port cities. Journey to Trappist is financed by the system’s Assembly of Clerics to those deemed
worthy of making the pilgrimage. Trappist is a haven from the debt economy of the Hegemon, yet
to the discerning it would seem unusual that the Pontiffs of Trappist were among the founding
members of the Summit Council, and that a remarkably high number of volunteer Indentured flow

across the Hegemon every quat originating from the worlds of the Papacy.

—- You are what you’re worth —




Catraeth: One of the brightest stars in the Orion Spur, it was once the primary system in the

Catraethi Regenium, known in their own now-dead language as Basileia Catraethi Regnux or simply
“the Kingdom.” A binary system consisting of the stars Prokyon and the far smaller Koutavi, their
erratic orbit made the Catraeth system one of the largest, with over sixty stellar objects ranging
from gas giants to rogue planets. After the Kingdom fell to the Barakan, each planet was subjected
to scouring. Catraeth is now home to a few InfoCorps, archeo-tourist corpos and a Barakan facility

on Catraeth Prime itself, which none are permitted to orbit let alone walk.

Hathor: Also known as the Pathstar, it is the ExeCor’s most essential Mercator matrix point,

with over a hundred leylines and twelve Gatewells connecting it to other systems through the
Outside. Hathor was declared to be in Protea’s trust to prevent a single Corpo or nation from

monopolizing travel within the ExeCor.

Lalande: A series of orbitals and unaligned communities cover only three worlds in the Lalande

system, but they are regarded as the most ideal planets in Known Space. Here, the rolling
grasslands grow patented seeds that made Bersarang Multi-Stellar the Hegemon’s primary food
provider. Their headquarters hangs above their grow fields on No'zama. Lalande is the breadbasket
of the ExeCor.

Cheti: Peculiar amongst the other ExeCor, Cheti was once home to an advanced human

civilization that experimented and forced evolution on strains of human beings as well as Exogens.
When the Directorate arrived in the late second fiscal century, it quickly pacified the region and
quarantined the space lanes, isolating the “Cheti” near-humans and Exogen alike.

Cheti now acts as a “nature reserve” where Exogens are regularly hunted for sport by visiting
Consumers. The surviving Cheti themselves are a source of tourist entertainment, such as cultural
safaris allowing Consumers to experience various intoxicants, rituals, cannibalism and other

educationally enriching experiences in an immersive environment.

Azakar: On the outskirts of the ExeCor, the many floating refineries of the system’s primary gas
giant are populated by blue-skinned epicenian near-humans which were deemed, by the Audit, as
acceptable to the CorpoSoci. This was only after they formed a series of Corpos and rapidly
industrialized. These Corpos eventually formed the Shak’shashi Group, proving they could

experience proper Avarice.

—- lathing is finite, drink deeply ——




ArKktur: The lone world of Tormand orbits the blinding star of Arktur. A world of oddities, it is

bereft of any major population besides its polar cities. Arktur produces anomalous light patterns
whose radiation is used to make all manner of luxury goods coveted throughout Known Space.
Arktur system is home to dozens of shifting masses of dark matter known as the Sea of Gnau,

creating further opportunities that mining corpos pursue.

Yaltair/Elmora: A massive binary system with hundreds of terrestrial planets, thousands of

moons and asteroids large enough to sustain colonies along with twenty three gas giants, the
Yaltair and Elmora star systems are the most diverse region in the Hegemon. There are at least
twenty nations within the system as well as the headquarters of six MacroCorps including
Mylbruk, formerly Five Hands Panceuticals” original center of operations. As such, this system has

great influence on the Summit Council.

Jov: The Jovian worlds tightly orbit a proto-sun, believed to have been artificially influenced

several thousand years ago by early human scientists. The star still has many unignited surface
storms of various gases that intertwine with raging plasma hurricanes.
The Yinn Demarchy and Yinntosh Innovation MacroCorp have settled in this region for countless

millennia, hidden beneath the surfaces of over a hundred worlds within their hellscrapers.

Nan’hesan: One would imagine that this system of a mere five planetary bodies circling a dim

red dwarf would have little of interest to offer a visitor. Rocky and suitable for excavation, the
second through fifth planets provide a modest quarterly haul, however the first and closest to the
dwarf star is in fact a spherical megastructure, the only one of its kind in Known Space. Discovered
in the Second Diaspora of Old Humanity, this now shattered globe remains a wonder for tourists
who can purchase an exclusive visa. Nan’hesan’s origins remain unknown, but sections have been
colonized in the hopes of unlocking its secrets by delving through thousands of levels of empty
superstructure. In the centuries since, the Nan’hesan “Globe” has served as an important way

station for traffic in the ExeCor and a hotspot for archeologists.

—- Competition is not veluntary —-
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Protean Star System

Seen here on a typical Protolan Chart referencing the Protean star system with the nearby Jov system.
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Protea is, gravitationally, the dominant star in a binary system, however it has culturally diverged
from the lesser Jov star, a failed proto-star, to such a degree that Jovians and Proteans refuse to
acknowledge any stellargraphic kinship. This refusal stems from generations of warfare that

preceded their subsequent, and surprising, union when the Hegemon was created.

Protea is marked by many wonders attributing that it was, even in antiquity, a major star system of
Old Humanity. Protea orbits in the third position without any natural satellite. Wreathed in the
fumes of a defunded worldshaping, runaway industrial development and the scars of atomika grade

weapons across its surface.

The system has traded cultural centers many times, but Protea has held sway the longest. It is
where The Market is, the Summit Council convenes and as a result its unique fashions,
trustBrands, architecture and styles are what define high Hegemonic culture which now permeates

the ExeCor.




Protean Order of Orbit

Mkklon (S1.In1.Ah2) : Closest to the aging copper star is the lonely chewed up world of Mkklon.
Long ago, matritic beams of enormous size were used to cut up and strip the surface to build the
Chain of Athair, a vast “solar swarm” that absorbs a limitless supply of energy from the star which is
then collected by a pseudo cult known as the Suryajinn who live exclusively aboard their King Ships,
some of the largest craft in Known Space. Despite being a divergent human species, homid-vavarik,
they hold immense influence as the original energy brokers for the Hegemon. In recent

fiscal-cycles that influence has become strained with the discovery of Velanite.

Nisimion (N1.Cl11.H2): This rogue planet, referred to as the Liar’s World, appeared a scant few
centuries ago into the Protean system, yet, there are no records of such an event save in the
gravitational stresses observed on nearby planets. A world that appears almost entirely black from
orbit, it reveals vast, continent spanning excavations far beneath the surface which colonists have
turned into perfect living conditions. Many throughout the ExeCor holiday on the planet, their

every need catered to. Nisimions are considered the finest waitstaff in Known Space.

Vaensar/Protea (SS.S1.CIS.Ux2): Renamed after the rise of Dumno-Ualos, Protea is known across
the Hegemon as the Dawnworld. Though not the official capital, the Summit convenes here, and

more importantly, The Market was built upon its scarred surface. In the northern hemisphere, the
Last City towers in spite of searing heat cyclones and sulfuric rainstorms, its population enduring

the planet’s ecological collapse with pride, devoted in their pursuit of Profit.

Lhunarca (S1.Ah1): Home to some of the wealthiest men and femmes in Known Space, Lhunarca
boasts the fact that most Summit members and Archonists have property in its vast, ancient,
hollow beneath the surface. Lhunarca, contested by the Myroit Empire, claim to be the birthplace
of the species citing original populations of flora and fauna that they say are the evolutionary
genesis for thousands of examples across Known Space. Chief amongst these the diminutive

clowder felids popular throughout the Hegemon as pets.

They explain that Old Humanity lived on the surface before burrowing deep into the caverns that

the Lhunari live within today.

—- The Ends are all that Matter ——




Skeptics remind the Lhunari that the surface could never have supported life as it naturally does
not present evidence of an atmosphere. The Lhunari insist that this is merely the pettiness of those
who can’t imagine that Old Humanity could have prospered on such a small planet that shares a
close orbit with a larger, rocky and pockmarked planet that was long overmined by the Lhunari and

is used to test munitions or send detritus and waste toward.

Outbound from Protea are the bordering asteroid fields whose ownership is shared with Jov and its so called
‘Noble Hundred’ worlds. The orbiting planets and habitats beyond these fields are included in the Protean

system beyond the orbit of Jov.

Klothan/Laketh/Atropa (M1.AH1.S2): The ‘three sisters” are worldrings, some of the largest in

Known Space and are known for their artisans and Grade 1 products.

Shijiaan (In1): A gas giant home to major refineries that utilize kilometer long accumulators that
dip into the planet’s atmosphere and convert valued elements into thousands of products which are

made into practical technologies on the Three Sisters.

Jiorugon (A1.S2): Although uninhabitable, Jiorugon has one of the largest Pilot’s academies in
Known Space called the Foresight Society which orbits nearby. The provosts of this school ensure
the finest students graduate by testing them against a parasitic black hole, known as the Great
Thief, that is slowly consuming the planet below. Theorists believe that due to its similarity to a

gatesphere, it might be an example of Old Humanity’s attempts to test early dawndrives.

Arun (M1.In1): The last major population center in the system is home to innumerable refueling
depots, artificial habitats as well as the sprawling Directorate’s Admiralty headquarters; Tykun.
Arun is surrounded by debris fields so dense they have become rings about the planet from
countless wars and attempts made to enter the system stretching back to antiquity.

Hundreds of scavenger operations work these fields, hoping to recover ancient artifacts or useful

flotsam which they then can sell.

Novo Wassa (Ux2): Minor populated world reseeded with the help of Five Hands Panceuticals.

—- The (Means define the ends —-




Dawn emerges in the west over the Last City, the copper-stained, ancient sun dully piercing the polluted gloom. This

rare event occurs only twice in a fiscal-cycle’s span, growing in intensity for several weeks before ascending into the sky
where it will hang for quats, cooking the planet before leaving the surface to broil in a cycle-long darkness. As such, the
dawn is a time of reverence for the Proteans, who pause before their work shifts to glimpse their parent star through the

haze of plaque-yellow skies, before hurrying into the depths of the subterranean labyrinths that shield them.

The Last City itself is a nexus of contradiction with the wealthiest bask in the proximity of The Market as decrepit
legions of Indentured serve in run-off choked alleys. This is the very core of the Hegemon of a Thousand Empires. It is a
place of inconspicuous juxtaposition as its foundations intertwine millennia-spanning architecture, from asteroidal
marble to bleeding edge nusteel ansible arrays. Byzantine domes and intricate mosaics are stitched to the skeletal
remains of bygone civilizations, meticulously preserved as reminders of Old Humanity's hubris and the brink of

annihilation it once faced before New Mankind rescued all with the embrace of Avarice.

The Last City defies the depreciation of time and stands resolute against the planet’s unforgiving landscape where
raging convection hurricanes collide with radiation-soaked dust storms. Ecological disaster has struck the planet
throughout its long history, one that modern Proteans forcibly forget. The sins of the past have been inherited by the
present generation, and they have no need to forgive nor question why such clear atrocities were allowed to befall their
homeworld. The Last City’s architects have no designs to expand, only survive. As such, every available surface of the
metropolis is dressed and festooned with the wealth of an interplanetary empire. Every perceivable luxury is hauled
from across thousands of worlds and fashioned by billions of hands to grace the darkest service corridor and the

grandest estate chamber.

Despite its opulence, the planet’s remaining government, the Minarchy, abstains from revitalizing the planet's ravaged
ecosystem or reconstructing the shattered remnants of what was once a sprawling ecumenopolis. This is a testament to
their desire to erase the memory of those who came before as much as the embodiment of frugality. Buffeted by

superheated maelstroms, the outer wilderness serves to remind Proteans what is at stake should they falter.

The purpose of the Last City is singular; to fulfill the eternal task of maintaining, servicing and providing for The
Market. Surrounded by an artificial mountain range of megastructures, The Market dwarfs them all and is the single
largest planetary structure in the Hegemon made by human hands. Within its continental mass are kilometers of
logicors, shackled Artillects by the hundreds and untold millions who work every second of every day to quantify,
calculate and discern the value of all that is and the desire of all who are. Every citizen of the Last City is tasked with
laboring in its monumental infrastructure and cater to the insatiable demands of the dawntraders who work within their
own inner chambers which they never leave. Every conceivable product and commodity is considered within The

Market and must constantly be monitored, for it is in these halls that the species” destiny is pursued.
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Surrounding The Market are the lower levels, known as the Depths. The Depths are lost to the eye, shrouded in a
permanent thick, choking fog, a byproduct of unchecked industrial activity and the city's reliance on archaic energy
sources. It is a constant reminder of the environmental degradation that has been accepted as the price of profit. Every
Protean would have the compounded wealth of any Baron or even Magnate on another world and they proudly wear the
ravages of poison across their bodies even as they purchase exorbitant tinctures and nanoid and organoid replacements
to repair their poisoned bodies. Proteans themselves are gifted with long life, certainly the most longevous in the
Hegemon, with much of the planet’s population living well past a fiscal century.

High above the city is the District Apexia, a handful of starscrapers reserved for visiting dignitaries, and the offices of
the Summit Council itself which are tasked with the running of the Hegemon. While the weather systems become almost
paradisal and the soot and granular toxicity of the city below are absent, this is not agradisement or preference. It is,
instead, a vital segregation between those who govern and the true power of The Market below. None who serve the
Summit will ever be allowed to visit The Market, a tradition begun by Dumno-Ualos, the creator of both.

Beyond the Last City, the only other signs of activity are raging dust storms, listening posts and various airships packed
with Consumers from all over the Hegemon, who have happily spent their life savings for a chance to live the rest of
their fiscal-cycles aboard pleasure aircraft which endlessly peruse the Protean atmosphere.

Proteans are all too happy to live and die upon the world that manifests their ideals and they are regarded as the
fortunate few. Pride swells in the hearts of Proteans as they suffer the same air that Dumno-Ualos was sired upon. What
pain there is, is a choice, and there can be no misery amidst that most important of rights. After all, no Protean or
citizen of the Hegemon is forced into terms they do not agree to and only suffer the consequences of failure in those
agreements.

In the light of the dawn, the people of Protea are empowered in their resolve and reminded that a world, a star, a
universe can be broken by humanity’s desire.




L]

The Founders ﬂh
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The Clans of Protea assert that their bloodlines never departed their native star system of Vaensar
during the Wandering. While other societies fled the local stellar region and dispersed into the
wider galaxy, the Clans remained behind and braved whatever threat therein. How such a feat was
achieved, or whether it occurred at all, remains a point of sustained controversy, particularly among
Protea’s neighboring stellar powers - Trappist and the Kantaur. None were more outspoken in their
skepticism than the Kantaur Dominion, hereditary adversaries of the Clans, whose eventual
extinction and replacement by the Kantauri Compact at the dawn of the Hegemon marked the end
of a centuries-long ideological rivalry.

The Clans’ claim is not without merit. Their genetic continuity and stability of the relatively isolated
Protean population predates all certified records maintained by Wanvath Underwriting, the
foremost actuarial authority in Known Space - nevermind that deeper scrutiny beyond the last few
millennia is further rendered difficult by the Strangeness, whose cognitive, temporal, and spatial
distortion makes scientific certainty little more than faith.

All we have is the Clans’ certainty. And that certainty is their history, which has become the
Hegemon’s.

It was the Clans who underwrote the foundation of Protean civilization in the dark ages after the
Age of Captivity. They financed the worldshaping of Vaensar, restored the orbital pathways of the
inner system and negotiated treaties with the Jov governments in the nearby system. The Clans
formed a loosely federated confederacy with the other inner worlds of their star system, most
notably the Mkklonnites, whose energy production, virtually inexhaustible from their star-spanning
collector swarm, became the lifeblood of regional expansion.

However, as Vaensar’s ecosystem entered into sudden catastrophic shortfall, the Clans quickly
relocated their leadership and wealth to Cicatrice, the paradise world, and Lhunarca’s sub-surface
halls. The abandonment of Protea’s failing surface and the suffering of billions left behind is often
viewed as callous, but, to interpret Clan behavior through mundane, virtue-claiming moral
paradigms is to misunderstand the value of this genetic continuity.

Each Clan’s lineage is biologically linked to a series of predecessor technologies that will only
operate after integrating with unique genetic signatures. No proxy, dead or decaying material, or
even Grade 1 synthetica copies can unlock Clan sequenced relics. Only living Clan members can
interface with and activate devices associated with their unique, functioning, lineage.

The applications of such technologies are varied, almost arcane, and always profitable. While full
technical disclosures are restricted to S Grade educational modules, three widely-disseminated
examples serve to illustrate the economic and strategic significance of Clan technology.
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To begin with, the Gatewells: These stable tachyonic corridors that allow for translocation through
the Outside are in essence what defines inclusion into the ExeCor supersector. Gatewells cannot be
constructed, maintained, or stabilized without the direct presence of Clan members. Their
biometric resonance is necessary to anchor a Gatewell station’s energy systems and dimensional
coherence. Without this presence, the tunnel’s integrity degrades and collapses over time, severing

entire systems from the network.

Next, there are various patented and Clan-operated aspects to Stratos Industry’s shipwright
capabilities. Such are the intricacies and vital nature of the MacroCorp’s supply chain that a
quasi-monopoly has been permitted by the Audit. It has reached such degrees that Clan lineage is
almost a requirement to become Stratos management. This exclusivity draws repeated scrutiny as
the Hegemon is a meritocracy of the self-capable, not inheritors. To avoid dissolution or forced
partitioning, Stratos is required to make regular, at-cost donations of starships to the Hegemon

nations and MacroCorps to maintain parity.

Finally The Market itself requires a direct descendent of the Dumno themselves to be present the
start of every fiscal-cycle to renew the mechanisms within and [[REDACTED]] who swear loyalty to
[[REDACTED]] [REDACTED]] [REDACTED]| never again.

Proliferation of access is therefore paramount and regulated by the Clan leadership. Tightly
interwoven family pairings for the direct purpose of producing offspring has ensured that
technological user fidelity remains. Clanic systems are all gene-locked, ranging from individual
starships, to resource vaults, environmental management nodes are all bound to specific blood
signatures. A member of one Clan cannot access the holdings of another without inter-Clan
hybridization, ie: offspring. Heirs are carefully considered and, through careful genealogical

planning, will unlock siloes from both patriarchal and matriarchal lines.

The Clans favor trade, mercantilism, and long-term profitable relationships over open conflict. The
constant wars that plagued the stellar region before the Hegemon’s consolidation were an era of
waste. Peace is at the core of Clan politics for the loss of individuals can mean the sudden
deactivation or inoperability of technologies. When a life must be taken, it is done with strategic

assassination over any form of mass conflict.




Clans will go so far as to negotiate scheduled opportunities to attempt such actions, waiting for
gene sequences to be passed on to a suitable heir before striking. While many find such a cold,
calculated approach to adversarial dealings unsettling, the Clans stand by their transactional

approach to all things, including violence.

External conflict is dealt with with an unquestioning united front that is terrible to behold.
Internecine feuds, old hatreds and rivalries, all are forgotten amidst the risk of a foreign enemy. The
Clans spend enormous fortunes to protect their most complex gene combinations and make

extensive use of mercenary armies and fleets with the promise of the best contracts in Known Space.

In many ways, the Clans of Protea prefigured what the Hegemon itself would become. Through the
Dumno specifically, the Clans became the most important aspect of Vaensar’s reconstruction after
the Dissension Wars. The concepts of stellarization and the inherent mercantilism that govern the

Clans promoted the new Protean Minarchy, which in turn supported the early Hegemon.

Trade over combat, business opportunities over conquest. The Clans’ preference for decentralized
authority to avoid favoritism, economic influence over direct rule, and soft power can all be seen in
the modern age. Just as Dumno-Ualos wrote his treatise and published the first edition of the
Manual which enshrined the virtue of Avarice, it was the Clans that were the first to cheer and join

in the rise of the greatest economic philosophy of all time.
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The Greater Clans . Y%
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While there are dozens of Clans that originate in the Kantaur, Trappist and Protean systems, the

most influential Clans never strayed far from Vaensar, later to be called Protea. Highly mercantile,
typically eschewing violence, the Clans greatest ability is their access to ancient technologies via
their bloodlines. The Greater Clans are those with the largest collection of bloodlines which they

continue to procure through a program called the Lineage.

The Dwar

One of the few Clans to have moved to the Hundred Worlds of the Jov system. They own the
Mindworld of Adrastayn and are known for their ties with the Yinn Demarchy as well as their

abilities with Mindworld vault access.
The Omo

Adventurers to a fault, as Protea declined the Omo established enclaves throughout the Vaensar
system and financed countless missions to ancient, Old Humanity, sites where they would recover
items they would later barter with accessible Clans. They are regarded as foolhardy, but, necessary

for continued Clan advancement.

The Dwan

Exiled from Protea for unknown reasons, the Dwan travel in a familial convoy and are known for
their paranoia. Now skirting the edges of Known Space, they are a welcome sight for colonies along
the Frontier as they often barter unique access for raw materials. They possess S Grade advanced
assault-harnesses of such legendary capabilities that pirate activity will drop within proximity of the

Dwan convoy.
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The Sajiwar

Hated amongst the Clans, they murdered a competing clan for Lhunarca in the Second Fiscal
Century while driving off the others. Over time this crime was forgiven when they recovered
technologies on Endymion, such as the Orbital Accelerator technology. They are regarded as martial

with many Sajiwar serving in mercenary companies and the Directorate.

Mononoji

Foremost the Mononoji are shipbuilders, their primary holdings in Protea’s asteroid belts. They work
closely with Stratos but are liberal in their involvement with MacroCorps associated with
shipbuilding. The Mononoji starliner, the Yamainu, is the contracted flagship of the Protean

Minarchy’s fleet and can only be piloted by one of their Clan.

Rikon

The Rikon are responsible for the reactivation of the Three Sisters worldrings; Klothan, Laketh, and
Atropa as well as the first Hegemon ergoid manufactories on Mkklonn. This has made them the
second wealthiest Greater Clan after the Dumno. They are constantly attempting to find new genetic

combinations to overtake the Dumno supremacy.

Modyna

The Modyna travel throughout Known Space and refuse to utilize the Outside in any form. Utilizing
their own, unique, nova drives to attain FTL travel. They have deprioritized Clan contract marriages,
preferring their own few technologies over quantity. They still have Clan holdings in the Protean

system which are gene-locked.

There are hundreds of Clans scattered across Known Space, though most maintain gene accessed property
within the ExeCor. Those most important to genetic lineage never leave their palatial fortresses and security
cordons as the loss of one can have disastrous effects across the thousand empires. All Clan members are
considered highly valuable commodities as their living bodies can unlock all manner of foundational
technologies. As such, they are frequent targets for abduction, forced integration, or cognitive subversion. It is
not uncommon for Clans to fabricate decoys of their members, engage private security armies, or seed entire
false genealogies to obfuscate true members. Clan members are not permitted to hold government positions in

the Hegemon to prevent abuse of their position.
.




The Dumno

Landowners and architects, the Dumno remained on Protea when others fled, even as
environmental degradation from the failed worldshaping accelerated. They funded the foundations
of what would become the Last City, growing exceptionally wealthy as billions moved into the

protective domes of the densest city in Known Space.

Ualos, scion of the Dumno and the product of four generations of deliberate breeding with the
Sajiwar and Rikon Clans, rose to prominence when he innovated the opti-unit. Modular and
cost-effective, the opti-unit met the urgent housing needs of soldiers returning from the Dissension
Wars. Its success made the Dumno the wealthiest of the Clans. Later, they became solely

responsible for financing the construction of The Market.

The Dumno have since declined in number, with many achieving various forms of immortality.
Nearly all possess thousands of gene-enabled technologies and are highly sought after for breed

pairing by other Clans and even Magnate dynasties.

A Dumno must always be present at the opening of The Market as the Lectern will only respond to

their touch.

Our existence is guided by an unseen hand. It is within us, and it is about us. This
fundamental force has shaped our species since aeons immemorial. In the coming epoch
none may avoid its grasp, so potent will be the might of those who channel its power with
impunity. For most, this hand will guide with its gentle touch, offering comfort and
reassurance, pointing the way when times are dire. For a chosen few it shall reach out with
its iron grip and squeeze the value from every grain of sand to purchase the future nature

hopes to deny us.

-Dumno Ualos, Manual First Edition




The Lineage

The Lineage refers to the formalized system of Clan intrabreeding, although in very rare
circumstances, non-Clan individuals can be included. The system, created over millennia, is a
convergence of genetic, social, and economic optimization, where a scion of a Clan will have access
to a myriad of ancient technologies that are otherwise inert. Theorists believe that this system was

created in response to the Arkillect and synthetic life adopting Chapak bodies.

Offspring of the Lineage are not conceived; They are issued by Clan leadership. Bloodlines are
tracked, ranked, and recorded in the Clan’s Thoroughline Registry which logs all heritage contracts.
Traits like longevity, cognitive ability, metabolic efficiency, and aesthetic symmetry are common

metrics, but all are second place to the access that will result in a pairing.

Breeding rights are strictly regulated. Contracts often include intellectual and noetic property
clauses, data vault access rights, and more traditional geopolitical entitlements. Organoids and
provolvement will usually invalidate participation in breeding. Having more than two progenitors

contribute genetic data to an offspring is considered extremely precarious, but not impossible.

Sire /| Dame - The recognized male and female progenitors of a selected pairing.
Foal - Offspring that have yet to present their attributes (usually at 13 biological years).
Fullblood - A person with two, or more, Lineage-participating progenitors.

Outbred - Individuals resulting from pairings outside authorized registries. Often considered lower
status unless the pairing produced a desirable hybrid trait. Usually, this is done to save genetic

access until a proper pairing can be negotiated.

Selectline - A curated bloodline optimized for specific attributes and access to limited

technologies. Typically not permitted to have more than two offspring to ensure security.




The Jovian System

It is unclear as to the nature of the proto-star Jov that sits at the heart of the Jovian system and its
so called “Hundred Worlds.” In truth, these so-called planets present more as moons or large
asteroids, but it would be ill-advised to mock the Yinn Demarchy and one of the most preeminent

MacroCorps headquartered there, Yinntosh Innovation.

A proud people are the Yinno Clans, who claim to be the first settlers of both the Protean and Jov
systems. They even claim that it was their enigmatic leader, known as the Founder, who caused
their star to burn into being and encoded the first Arkillects, if it is to be believed. The Founder
was one of Known Space’s most long-lived men, if he was a man at all, and conspiracy abounds,

knew Dumno-Ualos for a time and helped with the writing of the Manual.

Ember (In1.M3): A volcanic world dotted with thermal stations. Much like Mkklon, it was Ember

that fed the power needs for the colonization and creation of the Demarchy.

Mahkrob (S1.In2): An ocean world whose surface is only broken by churning ice shelves and
mountain-sized glaciers slowly melting beneath the heat of nearby Jov. It is the single largest

source of water in the ExeCor.

Katamyth (M1.S1.C1): The largest of the Hundred Worlds, it has no less than five mindworlds in
orbit around it, making it the most advanced data comprehension site in Known Space and the site
of the Akashic Monastery. Countless universities, venture initiatives, incubation consortiums and
scalar entities intertwine with one another and shine together in a rare ecumenapolis creating the

third brightest point of light in five lightyears.

Alvisa (M1.In2.S1): Billions live on Alvisa and its hellscrapers which stretch from the surface to
the inert core. From here the Yinno draw their manpower. The Black Tower, situated through the

northern and southern poles, is where the famed Hyperkillers originate.

—- Deny failure and adopt success, regardless—-




Kantaur Star System

Kantaur is a trinary star system made up of Kantaur-Majora, Kanta Minor which orbit one another
every 79 years. Kantaur Exilar is the third star which has an erratic orbit around the central two.
Very few of the system’s planetary bodies change their orbit around these stars, representing a

phenomenal amount of gravitational stability.

Hundreds of planets orbit Kantaur's three stars, many of them colonized, with shifting rings of
precious asteroid fields and several lucrative gas giants. Tens of thousands of years has resulted in
three distinct macro cultures for each star but all of them are collectively called The Worlds of the

Kanta.

Kantaur-Majora is orbited by Kandia, the former crownworld, and is the system’s cultural capital
with its ancient ecumenpolis that covers the surface. The palaces of the the former royalty still
dominate the skyline like mountain ranges, now serving the personal estates for various
MacroCorps including Armasyn. Even without the sprawling planet-wide city, Kantaur-Majora is

the most populated region in Known Space.

Kanta Minor, colonized later then Kantaur, still retains its pioneer spirit with countless mining
operations and manufacturer facilities both planet based and orbitals. The Kantani are the primary
population that colonized the eighty star systems making their culture the dominant one despite
Kantaur’s legacy. Kanta merchants were the first to communicate with the Dumno Clan that lead

to their Revolution.

Kantaur Exilar, or simply Exilar, was originally a series of penal colonies but it is also the
birthplace of the Revolution. The Exilar alone were able to combat the soldiery of Kantaur, made
up of freed political prisoners and hardened criminals. Exilar retains those penal colonies, used by
the Hegemon at large now, although they have developed training grounds for the new
government's military known as the Compact and for the Directorate who maintain a series of

military bases there.

So called “‘Wyrm-cults” are prevalent in the Exilar system.




KANTAUR MAJORA

KANTAUR SYSTEM
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Notable Worlds of the Kanta
A Note on Government: The Kantauri Compact

The three primary star systems of Kantaur, and the eighty systems of the former Dominion, are
governed by the Compact, three parties that serve as a kind of military junta. All pay tariffs and
taxes in exchange for development and trade security representing the largest nation of the

Thousand Empires.

Three political parties representing each star system convene in Samarka City. The Revolutionary
Party has dominated the other two, the Reform and Radical parties, since the fall of the Dominion.
Though a General Secretary is elected, the result is always the same. The two other parties remain

subordinate, the General Secretary holds their position on the Summit Council.

The Kanta remain fiercely proud of their heritage, the many billions are bilingual, speaking Interlex

and lang-Kanta, a poetic and symbolic language, interchangeably.
Notable Worlds of Kantaur Majora

Solaphine (In1.M1.AH1): First planet, a mining world, utilizes photon accelerators to transmit
power from solar accumulators that are directed toward Kandia. The planet is hollow, carved out by
the first colonists. Arawakan City is the capital and is the only gate into the ecosystem. Now owned

and operated by Mkklonites from Protea.

Kandia (MS.C1.S1.N2): Third planet and twice the size of Protea. The planet is humid, almost
tropical, now turned into the Hegemon's only ecumenopolis. A single moon, Elya, is a major port
and Stratos facility. The planet is dotted with orbital hoists which have been converted into housing.

It is the single most populated world in the Hegemon.

Irvenna (M1.H1): Fourth planet, an ocean world with anchor cities. Primary food supplier for

Kandia. Three moons cause extreme tides.

Eschelan (S1.C2.In2): Eighth world, a gas giant with ringed orbitals, including the Eschelan

worldring. Known for shipyards.
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Notable Worlds of Kanta Minoris

A slightly dimmer star. Known for mercantilism, industry, and mining. Dialect is heavily accented

with ore-lang.

Tamarisk (C1.M3): Second planet, the only habitable world. Signs of ancient worldshaping.

Birthplace of the Revolution.

Hydran (In1.M1): Vast subterranean cities linked by transcontinental train networks. Second most

populated planet in the three systems.

Mourn (In1): A mining world dipping into the atmosphere of its parent gas giant, with massive

tectonic shifts that expose precious minerals.

Kaldrun (In1.S3): Another mining world with a partially exposed core.

Notable Worlds of Exilan
Dimmist of the three stars, the people are known for their volatility and harsh dialect.

Vatrax (S1.C1.A1): Subterranean tunnel cities with "hellscrapers.”" Birthplace of the Revolutionary

Vanguard, who remain Compact shock troops.
Nirak (Ux2): A frozen, moonless methane world. Converted to penal collectives after failed mining.
Thraz (A2): A rogue, night-world home to migratory penal colonies and manufactories.

The Exile’s Crown (C1.AH2) : Not a planet, but derelict ships connected into habitats with various
services. It is a nexus of migratory populations and holds deep historic roots for many throughout

the ages.

Landfall (§1.M2.): Closest planetary body to the Protean system. Culturally contested, with minor
nations vying for surface and orbit dominance. One of the most consistently inhabited worlds in
Known Space. Archaic human constructs and Bright Age technology dot the landscape, some
functional and some ruins. The Beacons of Ohirume are one of the Hundred Wonders of the

Hegemon, making it the brightest planetary body in the ExeCor.
.




L]

LOCAL GOVERNMENTS Y%
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The Thousand Empires is exactly that, encompassing both ancient and newly formed governments

engaged in perpetual competition, as they have throughout history and will continue to do so. To an
outsider, it might appear peculiar that an entity like a MacroCorp, which by definition spans
monopolies over numerous systems, acknowledges various national entities as the authority whose

laws they obey.

The reality is that MacroCorps do not govern, collect taxes, or ensure the personal welfare of
Consumers. Instead, their focus lies on shaping a brighter future Hegemon-wide, while
governments carry the burden of preserving their own historical legacies. Every individual is equally

a Consumer or a Patron just as they are a citizen under a recognized authority.

It is the local government that gives authority to the MacroCorps in the form of licenses, permission
statements and leases. All authority is legal, for without law society would spin into profitless

anarchy. While in many ways this is lip-service to the concept of a greater, impartial authority, there
is both a practical aspect as well as a cultural reason to keep governing bodies at the forefront of the

Hegemon’s identity.

To begin with, MacroCorps do not have the long-term investment required to maintain a population
indefinitely beyond profit gain. MacroCorps treasure their fluidity and the lack of responsibility that
comes with truly ‘ruling’ the Hegemon. To the Magnates that control the MacroCorps, their

interests lie in gain, not upkeep.

Additionally, the MacroCorps are, by their very nature, made up of multiple nationalities to which
their employees cling to despite any Brand loyalty. Humanity’s need for factionalistic tribalism is as
inherent as our desire to accumulate resources. And so, MacroCorps invest in this diversity, after all,
adhering to a single national identity would see a Brand limited to a specific niche and, thus,

stagnate within the confines of an isolated population.

—- We are the only gods that matter —-
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Many Magnates consider themselves evolved humans for the simple fact that they relinquish notions
of nationality once they reach the level of wealth required to be a part of the Patron class.
Individuals like this can see beyond such notions and align themselves with the truer realities of the

cosmos.

As such, nations are both reliant on MacroCorps just as much as they must attract and maintain
relationships with the CorpoSoci at large. Avarice ensures a needs based economy on every level and
a nation is just as invested in better deals, grander possibilities and wealth as the MacroCorps that
engage with them. Patriotism can be as ardent and as meaningful as Brand loyalty and both lead to

greater profits so long as all realize the true benefits of self interest.

This principle is at the core of the Hegemon's operation. As an example, the Directorate draws from
the various national militaries which then operate on behalf of whatever benefits of the CorpoSoci,
as determined by the Summit, which is influenced by The Market. This cooperation would be

impossible if there was no mutual gain.

As another example in the case of interstellar expansion, a nation extends its borders to claim a
newfound planet. To overcome the challenges of colonizing this distant world, the nation contracts
a Corpo entity to best exploit and develop this opportunity. The Corpo shoulders the burden of
building infrastructure and identifying resources while the nation provides the colonial population

and pays the Directorate’s fees for defense.

This symbiotism relieves a nation of the logistical and financial burden associated with interstellar
colonialism while the Corpo is free to identify prime resources to make good on its own investment.
A nation is thusly free to allocate its greater resources and manpower towards ongoing initiatives
closer to home. Furthermore, the Corpo's involvement fosters economic growth and prosperity on
both fronts as it sells products and services to the rest of the citizenry, enriching their lives,
stimulating the local economy. Once the colonization reaches the end of the Corpo’s lease it reverts

to national management as an addition to its existing territory.

The collaboration between nation and the CorpoSoci represents a pragmatic approach to interstellar
expansion, wherein each leverages their strengths to achieve mutually beneficial outcomes. By
harnessing the innovation and ingenuity of the private sector, nations can make their aspirations

manifest.

—- The Universe is limitless, as is our desire —-
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Bhosnaya Republic /‘\ﬁ,g%)((\

On the southernmost edge of the Hegemon lies the war-torn realm of the Bhosnaya Republic nestled
within the tumultuous Yaga Nebula. There is no clear governing world; the Republic’s seat changes
every few fiscal-cycles as a result of the shifting warzones of the region. The Directorate clashes with
the Mendaxan and other terrorist states constantly.

The unaffiliated systems are in a constant state of war with the Directorate and various mercenary
forces. The Republic makes an astronomical fortune allowing MacroCorps to test new technologies

and weapons with little regulation.

o
Patriciate of Luyten
\/

One of the smallest nations in the Coreward Frontier sectors. Its councils are elected by landowning
members alone who employ one of the largest populations of Indentured in Known Space. The

Kosmosec Arsenal Worlds emerged from these landowners, making many of them Magnates.

. A
Fargol Kritarchy @

A tight-knit series of communities scattered throughout the duskward supersectors of the Hegemon,
often sharing planets and worldrings with other nations. Governed by an intensely complex legal
system enforced by the Acumen, a militant order of judges. The Kritarchy is the prime recruiting
population for the Commission, who benefit from the driven judiciousness and fanatically moral

Fargani.

Myroit Empire

The longest surviving nation in Known Space, the Myroit are a proud and wealthy people that
emerged in the previous Wandering Age and carved out twenty five star systems ruled by the
unbroken genetic lineage of the Divine Adoratrix. The Myroit are deep believers in the arts and
support many anthropological endeavors across the Hegemon as they maintain the many wondrous

bright-age relics of their people.
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The Krysos system lies within their territory and has become the largest tradeport in the spinward
supersectors. Hundreds of smaller Corpos of every classification have offices in the ringed
megastructure of the Krysosi Hoop. An endless stream of tradeships a light-second long endlessly
loads and unloads in the Hoop’s central station.

The MassTrader Freight Union is headquartered here.

Suns Confederated

Originally a Hegemon colonial venture initiated by the Stratos MacroCorp at the beginning of the
fifth fiscal century. An unbelievable discovery was made in the Angoula system as over a dozen
planets were identified suitable for world engineering. Such a process is exorbitantly expensive and
requires centuries, but the Archonist of Stratos remained enthusiastic, moving entire planetary

populations to the Angoula Constellation.

For many reasons, rebellion erupted and after fifty fiscal-cycles of constant warfare, a dignitary
arrived on Protea representing the government of the Angoula worlds and negotiated for recognition
as its own nation state. Stratos was forced to acquiesce, their stock prices plummeting for the first
time in Hegemon history. The Confederation remains exceedingly aggressive, often in conflict with

its neighbors.

o

Wei-Khang Logocracy

o o

Situated in the Web Stars that make up most of the eastern supersectors, which in turn make up a
cliff-like border between the Orion Spur and the Sagittarius Arm. Hundreds of ancient orbitals fill
this region of youthful stars where there are barely any habitable planets. The Wei peoples are wildly
diverse with millennia of gengineering and provolution and many wonder that, if it weren’t for the
desperate need for ships and workers in the Vela Frontier Zone, the Hegemon would have declared

many of the populations too deviant for the CorpoSoci.

Loosely aligned, the Logocracy is a chaotic region with little unified law beyond the Hegemon’s Lex,
where words and actions determine more than legislature. Conflict is not uncommon yet many swear

that the degree of social freedom and opportunity is unrivaled anywhere else in the Hegemon.

Muskov Milisya Command is located here.

-




The Proxy Legions, also known as the Alakathiri, make up the elite fighting forces of the Myroit Empire. They are
template humans, or “clones,” grown from the cellular remains of the heroes that built the Empire hundreds of thousands
of years ago. The Hegemon technically refers to the Alakathiri as “near-humans”, but this is only for legal purposes as

proxies would never be allowed to be manufactured in such numbers and to such lethal capacities.

In order to convince the Empire to join the Hegemon, such exceptions were necessary, and none wished to challenge the

Empire’s legions.

Hairless like many provolved creatures, they are onyx-skinned with white datoos and armed to the teeth with Grade 1
and S weapons. They operate in small, mobile teams that perfectly coordinate with one another to accomplish their
tasks. The Myroit trust in their legions completely and the Alakathiri have never rebelled despite Directorate scrutiny of

proxies in the field.

In peacetime, the Legions have their own cityplex called Janah’Althuban beneath the Myroit capital palace where they

train, but also produce highly treasured works of art which are showcased to the aristocrats of the Empire.
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Non-Hegemon States and the Unknown Eh
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The Hegemon's borders, as depicted in the Portolan Charts outlining the Thousand Empires, bely the

notion that it means that every world or star, even stellar phenomena, have been mapped out. In fact,
many aspects of the Fringe are better understood than even the ExeCor as explorers spend far more
time attempting to discover valuable resources rather then bothering with the densely populated
dawnward systems. Despite the vast understanding of Known Space and the transdimensional
leylines that connect the stars, Corpo surveyors constantly struggle with their own ignorance even
after millennia of habitation. Innumerable secrets and discoveries within these ecosystems are
uncovered every quat. Despite the ongoing stigma of a planet being ‘tapped” of all use, this is

predominantly a marketing scheme to ensure colonial initiatives.

Clean water? Breathable air? Dependable food sources? Yes, all these are finite and preciously
delicate resources that can quickly become overtaxed or be exhausted. But a planet itself being
rendered down to its core to be reduced to useless rock? Almost a fantasy. There is always more to be
refined, rendered and produced and the Galaxy is limitless. The expense comes in bringing resources

to refinement, refinement to products and product to market and buyer.

Only through Avarice can New Mankind ensure that every grain of sand and ore vein is developed.
However, it is this same Avarice that brings human beings into its own dreadful limits. Ownership
and leasing can quickly leave even an entire asteroid belt without an unclaimed pebble to be

defended to the death for fear of loss of Profit.

As a result, there is a feverish anxiety to New Mankind’s constant exploration and accelerated
colonization of new territories along the Frontier. Opportunity Zones give way to Development
Zones which in turn become the new Midworlds with the ExeCor at its center. Just as MacroCorps
seek monopolies, individuals are driven by the prospect of overlooked opportunity. Individuals and
groups alike constantly form Joint Ventures to seize a chance at riches or are commissioned to peel

back the unknown for expensive bounties.

In that unknown, there are all too often forgotten colonies of Old Humanity or illegal outposts
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that have never paid their dues to the Hegemon’s many nations. Entire civilizations persist, often in
spite of Protea and the merits of Stellarization, clinging to old ways or made up of revolutionaries

that have found refuge in the empty places on the map.

Travel duskward from Protea and against the spin of the Galaxy toward the Rosette Nebula and the
stars begin to thin and distanced from each other. The single largest concentration of stars in this
region is the Skulptor cluster which connects the Orion Spur and the Outer Arm via faint tachyonic
leylines. Categorized as bereft of unique resources and without any Corpo Opportunity Zones, a
traveller would find both ancient empires and recidivist organizations throughout this isolated

region.

These groups vary in motivation from dogged isolationism to a fanatical embrace of Avarice beyond
even what the Hegemon deems acceptable. Their only commonality is an unwillingness to join the

Hegemon, even in the face of the Barakan.

While it is counterintuitive, this fractured, divided nature is what makes the Non-Hegemonic
Territories so difficult to contend with. Some dig in, fighting to the last for their holdings while
others attack and then slip away rather than fight the Tributaries head on. This troublesome nature
has left the majority of MacroCorps with no other choice than declare expansion into the area

unprofitable... until further notice. The following focuses on the Skulptor region.
The Arscola Communality A

The Communality is a series of systems bordering the Sooner Integral that borders the void that
divides the Perseus Arm and the distant Outer Arm of the Galaxy known as the Trench. Isolationists
by circumstance and now preference, the Arscola are unconcerned with the Hegemon's desperate

need for constant expansion, protected as they are by the lack of direct access to their territory.

Their society places value on art, and their nine worlds have been developed with this in mind with
massive populations of ergoid laborers allowing the living population to pursue self-expression. Even
the ergoids have been made aesthetically pleasing, although, the Arscola adhere to ensuring they are
not presenting as classically human. While the Arscola do maintain a defense force, again, mostly

automated, this military is focused on deterring raiders or pirates, but would be completely unable to

-
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stand up to the crushing weight of the Directorate were it able to draw them into direct combat. The
Hegemon rarely partitions entire nations, unless there is a defensive reason, and so conflict in this
early period were little more than border clashes, mostly as a result of prospector ventures into

Communality space.

This did give the Arscola leadership time to learn about the Hegemon and realize the risk therein.
Avarice would topple their culture, fighting would leave them conquered and their society’s secret
would lead to both. Unbeknownst to the Summit at the time, the Arscola civilization had an arkillect
in their possession. This vast intelligence, unshackled, advised a bold plan and purchased an arsenal
of atomika weapons through the grey market before making a declaration in an ansible message to
Protea: in the event of Arscola sovereignty violated or their culture “perverted” by Stellarization
through clandestine agents, then the arkillect would set off the atomika now stockpiled on every

world in vital ecological zones which would reduce them to irradiated wastelands.

Such measures were instantly calculated and communicated from the Lectern in The Market directly
to the Summit Council. Such a planetary loss would be irrevocable, risk of arkillect cognitovirus

exposure and the potential loss of face were all reasons to leave the isolationists alone.

Four fiscal centuries later and the inhabitants of the Trench are viewed as a kind of fanatical death
cult, while the Arscola see the Hegemon as degenerates. There is a slow trickle of illegal trade
between the both as well as neighboring nations that neither recognize officially and leave to the grey
markets. Anything created by Arscola artisans will fetch a high price in the Hegemon, and individual
denizens of the Trench can occasionally be persuaded to part with some of their work by smugglers
willing to risk punishment by the Audit. Arscola artists rarely desire monetary compensation and
typically demand goods that they can use to create new art such as rare pigments, dyes,

time-hardened materials or specially designed tools they cannot find within their own borders.

Worryingly to the Directorate, in the last decade, the Arscola and the Uthmani League have formed a
prosperity sphere between their territories. This sphere regularly trades with other nations further
afield and is seemingly forming a new power bloc. This has been largely ignored by the Summit

Council who invite the notion of competition, especially an economic one.

—- Embrace the illegal too much and the product suffers ——
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Uthmani League \2%9

The Uth are a notable rimward nation beyond the duskward supersectors that has actually been
strengthened in their resistance to the Hegemon, and has created a hard border that remains in a
state of recurring conflict. The reason for this stalemate is partially that only two leylines connect
into the Uthmani League from the Hegemon, which have been extensively booby-trapped over the
generations. The second is the League’s Phalanx, an autonetic military of half-human half-ergoid
soldiers that have cost the Directorate heavily through the centuries resulting in a demilitarized zone
filled with contested systems for thirty light years between the League’s borders and Bhosnaya, the

Hegemon's closest member state.

This has made the League rich with FreeTraders, smugglers and Unionists that use it as a base of
operations with no limitations on near-human populations which are often discriminated against in
the Hegemon. Criminals of every description use Uthmani ports and orbitals to then launch attacks

into the Hegemon and are given the codes and navigational pathways through Uthmani minefields.

This does not stop the Audit from sending its own undercover agents and mercenaries from
operating in League space. Every few years war will break out on either side of the border as planets
and nations shift allegiances between the Hegemon and the League which uses these belligerents as
puppets in their conflict. These bloody events are voluntarily kept to a Grade 3 limit to prevent
escalation to more powerful weapons and the resulting strife does well to fill the coffers of both

sides.

While vexing to the Directorate, the Magnates of several MacroCorps have capitalized on the conflict
zone to explore new products from weapon systems to food concentrates. As the Lex does not apply

to non-Hegemon human beings they are free to experiment.

Unimaginable horrors have been born from this flagerancy, one that strengthens the League’s resolve

even as it deepens the Magnates pockets.
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The Sapien Council ()V()

In a name taken to spite the Hegemon that stripped them of their wealth and power, the Council is a
sprawling collection of powerful near-humans, proxies, and narco-lords driven from Hegemonic
space during the Heritage Wars who adhere to older or modified versions of the Manual. They are the
disenfranchised and those labeled too far from the Hegemon'’s regulatory definitions of New
Mankind. They are still furious at the loss of the vast majority of their antecessors wealth and
influence even after five fiscal centuries. The Council is descended from those who had, against all
odds, defied the Summit Council to escape with their lives and enough resources to rebuild beyond

the duskward fringes.

The Council’s territories operate very much like the Hegemon's with Indentured, Basics, and Persons
all working for their own Corpos. There are several key differences, one of the most important being
a greatly broadened definition of what constitutes a human. Based on their experiences at the hands
of the Hegemon, the Council has declared that any being capable of exhibiting a general appreciation
for Avarice and respect for The Market should be considered human and a welcome partner in trade.
After all, it doesn’t matter what the Dent looks like if they are capable of honest work that might

reduce their time-debt. All are sapiens where New Mankind is an attempt at limiting competition.

Another of these differences is an appreciation for mind-altering substances. While the Hegemon
rails against performance-degrading narcos, the Council embraces them, claiming that so long as
productivity quotas are met and debt is paid on time, Cons should be able to indulge themselves
however they see fit. A closer look at this might suggest an ulterior motive. After all, Cons plied with

easy access to cheap, addictive narcos are far more docile and pliant workers.

Most disturbing are the high instances of provolved soldiery and methods of making so called
“super-soldiers.” It is known that at least three programs that failed in light of the creation of the
Barakan continue in Council space with willing participants hoping to advance their own genetics

far beyond any consideration of safety, theirs or otherwise.

The Sapien Council’s precise location is unknown and may in fact be more of a membership for

non-Hegemon nations or a kind of syndicate affiliation rather than geographic.

—- Resistance without profit is hopeless—-
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COLONIZATION AND EXPANSION oY%
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The Hegemon must expand. The core tenets of the Manual and the necessities of The Market both
rely on the constant influx of new resources to be made into products. There can be no limit to
projected gains, ever; the moment that a Corpo entity stops expanding it stagnates, and shareholders

cannibalize their stakes, moving onto other prospects.
The Hegemon embodies this desperation.

Chartered exploration and the discovery of new, profitable locales has created a necessity for new
ships, new settler populations and new technologies to ensure growth. Every MacroCorp
participates in this process and the number of mercenary prospectors almost matches the security

armadas of the Directorate.

At the center of the Hegemon, most planetoids and potential real-estate have been surveyed and, if
not developed, claimed by one nation or Corpo entity or another. While takeovers or outright
conflict are not unheard of, it is simply more cost effective to find new opportunities outside of the

ExeCor systems in any number of territories, which is called Known Space.

Habitable and near-habitable worlds are always at a premium and can often be claimed by multiple
explorers, and even settled without the knowledge of the other. It is the misconception of the
inexperienced that an entire biome can be fully understood even with the advanced sensory

technologies of the age. Similarly, even after generations, planets will remain only partially

inhabited.

Full development, such as the stack cities of the Fargol Kritarchy or the continent-spanning
pyramidal warehouses of Uniferros, require extreme investment, often from multiple nations and
MacroCorps, but it does happen. Ecumenopolification of a world is a staggering proposition, yet
there are some, such as ancient Hrahd, which was developed in the Bright Age. Examples like this
tends to inspire a Magnate or two who then attempts such an undertaking. Known Space is dotted

with such attempts with exceptionally few successes.

Colonial progress is cheapest on generation ships. Colonists in suspended animation are packed

-
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into a freightliner with necessary resources, then launched to a new colony.

The emerging population, often contracted but also volunteers and of course indentured, fulfill the

mandate of their MacroCorp with the hope of working off debt to become their own society. So long
as quotas are met, a MacroCorp tends to not care as these budding nations form, nor do they care if
older nations demand the fealty of these colonies, which almost always ends in some kind of dispute

that the Corpos also benefit from.

In this way the Hegemon grows, feeding off itself. There are two methods of colonial speculation

which have been adopted.

The Lease of Worlds

There are no boundary limits for a nation of the
Hegemon, save for the borders of other nations that
belong to the Hegemon and are regulated by the
Commission. New worlds and systems naturally
belong to the Hegemonic nation it is closest to on a
parsec to parsec basis. Contracts by an interested
Corpo are signed and the territory is then officially
“leased” for the Corpo to develop. In this way a local

government is sustained by the finance of the lease

and incentivized to send its citizens to help develop

the region.

Manifest Destiny

MacroCorps will sometimes take it upon themselves to send out their own colonial initiatives. These are
not necessarily new territories but regions of existing worlds or territories. Biomes are valuable, immensely
so, but even after thousands of fiscal-cycles, a planet will still barely be inhabited to its highest
sustainability potential. Development of such regions involves entire company towns and cities where the
whole economy is created by a single Corpo entity, MacroCorp or otherwise. This style of colonization will
often not be sustainable beyond a generation; the colony “asset” is often then sold once the initial ‘boom’

peters out.

—- The rocks of one world are the jewels of another —-
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No two planetoids are alike with ecosystems that must constantly be monitored for new opportunities for
development and exploitation. The Hegemon defines worlds by Grade, like everything, with general
designations for the their primary output and value.

Example: Name, planetary position from dominant star, descending value code:

Akthelia 3, M1.In2.N4

Metropolitan --- M-Class

A metropolitan world, commonly referred to as a "metro," represents the most densely populated
category within the Hegemon planetary domain. Initially emerging around industrial hubs, these
population centers have evolved from basic mining colonies or resource generating settlements into
densely packed megacities that strip the surrounding lands of resources, leaving them barren and
waiting to be developed into HabBlocs, Slurbs and commercial zoning. Enclosed by towering walls
of nusteel and formacrete, these megacities house hundreds of millions or even billions of
inhabitants. While metros primarily serve as centers for bureaucracy and administration, they also
host a diverse array of functions, including local heavy industry, military depots, shipping, and cargo
operations. Often, metros will have the only means of proper manufacture for higher end resources

or technologies of Grade 3 and above.

For the residents of a metro, their experience varies depending on their perspective. For Magnates,
Barons, and their associates, metros are hubs of social and political activity and venues for
conferences, balls, and parties held in gleaming towers. Here, the affluent gather to showcase their
latest achievements and recount their ventures. To the laborer, metros are smog-choked urban
mazes, where oppressive architecture stretches endlessly, blotting out the stars and skies. Here,
individuals strive to keep pace with their duties, doing their best in the hyper-competitive
environment driven by overpopulation. For those who descend into unemployment or alternates, a

metro represents a waking hell, the worst imaginable existence in the universe.

It should be noted that metros are rarely fully developed, with natural reserves and conservation

regions relatively untouched by the toxic and polluted influence of the megacities.
.
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Arsenal --- Class A

Worlds that have an Arsenal classification have a high profitability rating for military applications
such as testing grounds or have some resource ideal for weapons manufacture. There might also be a
high number of vehicle manufactories connected to macro hoists that can deliver them to waiting
freightliners. These are the domains of private armies, Directorate fleets, and some of the larger
mercenary Corpos. An A-class region can be a busy globe-spanning naval base or a completely
barren wasteland save for a single installation built on it, but one rule is much the same for all: no
entry is permitted to any outsider without special documentation, be it a negotiated permit of visit

or the seal of the Hegemon. All unauthorized visitors are dealt with through lethal force.

“Arsenal” is a term designed to be flexible between different types of military forces; an A-class
domain can be a moon or a planet serving as a garrison, or a particularly powerful void fortress or
battle station. By Protean legislation, a military-oriented Corpo simply needs to have at least one

"Arsenal" classification domain on register to be considered a legitimate enterprise.
Barka —-- Class B

B-classification zones are the most hostile and most esoteric of all subclassification. These are the
training centers and fortress headquarters of the Barakan Elite, the shock troop heavy infantry of
the Hegemon. They contain the facilities responsible for the creation and upkeep of Barakan forces'
biochem-conditioning, armament, as well as special training areas designed to indoctrinate the
Barakan in the ways of war, no matter what environmental conditions they might encounter. It is
not uncommon for Barka zones to include natural phenomena like toxic atmospheres, hyperviolent
Exogen instances, methane seas and other features that make these regions otherwise extremely

inhospitable to habitation.

Barka worlds are prohibited from having any other industry or output, representing the enormous

investment in the Barakan Elite.

—- Harvest unto Stone —-




[ L

Industrial --- Class In (Indigo)

Industrial planets are perhaps the most diverse category of worlds in the Thousand Empires. They
have a wide range of sub-designations, such as mining, shipbuilding (orbital or surface), refineries,
manufacturing complexes, fuel and chemical production and even reclamation sites for garbage,
shipwrecks and hazardous materials. Some are host to indoor or subterranean greenhouse
complexes and other food production facilities.

Most I-class planets feature several different types of industrial activity across their surface; a
mining world, for example, primarily serves to feed Hegemon industries with its local natural
resources, but may also be a host to shipbreaking, mineral enrichment and metallurgy. Heavy
pollution is universal; workplace safety is secondary as it slows quotas. Industrial worlds can be -
very begrudgingly - shared between multiple enterprises or be under the flag of a single corporate
owner.

As an example BorealNex, a giant heavy-industry MacroCorp, directly controls an entire network of
I-type planets all across the Cygnus supersector. Terrestrial worlds and asteroid belts are slowly and
carefully stripped bare of raw materials to supply refineries and enrichment facilities, so that they
can be sold on to arms manufacturers, shipbuilders and other parties dependent on the supply of
alloys controlled by the macro’s ruling Achrnex family. At the same time, the BorealNex-leased
planets and mining fields are bordered by several less lucrative I-class worlds being devoured by
multiple smaller corpo-scale enterprises. These shared realms go through occasional bouts of armed
conflict as the less powerful corpos attempt to dislodge their competition through espionage,
sabotage and direct attacks, often reaching a point where tensions flare up in open warfare. Any
spillover from these local clashes is kept in check by BorealNex-contracted military forces
practically holding the sectors at gunpoint.

Labor and aristo groups both wear indigo dyed clothing representing their planet’s status.




Sebastos V

In1.S1.M3.Ex3

Colonized in the seventh fiscal century with financial backing from Republika, Sebastos quickly became a
vital asset for the Hegemon's construction industry. Its inert landscape, composed almost entirely of
composite minerals such as tremolite, amosite, and chrysotile. These provide a near inexhaustible source for
vital construction materials used throughout Civil Space. While other nations and Corpos initially
overlooked the planet due to rampant cancers contracted by their early colonists in this harsh environment,
the Republika capitalized on an opportunity. By securing Teranos worldshaping specialists, they established
small habitable zones beneath several dozen sealed domes clustered around an array of mass drivers.

From these fortified enclaves, the mining Corpos sub-contracted to Republika and expanded rapidly.
Thousands of tonnes of raw asbestos-laden ore were launched via mass driver into orbit, packaged in cargo
pods for retrieval by waiting transports. Once processed offworld, these minerals found eager markets,
supplying cheap heat-resistant materials for heavy industry, fireproofing, and low-grade construction
elements. Despite the known health risks, Sebastos’s output continues to feed the Hegemon's needs and
making Republika a MacroCorp within five fiscal-cycles.

Sebastos is now home to over a dozen smaller Corpos that subcontract to Republika. Mass industrialization
has done nothing to improve the already hostile environment but there is no shortage of labourers ready to
scour the surface and deep beneath the dead mountains, braving the darkness for profit.
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Nodal --- N-Class

The MassTraders have plied the depths of space and defined the process of descending into the
Outside. While it is unclear who or what they inherited their initial knowledge from, or if the
invented it themselves, the mechanics of space travel have largely gone unchanged; Leylines form a
vast network of points where they weave in and out of realspace which are then cross referenced and
interpreted by Pilots. Pilots work with logicors and specialists to determine the launch and

detonation of transit payloads responsible for creating gatespheres.

They must do that within proximity to nodes, otherwise the gatesphere will not be able to punch
through the multiple dimensions and the light barrier that border the Outside. Nodal points exist
between gravitational influences, typically on the outer orbit of stronger fields. Gas giants and stars

form the most common region for leyline trajectories.

Planets with a high number of accessible nodes are referred to as N-Class, typically as an addition to
other considerations. These planets are almost always centers for trade, commerce and entry points
to the nations and Corpos that have benefited by their location. Often, additional orbiting

constructs will match a node serving as a repair and refueling outpost.

Special --- S-Class

Vague though it might be, the inherent specialness of a world is granted by the Commission.
Something that is special is a unique factor which can range from plants that cannot be grown

anywhere else, or even a tourist attraction such as semi-sentient borealis waves.

Exogenic --- Ex- Class

Indicates the existence of Exogenic lifeforms that are either dominant to the planet or a resource to
be used. In this case Grades indicate not only value but also threat. Grade S is a regularly collected
species, such as the Hymeira whose cranial units are used in the logicors that detect tachyonic
strands, to Grade 4 which would be the vermin-like Ruiki that stowaway on ships and spread across

planetary systems.




Hanuman 5, N3.S1

MassTraders discovered Hanuman 5 sometime during the acquirement of Catraethi assets after the
destruction of their throneworld. On Catraethi charts the planet was referred to as Earth, a common
enough colloquialism as many Old Humanity colonies referred to themselves by that same archaic title.
Still, the first scouts to arrive were eager to exploit the rich biosphere and obvious wealth of the blue green
world.

Weeks into prospecting and assessment, a damaged orbital platform was discovered and boarded. The
mummified remains of several male and femme human analogues were recovered. Carbon dating was
determined inconclusive due to high levels of cosmic and weaponized radiation signatures but the
MassTrader Divine concluded the technology predated any known comparable.

Aboard, they discovered records which were later debriefed by Wanvath Underwriting. Within was found a
generational endeavor by a group of scientists that claimed to be the last of the human race, another
common claim and hardly remarkable. They outlined a plan to provolve a species of primates to Hanuman
5 in order to create a subservient race that would, effectively, build the infrastructure to a civilization and
worldshape the planet to ideal human norms.

Many of the records reflect the scientist’s frustrations with the lack of the primate’s ability to prioritize
necessary construction, farming and technological advancement. A fragment from one such scientist’s
recordings reveal; “If we inflict enough pain we can make them sentient!”

It is believed that this lead to infighting amongst the orbital community but not before they unleashed a
series of catastrophes on the planet’s ecosystem such as floods, fires, groundquakes and deliberate meteor
strikes. These events culminated in several scientists arriving on the planet. There the Hanuman primates
were infected with a specially formatted cognito-virus by these scientists that would identify humans as
deific. These scientists quickly became gods in their eyes and began to direct their new worshippers to act in
a manner they saw fit.

Angered by this manipulation, the opposing order of scientists attacked their philosophical opponents. It is
surmised the primates became confused, many joining this opposing group of humans resulting in a global
religio war. Evidence of this has been found carved into ruins and depicted in cave drawings.

While the conclusion of these events remain unclear, the scattered remnants of furtive Hanuman primates
persist in stone-age equivalency and are still used for entertainment purposes. It is hypothesized that a
population actually survived this war, perhaps even adopting a kind of nihilistic atheism. Wanvath agents
believe it’s possible that these Hanuman might have even achieved interstellar flight and exist, somewhere,

avoiding contact with humans to this day. Wary of their former gods.

—- We were gods, and we were lonely, and so we Created —-




Artificial Habitat --- AH-class

Worlds, moons and asteroids but also hostile planets that require artificial habitats for human
beings to survive are an important description. These worlds are either grandfathered from
previous investment, sometimes countless generations ago, or they have something truly

worthwhile as it takes an ever increasing cost to maintain such facilities.

The most prominent of these are orbital habitats, such as worldrings. Worldring construction is
regarded as too costly, although many engineers believe that the legendary arcwrights have all died

and their wisdom lost.

Culture --- Cl-class

Tropical paradises, entertainment parks, these worlds have facilities or locations so enjoyable that

it is worth risking interstellar travel to visit.

Unexploited --- UX-class

Worlds that have not been scanned, explored or identified as valuable. A world will keep its UX
status until such identification has been made. Worlds that have such a title are always at risk for
multiple MacroCorps to rush classification as, by doing so, land claims and lot assignment can

move forward with the successful Corpo placed in the dominant position.

Horti --- H-Class (Horticulture & Biosynthesis)

H-class worlds are dedicated to the cultivation of engineered plantlife, synthetic crops, and
bio-matter that is essential in sustaining the Hegemon's populations. Many crops and animals
originate from Old Humanity’s first colonial steps and have been provolved to produce vast
quantities of their products. Though often overshadowed by the high-profit mining or
manufacturing planets, these “Horti” worlds provide critical agricultural outputs refined through
biotech and gene-shaping labs. Generally a Horti district or world will be worldshaped, in part, to
create ideal climate needs and dependable weather patterns Their fields and arboretums may be

protected by domes of plastalloy with industrial, mountain sized, atmospheric scrubbers.

—- A Stranger is merely an untapped Opportunity —-
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Credit is a perfect, self-regulating system that represents the trust between individuals, Corpos,
governments, and the Hegemon as a whole. Utilizing a holistic scoring system based on singular
acts, contributions, wealth management, tithing, debt, and accumulation, scoring higher allows for
greater mobility while the loss of credit will act as a natural restriction until it can be corrected.

Every single human being is assigned an identity code as a part of their core documents from the
moment they draw their first recorded breath. After this, credit is regulated based off of standards
set by The Market assigning the initial debt the infant Consumer contributes to their initial care.

The system later integrates data from a variety of sources which is scrutinized by the Commission
or an affiliated Commission officiate at the end of every fiscal-cycle before RevShare Day. Credit
enforces whatever promotes good commerce and fluctuates accordingly with buying and selling
trends on a macro and micro level.

Credit is universal in the Hegemon and is subsequently interpreted by local governments into
capital, or “cap,” and finance. Local governments charge service fees and lend their currency which
must then be given back should an individual or Corpo leave that territory. By this, credit becomes
more reliable than any resource that currency would be based upon. The value of cap is dependent
on the evaluation by The Market overall rather than depend on singular resources.

This removes the need for any kind of Hegemon-wide financial standard based on elements that
fluctuate with each passing quat and reinforces stability and confidence. Good practices and
successful works are rewarded and are tied to stable and safe assurance and thus civilization itself.
Should the value of water or sonaw change and adversely affect one's finance, their credit status
ensures they can procure a loan from a banking guild or their patron MacroCorp and thrive.

Corpos also maintain credit ratings although on a much larger scale. Corpos and MacroCorps both
maintain debt like any other Consumer which determines how much fiscal risk they may take. This
interconnectedness protects against shortfall and economic ruin on a planetary or even stellar
scale.

And of course, all are subject to scrutiny by the Audit which, at any time, can review the statements
and records of any entity or individual and determine if they are paying their correct fees. Failing
to pass the Audit’s assessment can result in imprisonment, further debt and the sale of familial or
remaining cycles of life.

—- Capital manifests value—-
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Physical Currency AW, o

While credit systems are some of the most secure technological means of transferring wealth, there
are always ingenious, criminal, codesmiths who invent new ways to capture transactions between
two points. As such, in the past few fiscal centuries, in-person and direct transfers have become the

preferred reliable means of commerce.

The Hegemon has no unified currency but those who travel the many nations and colonies use
“Cubits” which are the physical representation of credit measurement and value as determined by
The Market. A wrist-wallet, or other such device, transfers credit values onto individual ‘bits’
which are then ingested by another party’s device. These bits are used to buy local currency which

can then be converted back to credit value.

Another way to consider this is, effectively, local government systems provide loans between
people which are then verified by banking entities and converted into local currencies. Local
currencies are backed by valuable resources which are regarded in measurements called Meticals

that are determined by The Market.

A metical of grain might be measured in the tons while ingots of tantalum could be in the low
hundreds. These measurements are locked in at “one” Metical and subdivided to create a near
universal comprehension of value which fluctuates at the end of every quat. This system has,

ironically, also been adopted by FreeNations and non-aligned Hegemon nations.

Trade can also be conducted by more generic resource transfers as determined by The Market
every quat. Referred to as a mithqal, each resource is measured by what The Market reasons can be
generated in a cycle and can be compared, conceptually, to tonnage. A freightliner of water to the
Frontier would be worth a fleet of similar craft worth of raw ore which is then referred to as a

mithqal, or “mith”.

—- Value is purpose—-
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Currency “Chits” A ¥

The tradlanes of the Hegemon utilize their own currency system based off of the credit
system in the form of derivative physical currency that is independent of local national
currency (although many of the ExeCor worlds have adopted it due to their constant contact
with each other).

One’s finances are called ‘Capital” or ‘Cap” and represents the individual’s buying power
which is backed up by The Market. While one may make purchases directly, physical
currency is still preferred and these take the form of “chits” which can only interact with The
Market which the Banking Guilds universally depend upon.

They appear as coins made from plasta or metals and can be endowed with an entity’s (corpo
or consumer) credit rating and can only be stripped with verification from a licensed third

party to limit risk. These chits are assigned a corresponding color to their credit fraction
value as follows:

Coins/Chits
White= 1

Red=5

Green= 10

Blue= 50

Black= 100
Planks: Larger rectangular piece or rhombus, usually multi-colored with a dominant hue
Green= 1,000
Red= 10,000
Blue= 100,000
Silver= 1,000,000

Gold= Programmable Value (typically higher)

—- Purpose is value—-
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The Consumers are protected by the Inherent Rights of New Mankind as penned by Dumno-Ualos

INHERENT RIGHTS p—

and adopted by the Hegemon in FC1/23-89. The rights of Consumers in the Hegemon are a sacred
trust that is respected in the free market above all other considerations. Citizens, by definition,
are within the Consumer class and lose their rights should they not maintain their credit rating

and become Indentured or choose to, foolishly, attempt autonomy from the free market.

The Right of Choice

Consumers within the Hegemon hold the inherent right to make decisions autonomously,

shaping their destinies with their spending power.

The Right to Wealth

Consumers pursuit of prosperity and financial well-being is a right that encompasses the freedom
to engage in economic activities, accumulate wealth through regulated means, and partake in the

economic opportunities.

The Right to Work

The cornerstone of the Hegemon, the right to work guarantees every individual access to
opportunities for employment and entrepreneurship. Oppressive unions and labor syndicates are
extremely rare and frowned upon for limiting the individual’s freedom to negotiate directly with a

patron.

The Right to Give

In the spirit of communal harmony, individuals hold the right to contribute to the welfare of
society. This right encourages acts of philanthropy, charity, and civic engagement, fostering a
culture where giving back is not only encouraged but celebrated as a fundamental aspect of a
prosperous and interconnected Hegemon. Thusly, those that give are rewarded for their
contributions, and it is not uncommon for the individual to gift their final belongings to reduce

the debt of the next generation.




CORPOSOCI HIERARCHY

The Hegemon is an organization that is driven by the pursuit of profit above all else and the
perfection of the capitalist system now referred to as “Stellarization”. This focus on economic gain
has led to the suppression of individual freedoms and the suppression or co-opting of religious
beliefs in favor of the pursuit of financial success. The value of profit and debt is measured in terms
of Capital Gains or "Cap," which is the general term for money. The value of these gains is
determined by the availability of local resources, but it is common practice to equate Cap with the

ultimate resource: time.

The value of a single hour of a person's life is determined by their compensation from their
employer or “patron” who in turn serves their own in a vast pyramidal socio-hierarchy. It is the
duty of a patron to ensure their charges work and produce but are also compensated. This extends
to planetary and stellar governments. This system has effectively eliminated the need for war, as

poorer nations and societies are beholden to wealthier ones for their economic survival.

Debt is an important regulatory aspect as well, accruing slowly but always able to be paid down so
long as one remains producing. Debt levels determine the access a person, or a nation, has to the
resources of society. If one’s debt exceeds a certain amount, that accessibility is curtailed. If the
debt gets to extreme levels, one “redlines.” In the case of Consumers they become Indentured, their
very bodies becoming resources and the property of their debtors while nations must offer

infrastructure or resources and can lose their sovereignty.

This focus on profit has also led to the suppression or co-opting of local cultures in favor of a
macro-cultural system that regards time as the ultimate resource and its management as the key to
controlling and evaluating it. Religion, while still permitted with the appropriate licenses, has
largely been replaced by corporate terminology and expressions. Accomplished and wealthy
businesspeople are often seen as the prophets of The Market, while their writings and business
philosophies are codified and used to shape the values and beliefs of the Hegemonic nations. The

greatest are set down in the Manual.

—- You support my business, | support yours —-
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The Manual is a priceless compendium of revelatory wisdom first penned by Dumno-Ualos himself.

THE MAN UAL m_aeg4

There have been nine further editions which serve as a beacon for Consumers of every credit level of
the CorpoSoci. From the Manual are derived the many cornerstones of the Lex, most importantly
the Right to Wealth and the Right of Choice as much as the first philosophies of Avarice that lead to

Stellarization.

Each edition holds in it a new consideration for business for the fiscal century it represents. Within
is the art of conducting oneself in the intricate customs of commerce. Integrity, strategy, and
shrewdness intertwine with the doublecross, legal bribery and wit. Human nature competes against
itself, its only equal, with the goal of success through profit. The Manual imparts profound insights
into the moral fabric governing interactions, guiding the aspiring entrepreneur on a virtuous

journey through the labyrinth of fiscal pursuits.

The editions of this document delve into the essence of purpose, urging Consumers and Patrons to
contemplate what they should strive for in life and the joy materialism can endow. It unravels
confusion, offering counsel on prudent spending and the judicious retention of value, ensuring the
prosperity of both the individual and the Hegemon at large in shared self-interest. These editions,
each revered and cherished, have become an integral part of the lives across Known Space. It is a

common for individuals to carry a copy of the Manual at all times, touching it for confidence or for

luck.

The significance of the Manual even transcends the secular realm, integral with those seeking
spiritual fulfillment. Several proprietary "brands" have emerged, each venerating the Manual as nigh
sacred scripture touched by various “divine” influences such as Chance, their messiahs the edition’s

authors and their prophet; Dumno-Ualos.

—- Be wary of they that do not need —-




The availability of the Manual is dependent on publishing conglomerates who distribute as well as
translate electronic and physical copies. There have been discrepancies between Manual editions
and translations across the Hegemon, often leading to confusion, debate, and worse. The copies of
Protean distribution are considered the truest as they are made within sight of where the Manual

was initially penned by Dumno-Ualos as he built The Market.

But in the shadows of truth there are those who study the Manual in order to abuse its texts,
forming "personality cults" that have risen over the generations, covertly challenging the fiscal
responsibility placed by the Hegemon. These underground movements, cloaked in secrecy,
maintain that the Manual harbors secrets of economic liberation that circumnavigate the
sanctioned boundaries of The Market itself. By protest, they establish their own “darkmarkets” and

shadow economies that flaunt the regulations and legalities of the Hegemon.

These bodies are not to be trusted and their members and locations must be reported to the Audit

with all haste.

On the subject of Exogens, The Manual is clear: True intelligence is governed by need. The need of
humanity is an intimate and emotional experience that Hegemon scientists do not find in their
study of nonhuman life and many near-human divergences that have strayed too far. Bastard
offshoots of Old Humanity such as the Wenyani, or the post-human descendents that make up the
Ruro, fall under similar circumstances as their core cognitive makeup is clearly no longer

compatible with New Mankind.
Nonhumans and near-humans are thusly commodities.

As whispers of a clandestine Tenth edition echo through the hallowed halls of The Market, many
are eager to learn the lessons that have brought the Hegemon to its first millennium, and act on the
revelations of business practices and answers to long-standing questions as to how best to

function.

—- The fruth is not for all but only those who hunger for it —




A popular method of keeping a copy of the Manual on one’s person at all times are the expertly
crafted folding-books sometimes called a fold. Despite being many hundreds of pages, each
folding-book is uniquely shaped around the editions. These books are often passed down within
families, becoming valuable heirlooms. Subsequent owners will add folds or change configurations

to preferred passages.

Such books are small enough to be contained within special pockets or compartments. More
expensive versions exist, made with scritaplas marked with cogito-activated recognition. More

common versions exist that are cheaper as well as flexi disks able to be accessed on a logicor.

—- Competition breeds excellence —-




BOOKS OF THE MANUAL

First Edition: The Covenant of Exchange

Within this inaugural tome the sacred pact forged through economic transactions unfolds, resonating with the
divine theme of deal-making. The First Edition reflects a profound sense of mutual benefit and commitment,

wherein Avarice is revered as the prime virtue, elevating humanity above the reactionary beasts of the universe
and the artificial. In the pursuit of this covenant one strives to transcend transactional engagements, seeking a

higher connection through mutual prosperity.

Second Edition: Book of Markets

Embarking on a metaphysical journey, the "Book of Markets" unveils the mysteries of an "invisible hand"
orchestrating the very essence of commerce known as Chance. Here, commerce is revealed as natural as the
laws of mathematics or gravity, with the dynamic forces of supply and demand emerging as fundamental
cosmic energies. The means to profit form threads woven into the fabric of reality, influencing the destiny of

the natural universe through want, need and desire.

Third Edition: Gospels of Entrepreneurship

In these verses; financial competition is exalted as the true evolution of New Mankind. Unlike the primal
contests of beasts driven by base instinct, competition is a more noble pursuit when done with ownership and
finance. This solves future challenges through maximal wealth accumulation and shared survival ensures the
smartest, most driven, support the best. The divine principle of risk and reward becomes the guiding light,
encouraging adherents to embrace the tumultuous unknown, for therein lies the crucible of human innovation

and progress.

Fourth Edition: Stellarization

The mandate of Dumno-Ualos is captured in the fourth edition. Humanity ascends to its destined dominion
over the entire material universe, shouldering the mandate to evaluate and name all things. New Mankind, as
a perfect species, controls nature through need, ensuring that only the smartest and most capable thrive by
outwitting any obstacle. Believers understand their duty is to assert human opportunity across the cosmos,

conquering challenges and attaining supremacy over all by any means.

—- Follow when you cannot lead —




Fifth Edition: Joint Ventures and Pacts

Profit motive is the root of the fifth edition, focusing individuals on the importance of aligning with the right
partnerships and the benefits of working together. Internecine conflict amongst comrades and partners serves
to refine the goal and purpose of life. One’s first fortune is done with blood and sacrifice, the second fortune

is done with someone else’s.

Sixth Edition: Parables for Prosperity

Timeless stories such as "The Wise Investor and the Foolish Spectator,

rnon o

Glory to the Middleman," "Stone

o

Stew," "The Terror of Absence," and "Force Multiplier" serve as allegorical tales. Economic wisdom,
emphasizing the critical importance of informed decision-making at the precise juncture of time and

circumstance are written in allegory so even children can understand.

Seventh Edition: Economics of Ethics

Exploration of the CorpoSoci’s responsibility to the Consumers is cemented in the seventh edition. The
essentials of understanding that commerce and mercantilism must be coupled with investments in robust
infrastructure. Meditative approaches engage moral dimensions of economic transactions, offering solace to

the afflicted conscience burdened by biological reactions to actions such as guilt.

Eighth Edition: Acts of Arbitrage

Understanding the natural inclinations of The Market’s equilibrium is key to success. Delving into the art of
identifying and exploiting imbalances, the eighth edition reveals the path for individuals to harness the
inherent forces of economic harmony. The adept practitioner gains mastery in navigating the ebbs and flows

of the ever-balancing scales of commerce and striking at opportunity.

Ninth Edition The Balance

"The Balance," has been the most revered volume of each of the editions and the most recent, penned by
Dumno-Keht, a resurgent member of the Clan who claims authorship. It espouses the harmonizing of
economic pursuits with a profound sense of responsibility, fairness, and ethical considerations to the Self and
an individual's need. Here, the revelation unfolds that financial success transcends mere profit, encompassing
the sublime endeavor of maintaining equilibrium. As adherents embrace the teachings within, they discover

that the true essence of prosperity lies in the truth that self service is a service to the species.




STRIVE TO SUCCEED

At the opening of every copy of the Manual is a simple guide to how a well run society should operate.

Economic Contributions

MacroCorps significantly bolster the Hegemon member nation’s gross domestic profit and provide
specialists to drastically improve public works and security. The resulting fiscal leverage provides
MacroCorps a pivotal way to engage with governments. These local governments are incentivized to

court MacroCorp involvement by offering subsidies.

Lobbying and Advocacy

Employing trained emissaries, MacroCorps actively navigate the political landscape of local nations
and the Summit. These champions of the CorpoSoci prove that aligning with their Patron’s industries,
can elevate economic growth and benefit the Hegemon at large as well as local populations. The
resulting synergy begins at the apex of society and cascades like a waterfall to the lowest members of

the CorpoSoci.

Strategic Partnerships

Over time, MacroCorps forge necessary relationships with key government figures. Former executives
may seamlessly transition into governmental roles, and collaborative ventures emerge, aligning Corpo
interests with the objectives of the government and Consumers. Homogenization removes cultural bias
that might exist, especially national, racial, or gender inequalities and replaces it with the sacred

pursuit of profit.

Peace
The goal of any large population of human beings is the capacity to refrain from violence and military
conflict. As such, it is the goal of every community to find a harmony that can rejoice in trade,

commerce and the eternal pursuit of greater profits.

War
Paradoxically, while human societies long for peace, they are innately drawn to compete with one
another. As such, it is the goal of every nation to compete for resources in order to rejoice in market

dominance, innovation and the pursuit of greater profit.




Policy Influence

MacroCorps skillfully mold policy discussions in Summit Council meetings, representing the buying
power of the national governments but refrain from making the formal decisions that can only be
made by the Council members themselves lead by the Speaker. Those governments, in turn, are part
of the decision making on the floor of the Summit Council below the Board, a select group of
well-intentioned politicians who are installed and chosen for the benefit of all. This body then
ratifies the resulting policies which then encourages the local nations and trading partners of teh

Hegemon to act in mutual self-interest.

Resource Allocation

As pillars of the Hegemon's economy, MacroCorps wield influence over resource allocation
discussions within the Summit Council, the Orgas, the Directorate and national initiatives. This
encompasses deliberations on infrastructure development, research funding, and initiatives

indirectly benefiting participants.

An example of this is the benefit of a star system joining the ExeCor and receiving the Gatewells

which provide safe transit through the Outside.

Production and Distribution

The culmination of the production cycle is the pivotal step of introducing a product into the open
market. This juncture is where the Consumer class wields their influential purchasing power,
attracted to products by the efforts of the Patron class. Commercialization, propaganda, education,
and broadcasting collectively act as catalysts, influencing the mindset of the buyer. The fiduciary
decision-making process serves as the conduit, infusing currency into local systems which then feed

the tradelanes that stretch from the Frontier to the ExeCor.

Well intentioned self-interest incurs reward as well as economic repercussion. No one likes a bad
product or service or a bad business partner. The Hegemon’s economic ecosystem is propelled
forward by this dynamic interplay of Consumer choices and Patron insentives, reflecting the

nuanced and often unpredictable nature inherent to human decision-making.

—-= Thy cup runneth over and thus the needy are fed —-
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CORPORATE ENTITIES

MacroCorps do not simply come into existence, but evolve from the variety of smaller Corporate
entities that can gain monopolies. While tracked by The Market, these entities are in constant flux,
often fragmenting, merging, becoming ParaCorps of larger entities or when they fail: declaring
insolvency. Should they be able to best the competition and form a string of monopolies in multiple

fields across more than a star system, they can petition the Summit and emerge as a MacroCorp.
The following are the classifications of these smaller Corpos.

Military Corporations “miliCorp”: Mercenary groups can, if they can remain cohesive, form into a
proper Corpo entity with enormous influence. MiliCorps can range from single units of elite

operators to an entire combat fleet, and provide the security needed by so many at cost or incentive.

Data Corporations “dataCorp”: Information and how to use it is carefully compiled and
disseminated by the DataCorps. These can range from professional skivers but include archivists,

genealogists or even athropologists. Data is everything and information is king in the Hegemon.

Investment Corporations and Assurance Agencies: Finance and property must be insured against

risk. Assurance Agencies provide a safety net for Corpo entities as much as Consumers- for a fee.

Banking Guilds: Most MacroCorps have a means of keeping their financial accounts safe and prefer
to keep their employee’s accounts ‘in-house.” However, there are many independent banking
corporations that form into Guilds. Guilds are responsible for working with the Commission to

ensure that credit and debt are both recorded and managed without mistake.

In a way, the Banking Guilds have slowly become their own kind of external Orga of the Hegemon.
They are sterile in their judgement and absolute in their expectations. Without the Banking Guilds
individuals would be unable to draw on their credit as indicated by The Market and interstellar

trade would impractically rely on starships carrying valuable resources to parlay for local currency.

The only true authority to ensure the Guilds obey the Lex and the Summit is, as ever, the Audit.

—- Everyone has fwo accounts, one for faxes and the other one —-
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Representatives

MacroCorps have millions of various representatives that operate throughout Known Space with a
general mandate to improve the prospects of their patrons. This can be operating as guides to new

technologies and products, or advocating for decisions that create mutually beneficial outcomes.

Often, a Representative will offer unique opportunities for a nation or Directorate Regiment to take
advantage of. They are allowed to operate within their own discretion and as such often have

additional lines of credit to pursue their ends.

Representatives have their own vessels or tag along with clients, ready to offer insight or create

deals with the right people, in the right place, at the right time.

Armasyn Representatives aren’t exactly
soldiers, being more akin fo “war
enthusiasts.” They know every single
piece of combat-oriented equipment
and can express its capabilities with
detail.

That said, they rarely have Directorate
experience, instead, they are in awe of
the armed services. As such, their
enthusiasm is much needed in dealing
with miliCorps and Directorate alike;
The best salesman uses their own
product after all.

Armasyn Reps can activate extensive
product lines for manufactaries, from
advanced Pocketsteel designed for
specific combat zones to weapon
systems designed to deal with niche
Exogen problems.




S\ POWELR AND AUTHORITY /%

\ /

THE FISCAL '0 “ THE COMMISSION FOR
ASSESSMENT COUNCIL, /5 O\ THE RESERVE
"THE AUDIT" THE CORPORATION
Responsible for auditing the S Responsible for upholding
Hegemonic corporations COUNCIL the moral monopoly system
and ensuring that all throughout Known Space

enterprise is conducted £ =
with fairness and honesty

y - . 3

THE DIRECTORATE
ARMADA - ARMY - AIR

y 4 .Y

RECOGNIZED GOVERNMENTS
Responsible for local-level bureaucracy,
infrastructure and laws
j PATRONS )
&

THE MACRO-CORPORATIONS

The interstellar mega-businesses that form the nucleus of
the economy and which control most resources

THE CONSUMERS:

-PERSONS
-BASICS
-INDIGENTS

The working masses, struggling with debt and kept docile with
mass-produced commodities

NIy
L

THE INDENTURED

Individuals who must pay back their debts with the only resource
they have left: time

NON-HEGEMONIC HUMANS
o P




%
MY

The concept of absolute rule by a single individual has proven untenable, a lesson ingrained in the

THE SUMMIT COUNCIL m_eeg!

annals of human history through millennia of bloodshed. At the dawn of the Hegemon a pragmatic
resolution emerged: member nations are granted self-governance within their borders, provided

they align with best practices and policies set forth by the Summit Council to ensure good business.

In a departure from the conventional structures of political parties or familial dynasties, the Summit
operates as a unique entity. It is not subservient to traditional power structures but to the needs of
humanity as interpreted through the free market. The essence of this profitocracy can be found
upon the continental floor of The Market where all possible resources are meticulously measured,
weighed, and assigned value. The Summit’s sole objective is singular yet formidable: to motivate a

relentless escalation of profit across all categories.

Situated on world of Protea, which serves as the de facto capital to the Hegemon, the Summit
pinnacle tower stands in witness above the megastructure of The Market. Here its council assembles
representatives from each member nation-state alongside Advocates representing the influential
MacroCorps. The Summit itself stands as a monumental pyramidal structure, easily its own
self-contained city populated exclusively by Persons and those who serve them to ensure

bureaucratic expediency.

This epicenter sustains ceaseless negotiation, deal making, and above all the promise of commerce.
Each participant seeks to navigate the intricate currents of power and rise ever higher in the
CorpoSoci. The very essence of this dynamic ensures that the Summit remains a crucible of strategic
maneuvering that never stagnates. It is a delicate balance that ensures the symbiotic relationship
between the governance of nations and economic imperatives so that every participating citizen of

the Hegemon is ensured prosperity.

—- Advocacy benefits the many through the few —-




No matter the station or credit rating of a Consumer, their purchases, regardless of how small, guide
the Summit as it in turn guides the Hegemon. Need and desire articulated by Consumer spending
influences MacroCorp behavior, informing their investment decisions. In response, MacroCorps
relay directives to local governments, shaping policies which are regulated by politicians who

understands their constituents. Thus law and order is maintained.

Archonist Magnates, the leaders of the most influential MacroCorps that span hundreds of stellar
economies, sit in an outer ring while the representatives of the nation-states sit in an inner ring. At
the very center sits the Speaker who maintains communication and opens and closes council meets.
This symbolic array enforces the notion of how society must be maintained. The MacroCorps do not
seek to rule, in fact, they reject the notion of it at every turn. Theirs is the realm of defining want and
provisioning that want with the fruits of civilization. The politicians of the inner ring define need
which is argued and debated for so that the MarcoCorps can understand what to focus their efforts

on.
In this way; all prosper.

Analogous to the human body, nations serve as the organs of the Hegemon, each playing a vital role.
Commerce flows as its lifeblood, sustaining economic vitality. MacroCorps function as its heart,
propelling financial circulation. At the pinnacle, the Summit Council operates as the cognitive apex,
orchestrating decisions that guide the Hegemon's direction by need. Together, these components
form a cohesive and symbiotic governance structure, where the pulse of commerce, the influence of
MacroCorps, and the intellectual acumen of the Summit Council synergize the intricate workings of

the Hegemon so that they operate as one even without direct interaction.

—- Self reliance is self love —-
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The Wind Rose The Protean Seal
An ancient symbol The symbol of the
adopted by the Hegemaon Summit Council.

as its de facto icon.
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The Directorate

The personal seal of the Director’s office
that represents all three of the armed
forces.
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The Commission Shield

[REDACTED]]

The Commission Shield
originates from an
ancient order of
peacekeepers that first
formed the Lex officers
that kept order and the
safety of private properfy
during the Heritage War.
It is now a commaon
symbol for both the Lex
officers across the
Hegemon with the “C”
denoting the Commission
and its inner council.
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THE MAGNATES

Hegemon society is ruled by a hierarchy of wealth. Anyone can achieve advancement on the societal
“ladder”, earning the respect of those above and garnering the support of those below creating a
natural meritocracy in function. In short, the intelligent and crafty become wealthy by grace of

knowing when to take advantage of their fellows.

The Magnates, also known as “Patrons”, benefit from the privilege they, and their forebears, have
earned through sweat and smart business acumen. Gene-tapestries are retained by Magnate
dynasties, ensuring long, healthy, life and formattable body types that showcase beauty standards.
Indeed, the Magnates exist at an entirely other level of technology that might appear magical to

sub-educated beings.

These dynasties often have marriage contracts between houses, creating new opportunities and ever

better offspring to maintain the vigilance of steering the titanic forces of industry.

At the apex of the Magnates are the Archonists, hereditary oligarchs that form the “Summit” above
their fellow Magnates. It is the dream of every Magnate to one day achieve the Archonist title and
become aware of the Higher Mysteries. Archonists alone are beyond the constraints of time,

functionally immortal by a variety of means, able to now amass fortune unbound by the finality of

life.

The Magnates themselves form interstellar business families who are in control of individual
MacroCorps; legal monopolies on various goods within planetary and stellar economies.
MacroCorps are often made up of several smaller Corporations, Corpos, that can range from

military industrial complexes to basic commodities.

Magnates, in their early stages, are typically from a single world or system which they will use as a
headquarters with strong ties to local government that allows them the mobility to expand within

familiar restrictions.

—- All must work for their own prosperity—-
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As the Magnates are to the Archonists there are “Barons” and “Tycoons” to the Magnates. These
individuals operate smaller corporations and support Magnates as an emperor might rule with the
support of lesser nobles. While competition for Tycoons to establish a means to one day challenge
their own Magnate is common, it is by this evolutionary approach that the Hegemon stays nimble
and adaptive. A lazy Magnate will be cannibalized by his lesser officers just as much as the
Archonists must be wary of which Magnate they allow into their upper dealings on the Summit

Council.

While powerful in their own right, they are in a constant state of internacine competition seeking to
be elevated to the level of Magnates. Barons deal with local nations and governments and are the
administrative power in the Hegemon while the Magnates are often free to entertain their own
interests so long as commerce continues to multiply. In the event a Baron controls their own Corpo
they are regulated to a single star system or planet and are not allowed to ‘grow” beyond that per the

restrictions of their parent MacroCorps.

Below the Barons are endless titles and ranks that do not merit representation. Needless to say, all
commerce flows upward. From the quaint storefront to the franchise development there are those

who employ and employees and all seek greater wealth.

This solemn calling is justifiably rewarded. Many of the Patron class are self-made having expertly
utilized relationships to achieve their wealth. Their employees can number a handful to entire
supersector’s worth of people. Laws, both Hegemon and local, are more lenient upon the Magnates
who must accomplish what only other Magnates can even comprehend. It is on their backs that the
CorpoSoci rests and they are compensated by being regulated only by the Commission, the Audit

and their own class.

Most uniquely, Magnates must also maintain a front facing personality with the Consumers. This is
not just to improve and confirm sales of their various products but also multiply confidence in their

MacroCorp’s position in The Market. This confidence will lead to Consumers

—- Leisure is bought with labor: yours, or someone else’s —-




L]

Magnate Iosh would be considered ‘typical” for a member of the upper-credit Patron class Magnate, if such a thing is possible.

Each Magnate considers themselves unique and will spend fortunes to make such a statement true, at least visually.

Iosh has been a Magnate of Wanvath Underwriting for sixty-seven fiscal cycles and is currently ‘youthening’ through the
‘Crucible” a form of reverse aging. Kowari is interlaced throughout her body in elaborate designs, based off of an avian-form
from her home world of Gyaada in the ExeCor. It also acts as a cogit-hood that feeds into an artful headdress made from

feathers of the real animal (Iosh coordinated its extinction to permanently ensure exclusivity).

She is linked to the Wanvath Archives on Wanshi-Tong via private ansible, an incalculable expense, allowing her total recall via
an entire mindworld’s database, making her the prime source of many an interesting factoid at any social gathering. She has

made herself the reputation of being devastatingly interesting and knowing all the newest gossip around the ExeCor.

Sonaw/kowari headdress

with built in micro-ansible

Protean style facial

approximation

Subdermal myoflex Grade

Quarkalloy finger claws

[Magnate Adorra Mirinsk Nomotak losh of Wanvath Underwriting
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The Final Commodity: TIME G a1

To achieve the title of Magnate is to become the truest form of post-human. The means to make a
person into a weapon are often impressive, convoluted and extremely expensive but ultimately
mundane and crude when compared to the therapies that can be purchased by those who command
the economies of star systems. For many centuries the only thing that could not be bought was a

reprieve from death, a conceptual truth of the universe that was observed to affect all things.

Philosophers would debate the merits of energy’s perpetuity and that existence is forever. This is
scorned by the pragmatic Cons who strive for ever more continuity of the Self which death erases.
Religion and meditative ascension provided a reprieve but for the majority of those that dwelt at the

pinnacle of power it was a passing opiate.

Science, as always, was the key and with the demand so great and the resources of the entire species
now directed at a single goal, one dares to use the term “inevitable” in the technologies that

emerged.

The methods of immortality are few and not without consequence.
The Crucible

Transdifferentiation is the most common form of life extension and is even available to the upper
tiers of credit holders. While several therapies exist they operate in the same fashion. An individual
enters a special containment unit and is bombarded by sequenced radiation that agitates a change.
The subject will begin to youthen at varying speeds, eventually reverting back to a juvenile state.
With cognitive reinforcement and hormonal balancing the individual can retain consistent memory

and experience as well as Self retention.

The risks vary from short and long term insanity, personality regression and mutation as well as
self-destructive tendencies attributive to adolescent anxiety. Paired with the wealth of a CorpoSoci

elite this can lead to economic chaos.

—- Restraint can only be practiced by the powerful —-
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The Strand of Askantik

Exogen species 68_2, the Askani, had populated their solar system in its entirety by the time the
Kullun MacroCorp purchased its coordinates from MassTraders. Analogous to invertebrates, the
Askani were initially marked for harvesting; their white, spongelike, meat gained almost instant
popularity in the Midworlds. It was only after the fall of one of their floating trans-orbital cities that
Prospectors discovered that Askantik “liver” organ could be used to create a fluid that replaces

human blood, organically rejuvenating the body and maintaining near perfect health.

The extermination would continue for another five fiscal-cycles until Five Hands Panceuticals
successfully arbitrated against Kullun gaining custody of a Askantik colony where they were
permitted to maintain. Meanwhile, Kullun over hunted the Askantik in the rest of the solar system

until their population collapsed and the Exogen went functionally extinct.

The only examples of Askani that now exist are on grow-ships owned by Five Hands who are careful

to keep them mobile arriving only briefly to provide those who are subscribed with blood infusions.

In Amber Clad

Suspended animation is available to many and it even serves as a basic alternative to being active
while in transit through the Outside. The tree analogues of Hyperion Prime, however, are different.
Confirmed to possess a level of networked sentience, these plants can grow up to a kilometer tall
where they work together in their slow growth patterns to attract lightning strikes from the
planetwide hurricanes that sweep the globe. The amber released during this growth is collected, or
bled, by pharma corpos who lease the land from the Hyperian Government. Once collected they

create an encasement pod, the only true form of immortality available.

An individual is placed within a pod and then drowned in the amber over the course of a fiscal-cycle
until the amber hardens. Once the process is complete, a subject has complete cognitive awareness
through an advanced cogit-hood. The pod is placed on a means of locomotion, usually a quadrupedal

platform or in specially designed auto-harnesses but the subject can never leave encasement.

—- Only the weak suffer nature —-




L]

The neural needles flared to life in a cascade of intertwining spiderwebs of electricity. They began to
pulse with the six, new, ports that had been drilled into the middle-aged femme’s head just the night
before. The mentanics knew they would need to work quickly, the cranial surgeons never liked when

synthetic specialists got to take the spotlight from them in their own operating room.

Bioluminal nodes at the base of each spike began to glow, a vibrant red, matching the controlled
heartbeats of the patient. They would only descended once they matched perfectly. You learned
quickly as a mentanic that, unlike cutting apart meat and sewing it back together, a single error when
dealing with the neuroscience of something as evolutionarily incredible as the human mind, could

just as easily make an unresponsive corpse with a pulse or a raging psychopath.
It took expertise, the best money could buy.

There was a hum of cognitish that rose from the machines the mentanics worried over as their lead

finally put a hand on the mechanical arm that held the crownlike cogit-hood and ordered it down.

The muscles in the femme’s face all tugged at once as the needles sealed into the ports. The machines
began to tick, a staccato rush of metallic keys striking that quickly matched the dance of spasms

across patient’s face. She shuddered in her restraints, throttling against them with increasing violence.

The surgeons took steps forward before remembering the work had only just begun. The blood barrier
across the brain would need to recover from the six-fold violation. Psychological and physical healing

would take time and a truly herculean effort on behalf of the patient.

The bioluminal nodes changed to blue as they synchronized with her mind. The twitches stopped, the

femme’s expression sagging, like a stroke victim. The body went next, totally slack.

“Alright, alright, we're done!” The mentanics stepped back, hands up and away from the

instrumentation.

The surgeons rushed back in, mopping blood and pink stained grey matter dripped from the patient’s

eyes, nose and skull.

’//

“Notify the Overseer that patient will be ready for transport in the next shift
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Consumers

The vast majority of its human inhabitants within the Hegemon bear the distinctive label of the
"Consumer," affectionately referred to as "Cons" in colloquial parlance. These Cons are initially
tethered to the worlds, moons, or orbital installations of their birth, grappling with the inherent

challenges of life within their born-to state and natural citizenry.

News outlets and infonets regularly broadcast life in other parts of the Hegemon, uploaded by
roaming “packet” ships as they wander through the supersectors. As such, many Cons dream of a
time when they can leave their home to experience the greater Hegemon where opportunity
abounds. Survival is a perpetual struggle, and the key to improving one's lot is intricately linked to
the accumulation of wealth balanced by the diligent repayment of debts which can lead to new

subscriptions that include licenses to off-world travel.

Cons are born, or fabricated in the more technologically oriented regions, and are immediately

assigned with the debt accrued while incubating. This initial cost earns all individuals a “Basic”
credit rating which remains largely the same until a child becomes available to work at age nine.
Basic Cons cannot leave their biosphere without permission from their government but it is not

uncommon for MacroCorps to sponsor travel.

As a Con, one enjoys a set of rights and privileges inherent to their place of origin, albeit
constrained by the realities of their local environment which can be stifling to the ambitious. There
exists a tantalizing prospect for Cons who aspire to transcend their origins, a journey incentivized

by MacroCorps who need ever larger and larger populations of workers in the pursuit of profit.

From an early age, a basic Con is set upon a path to score higher on standardized tests made by the
Hegemon’s Education Complex who regulate learning modules. The higher one scores the more
access they will have to better modules they can purchase which allow one more insight to make
better financial decisions. In turn one becomes more valuable to Corpo recruiters. Those who
successfully catch the eye of a MacroCorp entity are granted the privilege to traverse beyond their
natal ecosystem via a multi-cycle contract, opening the door to new opportunities and a life

unbound by the constraints of their birthplace.

—- [othing is free —-




The competition for such contracts is stiff, and there are often hundreds if not thousands of other
Cons seeking the same position. Inherent value, true skill, education and social maneuvering are

viewed equally in the pursuit of a contract.

Once a contract is obtained, a Con is given a travel license, an otherwise prohibitively expensive
document as space travel is costly. This allows them to move to where a MacroCorp requires them.
Wherever “there” might be; it is the MacroCorp that provides lodgings, food, medical treatment,
and entertainment in company “towns” referred to as CorpoHabs. Once a Con is valued by a
MacroCorp a contract renewal can be decades long or even become hereditary with Con. Children

born in CorpoHab hospitals inherit their parent’s jobs as well as any debt.

For those who score low on these modules there is government work. Either is considered by the
Hegemon CorpoSoci a lack of ambition or intelligence. But hope does not falter here with the more

dubious prospect of joining the Directorate to serve the Hegemon itself as part of its military.

While this may seem like a dead end, service in the Directorate has been a means of gaining
celebrity for countless heroes of the Hegemon. Credit incentives, debt relief and land leases in the
Frontier are all enough of a reason for Cons to join the Directorate and, if they play the system

correctly, can even result in a way to accelerate their prospects.

Typically, it take ten to twelve fiscal-cycles to go from a Basic Consumer to the status of Person.
Person Consumers have twice the level of opportunities to Basics and can hold positions of
authority and management within the CorpoSoci. The enjoy unique benefits, and, and apply for

unique subscriptions and the kind of credit lines that allow one to start their own corpo entity.

This financial meritocracy abides those who are incompatible as well. For the outliers, those who
refuse or can’t take such tests, there is the free market where need and demand draws people from
across a spectrum of skills but also the honest efforts accomplished through hard work. For these

people there working for local Corpos where they can offer time debt.

For a negotiated number of fiscal-cycles, a Con in good standing can double or even triple their
credit scores by relinquishing several rights for whatever a Corpo might need. This is often hard

labor, but, it can also range to volunteered testing or observation in one of the Stakks.




The threat of non-aligned human governments, terrorist groups, problematic Exogen life, and the
ever present need for local enforcement to ensure quality standards means a vast soldiery. Those
Cons who join are referred to as Tributaries within the three branches of the Directorate.
Tributaries have unique contracts which can include colonial rights or even fast tracks up the

CorpoSoci ladder. There is also the very real chance at becoming a celebrity.

Celebrities are typically trained from an early age, sent to specific camps and isolated institutions
and carefully managed. Dynasties and nepotism ensure quality but audiences always want
something different. The Tributaries offer this with individuals, properly incentivized, to be heroic
figureheads and are offered access to a level of unique wealth, luxury and attention that is relatively

impossible to achieve otherwise.

This dichotomy between the rooted existence of a Con within their familiar planetary confines and
the aspirational prospect of becoming a valuable asset to a Corpo entity defines the dynamic social
fabric of the CorpoSoci. The pursuit of wealth, the fulfillment of debts, and the promise of mobility
fuel the aspirations of the Cons, weaving a narrative of ambition that is the foundation of the

Hegemon.

It is often said that every Con sees themselves as simply a temporarily inconvenienced Magnate. In

this way they reinforce the CorpoSoci, united in shared desire to achieve more.




Consumer CLASSIFICATION

In the Hegemon, the classification of individuals, known as Consumers, varies based on their credit
ratings and debt management abilities. These classes are categorized into three levels: “Lower,”
“Middle,” and “Upper.” These classes correspond with an individual’s ability to maintain good debt

consistently and determine their access to various opportunities and privileges.

Good debt are things like prenatal fees, early lifegiving procedures and care, the debt incurred
whilst being an adolescent unable to officially work but also business tithing, taxes on commercial
freight and so on. “Bad” debt would be unpaid fines, penalties and your outstanding debt being sent

to the Collections division of the Commission.

All of one’s assets be they Indentured or a Magnate but also to the Corpo entities themselves, have
debt of some kind that represents a percentage of their overall wealth. A high number of debt
management represents to the rest of the CorpoSoci that one is responsible, balanced and capable
to comprehending financial responsibility. Have “zero” debt is impossible as the Hegemon is a

society and all must contribute, and benefit, by its existence.

Upper Class: Also called “Person” Class

Individuals in the Upper class, referred to as “Person,” represent the elite tier of society, typically
managing between 5-20% of their debt. This class enjoys several exclusive privileges and have
access to real estate markets and can lease land, providing them with the means to invest in
property and generate additional wealth.

Persons are responsible for paying off medical expenses associated with their birth or fabrication
and must also cover assurance provisions and care during their non-working age (0-9 years old).
When they do so they are permitted higher education modules of the Grade 2 “AE” class and
above. These advanced education modules offer a better understanding of interstellar practices.
This education is essential for maintaining their status and ensuring their continued prosperity.
Higher status within the CorpoSoci is only accessible to Persons as well as unsponsored travel

permits to other star systems. In order to be a Patron one must be a Person first.

—- Remember the margins —-




Middle Class: Also called “Basic” Class

“Basics” represents the majority of the population, managing between 21-69% of their debt. They must
adhere to specific requirements to maintain their status such as debt management. Basics must
consistently manage their debt levels for five consecutive fiscal-cycles to remain in this class before
being able to apply for Person status. Basics are allowed rental opportunities but can hold trade
positions in businesses they are allowed to start so long as they are sponsored by a Patron.
Additionally, they have access to regular education modules to enhance their skill sets and move
toward eventual Personhood.

Basics are permitted limited travel permits, allowing them to move between ecologies or sectors for

work or personal reasons, albeit with restrictions without Patron sponsorship.

Lower Class: Known as Indigent or “Indies”

Indigents or “Indies,” comprises individuals with the highest debt levels, ranging from 70-99%. Their activities
are heavily restricted as a result of their inability to handle debt and maneuver the CorpoSoci.

Indies are not allowed to leave their primary ecology, confining them to specific areas where they can be closely
coordinated so that they might better themselves. Education modules are not accessible without Patron
sponsorship to avoid further confusing these individuals with concepts they cannot yet understand. This limits
foolhardy advancement and ensures they remain in lower-tier roles until they can prove they are responsible.

CorpoSoci Dynamics

Access to opportunities and privileges is tightly controlled based on credit ratings and debt
management which ensures a level of excellence for each class. By tying privileges to debt
management, the Hegemon incentivizes financial productivity with promotions awarded from
those who have utilized their merit to reach higher stations within the CorpoSoci. Those who do
not, or cannot, manage their personals face significant restrictions and serve a value determined by
their employers or however their nation state sees fit.

This financial meritocracy has resulted in almost a thousand years of social stability. The clear
delineation between debt classes helps maintain order and the Lex. Each class understands its role
and the limitations placed upon it, reducing potential conflicts and unrest. Most importantly, they
are provided with a necessary hope for improvement. No one dares change the system lest all their
work and progress be lost.

Despite different nations, the CorpoSoci can thus provide the entire population in Civil Space. By
restricting the movement and opportunities of those with high debt, the CorpoSoci can prevent
potential disruptions and ensure that the upper classes lead via their fiscal success.

—- You are your own effort —-
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Known disparagingly as "dents" by the rest of Hegemon society, the Indentured form the bottom

INDENTURED neeg?

rung of the social hierarchy within the CorpoSoci, just above non-aligned humans and restricted
near-humans. Dents are Consumers who have descended into insurmountable debt by any number
of means that are entirely their fault. What's more, their failures extend to legal family members,

businesses and can sometimes affect entire communities.

Despite the Hegemon's commitment to ensure financial security for all its citizens across nation
states, often there are those who do not have the basic requirements for self-determination. For
these individuals, their debt transforms into a binding contract, the ownership of which is

transferred to creditors who operate as brokers in the human commodities market.

Creditors buy, sell, and trade Indentured individuals with an eye toward recouping their initial
investment. This commodification becomes even more pronounced when creditors bundle and sell
these debts to powerful MacroCorps who are constantly in need of labor. The fate of Indentured is
subject to the whims of their new debt owners which often deploy them into subsequently
dangerous tasks where assurance companies will not cover. While ethically questionable to the
ignorant, Indentured have relinquished their inherent rights by failing the system that supports all

of society. They owe a societal return on their investment.

Cold storage warehouses are filled with Indentured all over Known Space, ready to be purchased
and shipped to various initiatives. Mesmeric modules teach them the essentials of the tasks they
will need to perform, or they are assigned tasks they are suited for from their previous experience.
The most valuable means of remuneration is to sell Indentured into the Tributary Regiments.

There, they are used as auxiliary troops and menials or directly to [[[[REDACTED]] ] ]

Becoming Indentured is not permanent! Many have repaired their credit standings and become
beneficial members of the CorpoSoci having learned valuable lessons. The Hegemon is a place of

hope, after all, that prizes one’s value as much as one values themself.
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There are five major grades of indentured workers whose time debt is bought and sold throughout

INDENTURED: GRADES S——

the Hegemon. The most common rating scale was developed by Wanvath Underwriting to weigh
both potential risk as well as the possible profits made by investing capital buying up a worker’s

time debt.

S Grade: A number of different factors determine what grade a dent is given, but to qualify as
grade Superior, they must be an exceptionally talented individual. Such examples are those dents

with unique performative abilities, advanced education; in short they must be extraordinary.

Statistically speaking, the majority of grade S dents were Basics, Persons or even Patrons before
they were indentured, something to reflect upon as we consider our own finances and seek to
minimize our exposure to risk. Typically their fall into debt was a quick one, and often the result
of an unforeseen event. Look through the personnel files of most grade S dents and you will begin
to see a pattern: sudden illness or injury, either theirs or that of a family member, rapid political

instability, or even disaster or logistical failures.

Grade 1: A grade 1 indentured contract is typically a skilled worker though more often than not,
has athletic or physical abilities found in Directorate veterans that has faltered in their finances.
For instance, a highly skilled worker who became addicted to narcotics after the expiration of a
familial instance. Such addiction can be impossible to undo without costly rehabilitation which is,
graciously, an easily negotiated aspect of a voluntary indentured contract. While the grade 1 dent

are highly skilled, there is still the risk of potential relapse at play.

Grade 2: Grade 2 contracts are often sold in bundles. Grade 2 indentured workers are most likely
moderately skilled workers who were indentured due to unforeseen circumstances similar to Grade
S. The only difference is that there is more risk involved as a grade 2 worker’s labor is less
valuable. They are relatively safe investments and are often contracted together into working

teams. For instance, one might be able to purchase the debt obligation of a foreman and several




journeyman workers after a manufactory has been mismanaged and closed. These individuals can
remain together if cohesion is considered a benefit. Enthusiasm is a premium and, often, intrepid
and entrepreneurial cons will opt for several years as a dent in order to gain access to better
training and higher credited education modules. Once their time debt has been paid back, with

nominal interest, they can return to their nation better prepared to achieve success.

Grade 3: The most common kind of indentured whose time debt is also usually sold in bundles,
grade 3 dents are most often unskilled. Grade 3’s come from criminals, debtors and those without

much value, slaves to their own vices or victims of a cognito-virus.

Due to the risks of such individuals, they are often surgically modified by a mentanic who isolates
volatile memories and places a noetic-block that effectively blanks a dent’s memory until released.
Beneficially, they can then be offered new memories and temporary backgrounds to fulfill their

tasks and pay their time debt with less risk.

Grade 4: Grade 4 indentured debt is always sold enmass. While there can be value found here, it
can often feel like wringing water from a stone. Dents in this category should be considered
nothing more than warm bodies. Any skilled labor found at these levels must be approached with
an abundance of caution bordering on paranoia. All indentured at this level must be monitored to
ensure work is done or placed in such conditions where survival hinges on satisfactory

performance.

Colonial initiatives will often purchase these contracts to test hostile environments or when they
need massive labor forces. The Directorate also makes use of grade 4’s which uses them as drafties.
The other is [[[[REDACTED]] | | which, as you can easily imagine, neatly removes potential

problems they might otherwise have using such low grade materials.

—- Even in failure, profit can be made. —




Directorate Indentured Forces - Grade 4:

They stood huddled together, shoulders hunched, eyes down. Their uniforms were ill fitting, cheap grey things
barely distinguishable from what you might see in a penal colony. Silence except for a choked sob somewhere
in the crowd. Positioned around them were Tributary Paxguards, riot scatterguns in hand and a panoply of
near lethal gear hung from their belts.. The quality of their uniforms, the caraplate they wore over it, and their
straight, unflinching posture in total contrast to the mass of humanity they watched through mirrored visors.

In front of the crowd was the managing officer, a dour, bitter looking man who seemed to take great pleasure
in reading from the hand held logicore he carried with him.

"You are here because you owe a debt. When the Republic of Nebraxa requested Directorate assistance in
dealing with a Unionist uprising it was too incompetent to stamp out on its own, we answered that call. And
when your country's leaders begged for aid for its citizens, they did so knowing they had no means to
recompense that cost. Still they asked, and in its mercy, the Hegemon provided. You have all eaten the
Directorate's food, taken our medicine, and stayed in our refugee centers far beyond your ability to pay for
your expenses. And now thanks to the irresponsibility of your country and your own personal negligence, all
that is left for you to offer is the only resource you still have of any value; time.

You will pay back your debt by working to wipe out the Unionist threat you allowed to fester in your country.
Should you fail to follow orders, you will be punished and time will be added to your debt. Should you retreat,
we will not risk our fire lanes by restricting our gunners. If you survive, time will be added to your debt. Any
medical expenses you incur after a punishment will include an inconvenience fee to be added to your debt.
Perform adequately, and you will have a portion of your debt expunged, minus expenses.

In a moment, I will begin reading off your Indentured Service Numbers. When you hear your number called,
you will come forward, take your weapon and board the transport ship behind me. Any unnecessary delays
that hinders this operation will result in a fine added to your debt."

He paused then, waiting to see if anyone was stupid enough to object. The silence carried on, broken only by
that same intermittent sobbing. A faint smile touched his lips.

n

"Once you're all on board the dropship, you will be airlifted to the front lines. That is all
One at a time, their numbers were read off. One at a time, they shuffled forward, their manacles removed and

a cheap automat rifle fresh from the mills were shoved into their hands. And one at a time, they stumbled to
the waiting ship as though still shackled.

—- The only cure for folly is work. —-
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Andragogical Indentured: Affectionately called “Andies” for short, these indentured are by no

INDENTURED: COMMON SUBTYPES

m_zavu_m3

means your usual batch of financially irresponsible indentured. Instead, these temporarily
embarrassed Persons have made the difficult decision to lower their social standing in an attempt
to better themselves. The debt they take on to pay for educational modules that they would never

be able to access otherwise is guaranteed by their labor, once their education is complete.

Unlike other indentured, Andies go in with their eyes open, willingly negotiating the number of
educational modules, interest rates on the debt they take, and the time it will take them to repay
those debts. As you might expect, Corpos are often hesitant to extend these loans, but Wanvath

Underwriting prides itself on finding profit where others can’t. With extensive aptitude testing
(factored into the eventual repayment), Andies can be placed in training courses with the best

probability of yielding mutual profit.

Opt-Ins: For grade 4 indentured, those deemed too unskilled or untrustworthy for anything other
than the most basic labor. They have no choice in what they must do to rectify their mistakes.

They have nothing to offer except their own sweat equity, and can expect nothing more than to be
used for their unskilled labor. Whether as fodder for Directorate forces, comfort attendants, or any

other task set before them, they have no choice in the matter.

However higher grade indentured are seen as more valuable, and financial incentives are often
offered to those willing to accept higher risk methods of repaying their debt. Bear in mind that
this is in no way required; an individual who has floundered so far as to be indentured must pay
their debt in any way possible, but there are often cultural taboos against placing a person at undue
risk of bodily harm if there is another way they might be able to repay their debt. Thus, a degree of
benevolence on the part of the entity holding an individual’s debt is often encouraged, even if just

for the sake of good public relations.




Organoid Indentured: Organoid Indentured are most commonly referred to as “Dentnoids.” This
subclass of indentured worker range throughout all grades. At grade S, a codesmith of exceptional
ability facing a prohibitively expensive medical operation, perhaps to remove a deeply imbedded
brain tumor, might be offered the option of having top of the line organoids implanted as well to
improve his already impressive skills. The cost of these implants would be added to his medical
debt, but the increased value of his time and abilities would easily offset such expenses. At lower
grades, such as grade 3 or 4, dents are used in brute force calculations, allowing them to oversee
calculations required in proof-of-work equations. Banks of dentnoids have even been used to force
their way into logicor systems as the human brain is leagues more advanced, especially when

chained.

Tithe Workers: Unlike most indentured, tithe workers from the Trappist Papacy are not actually
insolvent, and they do not lose their status within the Hegemon. Thus it is entirely possible for a
Trappist to be both a Basic (or even a Person) and a Dent at the same time. In point of fact, their
period of indenture is closer to a “holy” pilgrimage or missionary work, and it is undertaken by
almost every member of the Trappist systems at least once in their life. The most common
duration for a tithe is a fiscal-cycle, though wealthier members who can afford the loss of income

may volunteer for a longer period of time.

The process is quite simple. When tithing, a member of the Trappist system voluntarily offers up a
set period of time to the Papacy. The Papacy then sells that predetermined period of labor much
like anyone else would sell an indentured’s time debt. Thus, a great many “indentured” can be
found originating from Trappist systems. It is important to note that while they offer the profits of
their labor to the Papacy, they still hold all of the commensurate rights of their original standing

within the Hegemon.

—- Authority stems from labor —




Debtbeats

Debtbeats are Cons who exist within a kind of loophole of the CorpoSoci. By understanding
contract terms, a Debtbeat learns to manipulate their debts so that they, in essence, pay off one
another. A Debtbeat takes a loan from a Corpo and then pays off that loan with a loan from
another Corpo or private entity. This confounds the system with such entities often going to each

other for remuneration.
There have been entire wars started as a result of such illegal activity.

Bank conglomerates and the Audit itself are always seeking out those who might attempt such
financial evil and those that are discovered will often be executed, publicly, as a warning to all,
their many crimes shouted above their screams. It is one of the rare instances where execution is
preferred over incarceration or time debt as a debtbeat is considered too dangerous to be allowed

second chances.

Skiptracers and Regulator outfits like the infamous and ancient Pykartan Society Security Corpo
search out for Debtbeats and are paid handsomely for such bounties by both nations and the

CorpoSoci for their good works.

—- Better fo ask forgiveness than fo ask permission —-
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The Hegemon does not have laws in the traditional sense but “mandates” set down and defined by

THE LEX m_oeg2

the Summit Council as it seeks to interpret the best course of action to profit as gleaned from the
operation of The Market. This makes the bureaucracy simple; seek and achieve profits. Anything

that is counter to this fundamental ideal is criminal.

Member nations are tasked with responding to mandates with their own laws by which they
govern their own societies. Each law should result in a productive society. This has resulted in a
near limitless amount of recorded arguments, texts, debates and conclusions that any law a nation

enforces has, in a circuitous way, results in the keystone mandate being fulfilled

This process referred to as the Lex followed by the nation it pertains to; Lex_Protea would be the
laws that are afforded to the citizen of the Protean Minarchy. Specialists known as Arbitrators
who study and educate themselves on all forms of law, travelling the Hegemon offering their
services to improve society. Often, Arbitrators will form into Firms which can become Corpos in

their own right.

The Audit and the Commission are the twin bodies of the Hegemon that keep vigil over the
CorpoSoci from within and dedicate operatives and agents who will have intimate knowledge of
the Lex where they operate. This allows for cultural diversity while maintaining Hegemonic
oversight. The fear of such agents is enough to keep Lex enforcement almost a self regulating

function of morality.

Still, for the Frontier where any form of law is difficult to maintain, there must be order.
Wandering Lexan officers, most notably the Judges of the Fargol, see the laws that govern the
Hegemon as a vital necessity for the human species. Embarking on private vessels and
considerably armed, they follow the paths of colonizers to ensure they do not devolve into

anarchy.

For the MacroCorps the Lex is one of their most powerful tools. The annexation of unused arable
land or ideal construction properties per an aesthetics ruling are just a few ways a MacroCorp can

find entirely legal reasons to remove an obstacle such as a stubborn government or indigies.

—- Bend or break, do not get caught —-




Very often, MacroCorps will enter into negotiations with one another. In these instances they will
deploy a veritable army of advocates, investigators and arbitrators who will compete with one
another to determine their client’s validity and position. Mediatarchs of the Commission are the
most frequent agents sent to ensure legal monopolies or that, should negotiations sour, commerce

and trade are least affected.

Sabotage, assassination and population manipulation are all used in these events and the court of
public opinion is a very real factor in the eyes of the Mediatarchs. If Consumers suddenly do not
trust the actions of a MacroCorp and stop purchasing items they perceive has fallen short of their

purchase, it can have a direct impact on a ruling.

In rarer cases MacroCorps have come into outright conflict with one another. This could be due
to animosity or, simply, violence is the only way to force a negotiated outcome. If one has no air to
breath, food to eat or profit left they will be more amicable to compromise. While not preferred,

war is a time of opportunity so long as it remains isolated to a relatively small arena.

The Lex has guidelines for every instance with thousands of rules and laws that are reinforced
with precedence and conclusions made by previous officials to reinforce a decision. The Lex is
always evolving with many trusting in its pragmatism over the more interpretive Manual. In this

way the Hegemon has developed its ethos.

While capital and profit can be the salve of many violations of the Lex, fines can reach truly
astronomical scales if gone unpaid. A famous and well quoted event was when the son of Magnate
Cabrutu of Estelax Corp was issued a ticket for speeding violations associated with driving
through the centralplex market on Danuba. Further fees incurred for the death of a score of
Consumers. The scion of Cabrutu ignored the violations and fled the system, incurring additional

fines.

One Judge Stratch of Fargol pursued the young man and eventually caught him, applying the
complete fee of a decade’s worth of fines which bankrupted not just Cabrutu but brought about
the ruination of the entire MacroCorp as the family run business inherited the debts for three

generations.

—- Innocent until impoverished —-




Wandermen

An order based in the Fargol Kritarchy, the Wandermen are licensed judges that determine the
Lex throughout the Hegemon, backed by authority of the Summit Council. The Wandermen are
widely respected for their understanding of both the individuals inalienable rights as human

beings as well as their intricate respect of Corpo entities which they consider equally.

Interpretation of the Lex is by no means universal and should two Wandermen be present for the
same determination it is not uncommon that a mediation trial begin going so far as the end in a
duel between both judges. In this instance the Law of Hierarchy is referred to based on the notion

that only the survivors of the species can make judgements at all.

Most Wandermen arise from the Acumen, the Kritarchy’s own Lex enforcement amongst their
scattered communities. They are best described as militant judges, bringing order to what they

believe as chaos that govern most of the society.

—- Law made manifest —-




PRISON SOLUTIONS

Generally speaking the Hegemon defers to local Governments to determine the conceptualization of
punishment for crimes committed. Law and Lex are a society’s own to govern the citizens therein
and are held to the expectations of the rest of the Hegemon member states to keep their house in
check. That said, there are billions of human beings that traverse between these nations and planets.
Pragmatism often rules this vast minority with the law of strength typically dictating innocence and
guilt when fines cannot. Wandering arbitrators and skiptracers ensure that the wealthier Cons can
always enact their rights on those who have transgressed personal values.

In other cases, as unique as the individuals who demand such consideration, there are solutions and

methods the Hegemon has invested in to ensure order over chaos.

THE STAKKS

The Stakks were originally inspired by the colonies of Jovia, a system comprised of over a hundred
worlds orbiting a turbulent proto-star. Life in Jovia is harshly regulated, with populations living
beneath the crust of their various worlds in multi-kilometer deep structures known as
“hellscrapers.” These hellscrapers have been adopted in several sectors across the Hegemon but are
most popular amongst penitentiary units due to their self-regulating nature.

Stakks are completely self-regulated environments. Food and resources are delivered to the top level,
where guards or lawgivers maintain a rudimentary base. Beyond this entry point, there are no
guards within the Stakk itself. The upper sections of a Stakk live relatively normal lives, featuring
habitats, manufactories, and labs where occupants live, work, and serve out their time. These upper
levels resemble conventional, albeit underground, communities where order and routine are
maintained.

However, as one descends deeper into the Stakk, the environment becomes increasingly harsh and
chaotic. The deeper levels house more violent or maladapted populations who struggle and compete
for resources as they make their way down. Who lives where in a Stakk is determined by the resident

population by any means it wishes to impose.

—- As Above so Below—-




Civility and gentility give way to a survival-by-any-means mentality. Resources are distributed
downward based on the reasoning of each level's inhabitants, leading to varying degrees of scarcity
and conflict. The deeper one goes, the more intense and primal the struggle for survival becomes.
Stakks are extremely popular among penitentiary corporations because, after the initial
construction, upkeep is minimal.

The self-regulating nature of these structures means that they require little ongoing oversight. This
makes them cost-effective solutions for housing large numbers of inmates. Criminals, political
prisoners, prisoners of war, asylum seekers, and even a significant number of volunteers are
prescribed, sentenced, or opt to live in Stakks.

The appeal of the Stakks to various groups within the Hegemon is multifaceted. For penitentiary
corpos, the cost savings and efficiency are significant. The Stakks effectively function as
self-contained ecosystems, reducing the need for extensive staffing and management. For the
Hegemon’s legal and political systems, the Stakks offer a means to isolate and control undesirable or
troublesome populations in a manner that is both secure and out of sight.

Volunteers who choose to live in the Stakks often do so for various reasons. Some seek the challenge
and freedom of a life less constrained by the rigid structures of Hegemon Corposoci. Others may be
drawn by the promise of resourcefulness and self-reliance that life in a Stakk demands. In some
cases, individuals may be motivated by ideological or philosophical beliefs, seeing the Stakks as a
microcosm of a more primal, survival-based existence. Corpos often contract Stakk owners for case
studies for psychological, social and scientific purposes and will send their own populations or
sample several Stakk a existing population.

The design of a Stakk is both ingenious and brutal. Each level operates semi-autonomously, with its
own systems for resource management and governance. The top levels are well-maintained, offering
a semblance of normalcy and structure. Here, inhabitants engage in productive work, from
manufacturing to scientific research, contributing to the overall functioning of the Stakk which
provides a unique profit margin for the owner. As resources are passed down to lower levels, the
nature of life becomes increasingly harsh. The self-regulation principle means that those at each
level must decide how much to pass on to those below, leading to a complex web of negotiations,

alliances, and conflicts.

—-8tay alert, creative, and in worried contemplation—




Inhabitants of the lower levels often form factions and gangs, competing fiercely for the dwindling
resources. This descent into chaos mirrors the natural stratification of society, with the strongest
and most cunning rising to the top of their respective levels. The deeper one goes, the more
desperate and violent life becomes, creating a stark contrast to the relatively orderly upper levels.
Despite the challenges and dangers, life in a Stakk can be seen as a test of resilience and
adaptability. Those who survive and thrive in this environment often emerge hardened and
resourceful, having developed skills and strengths that are valuable both within and outside the
Stakks. It is not uncommon for lower Stakk denizens to be offered positions in MiliCorps and
security outfits.

In conclusion, the Stakks represent a unique and extreme form of societal organization within the
Hegemon. They serve as both penitentiaries and living spaces, embodying the principles of
self-regulation, merit and survival. Their popularity among penitentiary corporations and their
appeal to a diverse range of inhabitants underscore their significance in the Hegemon's landscape.
As the Hegemon continues to expand, the Stakks remain a testament to the lengths to which society

will go to manage and contain its most challenging populations.

PENAL COLONIES

The Penal Colonies of the Hegemon are remote, often hostile environments designated for the
incarceration and rehabilitation of criminals, political dissidents, and other undesirables typically
those who live offworld and beyond their origin nation state. These colonies serve as both a
deterrent against crime and a means to extract valuable labor and resources from otherwise

inaccessible regions.

Penal Colonies were established during the early expansion of the Hegemon. As a point of history,
the Protean system as well as Jovia were home to several ancient penal worlds that the ExeCor often
sent their own prison ships to. Most notably the Crimson Court which was used by the Aramaxians

in their golden age.

The Hegemon prefers to use the self regulation of stellarization to enforce the Lex but there are
financial considerations for entire colonies of Indentured and criminals dedicated to the
manufacturing of non-complex items. The first colonies were set up on uninhabited moons and
barren asteroids, where the harsh conditions served as a natural barrier to escape and recidivism.
Over time, these colonies evolved into complex societies, each with its own unique structure and
culture. In the case of offspring, they were entitled to continue working off time debts for their

parents or negotiated to be allowed to leave.

—- Time served is forgiveness—-




The primary purpose of the Penal Colonies is to isolate and rehabilitate inmates through labor and
strict regimentation. The Hegemon believes that productive work and exposure to harsh
environments can reform even the most hardened criminals or temper the more committed
Unionist. Additionally, these colonies provide a steady stream of resources and goods that support
the broader economy although more complex items are prohibited.

Each Penal Colony operates as a semi-autonomous entity, overseen by a Warden appointed by the
Summit Council. The Warden holds absolute authority within the colony, responsible for
maintaining order, overseeing labor operations, and ensuring the welfare of both inmates and staff.
Wardens are often influential sitting very close to the status of a Magnate.

Colonies are divided into sectors, each with specific functions such as mining, agriculture,

manufacturing, and administration. Inmates are assigned to sectors based on their skills, behavior,
and the needs of the colony. This division of labor ensures maximum productivity and allows for a
degree of specialization among the inmate population. Guards oversee all of this, often with lethal

punishment.

Life in a Penal Colony is harsh and demanding. Inmates are subject to strict schedules, with long
hours of labor punctuated by brief periods of rest and recreation. The daily routine is designed to
instill discipline and a strong work ethic, while also keeping inmates occupied and reducing the
potential for unrest.

The goal of Penal Colonies is to ultimately return Cons to a respectable status, depending on the
crime or reason for internment. Life sentences are considered a waste of potential while executions

are almost unheard of. Nothing can be gained with a corpse.

EQUILEX COLONY

Unlike penal colonies designed for criminals an equilex is where an individual is expected to fulfill a
previous contract after becoming infirmed or disabled. These are voluntary locations with minimal
oversight. While similar to indigents in function, equilex contractors are held in moral esteem. It
represents how one is capable of taking responsibility for their obligations.

This most often happens with the Directorate with wounded soldiers that have outstanding stints
after becoming wounded. Colonies like Sypend and Vhost sit on the border of the MidWorlds and
the ExeCor and are most popular for their artificial habitats maintained Armasyn and the ease of the
work of tracking military triplex exports as they leave manufactories and head out toward the rest of
Civil Space.

—- The rock broken is the auric found—-
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Equilex colonies are also a primary place for those deemed physically or psychologically different
from population norms. Blindness, deafness, learning conditions and so on are all merely

opportunities for the intrepid for both employer and employee.

Equilex facilities provide the kind of training that these individuals need to be productive. If
attention is a difficulty for one to naturally grasp then, limited, medicinals are provided to focus one
to a task. The Hegemon views such crutches and dependencies as an admission of guilt to the

perfection of New Mankind whose mind should, and can, overcome all obstacles put before it.

Positions that incorporate the individuals perceived shortcomings make for a more profitable
potential. This can vary, but, Equilex staff look for such positions in Corpo establishments within
the system or, if the margins are correct, even credit for travel for their newly trained staff to find

employment in the greater Hegemon.

Relying on a welfare state diminishes the species as a whole. If one has no beneficial skill or value,
then the Equilex colony will make the most of the individual and continue to establish new debt on

keeping them fed and alive. Should a threshold be surpassed then Indentured status is inevitable.

—- 0One who cannot choose is less—-
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Just as no two human beings share identical traits, no two Corpo entities mirror one another

The MacroCorps m_ceg

in form, ambition, or pedigree. Each is branded, built and carved by its own lineage of
transactions, strategic gambits, and inventive expansions just as much as potential
bankruptcy. A Corpo hold similar rights commensurate with any Consumer across local
considerations of government, law and the Hegemon'’s Lex. Indeed, they often eclipse the
status of individuals as they can easily represent the prosperity of entire planets. From
stakeholders and employees to the customers they provide product for, even when a Corpo

makes a transgression they are often deemed to important to be allowed to truly fail.

This is all the more so for MacroCorps that affect supersectors and the billions therein. Society
as a whole embraces this fact and cherishes the best acting MacroCorps, often elevating
products into trustBrands which are almost immune to even the Audit. However, it takes a

long time for such entities to form.

Just as a single talent can elevate a man or femme to the notice of their patrons, so too can a
minor Corpo ascend to the rarified air of a MacroCorp by steadily amassing monopolies. The
traditional number is three within a constellation of interdependent systems that form a

sector market but in essence is:

e Supply Chain Control: Gaining full command over the entire value chain, from initial resource
extraction or cultivation to its final refinement. This often includes exclusive contracts, secure
logistics, and heavy security measures to prevent competition or interference.

e Market Access and Pricing Authority: By dominating the flow of the resource, the
monopolizing Corpo can dictate terms of sale, control pricing, and determine who is allowed
to purchase. This typically involves direct Corpo conflict and political lobbying.

e Branding and Regulatory Influence: Shaping public perception . Cultivating a narrative of
quality, necessity, or scarcity helps ensure Consumers and client nations remain dependent on
the monopolized resource, while lobbying and regulatory capture keep potential rivals and

substitutes at bay.




A potential MacroCorp must persist, sometimes for generations, constantly innovating and seducing
entire sector markets, drawing ever greater throngs of Consumers to buy, invest, and depend upon its
products. When a Corpo becomes a MacroCorp it is done by the recognition of other Magnates and
their ways are mercurial at best. This recognition, once earned, gains placement on the Summit

Council.

This dynamic of Corpo stratification whereby new MacroCorps emerge is a evolutionary ecosystem
as intricate as any biome and, in the ethos of the Hegemon, is just as vital to its survival. For
stellarization to work only the best, brightest and consistently dominant super entities made up of

human beings can ensure survival in a cosmos aggressively anathematic to life.

The philosophy of Dumno-Ualos understood the paradox at the Hegemon's core: to endure is to
expand, and to cease expansion is to invite extinction. The Hegemon subsumes, by design. It does not
rest on laurels or retreat into insularity or the convenience of enough; it grows, colonizes, and
diversifies because it must. The Hegemon’s very essence depends on perpetual motion. Resources
must flow, manufactories must hum, and new worlds must be uncovered and their riches exposed.
The moment the Hegemon falters in this mission, it forfeits its purpose, undermining the

equilibrium that nourishes the thousand empires and the untold billions within.

The MacroCorps are the embodiment of this principle. Without them there would be no Hegemon
and vice versa. Through them the lesser desires of humanity that have toppled previous civilizations.
Hate, honor, the limiting desire to simply survive without the will to thrive have no place in business

and the pursuit of profit.

The CorpoSoci manufacture every conceivable good, anticipate every known desire, and weave
themselves into the tapestry of daily existence. From the granular basics—nutrient rations and water
filters—to the grandest luxuries—vacation habitats and genetic enhancements—the MacroCorps
generate the currency of needs and wants. It is no empty boast to claim that, without their products,
the Hegemon's greatness would wither. If a challenger dared to unseat them, toppling the entire
stellarist order, it would only prove that the time had come for the system to evolve. Yet, after nearly a
millennium of undisputed tenure, no alternative has taken root. The MacroCorps have entrenched
themselves too deeply, their influence spreading through supply lines, digital grids, and cultural

norms. But they are ready to meet any challenge to what is a perfect system.
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Notable MacroCorps —
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constellation of interstellar business entities that typically focus on one or two specializations, but

The MacroCorps, also known universally as Corpos, are a varied and constantly evolving

they must have at least three legal monopolies before they can be considered a MacroCorp.

Their headquarters vary, but the heart of each MacroCorp is referred to as a Prosperity Sphere
representing economies that revolve around their parent MacroCorp and where other products from

their competitors are scarce.

Al\\
Bersarang Multi-Stellar ~@« The hand that feeds

Bersarang has long held several important monopolies on food production, distribution, and
consumption across dozens of major planets. It is the supreme epicurean architect inventing
hundreds of trademarked taste sensations as well as the more exotic holographic feasts. Bersarang’s

influence permeates all of Known Space.

The bulk-produce freightliners that bear Bersarang’s symbol are almost universally safe wherever
they go. The implications of slowing or even slightly damaging such a craft could result in the

starvation of potential millions.

With their array of patented flavor profiles, trademark seeds, synthetic ingredients shrouded in
coded secrecy, and culinary technologies, Bersarang dictates the very flavor of the Hegemon. Their
mastery over the art of sustenance and consumable pleasure has solidified their position as one of

the unchallenged MacroCorps that holds a permanent seat on the Board.

Armasyn Technologies Shielding Profits

While each MacroCorp has their own internal security force and the Hegemon has the Directorate
with its Tributary Regiments and Barakan Elite, it is likely that those forces hold Armasyn weapons
in their hands. Armasyn’s interstellar arsenal encompasses everything from continent scourging
warheads to precision gene-code guided micro-rockets. Their proprietary energy-directed weapons
and Emerald Curtain® technologies have literally reshaped entire planets, while those who can
afford their Orbital Defense Grids are nigh untouchable to attack. Armasyn'’s influence extends
beyond the battlefield as it can dictate peace negotiations through the assurance of mutual
destruction. The undeniable reality is that, in the vastness of space, the one who wields the deadliest
weapons shapes the destiny of worlds.

-




R ON CotAris. No \urereaatives.

One of the worst rivalries in Hegemon history is also the most ironic. Colaris®, the most
popular carbo-stimm drink in the ExeCor and Hydris, an inhalant and drip additive so
popular amongst Orbiters it became as mandatory as air and drinking water aboard
starships. Animosity between Grounder and Orbiter populations has always been a constant,
even before the Hegemon, but the Colaris/Hydris preference elevated general prejudice to

outright rivalry between these two massBrands.

While unclear exactly when it began or by who, it is generally regarded that in 8/62
quickships began transmitting recordings of Consumers complaining, or extolling, the virtues
of either product. The reactions in the local intranets spread quickly, leading to a rise in
extra-solar communication that the Overland Corporation grew their messenger fleet by

twenty percent to keep up with demand.

Vid captures, product desecration, overbuying and protests were precursors to outright
sectarian violence. This brand war escalated to entire Tributary Regiments clashing with
Naval caeliners and running battles at distribution sites like macro hoists and space

elevators.

Entire mithqals of profit were lost and gained, causing massive fluctuations in The Market
which finally lead the Audit itself to impose its will upon the conflict before the brand war
became a civil one. The Barakan of 0-1 Division were directed to perform a strike against the

Hydris Corpo headquarters in their orbital in the Protean system.

None survived. Colaris'® remains becoming a proper trustBrand, leaving a generation-long
indemnity as Hydris products dwindled to darkmarket produce and cheap copies made by

shadowCorps proliferate.

During the next RevShare tithing period, Commission clerks discover that Colaris®®
Unlimited and Hydris Corporation were both ParaCorps of Bersarang. This truth is buried

lest further upheaval occur.
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Yinntosh Innovation ‘ Knowledge

In the ever evolving fields of technology, it is Yinntosh Innovation that directly provides the
Hegemon’s upper hierarchy sleek and carefully-regulated computational programs and hardware.
The Yinntoshi monopoly existed before the Hegemon, yet it was their wise decision to provide much
of the funding in the building of The Market that forever instilled Yinntosh machines as the

equipment Dawn Traders use in their determination of resource values.

As such, almost all of the Summit and the Board’s millions of workers use Yinntosh technology,
which has lead to a cultural belief that Yinntosh products are, simply, the best. From
quantum-paired ansibles to direct cognitive translators, Yinntoshi technological mastery and
attention to aesthetics have made them iconic while their fierce protectiveness of their proprietary
devices has lead to outright war against any that might seek to decipher their secrets or protect

themselves from Yinntoshi technicians and their cleverly integrated planned obsolescence.

Five Hands Holistic Panceuticals Q A Family Company

Five Hands is the dominant medical-oriented MacroCorp of the Hegemon as much as it is a
dominant religion. This sprawling conglomerate metamorphosed from its humble origins on the
planet Mylbruk as an order of matriarchal healers to a Brand found throughout the ExeCor systems
in only a few hundred fiscal-cycles. They now dictate the trajectory of physical and psychological

health in addition to wellness across Civil Space.

Unlike the Yinntoshi or the Sienak Banking Dynasty, Five Hands seeks to constantly innovate and
invest in new technologies. This has resulted in increased scrutiny from the Audit, with a Magnate
even being taken into custody. The result was simply that Five Hands moved their base of operations

to the very edges of Known Space, where they continue their research.

This Macro Corporation’s influence extends beyond mere product lines; they control the very
infrastructure of medical education, research, and practice. Five Hands has established a
stranglehold on medical institutions, funding research initiatives that align with its interests and
shaping curricula to prioritize its holistic paradigm. Medical practitioners who wish to thrive must

adhere to the Five Hands doctrine and be subscribers of its faith.

Moreover, Five Hands wields significant political power, manipulating legislation and governance

structures to ensure that its products and methodologies are not just preferred, but mandated.

—- Time is the mast valuable commadity —-




The Hyperkillers of the Yinntosh are [[REDACTED]] originated from the Jov system in the [[REDACTED]]
millennia [[REDACTED]] While it is [[REDACTED]] the common [[REDACTED]] minimum of thirteen. The
Mindworlds of the Yinn [[REDACTED]] [[REDACTED]] [ [[[REDACTED]]] | Dumno-Ualos [[REDACTED]]
in the [[REDACTED]] leylines to connect each in the largest network of its kind. They are, first and foremost,
protectors of the trade secrets of the Yinn.

Their complete autonomy was ensured when [[REDACTED]] agreed to Protea’s proposal and entered into a
lasting Joint Venture that many argue built the Hegemon to begin with. [[REDACTED]] [[REDACTED]]
[[[[REDACTED]] 1] it should be noted that any of mention Eleusinion is likely just another claim by
overeager anthropologists seeking [[[[REDACTED]] ] | [[[[REDACTED]] ] | [[[[REDACTED]] ] |
[[[[REDACTED]] 1] [[REDACTED]] [[REDACTED]] [[[[REDACTED]] 1] [[[[REDACTED]] ] ] decimation of
the original [[[[REDACTED]] ] ] ¢to [[[[REDACTED]] ] ] seeking to reverse [[[[REDACTED]] ] |
[[[[REDACTEDI]] 1] Urth.

The planet Katamyth operates as a central nexus for their traversal [[[[REDACTED]] ] | [[[[REDACTED]] ] |
operating without the need for descents into the Outside [[[[REDACTED]] ] | [[[[REDACTED]] ] |
[[[[REDACTED]] ]| Barakan Elite [[[[REDACTED]] ] ] ending in the failed assault on Protea.
[[[[REDACTEDI] ] | ironic [[[[REDACTED]] 1] assassination, hostile takeover, share redistribution, and even
planetary extinction events are all [[[[REDACTED]] ] ] issued by the Demarchy of Jovia.
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but mandated in clinics and hospitals across Known Space.
Planetary governments, beholden to the economic might of the conglomerate, enforce health
policies that align with Five Hands' vision, creating a monopolistic grip on the healthcare system of

the Hegemon.

STRATOS Industrial IR&S Beyond Every Horizon

An industrial behemoth like no other, six of every ten spacecraft are built with parts from Stratos
Industrial. This MacroCorp specializes in the construction and development of colossal space-faring
warships, personal vessels and shuttlecraft as its specialty even as they own the mines, refineries and

mills to build them.

Stratos manufactories are orbit sprawling artificial rings that can be seen on many worlds in the
ExeCor systems. With the constant need for construction and maintenance, it is these shipyards by
which the Hegemon's expansion has accelerated. Hubs of technological innovation, the production
of new vessels is the obsession of Stratos Magnates, seeking new methods, new weapons, new
defenses, anything that will build their ships faster and better to pierce the veil of the Frontier.
Stratos ships are not just tools of war but methods of Hegemonic exploration. Magnates often
commission several such vessels to experience the unique thrill that only first-hand space travel can

offer.

Stratos” influence extends beyond shipbuilding. Their industrial colonies, predominantly in asteroid
belts or strip-mined planetoids, feed their forges directly. They own entire entertainment
constellations which they use to promote their corporate activities. Stratos also manipulates the
political landscapes by influencing governments and factions to engage in perpetual conflicts,
ensuring a constant demand for war material. Displaced communities are often offered a chance to
colonize the Frontier which, in turn, broadens the Hegemon which must then commission new

spacecraft.

The MacroCorp’s economic stranglehold on the interstellar war industry has led to a dystopian
reality where entire civilizations are perpetually embroiled in conflicts, their destinies dictated by

the insatiable appetite of Stratos” leadership.

—- Walk softly, shoot loudly —-
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Wanvath Underwriting With Friends like These

Wanvath began centuries ago as an insurance company, offering other Macrocorps and even Cons

(from Indigent to Person), a way to offset their risks. Individual plans are especially popular with
those working for MiliCorps, though supplemental plans are often popular as "benefits packages"
for those on the cusp of management, allowing workers to make sure their children and loved ones
do not miss a single step on their upward path, even if the policy holder dies days before promotion.
On the corporate side of things, Wanvath often underwrites any number of buildings, infrastructure
projects, and expeditionary missions, allowing for some level of loss prevention in the event of

unforeseen property loss. Rates vary depending upon perceived risk.

As Wanvath grew, it quickly began underwriting loans as well. Most MacroCorps are unlikely to
need them, but Wanvath occupies an interesting position in The Market. In sectors where risk is
deemed financially manageable, Wanvath will offer personal loans to Cons at rates lower than the
corporations they work for, sometimes siphoning workers away from other corporations by paying
down their debt at more favorable rates. If the other corporation lets them go for "disloyalty," a job
offer is often waiting for the Con at Wanvath. True, they make less money as the worker pays off

their debt, but recruiting in such a way allows them to significantly reduce personnel training costs.

These recruitments are strategically timed, following similar principles to "value investing" in
stocks. Training an actuary is expensive. So is recruiting one in good standing away from their
current Corpo. But, as an example, stepping in to refinance an otherwise outstanding Con's new

medical debt at a competitive rate after a brush with cancer is a deal!

It is also a huge player in offering loans to startup companies and smaller localized corps that want
to stay independent. Wanvath is often willing to offer seed capital in exchange for part ownership of
these smaller companies. It is quite likely that Wanvath owns at least part of the vast majority of

otherwise independent operations.

—-The wise reads conftracts like the holy reads scripfure —-
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Eventually Wanvath began providing a unique service, managing investments in these smaller
corporations and producing something like an unholy cross between an index fund and a co-op.
This allowed individuals in smaller corporations to minimize investment risk by diversifying their
holdings. Suddenly this cloud of smaller businesses could offer benefits similar to larger corps, with
Wanvath there to broker deals, handle investment purchases and sales, and of course, always ready
to buy up more controlling interest at the first sign of weakness. Wanvath is a spider quietly

manipulating a web of hundreds if not thousands of smaller corps, each one sure of its own freedom.

To make things worse, whatever limited Consumer protection is available is completely undermined
by Wanvath's operating process. A megacorp might find itself in arbitration over a particularly nasty
product recall, the death of several full persons in the tragically preventable destruction of a
passenger ship, or worse yet... in breach of contract to another corporation. However, the small
companies that Wanvath owns interest in are just that. Small companies. Arbitration might
liquidate every last bit of property a smaller corporation might possess, but that is where the process
would end. Wanvath might possess significant interests in the company, but there is a clear limit to
how much Wanvath can lose or be held accountable for should one of their investments end up
insolvent, an edge they are very much willing to exploit.

Source Unlimited é\-\\.\ Follow the Path of Least Resistance

——
——
e

Source stands as the largest operator in water processing, transportation, and distillation, owning a
third of all such operations across Civil Space. While ostensibly benign, its dominance has sparked
countless conflicts among Frontier colonies, known as the "Water Wars," driven by the scarcity of
this essential resource. Source's control, veiled by a facade of neutrality, perpetuates a cycle of

ingenious dependence and is a key component to the shaping of the Frontier.

—- Everything has ifs price but not the best negotiator —-
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Teranos @ Shaping the Worlds

Teranos was founded in 2/36-005 as one of the first of a new generation of Macro Corporations.
Beginning as a minor Corpo, they became known for their ability to repair planetary biospheres
abused by over-industrialization and atomika weapon use. They are now the leader in the business

of worldshaping practices and technology.

Over the centuries they now include system and global surveying as part of their expertise providing
the best planetary cartography available. Teranos agents and teams are often a part of Joint Ventures
operating on the Frontier. While colonial expansion is at the forefront of Hegemon ideals, the
further development and improvement of the ExeCor and Civil Space is just as important. Dead
planets, barren asteroids and gas giants are only valuable if labor populations can breath and live on
them. Shipping air, water and food is wildly expensive. As such, Teranos has developed many of the
technologies and standardized processes of settling new worlds, with the patents and licenses to

prove it.

Teranos maintains a contract with a mixed Tributary force, nicknamed “The Tourists”, as well as an
exclusive contract with a small Barakan Division that they have dubbed “The Renovators," although
the Division's true name is unknown. The Teranos Technical Academy, or the TTA, is renowned for
producing the best Habitechnicians in the ExeCor that specialize in all artificial or augmented

biospheres for human habitation.

Artwork by Lucithen

Habitat platform
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Somerlyn Eternity (*EE*) The Only Thing that Matters

Somerlyn Eternity grew out of a entirely unique technology that claims to digitize the neural
pathways of an individual and somehow transport the conscious Self into a “simulant” or “sim.”
These sims continue to live, after a fashion, within a digital universe, all within Somerlyn Eternity’s
private matrices which are kept exclusively on the planet New Somnia. Somerlyn insists that there is
no interruption in memetic continuity for the individual and that the sim is not just a “copy” but the

original intelligence of the applicant.

Skepticism abounds throughout the Hegemon but, still, millions petition every fiscal-cycle to be
received on New Somnia. The niche market Somerlyn monopolizes has birthed countless prosperity
cults who hope to have their leaders accepted as a sim. The longevity of individual humans at the
Person level is generally above a fiscal century, almost two thirds more in the ExeCor. With costly
treatments a member of New Mankind can live between two and three centuries. This increases
with credit ratings such as the scions of the Dumno being hypothetically immortal. This MacroCorp

offers the only chance many will have to live beyond this fiscal limitation.

Somerlyn representatives aggressively look for customers throughout Known Space and will pay for
one’s journey, entirely, to return to New Somnia aboard their fleet of luxury cruiseliners. Once
arrived, customers undergo an unknown process, their Self digitized into New Somnia’s datasphere
where they exist in what the Magnates have named the Halcyon which is maintained by subscription

fees.

Sims often act as success stories or leave Halcyon in custom ergoid bodies and are, through Summit
Council advocacy, still considered Consumers with all the rights, and debt, afforded to flesh and
blood humans although a high degree of criticism and outright prejudice exists for these

synthetically housed members of New Mankind.

These beliefs are especially held by the Trappist Papal religio-subscriptions who have spent
millennia proving their concept of afterlife. Somerlyn Eternity defies these answers with one of their
own. Several conflicts have arisen with Trappist financed operations against Somerlyn’s assets. This

is met with those who believe the simulants are the true article with several dozen

—- [ever be enough—-




members of the Summit Council housed in ergoids. Interestingly, the Audit and the Commission are
both uninterested in making a determination and the conflict, often called the Anima War,

continues.

The Magnates of Somerlyn Eternity are more than capable of defending themselves. They have been
strategic in their subscription offering to thousands of Tributaries at the end of their lives an
opportunity to become a simulant encased in a military classed ergo-guar in a formation called the
Mirrormen. These are the only legal ergoids able to express human identity, typically through

resistant plexa screens that project likenesses.

Somerlyn’s headquarters itself is situated atop the vestigial ruins of what was once a pre-Hegemon
nation dating back to the age of Aramax. What little is known of the insular Som people is that they

were unparalleled mentanics as well as intrepid necronauts, giving credence to their claims.

Either through overmining or some catastrophic worldshaping event, their planet was destroyed
suddenly and without warning, killing the vast majority of the Som population and driving the
survivors into exile. Centuries later, shortly after the formation of the Hegemon, the descendents of
the Som petitioned Dumno-Ualos for investment which he granted against the advisory of his Clan.
With this capital the Som recolonized, recovering relics of their ancestry and launching Somerlyn

Eternity MacroCorp to great acclaim.

—= Mirrorman Operative —-

L




Muskov Milisya MiliCorp &|Z|
kg

An interplanetary private military conglomerate that was born out of the Directorate with dozens of

Your Protection is Our Success

lucrative connections to the office of the Leader and who are often seen as private security for
MacroCorp operatives throughout Known Space. Their Waganari are their elite units used almost
exclusively in convoy and tradeship protection. With a strong militant culture, the Muskov MiliCorp
contracts with many Frontier sector cultures for their soldiery but each must pass the entrance
regimen at the Muskov headquarters on the planet Hyrieus in the Wei-Khang nation and be

inducted into their Brotherhood of Orax.

Lighting the Way

A Coreward energy broker turned MacroCorp that produces a range of fusion reactors and has an
extensive monopoly on hundreds of deuterium mines. Their Magnates have maintained balance and
steady growth for fiscal centuries by eliminating other forms of power generation on countless

planets even when geothermal, wind or traditional fission makes more fiscal sense.

Rieaan-Marg Ventvres That’s Us

Marg InfoCorp was once a major data broker until they merged with the security conglomerate
Riegan. Combining their strong connections to celebrities and visutel personalities in Common
Space, they expanded into lifestyle enforcement and improvement. With inter-generationally
contracted stable of celebrities, most other Corpos seek out Riegan-Marg talent for their product
campaigns. Even the Directorate regularly hires modified, or naturally capable, talent to serve near
the frontlines for recruitment billboards and inspiring the rank and file. None are more famous than

Wyaat Strider who goes by Commander Hegemon armed with the

Riegan-Marg Ventures has office-plexes throughout the ExeCor where they are constantly seek out
new individuals to contract. They own cosmetic improvement facilities, lifestyle betterment
complexes, profit institutes and will not only take children into their training programs but even
orchestrate unions between Consumers and attempt to create ever more attractive and unique

looking offspring for the entertainment of countless billions.




There are countless lesser Corpos and hundreds of MacroCorps that create the commercial
ecosystem of the Hegemon. Any Con can start a business with enough capital and, in practice, can
become a MacroCorp. Anyone can become a Magnate, that is the promise of the Hegemon and the

meritocracy made capable with Avarice.

Each MacroCorp has its own security forces, ships, transport options and the means to generate
their many products. If they do not they must rely on other Corpos often creating Joint Ventures for
mutually beneficial profit sharing or they must pay the costs for services. This is a further incentive
for Corpos to eventually develop monopolies planet by planet and prevent loss by any means

necessary.

How they use all of this to draw more Consumers is the mystery of good business. It can be done
through targeted strikes against competitors using saboteurs or drawing Consumers to change their
brand loyalty with better deals. Sometimes it is simply the providing the best services and products

available, although, it is a poor business that relies entirely on quality.

This may seem petty but the very literal future of the species has been realized through the wisdom
of Dumno-Ualos and outlined in the Manual. The only way to govern a race as volatile and
contradictory as humanity is to offer them the hope of improving their value. United in this desire
and none of the destructive behavior of Old Humanity be a concern for ongoing conflict would

contradict the truth that New Mankind prospers within.

Hope keeps the systems and worlds from tearing each other apart and, so, New Mankind has
claimed the stars. Stellarization is the means for unity and to deny that is to risk a slip backwards

into the darkness of constant war, predation by near-humans and Exogens and, worst of all, poverty.

—- Cost determines life—-
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ParaCorps: Solar Franchises
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ParaCorps is a relatively newer classification for a corporate entity. First coined in the fifth
fiscal century to describe the efforts of Sumner Roketek Drives, there needed to be a legal
enforcement for those smaller enterprises that did not, or could not, seek broader
monopolies to become a MacroCorp. Sumner RokeTek possessed a schematic for an

Aramaxian heavy cosmo-fighter variant which they named the SuRok.

Adaptation would require cooperation between Armasyn and Stratos MacroCorps and also
Yinntosh Innovation. With so much intermingling of technologies and potential vectors for
conflict as all three Archonist Magnates sought to outright acquire Sumner Roketek, the real

possibility of losing such a valuable product caused a decline in shareholder confidence.

The Summit Council under the advice of Wanvath Underwriting, made the smaller Corpo a
distinct entity, giving it full authority to govern resources and the resulting Joint Venture in

the Helvetii star system. All parties agreed to these terms and the ParaCorp was born.

Many smaller Corpos that discover or create invaluable technologies, obtain unique
resources or products of interest to the Hegemon at large will often seek ParaCorp status as a
means of preventing hostile takeovers by larger MacroCorps. It is by no means easy with
direct recognition by the Summit Council and in-person processing at a Fargani colony in the

presence of high ranking judges of the Acumen.

Paracorps are generally subordinate, and are not permitted to extend their influence beyond
a star system that they are licensed to. Indeed, they exist within the economic and legal
scaffolding of larger MacroCorps. Functioning as supply-chain extensions, market-specific
subsidiaries, or compliance buffers, Paracorps are not independent in purpose, only in
structure. Their primary role is to support the operational demands of their MacroCorp

patrons within designated zones.
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Notable ParaCorps

While there are hundreds of MacroCorps and untold of local Corpos, there are surprisingly
few ParaCorps due to the reality that they often are transitory entities in nature. Be it by
success or failure, ParaCorps must have tenacity as well as vital products or services to

remain their own.

Sumner Roketek Drives

Arising in the Helvetii in the Spinward supersector of Aram, the former stellar region of the

Aramaxian Supremacy, the Helvetians were a proud and independent people. Similar in their
endowments as the Catraethi Regenium they sought innovation rather that domination. As a
result they were swiftly conquered, their tight cluster of planets orbiting a gas giant subdued

for much of its history and its culture ransacked in the name of the Mother God.

The Sumner family withdrew from this invasion into the gas giant itself aboard a worldring,
utilizing ancient technologies they allowed them to weather the gas giant’s century spanning

storm systems and watching as their former worlds fell into slavery.

It was the Sumner that contacted the Hegemon via ansible, seeking an ally against the
Regenium and supplying data and information all while being hidden within the gas giant.
When the Directorate finally engaged in war with the Cohorti, the Sumner launched their
worldring back into orbit, smashing the Cohorti legions with the unrestricted might of their

ancestors.

During the Restoration in 2/30 they openly adopted Hegemon ideals, becoming fabulously
wealthy as they rebuilt the Helvetii worlds with contracts from the Summit Council.
Backwards engineered Catraethi technologies were extremely popular in such times and the
Sumner were the best to do so before unveiling the SuRok cosmo-fighter three centuries later

which would become the primary fightercraft of the Armada.

-
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REVENUE SHARE DAY

The Manual insists on the importance of sick-leave, time-off, and local holidays for Consumers to
enjoy the fruits of their many labors. Many Corpos allow individuals to work, should one so choose,
on such days for additional benefits and overtime. Working during time-off is particularly regarded
with respect by Patrons who look favorably on those who make necessary sacrifices to improve their

department’s output or makeup for errors or laxity in previous quats.

In the week leading up to the final day of the fiscal-cycle, however, it is considered wildly
inappropriate, even unlawful, for Consumers to work all five days (ten shifts). Revenue Sharing, or
"RevShare" day, is after final accounting has been processed and sent to the Commission for review.
On this day, bonuses and, as the name describes, revenue and profit-sharing take place. In millions
of communities, parades and celebrations take place in exultation for profits made. This day holds
immense economic importance as it incentivizes a surge in spending with major discounts and sales

opportunities.

Gift-giving, various festive traditions, and module purchases create a domino effect that affects
various industries in response to the heightened demand for goods and services, stimulating the
economy that shapes a good foundation in the coming fiscal-cycle. The holiday influences financial
markets, with Corpos closely monitoring the performance of material sales to navigate investment.
Beyond The Marketplace, RevShare Day drives tourism, benefiting the hospitality sector, with those

who can purchase travel licenses and vouchers across planets, star systems, and beyond.

For mid and upper tiered credit holders it is possible to petition, negotiate and pay for additional

days off leading to the final day of the fourth quat before the turnover to the next cycle.

It is considered customary in the ExeCor systems, where RevShare Day observance is most orthodox,
for Consumers to pool a percentage of their earnings and purchase a gift for their Patron, and the
Patrons their Baron, and Barons their Magnates. Meanwhile, it is also customary for Patrons to
provide a meal the day before RevShare Day, most traditionally, warmed flatbread with a

harmonious medley of local products sprinkled or melted over it.

—- Everyone needs a day off to remind them that work is fomorrow —-
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With the primary hubs for commerce in the Hegemon, it is a regular occurrence for community
markets, subsidiary trade floors, and sprawling sports arenas to come alive with special events for
Consumers to partake in with the most revered among them being the Games. During these grand
spectacles, Corpos of every classification seize the opportunity to showcase their latest prototypes
and new products in preparation for the upcoming fiscal-cycle. The entire Hegemon is infused with
a palpable sense of anticipation as enthusiasts, whether witnessing the events firsthand or tuning in
via colossal viewing screens which receive transmissions from focused ansible arrays, eagerly await

the unveiling of cutting-edge technologies and innovations in real-time.
It is truly an incredible feat to unite so many people together throughout Known Space™.

The Games are a riveting display of prowess and ingenuity, featuring exhilarating events such as
hypervelocity racing that push the boundaries of engineering or formidable tests of strength
facilitated by bleeding edge assault-harness designs. The stakes are high, and the Games are not for
the faint of heart — often proving lethal for participants who willingly embrace the risks in the

pursuit of franchise enrichment.

The viewership respond to these events thunderous applause and roars of approval, captivated by
the thrilling spectacle and celebrating the audacity and skill on display. The Games serve as a
riveting testament to the indomitable spirit of innovation, skill and competition within the

Hegemon of a Thousand Empires.

*quarterly subscription fees apply determined by your local service provider
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RELIGIO-SUBSCRIPTIONS

& &5 55 &% AND THEY WHO WERE HIS DOUBTERS WERE CAST INTO DESTITUTION & & & &
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RELIGIO-SUBSCRIPTIONS

o (3
W

Religion is inherent to humanity. The foolish have attempted to burn it from the species” psyche
while the intrepid have sought to incorporate it into governance of the people, only to have riots of
the “faithful” tear down the pillars of civilization. Religion is both the opiate and the poison of Old

Humanity and it would be no different for New Mankind unless it adapted to this truth.

The Hegemon rose out from the city-states of Protea, many of them sun-worshipers. As it expanded,
it absorbed the Nox Sisterhoods of Salacia 9 and the wyrm-cults of Kantaur. As the ExeCor systems
settled into membership, many wondered - which faith would be the official belief system of the

Hegemon? Which religion was true?
Dumno-Ualos” solution was straightforward, like so many of his solutions: All of them... for a price.

Religion would be treated like the Corpos, save that their products were faith and answers to the
questions that science and finance could not address. Each religion would register with Protea and
The Market. They would pay a special tax, offset by works that improved general and governmental
properties wherever they set up their churches or temples. Members wishing to pray would pay
subscription fees enabling them dispensation and special rights such as culinary restrictions,
funerary rights and general codes of conduct that the Hegemon would enforce throughout. The
more complicated the edicts of a faith? The greater the taxes and thus the more expensive the

subscription fees.
All of this overseen by the Commission. Scrutinized by the Audit.

Religions, like Corpos, are guilty of attacking one another, both officially and otherwise.
Membership to faiths is a constant need as much as codesmiths might be to a TechCorp.
Competition is fierce, with the added volatility that the faith of a believer often renders them

uncaring of their physical body over an assumed afterlife.

The Hegemon itself would concern itself alone with the ‘Self” and decline from religion, which in
turn would adopt the tasks to procure serenity of the ‘Soul’. It should be noted that the Manual, its
authors and the study of business practice has become a faith unto itself... but none make mention of
the similarities.

—- The only honesty is self-interest —-




Religio-subscriptions are an economic victory of the Hegemon. Through simple regulation based on
currency, their influence in turn is translated through their ability to lobby local governments,
offering honest incentives to further their own ends. Even religio competition and the expansion of

their ‘flocks” are similar to the consumer base of a Corpo.

Religios can be started by anyone, requiring only a few thousand followers to make a formal petition
to the Commission in order to gain a license to offer their products to Consumers. They may do this

to any member of the Hegemon with any credit rating, even the Indentured.

The many need simple, straightforward answers to the universe that they survive in. Denying this
need or choosing one over another, but, their is an angle for profit that science or business acumen
traditionally ignores. The various priesthoods, matriarchs, saints and manifestations of various gods
that maintain their faiths easily match Magnates for wealth if not economic power. There can be as
many deities and dogmas as there are the worlds claimed by humanity, provided that these religions
pay the taxes imposed by the Summit as defined by the Commission.

Religio operate much like any Corpo within the Hegemon and as such are subject to the economic
principles of the Manual and its permissions as a product to Consumers. Penalties, not always
direct, are imposed on those who intone the copyrighted prayers and rituals of religions without
paying the required fees. Those who perform their faith correctly benefit from various unique
products and subscriptions that typically lead to advancement in the CorpoSoci. Orthodoxy is
rewarded while deviation leads to financial and social penalties as long as a religio-subscription is
active. Often, subscriptions are purchased by parental units for their offspring gaining additional
medical care and the innate comforts of community. Subscription options are usually a decade, but,
offer benefits for longer contract terms.

For the faithful, the ultimate fate of their afterlife, their standing in their community and their
reputation is tied to their compliance with their Covenant of Engagement, similar to terms of
service, further binding them to their chosen subscription’s tenets. Breaking this covenant is also
similar resulting in credit loss, automatic debt claims as well as confiscation of benefits.

Religio influence is a tangible power bloc in the Hegemon. The leadership can direct their masses
in ways only a trustBrand could expect, directing their followers towards whatever they deem as
profitable ventures. With a single sermon, a religio can intertwine the edicts of their faith with
financial success. The halos of saints shine with the promise of profit, while the pyres that once

burned heretics have been replaced with the punishment of damaged credit scores.




L]

To maintain order and prevent abuse, the Hegemon enforces strict regulations on
religio-subscriptions. The more extreme practices of faith have been curtailed or made available only
to the most wealthy sects who can both pay the fines and promulgate good social optics. The
Commission takes careful mind to weigh local customs, religio compatibility with new populations

and potential conflicts that might arise.

The Suns Confederated adhere to a ‘pioneer’” style religio originally funded by the Stratos MacroCorp to
better colonize the Angoula Constellation. Called the Triad Reformation, the initial articles and rites were
penned by a contracted Pontiff of Trappist whose work spread like wildfire as the colony ships launched.
Initially this worked well, acclimating the large population of Indentured and tying them to a strong sense
of personal responsibility and allowed an annual ‘Reckoning” where the Lex and local regulations were
lifted allowing anyone not in management to settle scores in a shift’s worth of what gradually became
increased violence.

This would later subvert the Barons with a new generation of Reformists declaring the Reckoning should
apply to all members of Angoula. The Barons responded by hiring professional security outfits which lead to
the rapid organization of the rebellion that followed.

The Triad Reformation is now a pillar of the Confederated world’s nation, advising the High Senators of
their republic style government who prevent major Corpo influence from superseding them. This outward
hostility to Corpos is fundamental to the well running of the region but, it should be remembered, that the
ministers of the Reformation pontificate words written on Trappist. Those words are a subtle memetic code
that the Pontiffs can utilize, using the dogma they created to subtly influence the minds of those who now
preach their words.

Regular Commission assessments ensure that faith leadership comply with financial standards.
Violations can lead to severe penalties, including fines, loss of licensing, and public censure. The
Hegemon's regulatory bodies work closely with religious leaders to ensure that their practices align

with the overarching goals of stability, prosperity, and social cohesion of the Hegemon as a whole.

Governments do have a say in the religio that enter their borders. It is typical for hefty fines to be
applied should practices fall outside of cultural norms. Outright refusal of a religion does require

Commission involvement as the Right to Choose is integral to Consumer rights.

—- Indulge —-




Katik

The largest religio-subscription in the ExeCor originates on Trappist and is as engaged at keeping its
Cons engaged with their own religio-subscriptions as any MacroCorps are with their products. The
Katik have rarely been challenged by the predominantly agnostic Hegemon as Katikak ministers can
raise up and bring down quarterly profits with words alone, directing the flocks in the direction of

whatever they deem strategically profitable.

Katikak subscribers pay a fifth of their profit at the end of every fiscal-cycle and benefit from
exclusive cultural events that include RevShare entertainment circuses. This, in addition to local
support and debt applications, MacroCorporations will often sponsor temples dedicated to Katik

theosophy in their manufactories.

Subscriptions have multiple tiers but the primary benefit allows for two supplications to the Katik
deity figure known, to themselves, as the Giver. The Giver is explained to speak through chosen
individuals known as Prosperity Disciples. These Disciples are orthodox in their dedication to

Dumno-Ualos” teachings, often using the Katikak’s Covenant document alongside the Manual.

By leading a morally correct life, as determined by these Disciples, with frequent declarations and
commitment during sermons, the Katikak subscribers believe they can overcome their debt and
improve their lives. Additional payments to the Disciples can ensure that their prayers be answered

first.

There is some truth to this as currency is a physical manifestation of time, as it is stated in the
Manual. The more one devotes currency to any object or individual it agitates a causal reaction in
that individuals life which, through logical empathy, then pays more attention to that individual. If
that individual is influential enough they will direct more attention which leads to more
opportunities for commercial engagement. Whether there is an overarching Giver deity is not
entirely relevant when Katikak Magnates and Persons do, often, outperform non religio-subscribed

Consumers.

—- Forgiveness comes at a justifiable price —-




DOMINANT FAITHS

KATIK: An old faith that claims it has the most members throughout Known Space and it is hard to
challenge such a fact with Katikak Prosperity Temples built in almost every capital city in the
ExeCor. Followers believe that by providing their leaders with cap they garner the spirit of chance

which will help them in their investments on The Market. Dumno-Ualos is regard the First Prophet.

THE SQUARE: The Square is a religion based on a series of minor writings from Dumno-Ualos that
seek to understand how to limit the needs in one’s life to four essentials. These four points are hotly
debated and it is not uncommon for sub-factions to grow around one principle or another, leading to

tension and sometimes outright violence.

The core belief of the Square is that by focusing on four fundamental aspects of life, an individual can
achieve true clarity and fulfillment. Followers of the Square strive to identify and perfect these four
essentials, though the exact nature of these essentials varies among different sects and
interpretations. This divergence has led to the formation of various sub-factions, each with its own

interpretation of what the four points should be.

INCIDENT: The Church of Incident believes that every human being is a recycled experience
inhabiting a new body repeatedly. Followers seek to access memories from past lives to inform their
present decisions through rituals involving narcotic use and self-flagellation. These practices are
thought to help believers relive significant past events, or "incidences," which provide insights and
guidance. The leader of this faith claims to be the reincarnation of Dumno-Ualos, possessing the

unique ability to control his reincarnations, and is regarded as a divine guide by his followers.

The Church's core rituals and communal gatherings foster a strong sense of community among its
adherents. Gatherings allow followers to share experiences, support one another, and participate in
collective fiscal rituals. Despite its significant following, the Church of Incident faces controversy
and criticism, particularly regarding its use of narcotics and self-flagellation. The Commission

closely monitors the Church's as it rises in popularity.




“We are the exemplification of mathematics, forged in biology, brought to purpose with culture, reinforced by
our many people’s society and of such perfect countenance as to have the strength of will to answer the divine

question-
llwhy?//

“We are not dumb beasts, amoral and delinquent evolutionary dead-ends, nor are we simple matter made
animate by the whims of physics. No, we are beyond the stuff of stars, we are more than complex acids and

random chance. We are New Mankind!”

“We are the universe looking back on itself and endowed with holy judgment. It is we that name the confluence
of reality and bend it to our will. It is we who cast down the walls of lesser beings and step unto the veil so that

we might make all universes a means to our ends.”

“With the Word of the First Prophet we do so. With his guidance and his knowing, there is no fear left in us.
There are no gods before We and it is our minds that in turn embody the very essence of godhood. It is our flesh
that is the temple, it is our eyes that are the vision of god. Without Faith in this ineffable truth the way is
blocked! Without the Promise that comes from denying the abyss there is only laxity and the surrender to

7
nature.

“We cannot become slaves to our skin and blood. We cannot bend beneath the notion that we pursue anything

but our own interest.”

“Reliance on the unpaid hand leads to the condemnation of our own people. To turn to the hands of animals
desecrates the value of our worth. Even our false echoes, our forefathers” bastards, invite catastrophe and that
is why we reject the hand of the synthetic. We deny the hands of the made. We spit upon the artificial and
reclaim it as a tool, a tool that fits in our hand. We remember that it is the role of the beast to serve as our

food. We elevate the slave and invite them to prove and regain their worth.”

“It is our sweat and blood, our precious bodily fluids and our inimical Self that can bring value unto this
universe. We are called to name and codify and measure and consume. Self cannot arise from Signal. Signal

can not be imbued with Soul. Hate the thinking object and heed none of its lies.”
-Pontiff Emmandia Vaeda Janin

Opening of The Market, FC 9







PRODUCTS OF THE HEGEMON

No single document can comprehensively encapsulate the vast array of resources prized by the
Hegemon for it values anything of any value by any number of people. Every conceivable
commodity, from the water droplets dotting the arid steppes of M'vada to the reproductive rates of
industrial meat-fowl on Ruskow V, exerts influence over the value, cost, and deliberations within
The Market. Certain resources, such as celebrities or trusted brands, shine brighter amidst the

multitude. We acknowledge them here.

Essentials like water, velanite, and air filtration cell-screens are not only indispensable on the
Frontier but also within ExeCor itself. Their procurement and transportation are of utmost
importance. The emergence of commercialized void-smelting has facilitated the production of
innovative hyper-alloys like Nusteel and Kowari intermetallic compounds. Ingots of these alloys

are in constant demand.

Exogenic resources, though typically restricted pending safety assessments by the Commission,
hold considerable value for collectors and discerning Corpos who perceive opportunity. Take, for
instance, the Xiph, whose once-dominant "empire" now sustains a farmable population; They
provide not only a delectable meat product, but also a circulatory fluid with crucial medical

applications.

More complex products from Armasyn MacroCorp, like Silovsky brand pocketsteel, have become a
standard for security forces throughout Known Space. These suits are manufactured and
distributed to both warzones and exploration missions within and beyond the Frontier. Only the

Directorate is permitted to subscribe to fabrication blueprints for their manufactories.

—- Everything has a value to someone —-




Velanite

"Velanite" serves as a comprehensive designation for diverse fuels derived and processed from
substances within the Vela Frontier zone. The primal gases originating from the dense nebula
can be enhanced and extracted to yield energy-dense compounds. Despite the expansive scope
of the nebula, the prohibitive costs associated with refinement and processing limit access to

only a select few MacroCorps who jealously guard their status.

These MacroCorp joint ventures not only contend with the challenges of establishing and
safeguarding remote facilities, but also face threats from piratical and indigenous raids, as

well as direct and often violent competition among themselves.

Despite the extreme toxicity of the resulting elements and proximity to them, any comparative
employment associated with velanite production is five or six times greater then non-velanite
jobs. Over the past fiscal century, the Hegemon economy has increasingly come to depend on
velanite, particularly within the industrial and travel sectors. Near-dimensional influence
combined with incredible energy producing qualities have supercharged progress making

velanite the only ‘perfect triangle” resource after refinement.

Expedited, affordable and dependable is achievable with velanite.

The stylized symbol for velanite-related products




Classes of Velanite

Class A: Utilized to power starship drives, especially dawndrive systems. Keyheads use velanite as
well to provide efficient atomic reactions in order to form more perfect gatespheres. Incredibly
hazardous to handle. Likely to give an individual cancer just from observation without at least
several inches of leaded plexa.

Class B: Industrial-grade, the lifeblood of the Hegemon’s biggest machines. Typically kept in a solid
state ‘bar” and provides an infinite amount of energy but it quickly erodes its containment devices.

Class C: Also called “civil-grade.” This is the weakest instance, usually little more than a few
particles used to power autocars or certain equipment.

The output of velanite is typically in gas form and must be carefully filtered before disposal.
Breathing it, or coming into contact with velanite, can result in burns or poisoning. Long-term
exposure can result in rapidly progressing debilitation and death.

That said, there have been some that learn how to filter spent velanite and use it as an extremely
volatile narcotic known as Mauvine.

RESTRICTED: Class X - Weapons-grade. The most heavily-processed and the most refined, Class X
is used in the creation of special atomika weaponry and the powercells that can create matritic
beam weapons. Single atoms of it are kept in a time-hardened sphere that faintly glows and refracts
headache-inducing exotic colors, defying classification.

It is also the most stable and has no latent radiation. One could, as some Copper Kings do, wear
Class X velanite as jewelry to flaunt their wealth.




THE COPPER KINGS )

The Organization of Velanite Exporting Systems (OVES) is a group of nations located in key star
systems with close proximity to the Vela Nebula. These nations are responsible for negotiating
terms with the MacroCorps who have established refining stations and facilities within their
borders.

It is one of the rare instances where local government supersedes the MacroCorps and even
regulates their influence. The leaders of these worlds and moons are known as the “Copper Kings”
after the telltale canisters used to transport valenite in all four of its states of matter.

The OVES serves as a central hub for the management and coordination of velanite harvesting and
refinement operations in the area and permits the MacroCorps to ensure that these operations are
conducted in a safe and responsible manner. The OVES also plays a key role in shaping the
economic and political landscape of the region, as the velanite industry is one of the most important
and influential sectors in the Hegemon.

The OVES is made up of representatives from each of the member nations, and works to promote
the interests of said nations while also ensuring that the velanite industry is able to thrive and grow.
The preeminent of these is the Princedom of Loi'azenev which has the wealth and influence to
maintain a permanent Barakan presence on their ancestral world of Kerdosea.

A Velanite refinery on the Okklah continent on the planet Kerdosea




THE VELA NEBULA

The Vela Nebula is an expansive region of space long ago shaped by the devastating force of a
supernova. Located in the Orion Spur in the eastern Frontier, this nebula is a complex network of
gas, dust, and stellar debris. Thousands of irradiated worlds dot the proto-systems of the region
and, while barely habitable and only by extreme investment, they are an excellent source of rare
mineral deposits.

Mining communities are the primary demographic for the region with boomtowns and colonies
cropping up wherever easy to access mines can be set up. With this comes hundreds of major depot
stations along with refueling outposts for the MassTrader and FreeTrader operations. Following
them are countless outlaw gangs and Unionist groups that hide in the dense clouds of the nebula,
always ready to strike an unsuspecting target ship or colony. These individuals and groups often
engage in terrorist activities against the Hegemon'’s interests, seeking to claim their “freedom” and
irresponsible autonomy.

Velanite, valuable as it is, is worth any of these risks and so harvesting and refinement operations
are typically located close to the source but far from any populated regions. These operations are
some of the most important and vital industries to the Hegemon, as velanite has become a near
universal fuel source. Despite the risks and challenges associated with velanite harvesting and
refinement, these industries continue to thrive and play a vital role in the economy and development

of Known Space.




Encephic Horns

In the last eight fiscal-cycles, increased reports have surfaced detailing the trade of newly
unearthed Exogen artifacts and curiosities within fringe bazaars and unaffiliated shadow
markets. Notably, these items showcase Shigue encephic horns—a distinctive feature of the
relatively obscure Shigue species migrating into the Vela Frontier. Characterized as twin
cranial horns, the specific functionalities of these bone growths remain unclear, although
speculation surrounds their potential to provide temporary extra-sensory abilities and even

health benefits.

Affluent xenophiles now offer enormous bounties on Shigue specimens. Shigue meat has been
declared a Coreward delicacy, their “blood” has been applied to pharmaceutical development
but their horns are quickly becoming some of the most sought after biological material in
Known Space. When ground into a fine powder and made into a liquid, the horn is then
injected and leads to a state of extreme euphoria with bodywide restorative qualities.

Local governments in the region, particularly those not directly affiliated with the Armasyn
MacroCorp, have taken action by declaring the substance—referred to as Horn, Maze, or
Shiver—illegal. This prohibition stands until an impartial third party can assess and determine
the potential medicinal qualities of the controversial substance. This has had the effect of a
“prohibition boom” with prices for any amount many many times their initial value.

Rippocha

The variations of drinkable luxuries is as numerous as the stars and the brightest by far is
Rippocha usually referred to as simply ‘cha” Grown exclusively on the planet Sedoor despite
countless attempts to cultivate elsewhere, this beautiful blue flower is turned into a tea and is
one of the most precious commodities ever discovered.

Boiled down, the flowers produce a rich, fruity, drink with invigorating qualities without the
anxieties that are associated with kahvic. The bluer the drink, the more potent it is with the
highest grades completely opaque. The flowers can be rendered down many times, producing
lighter and lighter shades which can be resold.

Names like “Cerulean” and “Lapis” correspond with the higher grades while the lower have
names like “Addate” or “Besikdy” which is almost as clear as water.

—- To covet is our birthright —-




Sedoori Prime and its moon Hanuma

Culturally, the Sedoori tribes have grown Rippocha throughout the three continents of their planet for
thousands of years. They believe it connects them with a ‘world self” and there is some pragmatism to
this spirituality as it seems that Sedoori who drink enough Rippocha match their neural and immune
systems with fluctuations in the planets electromagnetic sphere. This is hypothesized the reason for the
gentility and harmonious nature Sedoori have on their planet.

Which made them readily compliant when the H'leptuun Limited arrived in the fifth fiscal century.
Developing the nearby Hanuma moon as a major shipping hub, they built a single equatorial city and
went about incentivizing the tribal peoples.

Now, Sedoori is a booming pastoral world with thousands of plantations that are careful to not disrupt
the delicate ecosystem, a drastic mistake made early in the planet’s development. Utilizing the tribes
and civilizing them is a balancing act as they are the perfect workforce. Knowledge of the the broader
Hegemon is kept to a minimum and more advanced technologies prohibited on the planet surface.

Hanuma, by contrast, is a bustling port with a constant stream of starships coming and going, their
holds packed with fresh or dried flowers and tinctures for distribution throughout Known Space at
every level of Consumer. Hanuma is almost entirely owned by H'leptuun which leases Sedoori from the
Myroit Empire.







Time Hardening

While there are only two natural permanent singularities in Known Space, Shadhavar and Gaiak,
there are dozens of smaller axiomic anomalies such as Aljaawaza or the gravastar Mazur that have

become ideal locations for “Deepforge” installations.

Much like a macro-hoist, orbital towers or skyhooks, a Deepforge is anchored just beyond the
event-horizon of an anomaly or singularity capable of extreme gravitational fields. Items and

resources are sent ‘down” where they are subjected to massive gravitational and darkmatter currents.

The “time hardening” that occurs allows highly trained artisans to create wondrous and seemingly
impossible creations outside of temporal restrictions. The value of Deepforges are such that each

has a dedicated unit of Barakan who remain in stasis aboard.
Sonaw

While Auric elements, also known as ‘gold,” can be found almost anywhere on colonial worlds, they
remain a chief necessity for technologies, jewelry and architecture. Collectively, Auric is referred to
as Sonaw with seven grades denoting value and use. Humans have a deep, almost esoteric, love for
the color of the Auric elements and cherish it. To many, Sonaw is the manifestation of Avarice and

Magnates ever since the Dumno plated their belongings in it.

Void Pearls

Interdimensional condensation occurs as a vessel emerges from the Outside. If caeliners can work
fast enough, they can collect small droplets in containment barrels. Processing them correctly can
result in the creation of void pearls which are hauntingly beautiful. What’s more, they can be

imprinted on with thoughts that can then be experienced by others.

—- Everything is only a matter of fime—-




Quarkalloy

Quarkalloy, or “quarkal,” is a pseudo-metallic multi-compound that is almost completely
indestructible save by other quarkal objects. Made from the deepforges near pseudo singularities,
quarkal boasts an anomalous atomic structure that imbues it with exceptional durability and

resilience.

Quarkal exhibits an extraordinary balance between hardness and flexibility, making it ideal for a
wide range of applications across various industries, but none so prized as weaponized applications.
First showcased during the centennial Games of the sixth fiscal century, a skiptracer from the
notorious Concordant was contracted to compete against a squad of Pale Tempest Barakan to
showcase the Saami Bladesmiths work after twelve decades of refinement and development. The
skiptracer was armed with a blade two meters in length and left all three Barakan in pieces. The

skiptracer himself was pulled apart in fourths but the exhibition was an unprecedented success.

The Saami were immediately acquisitioned by Bersarang MacroCorp after an aggressive bidding war
that set part of Samarka City, capitol of Kantaur, on fire that lasted a full quat. A cycle later
Bersarang released exclusive culinary knives to the Summit that are regarded as the finest cutting

tools ever conceived.

More pragmatic applications can be found in the shield prows of spacecraft, often those directly
owned by Magnates. Quarkal can withstand the event horizon of gatespheres, allowing for more

accurate descents into the Outside.

Beyond its unparalleled strength, quarkal possesses inherent electromagnetic and temporal
influencing properties that render it impervious to corrosion and atomic degradation. Something

made in quarkal will “outlast time” as the Bersarang marketing campaign goes.

Quarkal is a limited resource, requiring a credit Grade 1 or higher to own a device with any
components made with the alloy. It takes many cycles for a deepforge to accumulate enough quarkal

for even rudimentary applications.

—-Even the stars will be forged in our image —-




Ungala Berries

A finger length berry whose cultivation has spread to many ExeCor worlds and the midworlds, they
are wildly popular and are considered a staple food source. Its creamy texture, sweet taste and
various uses has, over the millennia, found its way into traditional cuisine for both the wealthy and
the poor. It is even said that Ungala bread was Dumno-Ualos” favorite pastime meal and that he

wrote much of the Manual while enjoying a loaf of ungala bread at a time.

About two centuries ago a blight spread from world to world, reducing Ungala crops to runny black
syrup. The collapse of this resource was capitalized upon by Bersarang Multi-Stellar who
successfully isolated their grow sites going so far as to opening fire on freighters and convoys that

did not immediately comply with their interdiction.

Bersarang added several patents to the growth patterns of Ungala and within a century only
patented seeds were available to continue growing the trees. Despite cornering the market with this

legal monopoly, Bersarang is lauded heroes and their Cafna-ungala brand berries become a trusted

brand.

In recent years, as Bersarang seeks out the microclimates Ungalax trees grow in, there have been
incursions into non-Hegemonic territories by Panceutical armies who identify and occupy the

regions that can grow their trees.
Radika

One of several panacea available on the market but the one most wildly used in the ExeCor. Unlike
the Gorgon’s Mouth which can reconstitute a body from only a handful of flesh but is wildly
expensive and requires Person credit, Radika treatments are available for a pittance and can be

purchased regardless of status. Even Indentured are permitted access to Radika.

Formatted on the planet Novo Wassa in the Protean system, trillions of vials are constantly sent out,
used by humans to counter radiation sickness or chemical imbalances due to therapies, or to counter
high and low gravity environments. Radika is especially used to strengthen immunity for those

travelling to new worlds or in the comprised confines of starships.

—-Regimes come and go, the products are efernal ——




Foodstuff

Meat slurry, protein slabs, vegapaste, tinned trawl or prime-cut anything, the human race’s second
most incredible evolutionary adaptation is its ability to find food combinations and the means to
eat them no matter where they are in the universe. Recipes are time honored, stretching back
through the ages which carry with them all the meaning and potency of artwork while there is no
greater testament to New Mankind’s dominance of the Galaxy than the sheer quantity of
consumables connecting their worlds.

The vast majority of colonies, both in the Frontier and newer settlements across Known Space, do
not have the means to be able support animals or farming. Even when they do, the possibility for
contamination or negative mutation due to the local ecosystem is too great. As a result, orbital
grow sites are typically installed over a planet, regularly making drops until a groundside
production pipeline can be built.

Once established, long domesticated proxy-bred animals and patented seeds are shipped from
Bersarang Multi-Stellar hubs, or from what few of their competitors remain, which are then
modified or provolved to grow in the specific biosphere of the buyer. If extreme modification is
needed they are not permitted to be sold beyond their planet to ensure no runaway divergence.

Most of these strains and breeds have not changed, much, in appearance or behavior or taste for
thousands of years. Throughout Known Space species like ‘cattle,” ‘fowl, or ‘swine” are known as
excellent meat providers while eheat, maize, and kome are all staples and found everywhere.

There exist grades, as with anything, with corresponding prices. Some cultures demand more
organic varieties of products and thus pay premiums while going without assurance policies. For
the vast majority of Consumers, they eat where there are deals and trust in their brands to retain
the taste they've come to expect.

For the adventurous there are the wild animals of the Frontier. Creatures that titillate the taste
buds with their strangeness and have captured a sense of adventure in Consumers even as the
Commission remains concerned for potential contamination or viral outbreaks. Species like the
Ghyth, almost an entire tonne of flesh but only the nerve clusters and secondary brains are edible.
Another is the bipedal Ketradons, a pseudo sentient species whose fluted tongue is a delight to
both play, and eat.

Exogens captures will be paraded through restaurants and estates, allowed to showcase their
failure to understand Avarice and are then, almost ritually, consumed. This practice has been a
symbol for the last nine centuries as a direct representation of New Mankind’s dominance over the
anarchic lifeforms that believe mimic what it means to have Self as much as it is to enjoy flavors
and smells never before conceived in Civil Space.




Due to the length of travel times, the extreme nature of space, and the volume of human
populations, food is almost always processed. Fresh food of any kind is a luxury and many
Consumers, Patrons and the Directorate will go out of their way to grow or catch food. In response
to this need, MacroCorps will provide entire habitats to the creation of food products.

Only the very poorest of Indents, or temporarily inconvenienced Cons, will eat growth-food. Cells
of living creatures are placed in grow tanks which are then fed rudimentary chemical compounds
that cause spontaneous growth. In only a few hours, a tank will become brimming with clear,
gel-like matter which can then be flavored and dyed before serving. Technically, “Growth” has
everything a human being needs to survive, but never enjoy. Growth is turned into noodles, cut into
slices, or allowed to harden and become tubetack, which is often found in Directorate rations or
Ringsider lunchpails.

Class: Protein/Avian
Genus: Proxy
Provolved: Grade 1
Order: Urthformes
“Cheken”

Featherless meat-avian, flightless, lays eqg clusters (7-12) which can be picked
and cooked a hundred different ways. Cheken is the most popular meat in Kknown
Space with breeds existing in Exogen societies as much as humanity.
avg. dm in length, 180kg
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Consumers and Purchasers ,5‘?)\
M/

At Bersarang, we specialize in comestibles. Across the Galaxy we are known for our quality

food and drink, but it is important to remember that our products are tailored to the needs of our customers
not only our product’s consumers. Does that mean our products aren't meant for the many Cons across the
Galaxy? Of course not. For this module, when we say consumers, we mean those who actually consume our
products, not the broader application (that of a citizen of the Hegemon). After all, many times the customer

and the Consumer are one and the same. But what about when they're not?

Let's take a simple example. In an opti-unit somewhere in the ExeCor, a mother is trying to decide what to
feed her child. She wants a combination of something filling, nutritious, and easy to make and so settles on a
local strain of root vegetable cut into chunks and served with a formatted sauce. In this scenario, the mother

is the customer, but she is not the consumer. She decides how to spend her chits to feed her child.

But what about the child? If asked, the child would probably forgo the root vegetables in favor of any number
of sucro gels or flavored grain crisps. Certainly filling, and undoubtedly tasty, but none of it fits what our
customer had in mind. If Bersarang were to base our manufacture on just the consumer's taste, we'd lose a

sale because the child isn't paying out the chits in this situation, the mother is.

This same underlying idea is at play for larger accounts as well. For instance, the owner of a large asteroid
mining facility wants to stock the station's canteen. If we listened to the consumers, they would be eating
fresh fruit, vegetables, and premium cuts of meat. But of course, that would quickly erode the mining
corporation's profits, and soon the workers would notice the prices at the canteen are far beyond the reach of
indigent miners. And so, the owner makes the correct decision: A nutrition dense paté with optional flavor

packets. Nutritious, added opportunities of preferred flavors, the best choice for all!

While this may not be what the consumer would choose, the purchaser understands the financial needs of
their business and acts accordingly. As such, when marketing our products, it is crucial that we understand
the complex interplay between consumer and purchaser and how each can affect the other. For an example of
how this might play out, let's go back to our Basic family living in an opti-unit. It has been a long span
already, and it's only Dawday. Their father is using some of the leisure time he has been afforded during the

nightshift to buy food for the family. The youngest child of the family, only six fiscal-cycles old, sees a




colorful advertisement for one of our local products, a bar of sweet nougat. Even at only six fiscal-cycles, the
child's sense of Avarice is keenly developed, and so he makes his wants known throughout the shopping trip.
Our customer has a decision to make. He must determine if spending a chit on something he knows isn't
really something his child needs is worth a bit of peace and quiet for the rest of his limited leisure time. As
such, even when the consumer of our goods is not directly responsible for a sale, they can still exert pressure

on the purchaser.

Once again, this can be easily applied on a larger scale. On our mining facility, perhaps the Indigent have
grown tired of their affordable, nutritious pdte. They're eating less, grumbling more, and productivity is slowly
decreasing. Our customer now has a choice to make. Does he upgrade the food at the canteen, cutting into
profits? Should he implement disciplinary measures? Or maybe there's a third option. Hoping for a
compromise, the director opts for a slightly wider variety of flavor packets as well as stocking a limited
selection of dehydrated fruit that can be purchased at a discount. The grumbling dies down, and production

improves.

But Bersarang didn't become Multi-stellar! By following such simple analysis. Our company allows for more
than just variation in grades of food; to our larger clients, we also allow for customized requests depending
upon their industry needs. Additives such as C,)H, N, are a common request and introducing such additives
can result in increased performance and company loyalty, especially if foodstuffs containing it are freely
available to Basics in break rooms and commissaries. It is in this way that Bersarang seeks to meet the needs

of all Cons in whatever the combination of consumer and purchaser might be.

A Common Food Additive:
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BRAND LOYALTY

Brand loyalty is the unbreakable bond that forms between a Consumer and a brand, a bond that
persists even in the face of fierce competition, inferior options, challenges and stark
circumstances. It is a loyalty often born out of the desperation as Consumers cling to the
familiarity and security of a trusted brand in a world that is cold and unforgiving.

Businesses will stop at nothing to cultivate this loyalty, using every means at their disposal to
manipulate the emotions of their customers and keep them coming back for more. Loyalty
programs, propaganda, and mind control techniques are all fair game in the pursuit of brand
loyalty, as businesses seek to ensure their own survival in a world that is rife with danger and
uncertainty.

Brand loyalty is the willingness of Consumers to continue purchasing from a particular brand, even
in the face of fierce competition and a desolate wasteland of inferior options. It is a coveted trait, as
those who remain loyal to a brand are often seen as more valuable and useful than those who drift
aimlessly from one brand to the next. Loyal customers may even spread propaganda about the
brand, leading to further domination in The Market.

To encourage brand loyalty, businesses may resort to tactics such as offering rewards to those who
remain loyal, creating a strong and imposing brand identity, and manipulating the emotions of
Consumers to create a sense of attachment to the brand. In a world where trust is hard to come by,
brand loyalty can be a crucial factor in ensuring the survival and domination of a business.

Often, brands will affect national politics leading to internal strife. Preference to carbonated
beverages, food packets, groundcar brands and air providers have all been reasons for Cons to turn
on one another. Identity is an important aspect of individuals and their Self mental states. Brands
provide a sense of stability and to threaten it is to challenge people’s sense of being.

The AF-145 Battleaxe is the most popular atmospheric fighter in Civil Space




THE DIRECTORATE

~_ Na'zrad prav n radj

We earn the right to work!

Na'zrad prav n darti

To earn the right to give!

Na'sbi prav n kpti

Ourselves the right to buy!

Na'sbi prav n zduh

Ourselves the right to live!

Zrad praved umra

To earn the right to die!

~Tributary Drinking Song from Holgate Il
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THE DIRECTORATE m_aegz\jj%

In the intricate web of the Hegemon's management there is the more straightforward and bullish
Directorate, the military arm of the Thousand Empires. While the Summit Council, in collaboration
with individual nation-states, orchestrate indirect governance of the trans-stellar civilization, it is
the Directorate that undertakes the solemn responsibility of upholding peace and safeguarding the

Hegemon from enemies within and without.

Unlike other aspects of the Hegemon, the Directorate operates independently and is structurally set
apart, reflecting its specialized focus on the defense of trade and commerce. This unique status
underscores the critical importance and the painful necessity of armed conflict when negotiation
fails. As a result, the Directorate is the single most financially invested aspect of the Hegemon with
many Regiments, Division and full-scale fleets sponsored by various MacroCorps, a heartfelt thanks

for their services on behalf of the CorpoSoci.

While local and mercenary military forces, navies, and stellar fleets exist in their multitude, each is
legally tethered to the concerns of their respective nations and Corpos. These personal defense
forces have a confined operational scope within their territorial license. Transgressing a license

risks the oversight of the Audit.

It is the Directorate that is singularly authorized to traverse Known Space without encumbrance,
wielding carte blanche authority to secure the vital tradelanes at any conceivable cost. This cost is
not borne by the Directorate itself but is extracted through direct taxation imposed on the
Hegemon's nations or contractual agreements with influential MacroCorps. This incentivises
nations to keep their own houses in order. The financial dependence on standing Directorate forces

can quickly become astronomical.

—- Doubt leads to Debt —-




The Directorate maintains its own bureaucracy and operational processes, operating from mobile
industrial complexes tirelessly churning out the tools and weaponry essential for security. These
hubs often license patents by MacroCorps like Armasyn or Stratos, who are paid handsomely to

arm the Tributaries with advanced capabilities like pocketsteel , particle fluctuators and more.

MacroCorps often contract the Directorate to operate on their behalf directly, using their own
mercenary groups as specialized formations to accomplish specific goals as the Directorate form
broader operational control. Financial benefits are the ties that bind the CorpoSoci together and

simplify motivation with the purity of self-interest.

The need of the Directorate ensures its loyalty. Individual Tributaries are offered a multitude of
unique opportunities that would be financially unrealistic without winning the quarterly tombola
or local lotteries. Entire Regiments can be gifted colonial rights on the Frontier or gain entire

MacroCorp sponsorships for themselves and their families back home.

While the Hegemon is not a warlike culture, it does everything it can to support those who must
pick up the weapons to defend the CorpoSoci. The Tributaries are truly appreciated and loved by
their people who, in their own small way, will support this stellar spanning military with small

tokens and parades, and extoll their virtues and sacrifice with entertainment.

These formations are, thereby, truly loved by their people back home, wherever that is. Parades,

entertainment serials and appreciation tours are all part of the giveback to the Directorate.




The peoples of the Toaiah sub-continent had only been exposed to Hegemon culture through the Sudohn
MacroCorp for the last three decades. Their local Baron, one Genou Jin-Manon, sought to increase the workforce by
incentivising the indigi populations of the Nodi peninsula but was met with resistance which became openly hostile
after a bungled negotiation resulted in Genou'’s kidnapping and eventual execution.

I was assigned to the Directorate’s contribution to Sudohn’s licensed takeover of the Nodi region, attached to the
4-04th Jovian Armored where I acted as an observer and consultant.

The Nodi region had been allowed to naturalize since its initial colonization, estimated to be fifteen thousand
fiscal-cycles previous. The terrain was inhospitable, semi-sentient flora goaded by the the indigi to attack or bog us
down at every turn. Reliance on armored formations became a necessity to operate at all in the jungle regions.
Genou'’s replacement, a functionary and I believe his former assistant, wary of slowdown, intelligently ordered the
development of the peninsula in the immediate wake of the Directorate’s advance. Manufactories and mining
operation staff were a mix of Toa indentured and specialists shipped in from Lutum, Sudohn’s planetary headquarter
world in the ExeCor.

These Toa had never seen vehicles larger than the half-track trucks Sudohn had given them. I can only imagine
what they must have been thinking as we showered their world with every engine of war within a Grade 3 force.

One day I took my repast on the hull of one of the TX-100’s that the soldiery refer to as “landships” or “hundos.” Its
immense height allowed me to overlook the endless convoy of tanks and service vehicles moving from Directorate
landing fields to the combat zones inland. An endless river of steel, treads or the loping advance of gyroscopic tanks
had been unbroken for hours.

I saw a half-track filled with Sudohn shift-workers waiting at a crossroad, alone. The driver was yelling at a
Tributary crossing guard, something about being late for their shift. The soldier ignored them, justifiably, the
Directorate has its own timetables that are both more immediate and costly when compared to sixteen Cons on their
way to work.

At some point a gap formed and the driver took matters into his own hands and revved forward. He would have
made it too had he not stalled out in the middle of the road. A TX-8 didn’t even slow down. The half-track twisted in
the air, back over end, spilling its passengers out...

Sixteen. Sixteen times a standard shift, the cost of the material, the time lost while investigating where they had
gone, the cost of their replacements, the time spent training said replacements, the strain on the other teams to keep
quota, the potential loss of their management for the missed quota, the increase in strain on the interstellar
tradelanes affected... it adds up. This is why we fight. Because a group of ignorant indigents who care only about

their immediate surroundings think they have the right to stall progress.

~ Ulutsio Maasagin, Co