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INTRODUCTION

"Qur civilization is the product of a
particular path our ancestors followed
among the vagaries of historical alter-
natives. Had events of the distant past
taken a slightly different turn, our sur-
roundings and thought processes,
what we find natural and hold dear,
might be very different. Despite our
everyday sense that things should of
course be the way they are, the
details of our particular civilization
are extraordinarily unlikely, and it is
easy to imagine a set of historical
events which would have led to a
rather different civilization.”

—Carl Sagan, Murmurs of Earth

TANGENTS ASs
A SOURCEBODK

Albert Einstein predicted the exis-
tence of exotic black holes. It was
also Einstein and his associate
Nathan Rosen who determined that
black holes are actually tubes that
connect to other possible univers-
es! But it was Martin Kruskal who
was the first to map a passage to
parallel universes.

Welcome to Tangents, a univer-
sal campaign sourcebook and
adventure for the ALTERNITY science
fiction roleplaying game. The
material in Chapter One: Of
Parallel Worlds provides you with
the scientific and game theory that
explains the existence of parallel
worlds and how to use them in the
ArternITY game. You'll also discover
a few methods and items used for
traveling across superspace (the
term that refers to the collection of
all parallel universes), over a hun-
dred attributes describing a variety
of tangents, the many dangers
associated with tangent leaping,
superspace anomalies, and a
matrix for generating your own tan-
gents on the fly when your heroes
head off into the unknown. The
sourcebook section also introduces
a few known groups from other tan-
gents that have access to tangent-

hopping technology, rules of tan-
gent travel, and some advice for
Gamemasters interested in subtly
introducing the herces into a paral-
lel universe.

TANGENTS ASs
AN ADVENTURE

The Tangents adventure found in
Chapter Two: Lucid Dreaming is
suitable for three to six moderately
equipped heroes of any level; how-
ever, low-level herces should
refrain from meeting every chal-
lenge head-on. Likewise, a group
with lots of high-quality gear (body
tanks, heavy weapons, or resources
from Progress Level 7 and beyond)
could find some of the encounters
too easy. It may be necessary to
“beef up” some of the encounters if
your heroes are particularly high in
level or if they possess particularly
potent or high Progress Level
equipment. A group of six pregen-
erated heroes is presented on
pages 94-95 for use in this adven-
ture if your players don't already
have appropriate heroes.

Prior to running the adventure,
you should read it to familiarize
yourself with the outline of events.
Keep in mind the particular heroes
your players are using so you can
watch out for the special abilities
and/or tactics they are likely to
bring to bear. The adventure is
nonlinear; that is, the events will
not occur in a predetermined order.
Instead, after beginning with “The
Adventure” the heroes will move
through four separate chapters in
whatever order they prefer. Once
the events of all four chapters have
been resolved, move to “Adventure
Conclusion” on page 92.

What Do You Need
to Play?

This product is designed for the
ALTERNITY science fiction roleplay-
ing game. You'll need the Player's
Handbook and Gamemaster Guide,
but no other products are neces-
sary to utilize Tangents.

Tangents at PL 5
and Beyond

Tangents is written from the view-
point of a PL 5 (modern-day) Earth.
However, Tangents can supplement
any primitive, modern, or far-future
setting. Tangents is also compati-
ble with the Star*Drive Campaign
Setting (see “"Xenoarchaeologists of
Mantebron” on page 46). The per-
mutations of social and technologi-
cal situations that follow from trav-
eling parallel universes remain
generally the same, regardless of
the heroes’ home Progress Level.

More specifically, the adventure
presented in Tangents is written for
PL 5 heroes; however, its setting is
quite easily adapted to higher (or
lower, for that matter) Progress
Levels. Substitute the technological
equivalents for the equipment and
setting presented to match your
campaign; locales, motivations,
and the supporting cast remain the
same. In fact, once the heroes leave
their home tangent, the Progress
Level and setting they've left
behind becomes irrelevant. Thus,
most of the adventure doesn't
require any modification at all,
regardless of the heroes’ originat-
ing Progress Level.
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CHAPTER ONE:

OrFr PARALLEL WORLDS

“There were boundless, unforesee-
able realms, planet on planet, uni-
verse on universe, to which we
might attain, and among whose
prodigies and marvels we could
dwell or wander indefinitely.”
—Clark Ashton Smith
The City of the Singing Flame

Do infinite parallel universes coex-
ist with our own, each possessing
qualities both like and unlike what
we know as standard reality? In
ALTERNITY, yes, it's a definite fact.
But the theory of alternate parallel
worlds is not pure science fiction.
In fact, two independent theories
simultaneously predict the possi-
bility of parallel worlds: the theory

of relativity and quantum wave
theory.

WHAT Is
SUPERSPACE?

Superspace is everything.
Superspace encompasses every-
thing from local space, to the most
distant galaxies and globular clus-
ters, to the utmost limits of our own
universe where strange and dark
matter finally runs up against the
final curb of space-time.
Superspace is more than just our
universe, though: It is every uni-
verse. If there is a finite number of
parallel universes coexisting side

Parallel Universe
LL ogy

‘When you want to talk about a
particular universe that's not
your home universe, you'd refer
to a “parallel universe,” the con-
traction “paraverse.” or the term
“tangent.” Thus, a tangent is an
entire universe comprised of bil-
lions of discrete galaxies: how-
ever, it is a universe parallel to
your home universe.

by side like pearls on a string,
every one of them is part of super-
space. Even if there are an infinite




Infinite}Patchwork{of}ParallellUniverses
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number of parallel universes (as
there just may be), superspace is
still the word you'd use to describe
the whole lump sum in all its mind-
numbing size.

Even though a tangent comprises
a space which itself might be infi-
nite, when discussing tangents,
travelers of superspace usually only
key on a single attribute to describe
them. For example, tangent travel-
ers on Earth generally stay on Earth
(albeit a parallel Earth) during their
superspace trips, and in every tan-
gent they travel to, conditions on the
parallel Earth are the only impor-
tant factors on the trip. Thus, travel-
ers may refer to alternate tangents
with the following descriptive tags:
the Wacky Haircut Tangent, the
Robot Samurai Tangent, the Fire-
Breathing Dragon Tangent, or the
Tangent with the Good Chocolate.
For those travelers who need more
precise referents, a sophisticated
method of classifying tangents is
provided later in the text.

For now, let's get back to how
scientists first suspected the exis-

tence of parallel universes in the
first place.

How Relativity
Predicts
Superspace

The theory of relativity posits the
curvature of space-time near any
mass (space-time is literally space
and time, each of which is a facet of
the other in the continuum that
makes up reality). The larger the
mass, the more extreme the curva-
ture. You can mentally picture
space-time as a two dimensional
grid made up of serried ranks of
horizontal and vertical lines. In
empty space the grid is perfectly
flat, but if you throw a planet or two
onto the grid it "deforms” like a rub-
ber sheet, bulging downward
where the mass lies upon it. The
larger the mass, the deeper the
bulge, and the greater the curva-
ture introduced to the grid. For
example, a star creates a much
deeper pocket than a planet, but

something with the mass of a per-
son hardly registers.

Remember that the grid repre-
sents space-time, so both space
and time are deformed in the vicin-
ity of mass. Of course, we're all
familiar with how gravity feels (in
a sense, gravity is curved space-
time) but you and I otherwise do
not notice space-time warps.
However, if we ever had the oppor-
tunity to observe a burned-out star
of just over 3 solar masses, we
might notice something altogether
different and strange: a black hole.
A black hole is so massive that
space-time curves to the breaking
point. In fact, Einstein and Rosen
predicted that the two-dimensional
grid containing a black hole “out-
pockets” into a completely different
universe! Put a spin on a black hole
(actually, most are already spin-
ning), and suddenly you have com-
plex structure that might lead to an
infinity of separate universes. See
“Cruising Superspace” on page 25
for methods of safely traveling
these corridors.

SATHOM 13716484 40 > —
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How Duantum
Wave Theory
Predicts
Superspace

In the “double-slit” experiment, a
single subatomic particle is shot
toward a sensitive screen. Before
the particle gets to the screen,
however, it must pass a barrier
that possesses two slits; the parti-
cle goes through one or the other
of these slits and impinges upon
the screen beyond. When one of
the slits is closed down and the
particle has only a single channel
through which to travel, over sev-
eral trials it actually impinges
upon «a larger surface area of the
screen than when two channels to
the screen were open. What does
this mean? Take a look at the fol-
lowing example.

A cresting wave of water that
flows past two piers breaks into
two waves that destructively inter-
fere with each other on the other
side of the piers. The water parti-
cles that make up the two waves
are dampened in some areas (and
reinforced in others) before strik-
ing the shore. If the water wave
remains whole without bifurcating
(if no piers break it into two or
more separate waves), no dampen-
ing occurs, and all the water parti-
cles strike the shore with the same
force and frequency.

In a strange way, the particle in
the slit experiment, though alone
as it travels toward the screen,
acts as if it were part of a wave
front; i.e., as if it were one of many
other particles all simultaneously
shooting toward the screen. But,
when it gets to the screen, sure
enough, there is only one particle.
Where are all these other parti-
cles, then?

Well, the simplest answer is
also the strangest. If all these
“alternative” particles are physi-
cally interfering with "our” parti-
cle, then they must really exist
after all. But where? Why, in sepa-
rate, but parallel worlds: “"Our”
particle is but one particulate in a
wave composed of many particles
across parallel worlds!

Of course, in at least some of
the parallel universes encom-
passed by ALTERNITY, knowledge

and practical expertise concerning
the many worlds of superspace is
understood, and practical methods
of utilizing this knowledge have
been developed.

MAKING
SeEnsE OF
SUPERSPACE

If you're a scientist, and you dis-
cover that you inhabit just one of
an infinite number of parallel uni-
verses, you are probably slack-
jawed and glassy-eyed for a week!
Once you've finally collected your-
self, you realize that it's time to get
back to science. What's the first
thing you want to do? Classify
superspace into a discrete and
understandable (if arbitrary) struc-
ture, of course.

Scientists continue to argue
about the "true” structure of super-
space, each one suggesting a dif-
ferent "Grand Unified Superspace
Theory."” The theory with the
strongest support has been dubbed
the “Threaded Cluster Theory." It
posits that each separate tangent
universe is like a thread, a cross-
section of which would show a par-
ticular moment in time. As you
move “up” or “down" the thread,
you move forward or backward
within that tangent's timeline.
(Though this product mentions the
possibility of such a journey, the
specific physics of time travel are
best left for another day.)

In fact, if it were possible to
view the entire network of super-
space "threads” simultaneously,
one could see how the various tan-
gents branch apart from one anoth-
er at various points in their history.
Thus, cataclysmic events (such as a
giant comet striking the Earth and
triggering mass extinctions) serve
as massive bifurcations of the
threads, producing entire new clus-
ters! It's generally accepted that
only truly significant events result
in the creation of new tangents.
However, some posit that every
action produces multiple tangents,
but that those tangents immediate-
ly merge back together into a sin-
gle thread. This produces interest-
ing situations where a person
“incorrectly” remembers a past

event-in truth, he remembers cor-
rectly, but the event occurred in a
different tangent.

It is further theorized that if you
could see all the way to the "bot-
tom" of these clusters, you would
find a point at which all tangents
split off from a single central
thread!

Tangents that share basic char-
acteristics (called "attributes”) tend
to be clustered together, even
wound around one another like
many threads woven together to
form a rope. Each cluster can hold
anywhere from several dozen to
many thousands of tangents, or
perhaps even more.

Generally speaking, threads
within a single cluster biturcated
relatively recently from one anoth-
er (anywhere from a few seconds to
thousands of years ago), as they
share many historical similarities,
but it's possible for an individual
“thread” within a given cluster to
have originated within a complete-
ly different cluster and "migrated”
to its new location. Those educated
in superspace theory theorize that
tangents tend to "gravitate” toward
those with similar attributes, occa-
sionally "escaping” from another
cluster. Of course, the reality must
be much more complex, but it pro-
vides a suitable mental picture.

Each cluster is often referred to
by a name that describes its pri-
mary attribute. For instance, the
cluster dubbed "Egyptian
Ascendancy” describes a group of
tangents where the bulk of society
on Earth generally resembles (or at
least echoes) Egyptian architecture,
beliefs, and creeds that died out in
the Baseline tangent cluster. Within
this cluster, however, tangents can
be found where technology is
equal to the Baseline tangents, tan-
gents where the Egyptian states
struggle against Nazi elements,
and tangents where the predomi-
nant society on Earth is a blend of
the two—Egytponazism. Ideclogies
that "compete” below the primary
attribute are called secondary
attributes.

As a traveler moves further from
the cluster containing his home tan-
gent, the tangents visited grow more
and more unusual. This reflects
what theorists have classified as the
four “divisions” of tangent clusters:



Historical, Biological, Cosmological,
and Fantastic (see page 7). If you
could view a cross-section of all tan-
gents in existence and color-code
each of the four divisions, the result-
ing picture would look something
like an amorphous bullseye, with
each division forming a concentric
ring around the center point (see the
diagram on page 8). Remember that
the "borders” of each division are
not exact boundaries, as tangents
frequently “cross over” these arbi-
trary lines as they move through
time.

Note also that these divisions
are relative, as inhabitants of dii-
ferent tangents define the tangents
around them differently. For
instance, a native of a tangent of
sentient magic-wielding dinosaurs
would define the tangents around
his as Historical, even though to us,
they are most definitely Fantastic.

Some researchers theorize that
additional divisions lie outside the
Fantastic. However, due to the
incredible superspace distances
involved, it is difficult to ascertain
or even guess what broad divisions
of superspace lie beyond those
divisions noted above.

To further assist in cataloguing
and studying parallel dimensions,
researchers have devised a coordi-
nate system to categorize foreign
tangents. This system uses a sim-
ple x, y grid to establish a coordi-
nate location for each tangent,
using the home tangent as 0, 0.
Some scientists further use the col-
loquial terms of east and west (for
the x-axis) and north and south (for
the y-axis) to describe tangents’ rel-
ative positions to each other.

For example, 0, 0 is arbitrarily
assigned to the home universe.
Moving to the Paratemporal "East”
or "North” (often abbreviated P-East
or P-North) is designated with an
increase in the x- or y-axis coordi-
nate respectively, while the
Paratemporal “West” or “South” is
indicated with a decrease in the x-
or y-axis coordinate. So, a tangent
far to the Paratemporal West and
slightly to the P-North might have
the coordinates of —17.332, +1.759
(which would place it firmly in the
Biological Division), while a tangent
only a little bit to the P-East but far
to the P-South might have the coor-
dinates of +0.023, —22.708 (placing it

in the Cosmological Division).

Generally speaking, tangents
are conceptualized as lying some-
where in a two-dimensional contin-
uum. However, many tangent
researchers further employ the z-
axis to denote the dimension of
time, with positive coordinates
describing forward "motion”
through time (and negative denot-
ing the past).

Note that superspace continues
on toward infinity in all directions,
and divisions likely exist which are
so strange as to be utterly incon-
ceivable to the human mind (but
probably not to whatever form of
life inhabits them, if any).

While the two-dimensional
model serves as a basis for under-
standing superspace, some tangent
researchers instead rely on a the
“"Soap Bubble"” model, which likens
the collection of universes to a
three-dimensional mass of soap
bubbles. Each bubble represents a
discrete tangent. The shared sur-
faces of the soap bubble represent
space-time divisions between tan-
gents. Note that each bubble is bor-
dered by many bubbles. In a like
manner, tangents are bordered by
many parallel universes.
Unfortunately, this particular
model, while perhaps more accu-
rate, doesn't provide a particularly
easy way to catalogue tangents.

Tangent Clusters

As described above, a specific tan-
gent cluster exists as a collection of
tangents with the same primary
attribute. Note that each cluster is
given a single reference name, often
extrapolated from the attribute
description of the same name.
Billions of individual tangents poten-
tially lie within each class, cnd
though some are so similar to others
that hardly any difference at all
exists, others vary wildly. The name
given to each cluster merely serves
as an overall defining characteristic
(and that only for the reference point
of Earth). Other characteristics
(known as secondary attributes)
blend and vary within each of these
clusters to a lesser extent—some of
these attributes may even include
elements of other named clusters.
For instance, the group of paral-
lel universes where the result of the

Cold War was a holocaust of
nuclear fire is known as the
"Nuclear Armageddon” cluster, even
though in one of these tangents, the
war was between Victorian-style
Europe and a vast American empire
ruled by the Aztecs.

The Baseline Cluster

At various points, this text refers to
the Baseline tangent or Baseline
cluster. This is the tangent (or
group of tangents) from which all
other tangents are viewed by the
heroes. It serves as the point of ref-
erence from which a GM (or the
heroes) can stand in an otherwise
infinite spread of universes. As
such, most (if not all) tangents in
the Baseline cluster will not have a
primary attribute. Instead, the GM
should roll one or more secondary
attributes to reflect the minor dif-
ferences between the new tangent
and the heroes’ home world. Of
course, one Gamemaster's Baseline
may be another's alternate uni-
verse. In general, Tangents was
written from the point of view that
the Baseline is contemporary Earth
of PL § (except for the secret
research being done on superspace
travel). In most other respects, then,
the Baseline shares characteristics
with the "real world” with which
you (and your players) are inti-
mately familiar.

Divisions of
Superspace

The four known divisions of super-
space (as categorized by humans of
the Baseline Cluster) are quite
broad, as they are classified by
their differences from the Baseline,
rather than any similar attributes
they might share. Remember that
while the divisions seem sharp on
the provided diagram, in reality,
the border between tangent divi-
sions is quite imprecise, as clusters
tend to “move around” within their
division, somehow "attracted” to
tangents with similar attributes.
For example, the otherwise
Historical division “"Egyptian
Ascendency” cluster might “brush
against” a cluster in the Biological
division and “pick up” a tangent
where sentient feline humanoids
rule an Egyptian-style world.

SOTHOM 131646 40 B —
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Immediately below, the four tan-
gent divisions are each given a
brief general description. While four
are given, there are undoubtedly
more. Incredible distance and dan-
gerously warping natural laws are
the reason other divisions of super-
space are not recognized at this
time. For example, many scientists
posit the existence of another “ring”
around the Fantastic division that
includes tangents with physical
laws so unbelievably different from
our own as to be deadly to humans
(and similar sentient beings).
However, just because other divi-
sions are not listed here does not
mean they do not exist within the
infinity of parallel universes.

Historical

This division generally indicates the
trillions of tangents where the pres-
ence of human beings is a defining
characteristic. Differences between
tangents within this division are
generated purely by divergent
events in human history. Different
cultures may reign supreme, unusu-
al governments may rule, and tech-
nology may have taken a different
course, but humans are still
humans. Virtually all the travel ever
done in superspace by humans is
confined to this division. In fact, a
majority of the various attributes
referred to below define primary
attributes of the tangents lying in
the Historical division.

Biolagical

For one reason or another, evolu-
tion has taken a different turn in
tangents of this division. In some,
humans exist, but are subtly
changed. In others, humans walk
the Earth alongside other sentient
creatures. And in still others,
humans (or perhaps even mam-
mals) never evolved, and nature
filled the void with sentient
dinosaurs, sentient apes, or other
sentient humanoid beings. In one
cluster, insects developed an inter-
nal skeleton and organs enabling
greater size, and thus insects fill
nearly every niche from tiny pest to
large predator to giant whale-sized
seagoing insects! While the inhabi-
tants of these tangents can be dan-
gerous to travelers, the tangents

themselves are generally friendly
to most lifeforms.

Cosmological

In this division, the solar system
itself developed in different ways.
Some variations may be
major-such as the "NeverEarth”
cluster, where our home planet
never formed billions of years
ago-while others are more minor,
such as the “Arctic World" cluster,
where Earth formed just a bit fur-
ther from the sun and thus is
trapped in a never-ending ice age.
Obviously, these tangents can be
quite hazardous to travelers, as the
physical conditions on Earth itself
may be deadly (or at least uncom-
fortable) to humans.

Fantastic

Qutside the Cosmological division
of superspace lies the Fantastic
division. While most worlds in this
division support life familiar to
humans, the parallel universes here
diverge from the ordinary in their
bizarre variations of natural laws.
For instance, in some clusters,
humans possess strange abilities
(that we might call magic or super
powers), while in others Earth itself
is a hollow shell, inside of which
walk strange beasts of legend.
Some caution should be applied
in traveling through Fantastic tan-
gents, especially as one moves
toward the “outer border” of the divi-
sion. Natural laws that allow magic
and other strange powers increase,
while natural laws that technology
relies upon become unpredictable.
Unfortunate travelers could find
themselves stranded on a tangent
where only their most basic techno-
logical tools continue to function.

Beyond the Fantastic

A traveler who manages to move
through the Fantastic division
without mishap eventually discov-
ers tangents where physical laws
are so different that the biochem-
istry of life and thought itself are
affected. Travelers without systems
specially adapted to protect them-
selves from these effects (designed
at PL 9 or higher) do not survive
long, and soon fall into madness

Tangent Cognizance

The general public’s understand-
ing of tangents varies from
world to world. Roll 2d6 on the
table below to determine how
familiar the denizens of any
given tangent are with the con-
cept of multiple realities.

2-3  Recognized by all
4-5 Known by some

6-10 Mythical

11-12 Completely unknown

Recognized by all: Nearly
everyone on this world under-
stands and accepts the existence
of multiple dimensions, and the
fact that travel between them is
possible. Of course, their interpre-
tation of exactly what those alter-
nate dimensions are may vary.

Known by some: A limited
number of individuals understand
the concept of alternate dimen-
sions. These individuals might be
scientists, world leaders, seekers
of the unknown, religious leaders,
or any other group with access to
unusual information.

Mythical: Though the con-
cept of multiple dimensions is
familiar to many people, most
dismiss it as mere legend.

Completely unimagined:
The inhabitants of this tangent
are not only unaware of alter-
nate dimensions, they don’t even
imagine such a possibility in
legends.

and death. It is believed (though
evidence is limited at best) that
strange monstrous entities live,
breathe, and gain sustenance from
broken symmetries within this
range; so far outside human under-
standing that using the word
“alien” to describe them doesn't
begin to address their "reality."

It is unknown what (if any) divi-
sions lie beyond this region. Some
predict that natural laws twist even
further, possibly to the breaking
point, and thus provide an actual
“end” to the infinity of tangents. On
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the other hand, it's possible that
natural laws eventually move back
toward superspace "standard,” and
that survivable universes exist
beyond this region. Unfortunately,
the lethal nature of the tangents
outside the Fantastic division would
likely prevent any exploration to the
tengents beyond (if any).
1]

Tangent
Attributes

TABLE T1: TangenTt Division

Division [roll on this table for primary
attribute)

Biological [TABLE T2)

Cosmological ([TABLE T3)

Fantastic (TABLE T4)

Historical [TABLE T5)

Undefined or Baseline [GM’s choice)*

* Undefined indicates that the randomly selected tangent

lies oputside the four known divisions of superspace; the GM

Tangent attributes describe the
parameters of a specific tangent.
These attributes include historical,
societal, natural, mystical, and a
host of other possibilities; a tan-
gent often possesses many attrib-
utes. While a single primary char-
acteristic defines the predominant
conditions within a tangent, one or
more secondary attributes serve to
differentiate it from the other tan-
gents within its cluster.

Gamemasters interested in
spanning several universes during
the course of the campaign will
probably design many paraverses
suitable for interesting adventures.

is free to make a totally new division, or roll again above.
Alternatively, the GM may decide that the tangent is part of
the Haseline cluster, in which case no primary attribute is
rolled [(roll only secondary attributes as desired]).

To aid in preparing some interest-

ing and not immediately apparent
mixes in your universes, a menu of
a few possible attributes (out of an
infinity of possibilities) is provided

Tangent Quirks

At the GM’s discretion. he may decide to add a "quirk”
of local natural laws to any tangent. These are
believed to be attributes that have "leaked in” from
tangents outside the Fantastic division. Four potential
quirks are detailed below; the GM is encouraged to
design others at his whim, In general. less than 1% of
existing tangents will have such a quirk.

Adverse physical laws. Tangent locals are
adapted to some natural law that is likely to adversely
affect cross-tangent visitors. For example, the tangent
world in question evolved in parallel, but the accelera-
tion of gravity is thrice standard Baseline tangents, and
could prove difficult or lethal for cross-tangent visitors.

Left-handed molecules. During the first few
moments of the indicated tangent’s creation. natural
laws flip-flopped. resulting in a fundamental shift in
molecular arrangement. This arrangement is not nec-
essarily noticeable on a macro level, and cross-tan-
gent travelers might not even find the visible differ-
ences common in alternative tangents. Unfortunately,
those who unconcernedly eat local foodstufis slowly
starve, as the “left-handed” molecules that make up
protein in the indicated world have no nutritious value
for the visitors. Medicines, drugs, and other related
substances have no beneficial effect on travelers. In
addition, 10% of all substances consumed while visit-
ing the indicated world are toxic. Natives of the world
react in just the same way to food and medications
given them by the travelers.

Stalled time. Indicated tangents are caught up in
a superspace phenomenon of inexplicable origin, the
effects of which have “stalled time" subjective to other

tangents. However, due to the travelers’ extra-tangen-

tial origin, they are immune to this effect-for a time.
Thus, they can move freely through a frozen world,
unable to affect anything in the tangent. In most cases,
such a world will serve as nothing more than a muse-
um exhibit to the travelers; however, it's possible that
the heroes’ presence might "restart” time. To determine
the hero's effect on the tangent (and vice versa), a sin-
gle hero should make a Resolve-mental resolve skill
check every 24 hours while in the tangent (use the hero
with the best mental resolve skill rank). On an
Ordinary or Good result, the travelers maintain their
normal temporal “identities.” However, with an
Amazing result, the timestream begins to reset itself,
and within another 24 hours it will have resumed its
normal rate. Of course, the natives won't have noticed
a thing. With a Failure result, the heroes begin to lose
their temporal individuality as their bodies slow down
to match the tangent. This results in a +1 step penalty
to all actions until they leave the tangent (multiple
Failure results are cumulative). On a Critical Failure,
the heroes become trapped in the tangent along with
its natives, waiting for someone else to come along and
save them. A wise traveler will exit such tangents
immediately.

Temporal flux. Indicated tangents are caught up
in a superspace phenomenon of inexplicable origin.
the effects of which “speed up” or “slow down” time
subjective to other tangents. To natives of the tangent
nothing seems out of place, but cross-tangent travelers
will note upon leaving that something strange has
happened. While days may have passed for them, only
hours (or perhaps months or years) may have passed
on their home tangent.
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Disease-free world

Humanoid dinosaurs

Humanoid insects
Longer/shorter lifespan

Other humanoid creatures
Overpopulated/ underpopulated
Plague world

Sentient apes

Sentient dolphins and/or whales

10 Sentient microorganisms
1n Sentient plants
12 Universal sentience

TABLE T3: CosMOLOGICAL ATTRIBUTES

1

—
3
<3
5
B
F
8
9

Arctic world

Desert world

Drowned world

Earth missing

Earth pulled from sun’'s gravity
Forest world

Freguent dangerous staorms
Grasslands world

Jungle world

Mountain world
Natural holocaust
Natural holocaust imminent

TABLE T4: FANTASTIC A‘r‘rr_llpUT_Es
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Silly
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Arcane Magic FX exists
Faith FX exists
Earth/Sun is sentient
Hollow sarth

Horror elements
Literary duplicate
Psionics common

Super Power FX exists

Technology doesn’t work
Thin walls between tangents
War world, Fantastic

below as part of “Random Tangent
Generation” below (with short
descriptions of the listed attributes
detailed starting on page 13).

Though the table is presented as
a cohesive whole (including the
generation of the superspace divi-
sion), disregard its overall opera-
tion if it suits you, and merely
select promising attributes to
ascribe to your own world.

On the other hand, if you want to
use the Tangent Generator as a
complete idea resource, keep in
mind that the scope of this product
only allows the generation of a
subjectively limited tangent con-

ception—{illing out all the interest-
ing details remains in the hands of
the GM. And, of course, there are
unlimited attributes not described
herein; let your imagination run
wild with possibilities!

Random Tangent
Generation

When you wish to create the frame-
work for a parallel universe ran-
domly, roll d20 on TABLE T1: TANGENT
Division to determine the tangent's
division.

Next, determine each tangent's
primary attribute by rolling d12 on

the table appropriate to the tan-
gent's division (as determined by
Table T1). For each additional (i.e.,
secondary) attribute, roll first on
Table T1 and then on the appropri-
ate table of attributes below. It's
recommended that you make one
or two additional rolls in order to
add some realistic “"flesh” to your
new tangent. Of course, you can
roll more or fewer times if you like,
possibly inventing a very strange
world indeed. Re-roll duplicate
results when rolling for attributes.
Example: The Gamemaster rolls
a 12 on Table Tl, indicating that the
division of this tangent (and thus its
primary attribute) is Historical.
Moving to TaBLE T5: HISTORICAL
ATTRIBUTES, she then rolls a d12 and
gets a 9 (Social Attribute). Since
she's rolling on Table T5, she then
moves to the appropriate subtable
(in this case, Table T5E) and gets a 6
(Decadent). After determining this
primary attribute, she decides to roll
two secondary attributes. After a few
more dice rolls, she has the follow-
ing attributes: Decadent (primary),
Sentient Apes (secondary), and
Victorian Influence (secondary).
After some quick thinking, she deter-
mines that the world in question is
ruled by a corrupt British Empire
that uses intelligent primates as
slave labor. Heroes visiting this tan-
gent will undoubtedly become
caught up in vile political machina-
tions or perhaps a slave revolt!
When rolling up attributes, two
attributes may be indicated which
seem to cancel each other out. In
extreme cases, one of these can be
discounted; however, it's usually
possible to reconcile the discrepan-
cy. For instance, if both "Armed
society" and "Weapons outlawed"
are indicated, it's possible that two
antagonistic groups dominate the
world, one where weapons are
common, and the other on another
landmass (or otherwise separated)
where weapons have been banned.
Another possible occurrence is
the combination of attributes of
total disaster with more prosaic
attributes such as "Art prominent" or
"Gynarchy." Again, these attributes
need not necessarily compete with
one another. Instead, the prosaic
attributes may describe elements of
the world that existed before
destruction (or war, pestilence, or ] ]
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TABLE TS: HISTORICAL ATTRIBUTES

o e LR
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| Alien Attribute [go to TABLE TS5A)
23 Cultural Attribute [go ta TABLE T58)
5-6 Governmental Attribute [go to TABLE T5C)
7 Planetary Attribute [go to TABLE T5D)
8-10 Social Attribute [(go to TABLE TS5E)

Table TSA: Alien Attributes

Aliens accepted as allies
Aliens conguered by Earth
Aliens integrated on Earth
Aliens worshipped as gods
Alone in the universe

At war with aliens

Caught in alien crossfire
Earth congquered by aliens
Interstellar government
Reservation planet

Secret alien subversion

Technological Attribute [go to TABLE T5F)

Table TSD: Planetarg Attributes

mmummhwm-ﬁ

== = e
Abandoned world
Aguatic cities
Disease-free world
Earth reshaped
Ecological collapse
Nuclear Armageddon
Dverpopulated/ underpopulated
Plague world
Reservation planet
Urban sprawl
War world

Universe teeming with life Weather control

Table TSE: Social Attributes

Anti-technology

Armed society

Art prominent/outlawed
Bigoted

Conservative

Decadent

Fiction prominent/ outlawed

Table TS5B: Cultural Attributes

African influence

Arabic influence

Central Asian influence
Central/South American influence
Egyptian influence

Greco-Roman influence

Medieval European influence
Indian influence Music praminent/outlawed

Native American influence Polite

Nazi influence 10 Scared

Oriental influence 11 Sports & games prominent/outlawed
12 Victorian influence i2 Weapons outlawed

|
e
3
a
5
B
7
a8
L: |

oENOnAWN=

Table TSC: Governmental Attrlhutes

A T e =~
Anarchy

Bureaucracy

Communism

Gerontocracy

Gynarchy

Militocracy

Monarchy

Table TSF: Technnlugil:al Attrlhutes

bl ey SR ey e g SR —E S oo S
Android technology

Cloning technology

Genetic bioengineering technology
Longer/shorter lifespan
Machine intelligence

Missing major invention
Moon/Mars colonization
Pedocracy Nanotechnology

Plutocracy Primitive civilization

10 Techno-capitalism 10 Technologically advanced

11 Theocracy 11 Technologically stalled

12 Ultra-capitalism 12 Virtual matter technology

eaNOVL_RWAU™-
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embroiled in conflict with alien
(human) invaders from another star.
Finally, the GM may want to
generate alternate planetary envi-
ronments for the world in question.
Generally, the GM can assume
alternate worlds are Class 1 (see

comet impact) changed things dra-
matically. Elements of the previous
society are still present, but are
transformed by the nature of the
specific disaster.

Note that all the attributes listed
below are provided from a

Historical-division viewpoint; how-
ever, every one of them is easily
mapped to one of the other divisions
noted above. For example, in the
Biological sequence, rolling random-
ly for attributes could conceivably
create a world of Nazi dinosaurs




page 197 in Chapter 14: Campaign
Architecture in the Gamemaster
Guide). On the other hand, the GM
may wish to inject a bit more vari-
ety into the new tangent (or the tan-
gent world in question lies outside
the aforementioned sequences). In
this case, the GM is encouraged to
roll on TABLE G64: PLANETARY
ENVIRONMENTS on page 198 in the
Gamemaster Guide. This table and
the associated descriptive text
gives the GM extensive options for
modifying the newly created plan-
et, as well as describing the planet
according to the GRAPH system, if
desired.

Tangent Attributes
Described

The attributes introduced in TABLES
T2-T5 are described below. Feel
free to enlarge on these ideas as
appropriate for your campaign.
Abandoned world. The tangent
world in question once possessed
a civilization (described by one or
more secondary attributes), but for

unclear reasons the world is now
completely empty of sentient life,
as if everyone had just "walked
away.” Infrastructure, cities, and
every other sign of civilization
remains, but with no trace of the
previous inhabitants—in the
meantime, animals of all types
have colonized empty cities.
African influence. A defining
influence of the tangent world is
that of one of the tribes or kingdoms
of pre-colonial Africa. Note that
only cultural elements influence the
world—Progress Level is complete-
ly variable. The ivory kingdoms of
the Middle Ages, ancient Ethiopia
or Zimbabwe, or the more recent
Zulu empire are good examples.
Aliens conquered by Earth. A
twist on a more familiar theme
(see the “Conquered by aliens”
attribute), in worlds with this
attribute Earth stands as the con-
quering power over one or more
alien civilizations. Resistance
against the human oppressors may
be strong or weak, at the
Gamemaster's whim.

Aliens accepted as allies.
Regardless of Progress Level, the
world in question possesses ties
with an extraterrestrial race or
races. Knowledge of the relation-
ship is widespread, and the trade
beneficial (especially to low
Progress Level worlds).

Aliens integrated on Earth.
Whether the result of colonization,
refugees fleeing another world, or
the forcible integration of a con-
quered species, one or more alien
races live among humans in rela-
tively peaceful coexistence. Such
alien beings may live as equals or
may be treated as second-class
citizens.

Aliens worshiped as gods. Far in
this world’s past, aliens came to
Earth and set themselves up as
gods. In the thousands of years
since, there has been little change
in the natural inhabitants’ techno-
logical level from when the “gods”
first appeared upon the world. The
aliens merely possess PL 6 or
greater technology.
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Alone in the universe. At lower
Progress Levels, the world in
question suspects it, and at higher
Progress Levels, it seems a proven
fact: There are no other forms of
intelligent life in the universe
save for those on the tangent
world. If other rolls for attributes
indicate that there are indeed
alien races, these races are hid-
den or have yet to be discovered.

Alternative humanoid species.
Earth is home to a humanoid
species other than humans. This
species may be evolved from a dif-
ferent mammalian species, such
as dogs or cats, or even something
completely foreign, such as
dinosaurs or insects! If this attrib-
ute is primary, then the alternative
humanoid species is the only one
present; otherwise, they share the
planet with humans.

Anarchy. On this planet, the
motto is "No Government is Good
Government!” Whether by choice
or simply by the inability to prop-
erly organize, humanity in these
tangents doesn't have a coherent
governing force. All that matters
is personal power and one’s abili-
ty to defend oneself from the pre-
dations of others. Any heroes visit-
ing these tangents will likely
have to defend themselves force-
tully, especially if they carry
expensive-looking gear!

Android technology. Certain
elements of this tangent world use
androids in all facets of their soci-
ety: as workers, warriors, and
even companions. This attribute
only works at lower Progress
Levels if natives who use androids
represent some hidden force, or if
the androids actually represent
“homunculi” or “golems.”

Anti-technology. For whatever
reason, humans have outlawed all
forms of self-powered machines.
Muscle-powered machines of all
types are completely legal, and in
worlds of higher Progress Levels,
amazingly efficient gear systems
have been developed. Other
worlds have solved this impedi-
ment through biological engineer-
ing (called “softech” in some
worlds). Some remnants of the
past machine-oriented society
may remain in hidden pockets,
long deactivated but electronical-
ly awaiting some future machine

renaissance. Alternatively, some
human-form machines could
secretly exist as part of society,
and perhaps even wield consider-
able power. Cross-tangent travel-
ers who produce any machine
(including vehicles) that smacks
of being self-powered—or worse—
self-aware, are immediately exe-
cuted for having violated the
Tabeo of Mechanisms.

Aquatic cities. Relatively early
on, humanity decided that the seas
offered a promising region for
expansion. As a result, numerous
cities dot the surface and/or bottom
of the oceans, and humans draw
many resources from the sea itself.
This attribute may or may not be
associated with high population
numbers (see the "Overpopulated/
underpopulated” attribute).

Arabic influence. Significant
elements of this world have an
Arabian feel, modeled after the
stories of Sinbad, Aladdin, or
indeed, any of the stories in A
Thousand and One Nights, regard-
less of the world’s Progress Level.

Arcane Magic FX exists. On
these tangent worlds, Arcane
Magic FX (see Chapter 16:
Optional Rules in the Gamemaster
Guide) exists to some degree. On
some such worlds magic is rela-
tively rare, practiced by only a
handful of learned individuals.
On others, it's so common that
every homemaker knows a few
magic spells to keep the house
clean. Most worlds will have a
Heroic or Super Heroic tone (see
TasLE G72: FX ENERGY on page 228
in the Gamemaster Guide).

Arctic world. Another ice age
encroaches, or has already come.
The tangent world in question has
adapted in many ways to the cold
and ice with changes in clothing,
transport, and philosophy. Despite
hothouse agronomy, the popula-
tion is likely much lower due to
reduced crops and animal ranges.

Armed society. These worlds put
to the test the belief that such a
society is by definition a polite
one. On tangents with this attrib-
ute, everyone who can legally
carry a firearm-which may include
adults, teenagers, and even chil-
dren-does so. While at first the
heroes may relish this, especially
if they enjoy carrying weapons,

the potential for any disagreement
to turn into a firefight may well
get tiresome after a while.

Art prominent/outlawed. Two
versions of this attribute exist.
The "Art prominent” attribute indi-
cates that artists occupy the high-
est castes, and noncreative people
of all types are looked down upon
and discriminated against. In
some tangents with this attribute,
“noncreatives” are placed in
reservation camps and regarded
as morally bankrupt or evil.
Cross-tangent visitors who can't
produce an artistic or publishing
credit are in trouble. In an "Art
outlawed” tangent, all forms of
artistic expression are seen as
vain, obscene, and illegal. Any
expression of creativity, be it writ-
ten fiction, music, sculpture, or
traditional illustration and paint-
ing, is punished with extreme
penalties. On some tangents with
this attribute, the penalty for an
artistic endeavor is death. As is
the way of things, artistic prohibi-
tion has created crime families
and gangs that deal explicitly in
black market art.

At war with aliens. Humanity
(or whatever the prominent sen-
tient species is) is at war with
extraterrestrial (or extra-tangen-
tial) beings. This is an active con-
flict (though it may share elements
with other attributes, such as
"Conquered by aliens” or "Secret
alien subversion”), that may or
may not be taking place entirely
(or even primarily) on Earth.

Bigoted. The indicated world is
suffused with bigotry against one
(or more) minorities, races, reli-
gions, cultures, or any number of
other categories. Such worlds
have gone to extreme lengths to
act out their prejudice, including
attempted (or successful) geno-
cide against the particular target
of unreasoning hate. Note that
bigotry in some tangents could
easily be toward the following
otherwise unlikely categories: thin
people, blue-eyed people, unpopu-
lar surnames, natives who have
the genetic predisposition to
“curl” their tongues, and so on.

Bureaucracy. On the indicated
world, at some point the accumu-
lation of rules, regulations, and
red tape reached critical mass



and “took over.” Now it's impossi-
ble to do anything without going
through three or four bureaus and
receiving authorization from a
dozen administrative assistants or
associate directors. It's not even
clear any more who's in
charge-the rules have become
more important than the individu-
als involved.

Caught in alien crossfire.
Aliens of two or more species are
engaged in a war, and Earth’s
inhabitants are the innocent
bystanders. Interstellar spacecraft
battle above the planet, while
armies march across the world,
caring little for those they dis-
place along the way. Pockets of
resistance exist, though it proves
difficult to fight back against not
one but two potential destroyers
of the planet.

Central Asian influence.
Significant cultural elements of
the world in question resemble
such groups as the Mongols,
Tartars, Uighurs, and related
groups of nomadic herdsmen with
strong central organization. Even
at PL § and above, the horse (or
other appropriate mount) remains
an important cultural icon.

Central/South American influ-
ence. Aztec, Mayan, Toltec (from
what little is known), or Incan
empires hold major influence in
this world. The influence is cultur-
al, and pervades selected cultures
regardless of Progress Level.

Cloning technology. Tissue
cloning is common on this world.
In addition to cloning organs for
personal use in the event of emer-
gencies, complete clones are rou-
tinely used to fill out military regi-
ments, for hazardous mining
details, and any number of other
dangerous activities. At lower
Progress Levels, cloning is
achieved through alchemical mix-
tures of blood, tissue from a mare,
and other bodily fluids.

Communism. The capitalist
regime fell before the dictates of
communism. Significant portions
of society are rigorously struc-
tured such that the State controls
everything, and all are equal
before the State. On some indicat-
ed tangents, ideal communism
exists and all are relatively
happy. On other indicated tan-

gents, corruption has made the
State something to be feared, as
the State suffers no criticism.

Congquered by aliens. Greedy
eyes from other stars, another
planet in the solar system, or even
another tangent turned upon Earth
and found it desirable. Indicated
worlds are either caught up in a
desperate struggle with the their
rulers, or have only recently been
conquered by the Gamemaster's
choice of alien. Particularly
amoral aliens engage in geno-
cide, while others may keep the
original inhabitants of the world
in reservations to use as slave
labor, genetic stock, or food.

Conservative. In this tangent,
even Ward Cleaver might seem
freakishly out of place. Here, no
one takes unnecessary risks,
comes up with a groundbreaking
idea, or says anything controver-
sial. This could be due to any
number of reasons—religious,
political, or governmental—but
the effect is the same. On this
world, the heroes should stand out
like a sore thumb, and will proba-
bly be identified as “deviants”
and locked away in a mental
institution (or worse),

Decadent. Sloth, indolence, and
degeneracy afflict major portions
of the indicated world. The most
prized commodity is a good time,
but society as a whole has become
so jaded that it is doomed for an
eternal search. Given even a deter-
mined invasion or other disruption,
the civilization of this world is like-
ly to topple (it is already backslid-
ing under its own weight).

Desert world. Water is the most
precious commodity in this world.
Some indicated worlds are wholly
overrun with sandy, water-
parched deserts. In these worlds,
society has adapted with desert-
specific innovations and moved
on. In other indicated worlds,
desertification is a recent phe-
nomenon and civilization is still
dying, as some cities die of thirst
and nations engage in total war
over shrinking aquifers.

Dinosaurs exist. Some indicat-
ed worlds possess regions where
dinosaurs never died out, while on
others, dinosaurs were reintro-
duced through genetic engineer-
ing (whether known or secret, or in

large or small regions). Still other
worlds somehow evolved humans
and dinosaurs simultaneously; in
some of these, many large species
have been hunted to extinction,
despite some groups’ efforts to
reintroduce the T-Rex back into its
natural habitat over the objections
of local ranchers. On other worlds,
intelligent dinosaurs secretly
exist on the edges of society.
Generally speaking, these intelli-
gent dinosaurs are no more than 2
to 3 meters tall.

Disease-free world. Medicine
(including alchemy, magic, or
herbalism) or perhaps just simple
evolution long age wiped out all
forms of disease. Microbes and
viruses are no more, and inhabi-
tants die only of accidents and
extreme old age, All's well, except
in the event of the arrival of cross-
tangent visitors, who are likely
rife with bacteria and cold virus-
es. While a cold is nothing to a
traveler, it is death to a local of a
disease-free world. Waves of terri-
ble plagues begin to spread with-
in 24 hours of cross-tangent travel-
ers’ arrival,

Drowned world. The ice caps
have thawed. In some worlds, this
happened long ago, and the result-
ant society is quite integrated:
Floating settlements, undersea
cities, and underwater technolo-
gies are quite common. Water-
breathing races are also possible.
On other such worlds, however, the
rise of the waters is a current or
recent event; with the rising
waters, whole nations are
drowned, famine is commeon, and
only those on extremely high land-
forms or with access to large water-
craft may survive the catastrophe.

Earth missing. Cross-tangent
travelers find that in the indicated
tangent, the Earth (or the world
specific to the GM’s campaign) is
not where it's supposed to be.
Instead, empty space exists,
which could prove lethal to some
travelers. If this attribute is but
one of many attributes, additional
indicated societies exist in mam-
moth artificial structures protect-
ed from the ravages of vacuum
near where the planet would oth-
erwise be located.

Earth larger/smaller. In the
formative years of this tangent's ] 5
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solar system, the cloud of matter
that coalesced into the Earth was
a bit larger (or smaller, at the
GM's option) than in the Baseline
tangent. As a result, the planet
that formed is a bit larger (or
smaller) than what is familiar to
the heroes. A larger Earth results
in higher gravity, a thicker atmos-
phere, and shorter, stronger life-
forms (including plant life). On the
other hand, a smaller planet will
have lower gravity, a thinner
atmosphere, and life will tend to
be taller and thinner than normal.
The difference isn't too drastic-
only rarely will worlds deviate
from Earth's G2 gravity measure-
ment (see "The GRAPH System” on
page 62 in the Gamemaster
Guide). Heroes unused to such
conditions could suffer a +1 step
penalty on their actions until they
acclimatize (a few days at most).

Earth pulled from sun’s gravity.
Cross-tangent travelers come to a
world that has been ripped from
its normal gravitational mooring
about the sun. Instead, it is in the
grip of a nonradiating neutron
star that snagged the Earth as an
afterthought on its interstellar
journey. The planet is covered in
condensed water ice in the lowest
layers, and other gases (like oxy-
gen, carbon dioxide) at higher lev-
els. If other attributes occur in
conjunction with this attribute,
indicated inhabitants exist in pro-
tected domes under the ice, near
natural heat vents, while others
live entirely within subterranean
hollows of varying sizes.

Earth reshaped. Cross-tangent
travelers arrive on what they at
first believe to be a standard world;
however, observation may reveal
that the world is not a sphere.
Variant shapes include a disc (with
sun at the center, otherwise known
as an Alderson Disc), a ringworld
(with sun at the center), a covered
ringworld (no sun required), a mas-
sive rotating tube (no sun required),
a great sphere 1 A.U. across encom-
passing the sun (a fused Dyson
sphere), and other variants from
the GM's imagination.

Earth/Sun is sentient. In this tan-
gent, one or more of the heavenly
bodies in our solar system devel-
oped sentience! In worlds with the
“Earth is sentient” attribute, some

twist of natural laws allowed our
planet to develop intelligence-an
interesting variation on the "Earth
goddess” myths of many cultures.
Such an intelligence might react
poorly to ecological attacks by
humans, responding with natural
disasters or worse.

If the “Sun is sentient” variant
is chosen, the sphere of light we
know as the sun is really a mas-
sively complex object, incorporat-
ing several layers of various
gases and plasmas. Communica-
tion between the layers is accom-
plished through both pelagic con-
vection and speed-of-light electro-
magnetic currents. In the indicat-
ed tangents, the sun (and perhaps
many stars in the sky) is a reason-
ing entity capable of sensing and
interacting with its environment!
Prominences are self-directed and
can be used as magnetic “wal-
does" of incredible force and
reach. Other techniques available
to a sentient sun include the las-
ing (through magnetic lenses) of
high-energy particles, producing
coherent beams powerful enough
to blast a planet. Appeasing the
sun god takes on an entirely new
meaning on the indicated tangent
world.

Ecological collapse. The waste-
tul practices introduced during
the Industrial Revolution's origin
run their logical course—the indi-
cated world passes some indefin-
able threshold after which it is no
longer able to naturally purge
itself of accumulated poisons.
Waste byproducts, ozone deple-
tion, and massive species extinc-
tions combine to bring the world
to its knees. Warlords vie for con-
trol of a planet that nothing can
save, while dying dreamers
search for fabled habitats that
retain vitality and life.

Egyptian influence. The indicat-
ed world is suffused with ancient
Egyptian culture, icons, décor, and
even philosophies. Nearby worlds
retain Sumerian flavors, while
others of this class hold to
Babylonian influences. Even
worlds that have attained a sig-
nificant Progress Level retain
their Egyptian ties (i.e., spacecraft
resemble sphinxes, boats, and/or
pyramids, while leaders are still
referred to as Pharaohs).

Faith FX exists. On these
worlds, miracles and divine inter-
vention aren't just the stuff of leg-
end; instead, the ability to chan-
nel the power of divine force is
held by many people. Whether
such miraculous powers are held
only by a select few, such as reli-
gious or world leaders, or whether
any average person can call upon
spiritual assistance when needed,
is up to the Gamemaster.
Nonbelievers—such as the
heroes-might be pitied, distrust-
ed, or even hated. As with "Arcane
Magic FX exists,” most of these
worlds will have a Heroic or Super
Heroic tone (see TaBLE G72: FX
ENERGY on page 228 in the
Gamemaster Guide).

Fiction prominent/outlawed. Like
“Art prominent/outlawed,” this
attribute has two variations. In
“Fiction prominent,” the useful
fields of history, science, and phi-
losophy all give way to the art of
storytelling in the indicated worlds.
Authors are like kings, and those
who can tell the best tale hold tem-
poral power. Round-robin story-
telling societies mimic political
parties of other tangent worlds.
Established authors in power some-
times send goon squads to "deal”
with up-and-coming authors for
fear of eventual displacement.
Natives who aspire to greatness in
these worlds must first look to their
ability to tell a tale. In the "Fiction
outlawed"” variant, society has real-
ized the terrible waste of resources
and degradation of the mind that
results in allowing its members to
fritter away mental energy on top-
ics that are intentionally false and
“made-up.” All literature, video,
and other media have been
destroyed in many of the major gov-
ernments of the indicated world.
Such pastimes are seen at best as a
waste of time, and at worst, a crimi-
nal influence. Cross-tangent visi-
tors caught telling a “story” or even
a joke are in for a rude surprise
when the Fiction Police descend
upon them. The travelers’ only hope
may be to receive aid from under-
ground tall-tale tellers.

Forest world. This world is so
heavily forested that the dominant
species couldn't hope to clearcut it
in a hundred thousand years.
Society is built around and within



the boles of mighty trees that
grow triumphantly across the face
of the indicated world. At higher
Progress Levels, the trees reach
gargantuan sizes through genetic
restructuring, and may serve as
space elevators. Some specially
bred trees serve as the hulls for
gargantuan interstellar cratt.
Frequent dangerous storms.
Meteorologists are at a loss to
describe the source of the constant
electrical storms that rage across
most of the face of the indicated
world. If these storms began just
recently, the indicated world is not
quite up to dealing with multiple
lightning strikes that rain from the
heavens. It's not a matter of if light-
ning will strike twice, but when. In
a world long acclimated to frequent
storms, buildings, transport, and
even personal clothing bristles
with grounding technology.
Genetic bicengineering tech-
nology. While genetic engineering
exists on almost every tangent
(breeding animals for desirable
traits over many generations is a

form of genetic engineering), on
the indicated worlds bioengineer-
ing is the mainstay. This trend
had its inception in plastic sur-
gery, but with advances in the
appropriate technology, alter-
ations in form and function have
become a normal part of life. In
some tangent worlds, changes are
merely cosmetic and used prima-
rily to fight disease, while on
other indicated worlds, it's fash-
ionable to “wear” bodies that are
significantly changed from the
human norm. Though extending
the human life span is something
that many genetic engineers
strive for, it remains elusive. Some
indicated worlds possess splinter
races designed to colonize envi-
ronments inhospitable to humans,
and sometimes such races turn on
their creators....

Gerontocracy. As the average
lifespan creeps up in relevant
areas of the indicated world, the
preponderance of old vs. young
increases dramatically. The very
old rule and the young are akin to

second-class citizens. In fact, in
some worlds full citizenship is only
attained upon reaching 65 years of
age. Groups of youths routinely
attempt widespread violence
against the segregated ruling com-
munities of the very old, attempt-
ing to dislodge the seniors’ hold on
government but only widening the
generation gap.

Gynarchy. Fed up with the
problems associated with a male-
dominated society, females com-
pletely govern the indicated world
(or a large section of it). Males are
not allowed to hold public office
or high military ranks, though on
some worlds they are still allowed
a vote. Extreme versions of this
world have herded men into con-
centration camps, where their par-
ticular talents are only brought
into play when necessary. On yet
other worlds, men have been
entirely eliminated and exist only
in legend. On such worlds, the
species is propagated via cloning,
genetic engineering, or some
other unnatural method.
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Hollow Earth. On such worlds,
Jules Verne merely recorded the
journals of real explorers to
Earth’s hollow core. A viable
ecosystem exists below the sur-
face in vast caverns, incorporating
life from all the past epochs of the
world. Gargantuan mammals
coexist with even larger
dinosaurs, and stranger things
never discovered in the fossil
record live in the hollow Earth as
well. Seas that plunge to depths
greater than any attained on the
surface teem with all forms of life.
Primate races whose evolution
didn’t culminate in the creation of
homo sapiens also hunt these
nether spaces.

Horror elements. Vampires
exist, and so, too, do ghosts, the
walking dead with a hankering for
brains, and Things In The Earth.
Paranormal elimination is a seri-
ous business run by an arm of the
government, and only those most
psychologically fit are allowed
into its ranks. Of course, there are
those who accuse the government
of only eliminating some paranor-
mal threats, while removing others
for later study and exploitation (on
some tangents, this accusation is
absolutely true). Cross-tangent
travelers had better take ghost sto-
ries seriously...

Indian influence. The indicated
world is suffused with cultural
influences of medieval India,
regardless of Progress Level. The
feudal set-up is rife with an
incredible number of rajahs,
moguls, and princes each govern-
ing over one of hundreds of small
holdings (be they world-bound or
large artificial orbital stations).

Insects dominant. Indicated
worlds possess insects with inter-
nal skeletons and organs similar
to lungs, allowing them to reach
sizes normally restricted to mam-
mals and even dinosaurs. These
adapted insectoids exist openly
and with little notice on some
worlds, while on other worlds they
exist in small areas where they
have avoided extermination by
fearful dominant lifeforms. Such a
situation is sure to prove danger-
ous when the insectoids make a
bid for dominance, relying on
their incredible ability to repro-
duce quickly. This is compounded

on such worlds where the insec-
toids have developed vestiges of
intelligence.

Interstellar government. In the
indicated world, Earth is just a
small part of a grand interstellar
governing body. Earth might be a
recent or long-standing member,
and the planet’s “tenure” in the
organization will atfect how much
relative power it holds. In some
situations, Earth might be in the
final stages of the "galactic
approval process,” with the fate of
humanity riding on the success of
the planet’s “application.”

Jungle world. Climate is such
that rainforests cover much of the
indicated world. Some deep-seat-
ed cultural belief prohibits wide-
scale clearing of these forests,
and thus society is interwoven
through massive jungles, even at
high Progress Levels. Such soci-
eties possess an incredible store
of herbal knowledge and medi-
cines culled from plants that are
exotic or even extinct in other tan-
gent classes. In fact, the average
lifespan of the dominant life form
of the indicated world approaches
two hundred years.

Literary duplicate. In an infinity
of parallel universes, anything is
possible, and in fact, everything
exists. Given such broad leeway,
there are tangents where Sherlock
Holmes lives on Baker Street,
worlds where John Carter fights
across Barsoom, and paraverses
where Saruman toys with the idea
of making of Ring of Power for
himself. Almost every book of fic-
tion on the library bookshelf por-
trays conditions as they actually
exist on some tangent somewhere
in superspace, though classes of
such tangents probably vary wild-
ly, and many do not even lie in the
same sequence. While many
superspace travelers may seek out
specific literary duplicate tan-
gents, they prove devilishly diffi-
cult to track down. Moreover, dis-
torted parallels exist on either
side of the exact tangent sought.
Thus, in many cases, indicated
worlds possess literary equiva-
lents combined with one or more
other attributes on this table. Note
that while this attribute is listed
as Fantastic, the GM is free to
place the tangent in whichever

division seems most appropriate
for the “story” it portrays.
Longer/shorter lifespan. In the
“Longer lifespan” version of this
attribute, the true fountain of
youth has been discovered (either
literally or figuratively).
Regardless of Progress Level, the
primary inhabitants of the indicat-
ed world can realistically expect
to live forever, barring disease or
accident. On some worlds of this
class, peace and universal harmo-
ny reign, but on others horrific
wars occur following population
explosions. Some worlds of high
Progress Levels spread through
the galaxy like a virus, using up
resources at an ever-increasing
rate. Societies particularly
pressed for room that don't solve
their problems through wartare
are given to building massive
artificial structures capable of
housing trillions or more. Such
structures could conceivably span
interstellar distances. In the
“Shorter lifespan” version of this
attribute, humanity's desire for
population control has resulted in
a society where no one lives past
a designated age, whether that is
21, 30, or any other number of the
GM's choosing. This could be the
result of genetic tampering,
bizarre evolution, new laws, or a
combination of the three. For
whatever reason, individuals
older than the specified age sim-
ply don't exist. If the age is less
than the average age of the
heroes, interesting (or dangerous)
complications could occur as the
“lawbreakers” are hunted down
by a police force years or even
decades younger than they were.
Machine intelligence. Early
breakthroughs in artificial intelli-
gence ensured the rapid prolifera-
tion of machine-based sentience,
even as early as PL 5. Indicated
worlds at lower Progress Levels
contain hidden machine minds,
possibly from other worlds,
observing the advance of the low-
tech inhabitants and interfering
from time to time for their own
purposes. On some worlds, mobile
human-shaped "robots"” are
almost equals in society, while on
other worlds of this class, genoci-
dal war ranges against organic
and machine life. Cross-tangent



travelers had best avoid planets
where the machines have already
won this war.

Medieval European influence.
The indicated world reflects the
prominence of landed nobility,
various churches, and some secu-
lar "kings,"” even in worlds where
Progress Levels are high. Castle
architecture is common (even
adapted to space stations and
ships, if applicable) and knights
are the figures that stories are
told about (knights in high-tech-
nology tangents probably joust
with proton lances and ride virtu-
al destriers).

Militocracy. Military leaders
run the indicated worlds (or large
portions thereof). Often, militocra-
cy leaders are prone to instituting
universal martial law, especially
if other militocracies exist that
threaten supremacy, or if deposed
elements of the past government
somehow escaped execution.

Missing major invention. While
civilization in this tangent has
progressed along lines similar to
our own, it is missing one major
technological advance that we
take for granted. For instance, an
otherwise-modern society might
never have invented the combus-
tion engine. Thus, instead of con-
suming fossil fuels, they might
rely on steam, solar power, or
some other form of energy.

Monarchy. A single hereditary
sovereign controls the indicated
world, or a large portion of it.
Some monarchies are tempered
with laws, but on some tangent
worlds, a single king rules the
planet with unlimited, absolute
power. Such rulers expect and
receive unquestioning obedience.
In the event of questions of suc-
cession, the resulting civil wars
embroil the entire world.

Moon/Mars colonization. In tan-
gents of this class, humanity has
turned to the Moon and/or Mars to
hold its ever-growing population.
Depending on the other attributes
rolled (or the GM's whim), such
colonists did or did not discover
life (possibly sentient) on these
worlds. If intelligent life did devel-
op, expanding humans might well
have treated the primitive indi-
gents as they've historically treat-
ed less-advanced cultures since

the disappearance of the
Neanderthals. In these tangents, a
mimicry of the “Wild West" exists
on Mars, where the indigenous
population is forever pushed back,
wars rage, and frontier law is
often rough and arbitrary.
Mountain world. Perhaps due to
geological instability, or maybe
just from accelerated continental
drift, this Earth has almost no
large areas of flat terrain. Hills,
cliffs, valleys, broken lands, and
mountain ranges occupy well over
three-quarters of all dry land, and
as a result, civilization is much
different. Difficulties in trans-
portation result in many small,
isolated communities developing
their own ways of life. Groups of
people only a few hundred miles
apart might never even have met!
Large-scale farming is near-
impossible, limiting the explosive
population growth that resulted
from improved agriculture. Of
course, such a world would also
create varying technological
paths to answer its new needs.
Music prominent/outlawed. Like
“Art prominent/outlawed,” this
attribute has two variations. In
“Music prominent,” if you can't
hold a note, you had better con-
ceal that fact in the indicated
world. Music is the preferred
method of communication and the
best composers and/or performers
are the real movers and shakers,
holding the highest offices and
commanding the most exceptional
perks. In other tangents, charac-
ters in “musicals” are given to
breaking into song when joytul,
sad, or experiencing some other
strong emotion. In this tangent,
regular people on the street do the
same with no embarrassment. In
fact, such behavior is expected,
and cross-tangent visitors who
can’t unanimously join in soon
come to be regarded as defective,
and may be rounded up and
placed in seclusion due to their
unhealthy influence on minors.
On the other hand, in “Music
outlawed,” rulers of society saw
no immediately useful value in
musical composition and have
outlawed it All albums, tapes,
CDs, DVDs, 3Ds, and other media
for storing music have been
destroyed (through secret caches

may still exist). If you're caught
whistling a tune while you work,
you could be slapped with a fine.
Cross-tangent visitors caught
singing a song, or worse, produc-
ing prerecorded music of any type,
are in trouble.

Nanotechnology. The problems of
scale that hamper the development
of nanotechnology were overcome
early in the indicated world—even
at PL 5, crude nanotech can be had
on the open market. One of the
most widespread uses of nanotech-
nology is for construction and fluid
landscapes and/or fluid imple-
ments. Construction is achieved by
programming a single miniscule
unit with the blueprints of the struc-
ture to be built. The unit then multi-
plies at an exponential rate until
sufficient miniscule units exist to
build the structure, like trillions of
Egyptian slaves toiling at gargan-
tuan pyramids. Fluid structures are
composed completely of nano-units,
and change composition and shape
via predetermined voice programs
or voice orders. Fluid items are
much the same; however, they are
usually far more limited in the
number of different modifications
allowed due to total volume.

Native American influence.
Colonizing Europeans were not up
to the task of taking a continent
away from the indigenous peo-
ples, though there was much
bloodshed before this fact was
conceded (and on some worlds of
this class, these wars rage still).
In worlds of less than PL 5, the
Americas remain mostly in control
of native peoples at historical
technological levels. At PL 5 and
above, Native Americans develop
technology in tandem with
Europeans, though this technology
is suffused with Native American
icons, culture, and philosophy.

Natural holocaust. Earthquakes
(or some other equally destructive
natural force, such as a comet
impact or extreme solar activity)
have caused disastrous results to
the planet. Newly formed seas
swallow whole countries in only
minutes, volcanoes erupt where
once there were wheat fields, and
chasms open below large metro-
politan areas. Survival is difficult,
and warlords and other oppor-
tunistic forces common to other
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disaster scenarios are far less
likely to develop, at least in the
short term. Disasters claim too
much attention on a personal level
for power-grubbing individuals to
organize and retain a power base.

Natural holocaust imminent. As
“Natural holocaust,” but the event
is scheduled to occur in the very
near future. Imagine the world-
wide panic that would result from
the knowledge that the sun was to
go nova in only a few months, or
that geological instabilities indi-
cated that half the volcanoes
around the Pacific "Ring of Fire”
would be erupting in the next year!

Nazi influence. The Nazis rule
the world, and their twisted
dreams of racial purity have driv-
en many cultures into complete
extinction. Africa has become one
big concentration camp, where the
Nazis ship all who can't claim
Aryan blood and all who would
dare to speak against the Reich.
Hitler and his twisted heirs won
WWII, and now their rocket
research (never pilfered by the
Americans in this tangent class)
has propelled them into the stars.
Cross-tangent visitors without the
proper papers (and those who are
obviously not of Aryan descent)
had best move on to a cleaner tan-
gent as quickly as possible.

Nuclear Armageddon. The Bay
of Pigs crisis-or some equally
tense situation-was a match set to
tinder, setting off WWIII in this
class of tangents. In some tan-
gents, nuclear retribution was
fierce and the bombs rained thick-
ly enough to scrub all life from the
orb, leaving naught but a radioac-
tive cinder swinging blindly and
without hope around the sun.
Cross-tangent visitors to these
worlds are in danger of residual
radiation (see TABLE G19: RADIATION
and TaBLE G20: RADIATION EFFECTS in
the Gamemaster Guide). Generally
speaking, these tangents have a
radiation level of R4 or RS.

Some worlds of this class got
off a bit more lightly, and some
life remains; in some tangents,
even human life. If the nuclear
rain was recent, the desolation
remains strong and life brutal and
hard, with many survivors suc-
cumbing to radiation sickness
and/or starvation every day. If the

destruction was at least thirty or
more years in the past, habitable
regions host primitive societies
(though some lost technological
artifact now and then comes to
light, and weapons always seem
to be the most common artifact of
an earlier time). Mutations have
crippled many and sterilized even
more, but life goes on. In some
tangents (especially tangents that
are near or within the Fantastic
sequence of superspace), muta-
tions are more likely to prove ben-
eficial, possibly even providing
strange abilities or powers to their
owners.

Oriental influence. The indicat-
ed worlds contains many ele-
ments familiar to medieval Japan
or China, with samurai and war-
lords common even at high
Progress Levels. High PL samurai
adhere to the same strict codes as
their predecessors, and live as
simply; however, their weapons
are potentially technologically
enhanced, as is their armor.

Overpopulated/underpopulat-
ed. This attribute has two varia-
tions. The population of
"Overpopulated” worlds continues
to grow geometrically, passing 5
billion, then 10 billion, 20 billion,
and then 40 billion before dracon-
ian methods of birth control are
finally enforced by governments
around the globe. Food resources
are strained to the limit, even with
the advent of advanced hydropon-
ics first developed for the Mars
mission, Only those of tested and
proven genetic superiority are
allowed children, and then only a
single child. All other citizens
must undergo enforced steriliza-
tion. Illegal fertiles, as they are
called, are hunted by a special
branch of the government author-
ized to use deadly force. Cross-
tangent travelers would be con-
sidered illegal fertiles if their
reproductive status were revealed.

On the other hand, “Underpopu-
lated"” worlds are woefully empty
of sentient life. Civilization exists
in small islands amidst a much
vaster wilderness controlled only
by Mother Nature. On some tan-
gents, the underpopulation is the
result of planning, war, or plague
and thus the signs of a much high-
er population are still visible. For

instance, a city built for two mil-
lion souls that currently holds only
ten thousand residents is obvious-
ly hollow and underutilized. On
the other hand, some worlds of this
class just aren't as populated as
worlds of the Baseline class, and
never have been (at least within
recorded history).

Pedocracy. The indicated world
is mostly (or completely) governed
by the intelligentsia: scientists,
philosophers, and other well-edu-
cated people. Politics as it is
known and understood in many
other tangent classes is a thing of
the past here. Government offi-
cials are chosen for their contribu-
tions to science, philosophy, medi-
cine, and other learned disci-
plines to serve terms of varying
length. Elections and multiple
terms are unheard of. Generally,
such societies are enlightened nir-
vanas, given no other competing
or conflicting influences. On the
other hand, such rulers may also
ignore the needs of “the common
people” in favor of elegant solu-
tions that don't work in real life.

Plague world. An uncontain-
able plague grips the indicated
world. A common plague in the
class is an airborne form of “flesh
eating bacteria” called hell’s
breath. The breath resists antibi-
otics and was intentionally devel-
oped through biological weapons
research for its rapid onset time (5
hours) and mortality rate; 80% of
those exposed to it die within 24
hours as the bacteria cannibalizes
their cells. This is a sight as terri-
ble as it sounds.

Enclaves of the uninfected sur-
vive in tightly patrolled perimeters
away from large cities, killing all
trespassers out of fear of conta-
gion. Most of the large cities are
burned out and home only to
infected populations that act no
better than animals, killing each
other with eager abandon out of
some hope that fresh blood from
others will appease their own
infection for a time. Other popula-
tions exist of horribly disfigured
carriers whose symptoms last for
years before death finally claims
them. Finally, some individuals
exist with a proven immunity.
These immune few attempt to
gather together and start their own



enclaves, but the infected ever
seek them out for hope that their
blood may be the cure they need.

Cross-tangent travelers are
likely susceptible to hell’s breath
unless of a completely different
species.

Plutocracy. The indicated world,
or a large portion thereof, is ruled
by the wealthy. The control is
either direct, in the form of some
sort of ruling council made up of
the heads of the 500 largest mega-
corporations, or indirect, where
government officials or leaders
are bought outright and perform
only as puppets to the will of their
masters. Some worlds in this class
may exist totally on the precept
that money is the only power, and
corporations are their own small
nations. One would then be both a
citizen and an employee of a par-
ticular megacorp.

Polite. Polite behavior is the oil
that greases the "ball bearings” of
society. On the indicated tangent
world, this fact has become law.
Cross-tangent travelers immedi-

ately notice how impeccably
polite everyone is, even when they
happen to be at odds with the
natives. Unfortunately, if travelers
are not equally polite, they are
likely to be incarcerated for a
period of enforced instruction of
The Golden Rule. At lower
Progress Levels, brainwashing
techniques are useful, and at
higher Progress Levels, neuro-
surgery and implants might be
deemed necessary for the edifica-
tion of the travelers who didn't
say "thank you.”

Primitive civilization. The pri-
mary inhabitants of the indicated
world never progressed beyond the
hunter-gatherer level of social
development (PL 0). Technological
visitors are likely to be viewed as
gods, or possibly as thieves of the
gods’ tools. If this attribute is indi-
cated in conjunction with other
higher Progress Levels by multiple
rolls on this table, the additional
attributes indicate hidden enclaves.
Alternatively, society once existed
at the indicated Progress Level, but

turned back either through willful
choice, devolution, or some other
mysterious factor.

Psionics common. Early on, this
world recognized and began
studying the importance of the
mind and its hidden abilities. A
mental renaissance ensued, and
all the arts of the mind were rec-
ognized and exploited in everyday
society. Telepathy, precognition,
telekinesis, and a thousand addi-
tional abilities are common. In the
current time, every contributing
member of society has some men-
tal ability to which they can lay
claim, and in fact use as a sign of
the advancement along the next
evolutionary step. Sadly, those
without any psionic capacities are
viewed as genetic dead ends. On
some worlds, natives who can't
even manage simple psionic
empathic contact are shipped to
special locations where they can
live out their lives amongst their
own kind. Cross-tangent travelers
are in danger of being selected for
just such treatment.
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Reservation planet. Humanity
has moved on to richer planets,
unsullied by thousands of years of
human destruction and waste.
That is, all of humanity has moved
save for the criminals, degener-
ates, and those otherwise deemed
by the majority as "unfit” for com-
mon society (for example, non-
psionics of the previous entry may
end up here). As such, the indicat-
ed world is a broken down, pollut-
ed, and generally dismal reflec-
tion of the Baseline tangents. Hope
is rare, but despair is free.

On other tangents of this class,
it is all of humanity that has been
judged “unfit" by alien beings.
These alien forces have forced
humanity to remain upon the world
of its birth, never to join the galac-
tic society of advanced species.

Roman influence. The icons,
philosophy, and architecture com-
mon to the historical Roman
Empire of the Baseline tangent
class sutfuse the indicated world,
even at high Progress Levels. The
Roman Republic is renowned for
roadways, for bringing peace (Pax
Romanum), and for safeguarding
known space with hordes of invin-
cible legionaries. But Roman
influence has its dark side: slav-
ery, bloody arena fights, and the
tyranny of mad emperors.

Scared. The average citizen of
the indicated world spends his
day in a state of low-grade terror.
The particular reason for this fear
is up to the Gamemaster (and may
be suggested by other attributes),
but the effect is the same: individ-
uals the heroes meet will be
jumpy, paranoid, and nervous.
Ironically, this will likely create
the same condition in the heroes,
even if they don’t know why...

Secret alien subversion.
Unbeknownst to most of the pri-
mary inhabitants of the indicated
world, aliens from other planets of
the same tangent (or aliens from
different tangents completely)
secretly entwine their agents and
agenda into society. On some tan-
gents of this class, the aliens work
in conjunction with splinter
groups of the government, while
on other worlds, the aliens work
against the government.
Depending on the particular infil-
trator species, the good of human-

ity is either being worked toward
or undermined. On some tangents,
alien subversion is so complete
that the world is literally ruled
from behind the scenes, using an
array of technological methods to
keep the masses unaware of their
influence.

Sentient apes. Through evolu-
tion, genetic tampering, or colo-
nization, apes gained intelligence
on the indicated world. What's
more, they now dominate large
portions of said world. If this
attribute occurs in the Historical
sequence, the apes exist along-
side humans. However, it may be
that humans in such situations
are completely eradicated, or exist
as mere slaves. It's also possible
that humans native to the indicat-
ed world have devolved culturally
to the level of animals. The apes
will hunt cross-tangent travelers,
seeing them as threats to their
power, and will eagerly confiscate
their equipment, if possible.

Sentient dolphins and/or
whales. Partnership with intelli-
gent marine mammals has
allowed the dominant life form of
the indicated world to inhabit the
seas with almost as much success
as on land. Citizenship in the float-
ing cities and oxy-water enclaves
is not decided by species, but by
intelligence. Thus humans, dol-
phins, and even whales are full
voting members of society, though
their agendas and needs some-
times compete with those who
were bred for dry land. Note that
there is just as much room for
questionable motives and down-
right evil in the mind of a whale as
there is in the mind of a human.

Sentient microorganisms. What
if one-celled organisms were
intelligent? On indicated worlds,
genetic research has created
smart cells; all that "unused” DNA
is useful after all. In some worlds,
smart cells are tightly controlled
and programmed, functioning
somewhat akin to nanotech
robots. On other tangent worlds
the controls (if any ever existed)
crash, and intelligent cells begin
to take over the macro world.
Every living creature becomes a
potential galaxy for sentient cells.
The dominant life forms on these
worlds have a fight on their hands

as the cells that constitute their
own bodies rebel, if infected with
the “smarts.”

Sentient plants. It's a good bet
that on this world, the three little
pigs found something other than
straw or sticks with which to build
their houses. Here, intelligent
trees communicate with hive-mind
grasses, while friendly shrubs and
prickly rosebushes share recipes
for soil mixtures. If this is not a
primary attribute, then the plants
share Earth with humans, who are
careful to pay attention to signs
proclaiming “Keep Off The Grass."