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A Martian Odyssey 
by 
Stanley G. Weinbaum 
 

ARVIS stretched himself as luxuriously as he could in the cramped general quarters of 
the Ares. 

“Air you can breathe!” he exulted. “It feels as thick as soup after the thin stuff out there!” 
He nodded at the Martian landscape stretching flat and desolate in the light of the nearer 

moon, beyond the glass of the port. 
The other three stared at him sympathetically—Putz, the engineer, Leroy, the biologist, and Harrison, 

the astronomer and captain of the expedition. Dick Jarvis was chemist of the famous crew, the Ares 
expedition, first human beings to set foot on the mysterious �ravelled of the earth, the planet Mars. This, 
of course, was in the old days, less than twenty years after the mad American Doheny perfected the 
atomic blast at the cost of his life, and only a decade after the equally mad Cardoza rode on it to the 
moon. They were true pioneers, these four of the Ares. Except for a half-dozen moon expeditions and the 
ill-fated de Lancey flight aimed at the seductive orb of Venus, they were the first men to feel other 
gravity than earth’s, and certainly the first successful crew to leave the earth-moon system. And they 
deserved that success when one considers the difficulties and discomforts—the months spent in 
acclimatization chambers back on earth, learning to breathe the air as tenuous as that of Mars, the 
challenging of the void in the tiny rocket driven by the cranky reaction motors of the twenty-first century, 
and mostly the facing of an absolutely unknown world. 

Jarvis stretched and fingered the raw and peeling tip of his frostbitten nose. He sighed again 
contentedly. 

“Well,” exploded Harrison abruptly, “are we going to hear what happened? You set out all shipshape 
in an auxiliary rocket, we don’t get a peep for ten days, and finally Putz here picks you out of a lunatic 
ant-heap with a freak ostrich as your pal! Spill it, man!” 

“Speel?” queried Leroy perplexedly. “Speel what?” 
“He means ‘spiel’,” explained Putz soberly. “It iss to tell.” 
Jarvis met Harrison’s amused glance without the shadow of a smile. “That’s right, Karl,” he said in 

grave agreement with Putz. “Ich spiel es!” He grunted comfortably and began. 
“According to orders,” he said, “I watched Karl here take off toward the North, and then I got into 

my flying sweat-box and headed south. You’ll remember, Cap—we had orders not to land, but just scout 
about for points of interest. I set the two cameras clicking and buzzed along, riding pretty high—about 
two thousand feet—for a couple of reasons. First, it gave the cameras a greater field, and second, the 
under-jets travel so far in this half-vacuum they call air here that they stir up dust if you move low.” 

“We know all that from Putz,” grunted Harrison. “I wish you’d saved the films, though. They’d have 
paid the cost of this junket; remember how the public mobbed the first moon pictures?” 

“The films are safe,” retorted Jarvis. “Well,” he resumed, “as I said, I buzzed along at a pretty good 
clip; just as we figured, the wings haven’t much lift in this air at less than a hundred miles per hour, and 
even then I had to use the under-jets. 

“So, with the speed and the altitude and the blurring caused by the under-jets, the seeing wasn’t any 
too good. I could see enough, though, to distinguish that what I sailed over was just more of this gray 
plain that we’d been examining the whole week since our landing—same blobby growths and the same 

J 
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eternal carpet of crawling little plant-animals, or biopods, as 
Leroy calls them. So I sailed along, calling back my position 
every hour as instructed, and not knowing whether you heard 
me.” 

“I did!” snapped Harrison. 
“A hundred and fifty miles south,” continued Jarvis 

imperturbably, “the surface changed to a sort of low plateau, 
nothing but desert and orange-tinted sand. I figured that we 
were right in our guess, then, and this gray plain we dropped on 
was really the Mare Cimmerium which would make my orange 
desert the region called Xanthus. If I were right, I ought to hit 
another gray plain, the Mare Chronium in another couple of 
hundred miles, and then another orange desert, Thyle I or II. 
And so I did.” 

“Putz verified our position a week and a half ago!” grumbled 
the captain. “Let’s get to the point.” 

“Coming!” remarked Jarvis. “Twenty miles into Thyle—
believe it or not—I crossed a canal!” 

“Putz photographed a hundred! Let’s hear something new!” 
“And did he also see a city?” 
“Twenty of ‘em, if you call those heaps of mud cities!” 
“Well,” observed Jarvis, “from here on I’ll be telling a few 

things Putz didn’t see!” He rubbed his tingling nose, and 
continued. “I knew that I had sixteen hours of daylight at this 
season, so eight hours—eight hundred miles—from here, I 
decided to turn back. I was still over Thyle, whether I or II I’m 
not sure, not more than twenty-five miles into it. And right 
there, Putz’s pet motor quit!” 

“Quit? How?” Putz was solicitous. 
“The atomic blast got weak. I started losing altitude right 

away, and suddenly there I was with a thump right in the middle 
of Thyle! Smashed my nose on the window, too!” He rubbed 
the injured member ruefully. 

“Did you maybe try vashing der combustion chamber mit 
acid sulphuric?” inquired Putz. “Sometimes der lead giffs a 
secondary radiation—” 

“Naw!” said Jarvis disgustedly. “I wouldn’t try that, of 
course—not more than ten times! Besides, the bump flattened 
the landing gear and busted off the under-jets. Suppose I got the 
thing working—what then? Ten miles with the blast coming right 
out of the bottom and I’d have melted the floor from under 
me!” He rubbed his nose again. “Lucky for me a pound only 
weighs seven ounces here, or I’d have been mashed flat!” 

“I could have fixed!” ejaculated the engineer. “I bet it vas not 
serious.” 

“Probably not,” agreed Jarvis sarcastically. “Only it wouldn’t 
fly. Nothing serious, but I had the choice of waiting to be picked 

 
 

Stanley G. Weinbaum 
Despite a tragically short life and 
writing career, Stanley G. Weinbaum 
(1902-1935) is generally considered 
to be one of the “greats” of 1930s 
science fiction, and one of SF’s classic 
authors regardless of period. 

He was born in Louisville, Kentucky 
and studied chemical engineering, later 
switching to English, at the University 
of Wisconsin, but failed to graduate, 
allegedly due to participation in a 
cheating scandal, which led to him 
leaving the university in 1923. 

For the next ten years he managed a 
movie theatre, writing in his spare time. 
His first known work was a romantic 
novel, The Lady Dances, sold in 1933 
and serialised in 1934; his first SF was 
the short story A Martian Odyssey, also 
published in 1934. But at this point 
Weinbaum was already seriously ill, 
suffering from the lung cancer which 
eventually killed him. It’s notable that 
cancer is a recurring theme in his 
stories; the narrator / hero of A Martian 
Odyssey finds a stone which might be a 
cure for cancer, the adventurers of 
Parasite Planet are pursued by “dough-
pots,” explicitly described as giant 
mobile cancers that eat anything 
organic in their path. 

Continued next page 
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up or trying to walk back—eight hundred miles, and perhaps 
twenty days before we had to leave! Forty miles a day! Well,” 
he concluded, “I chose to walk. Just as much chance of being 
picked up, and it kept me busy.” 

“We’d have found you,” said Harrison. 
“No doubt. Anyway, I rigged up a harness from some seat 

straps, and put the water tank on my back, took a cartridge belt 
and revolver, and some iron rations, and started out.” 

“Water tank!” exclaimed the little biologist, Leroy. “She 
weigh one-quarter ton!” 

“Wasn’t full. Weighed about two hundred and fifty pounds 
earth-weight, which is eighty-five here. Then, besides, my own 
personal two hundred and ten pounds is only seventy on Mars, 
so, tank and all, I grossed a hundred and fifty-five, or fifty-five 
pounds less than my everyday earth-weight. I figured on that 
when I undertook the forty-mile daily stroll. Oh—of course I 
took a thermo-skin sleeping bag for these wintry Martian nights. 

“Off I went, bouncing along pretty quickly. Eight hours of 
daylight meant twenty miles or more. It got tiresome, of 
course—plugging along over a soft sand desert with nothing to 
see, not even Leroy’s crawling biopods. But an hour or so 
brought me to the canal—just a dry ditch about four hundred 
feet wide, and straight as a railroad on its own company map. 

“There’d been water in it sometime, though. The ditch was 
covered with what looked like a nice green lawn. Only, as I 
approached, the lawn moved out of my way!” 

“Eh?” said Leroy. 
“Yeah, it was a relative of your biopods. I caught one, a little 

grass-like blade about as long as my finger, with two thin, 
stemmy legs.” 

“He is where?” Leroy was eager. 
“He is let go! I had to move, so I plowed along with the 

walking grass opening in front and closing behind. And then I 
was out on the orange desert of Thyle again. 

“I plugged steadily along, cussing the sand that made going 
so tiresome, and, incidentally, cussing that cranky motor of 
yours, Karl. It was just before twilight that I reached the edge of 
Thyle, and looked down over the gray Mare Chronium. And I 
knew there was seventy-five miles of that to be walked over, and 
then a couple of hundred miles of that Xanthus desert, and 
about as much more Mare Cimmerium. Was I pleased? I started 
cussing you fellows for not picking me up!” 

“We were trying, you sap!” said Harrison. 
“That didn’t help. Well, I figured I might as well use what 

was left of daylight in getting down the cliff that bounded Thyle. 
I found an easy place, and down I went. Mare Chronium was 
just the same sort of place as this—crazy leafless plants and a 

Although he was increasingly ill, 
Weinbaum wrote prolifically through 
1934-5, and was working on another 
romantic novel, Three Who Danced, 
when he died in December 1935, 
barely eighteen months after A Martian 
Odyssey’s first publication.  Much of 
his work was published posthumously, 
and one story, Tidal Moon, was little 
more than notes at the time of his 
death, completed by his sister.  

Weinbaum wrote in a variety of 
genres including crime and romance, 
but is now chiefly remembered for his 
science fiction, and in particular the 
“Planetary” sequence, beginning with 
his first SF story A Martian Odyssey 
(1934), ten stories with a common 
background describing the exploration 
and exploitation of a consistently 
detailed Solar System, and the first to 
describe genuinely alien aliens, whose 
lives, minds and societies were unlike 
those of humans or any known human 
culture. While this collection includes 
several of Weinbaum’s other stories, 
the Planetary stories are the primary 
source for this game. 

The Planetary stories are not 
entirely consistent, but Weinbaum 
probably never envisaged them as a 
“future history” of the type many 
subsequent authors have created. 
Despite this they hang together 
remarkably well, and it seems likely that 
many discrepancies would have been 
eliminated if they had been edited as a 
single volume in Weinbaum’s lifetime. 

Weinbaum’s other genre work 
included numerous short stories and 
three novels; The Black Flame (originally 
two novelettes, Dawn of Flame and The 
Black Flame), The New Adam (1939), 
and The Dark Other (1950, horror). 
One SF story, The Adaptive Ultimate, 
was adapted into radio and TV plays, 
and was filmed as She Devil in 1957. 

 
Sources: The Encyclopaedia of Science Fiction 
(Clute & Nicholls); Introduction to A 
Martian Odyssey and other stories 
(Moskowitz); Wikipedia. 
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bunch of crawlers; I gave it a glance and hauled out my sleeping 
bag. Up to that time, you know, I hadn’t seen anything worth 
worrying about on this half-dead world—nothing dangerous, that 
is.” 

“Did you?” queried Harrison. 
“Did I! You’ll hear about it when I come to it. Well, I was 

just about to turn in when suddenly I heard the wildest sort of 
shenanigans!” 

“Vot iss shenanigans?” inquired Putz. 
“He says, ‘Je ne sais quoi,’” explained Leroy. “It is to say, ‘I 

don’t know what.’” 
“That’s right,” agreed Jarvis. “I didn’t know what, so I 

sneaked over to find out. There was a racket like a flock of 
crows eating a bunch of canaries—whistles, cackles, caws, trills, 
and what have you. I rounded a clump of stumps, and there was 
Tweel!” 

“Tweel?” said Harrison, and “Tveel?” said Leroy and Putz. 
“That freak ostrich,” explained the narrator. “At least, Tweel 

is as near as I can pronounce it without sputtering. He called it 
something like ‘Trrrweerrll!’.” 

“What was he doing?” asked the Captain. 
“He was being eaten! And squealing, of course, as any one 

would.” 
“Eaten! By what?” 
“I found out later. All I could see then was a bunch of black 

ropy arms tangled around what looked like, as Putz described it 
to you, an ostrich. I wasn’t going to interfere, naturally; if both 
creatures were dangerous, I’d have one less to worry about. 

“But the bird-like thing was putting up a good battle, dealing 
vicious blows with an eighteen-inch beak, between screeches. 
And besides, I caught a glimpse or two of what was on the end 
of those arms!” Jarvis shuddered. “But the clincher was when I 
noticed a little black bag or case hung about the neck of the 
bird-thing! It was intelligent. That or tame, I assumed. Anyway, 
it clinched my decision. I pulled out my automatic and fired into 
what I could see of its antagonist. 

“There was a flurry of tentacles and a spurt of black 
corruption, and then the thing, with a disgusting sucking noise, 
pulled itself and its arms into a hole in the ground. The other let 
out a series of clacks, staggered around on legs about as thick as 
golf sticks, and turned suddenly to face me. I held my weapon 
ready, and the two of us stared at each other. 

“The Martian wasn’t a bird, really. It wasn’t even bird-like, 
except just at first glance. It had a beak all right, and a few 
feathery appendages, but the beak wasn’t really a beak. It was 
somewhat flexible; I could see the tip bend slowly from side to 
side; it was almost like a cross between a beak and a trunk. It 

The ‘Planetary’ Sequence 
Ten stories of exploration, trade and 
adventure around the Solar System, the 
main body of Weinbaum’s SF and the 
primary source for this game: 

A Martian Odyssey July 1934 
Valley of Dreams Nov 1934 
Flight on Titan Jan 1935 
Parasite Planet Feb 1935 
The Lotus Eaters April 1935 
The Planet of Doubt Oct 1935  
The Red Peri Nov 1935 
The Mad Moon  Dec 1935  
Redemption Cairn March 1936 
Tidal Moon Dec 1938 

All except the last of these stories 
accompany this collection; most of 
Tidal Moon was written by Weinbaum’s 
sister Helen (later Helen Kasson) and 
the story is still in European copyright. 

The rest of Weinbaum’s SF doesn’t 
use the same background as the 
Planetary series, although there are 
occasional similarities; for example, 
rockets in The Black Flame resemble the 
eponymous spaceship of The Red Peri. 
While most of his stories accompany 
this collection, the remainder were not 
used as direct source material, but 
some of the ideas have been used to 
add extra flavour in what follows. 

Pygmalion's Spectacles June 1935 
The Worlds of If Aug 1935 
The Ideal Sept 1935 
The Adaptive Ultimate Nov 1935 
The Point of View Jan 1936 
Proteus Island Aug 1936 
Graph Sept 1936 
The Circle of Zero Oct 1936 
The Brink of Infinity Dec 1936 
Shifting Seas July 1937 
Dawn of Flame Jan 1939 
The Black Flame June 1939 
The New Adam  1939 

Several stories and his novel The Dark 
Other are not included because they 
were co-written with other authors, or 
were first published less than 70 years 
ago and remain in European copyright. 
Most can be found on line via Project 
Gutenberg or Gutenberg Australia. 
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had four-toed feet, and four-fingered things—hands, you’d have 
to call them, and a little roundish body, and a long neck ending 
in a tiny head—and that beak. It stood an inch or so taller than 
I, and—well, Putz saw it!” 

The engineer nodded. “Ja! I saw!” 
Jarvis continued. “So—we stared at each other. Finally the 

creature went into a series of clackings and twitterings and held 
out its hands toward me, empty. I took that as a gesture of 
friendship.” 

“Perhaps,” suggested Harrison, “it looked at that nose of 
yours and thought you were its brother!” 

“Huh! You can be funny without talking! Anyway, I put up 
my gun and said ‘Aw, don’t mention it,’ or something of the 
sort, and the thing came over and we were pals. 

“By that time, the sun was pretty low and I knew that I’d 
better build a fire or get into my thermo-skin. I decided on the 
fire. I picked a spot at the base of the Thyle cliff where the rock 
could reflect a little heat on my back. I started breaking off 
chunks of this desiccated Martian vegetation, and my companion 
caught the idea and brought in an armful. I reached for a match, 
but the Martian fished into his pouch and brought out 
something that looked like a glowing coal; one touch of it, and 
the fire was blazing—and you all know what a job we have 
starting a fire in this atmosphere! 

“And that bag of his!” continued the narrator. “That was a 
manufactured article, my friends; press an end and she popped 
open—press the middle and she sealed so perfectly you couldn’t 
see the line. Better than zippers. 

“Well, we stared at the fire for a while and I decided to 
attempt some sort of communication with the Martian. I 
pointed at myself and said ‘Dick’; he caught the drift 
immediately, stretched a bony claw at me and repeated ‘Tick.’ 
Then I pointed at him, and he gave that whistle I called Tweel; I 
can’t imitate his accent. Things were going smoothly; to 
emphasize the names, I repeated ‘Dick,’ and then, pointing at 
him, ‘Tweel.’ 

“There we stuck! He gave some clacks that sounded negative, 
and said something like ‘P-p-p-root.’ And that was just the 
beginning; I was always ‘Tick,’ but as for him—part of the time 
he was ‘Tweel,’ and part of the time he was ‘P-p-p-proot,’ and 
part of the time he was sixteen other noises! 

“We just couldn’t connect. I tried ‘rock,’ and I tried ‘star,’ 
and ‘tree,’ and ‘fire.’ And Lord knows what else, and try as I 
would, I couldn’t get a single word! Nothing was the same for 
two successive minutes, and if that’s a language, I’m an 
alchemist. Finally I gave it up and called him Tweel, and that 
seemed to do. 

This collection includes all but one of 
the “Planetary” stories in PDF and 
HTML format, but brief summaries 
may be useful. These summaries include 
numerous spoilers for the stories. 
 

A Martian Odyssey 
Valley of Dreams 
Two stories chronicling the first flight 
to Mars by the spaceship Ares. 

In the first the narrator Jarvis 
crashes during a reconnaissance flight 
and rescues the Martian Tweel from a 
Dream Beast (a hypnotic predator). 
They explore together, encountering 
various Martian species including 
another Dream Beast, a silicon 
pyramid-builder, and the enigmatic 
mound-builders, who live in 
underground hives. They explore one 
of the mounds and have to fight their 
way out; during the escape they 
separate, and Jarvis is rescued by a 
rescue flight from the Ares. 

In the second story, Jarvis and 
another explorer return to the crash 
site to recover films from the wreck, 
and renew their contact with the 
Martians. They spend several days 
exploring a Martian city, meet Tweel 
and more of the enigmatic Martians, 
and narrowly escape a catastrophic 
encounter with Dream Beasts. 
 

Flight on Titan 
Following a financial crash Tim Vick 
and his wife Diana travel to Titan to 
seek flame gems, the most valuable 
jewels in the solar system, and make 
their fortunes. A natural catastrophe 
forces them to flee their trading post 
and travel across country to the 
colonial capital. Along the way they 
lose all but one of the gems, encounter 
several Martian animals, and eventually 
discover that flame gems can be grown 
in Titan’s soil. 

Some discrepancies in the timing 
and background of this story are 
discussed in more detail in the 
Timeline.  

Continued next page 
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“But Tweel hung on to some of my words. He remembered a 
couple of them, which I suppose is a great achievement if you’re 
used to a language you have to make up as you go along. But I 
couldn’t get the hang of his talk; either I missed some subtle 
point or we just didn’t think alike—and I rather believe the latter 
view. 

“I’ve other reasons for believing that. After a while I gave up 
the language business, and tried mathematics. I scratched two 
plus two equals four on the ground, and demonstrated it with 
pebbles. Again Tweel caught the idea, and informed me that 
three plus three equals six. Once more we seemed to be getting 
somewhere. 

“So, knowing that Tweel had at least a grammar school 
education, I drew a circle for the sun, pointing first at it, and 
then at the last glow of the sun. Then I sketched in Mercury, and 
Venus, and Mother Earth, and Mars, and finally, pointing to 
Mars, I swept my hand around in a sort of inclusive gesture to 
indicate that Mars was our current environment. I was working 
up to putting over the idea that my home was on the earth. 

“Tweel understood my diagram all right. He poked his beak 
at it, and with a great deal of trilling and clucking, he added 
Deimos and Phobos to Mars, and then sketched in the earth’s 
moon! 

“Do you see what that proves? It proves that Tweel’s race 
uses telescopes—that they’re civilized!” 

“Does not!” snapped Harrison. “The moon is visible from 
here as a fifth magnitude star. They could see its revolution with 
the naked eye.” 

“The moon, yes!” said Jarvis. “You’ve missed my point. 
Mercury isn’t visible! And Tweel knew of Mercury because he 
placed the Moon at the third planet, not the second. If he didn’t 
know Mercury, he’d put the earth second, and Mars third, 
instead of fourth! See?” 

“Humph!” said Harrison. 
“Anyway,” proceeded Jarvis, “I went on with my lesson. 

Things were going smoothly, and it looked as if I could put the 
idea over. I pointed at the earth on my diagram, and then at 
myself, and then, to clinch it, I pointed to myself and then to 
the earth itself shining bright green almost at the zenith. 

“Tweel set up such an excited clacking that I was certain he 
understood. He jumped up and down, and suddenly he pointed 
at himself and then at the sky, and then at himself and at the sky 
again. He pointed at his middle and then at Arcturus, at his head 
and then at Spica, at his feet and then at half a dozen stars, while 
I just gaped at him. Then, all of a sudden, he gave a tremendous 
leap. Man, what a hop! He shot straight up into the starlight, 
seventy-five feet if an inch! I saw him silhouetted against the sky, 

Parasite Planet 
The Lotus Eaters 
Linked stories set on Venus. 

In the first story trader “Ham” 
Hammond loses his swamp home in a 
sink-hole, and has to make a cross-
country trek to Erotia, the American 
colony. Along the way he encounters 
botanist Patricia Burlingame, the first 
woman born on Venus, who accuses 
him of poaching in the British 
territories. Her home is also destroyed, 
this time by a wandering “dough pot” 
predator, and she is forced to join him. 
Their journey takes them across the 
swampy Hotlands, into the more 
hospitable Cool Country, then into 
mountains along the edge of the Night 
Side. They encounter more predators, 
and eventually fall in love. 

Following their marriage Ham and 
Patricia explore the Night Side and 
make first contact with hyper-intelligent 
telepathic plants, which have no survival 
instinct and say that they will be extinct 
within a hundred years. Prolonged 
exposure to their scent drains the 
human’s will-power; they eventually 
escape by accident. The subsequent fate 
of the plants isn’t revealed. 
 

The Planet of Doubt  
Another Ham and Patricia story, this 
time set on Uranus, where the second 
expedition finds a mysterious habitable 
world shrouded in fog which obstructs 
sight and limits the usefulness of radio 
and sound. They discover several plant 
species and one type of animal, a 
ferocious creature resembling a “train” 
of linked giant caterpillars. 

Patricia is separated from the other 
explorers, but is eventually found, 
trapped in a closed loop of caterpillars, 
and rescued in time for the explorers to 
take off before their launch window is 
lost. Discussing their adventures, they 
conclude that the caterpillars are the 
young of a flying species, never seen 
properly, which are probably the most 
important inhabitants of Uranus. 

Continued next page 
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saw him turn and come down at me head first, and land smack 
on his beak like a javelin! There he stuck square in the center of 
my sun-circle in the sand—a bull’s eye!” 

“Nuts!” observed the captain. “Plain nuts!” 
“That’s what I thought, too! I just stared at him 

openmouthed while he pulled his head out of the sand and 
stood up. Then I figured he’d missed my point, and I went 
through the whole blamed rigmarole again, and it ended the 
same way, with Tweel on his nose in the middle of my picture!” 

“Maybe it’s a religious rite,” suggested Harrison. 
“Maybe,” said Jarvis dubiously. “Well, there we were. We 

could exchange ideas up to a certain point, and then—blooey! 
Something in us was different, unrelated; I don’t doubt that 
Tweel thought me just as screwy as I thought him. Our minds 
simply looked at the world from different viewpoints, and 
perhaps his viewpoint is as true as ours. But—we couldn’t get 
together, that’s all. Yet, in spite of all difficulties, I liked Tweel, 
and I have a queer certainty that he liked me.” 

“Nuts!” repeated the captain. “Just daffy!” 
“Yeah? Wait and see. A couple of times I’ve thought that 

perhaps we—” He paused, and then resumed his narrative. 
“Anyway, I finally gave it up, and got into my thermo-skin to 
sleep. The fire hadn’t kept me any too warm, but that damned 
sleeping bag did. Got stuffy five minutes after I closed myself in. 
I opened it a little and bingo! Some eighty-below-zero air hit my 
nose, and that’s when I got this pleasant little frostbite to add to 
the bump I acquired during the crash of my rocket. 

“I don’t know what Tweel made of my sleeping. He sat 
around, but when I woke up, he was gone. I’d just crawled out 
of my bag, though, when I heard some twittering, and there he 
came, sailing down from that three-story Thyle cliff to alight on 
his beak beside me. I pointed to myself and toward the north, 
and he pointed at himself and toward the south, and when I 
loaded up and started away, he came along. 

“Man, how he �ravelled! A hundred and fifty feet at a jump, 
sailing through the air stretched out like a spear, and landing on 
his beak. He seemed surprised at my plodding, but after a few 
moments he fell in beside me, only every few minutes he’d go 
into one of his leaps, and stick his nose into the sand a block 
ahead of me. Then he’d come shooting back at me; it made me 
nervous at first to see that beak of his coming at me like a spear, 
but he always ended in the sand at my side. 

“So the two of us plugged along across the Mare Chronium. 
Same sort of place as this—same crazy plants and same little 
green biopods growing in the sand, or crawling out of your way. 
We talked—not that we understood each other, you know, but 
just for company. I sang songs, and I suspected Tweel did too; 

The Red Peri 
The pirate ship Red Peri intercepts and 
robs the Interplanetary freighter Aardkin 
as it is approaching Earth, annoying its 
pilot, Frank Keene. A year later a two-
man scientific ship piloted by Keene is 
forced to make an emergency landing on 
Pluto, only to discover that it has 
accidentally landed near the pirate base. 
Keene and his companion are taken 
prisoner, and discover that the pirate 
captain (also known as Red Peri; it isn’t 
clear if Peri is her real name) is an 
attractive young woman. Pluto is revealed 
to have dangerous mineral life forms 
which digest metals, carbon, etc. After 
saving the pirate captain from a swarm of 
Carbon Eaters, Keene begins to fall in 
love with her, but is determined to 
capture her. He learns that she is 
following in her father’s footsteps, 
seeking revenge for the theft of patents 
stolen by Interplanetary, the company 
that controls most commercial space 
travel, ship construction, etc. 

Keene discovers a way to escape from 
the base without a space suit, surviving in 
vacuum for nearly a minute, and 
recaptures his own ship. He takes Red 
Peri with him as his prisoner. The pirate 
ship catches up with them, but Keene 
uses her as a hostage. She admits that she 
is afraid of execution, and Keene realises 
that he wants to force her to give up her 
career, rather than handing her over to 
the authorities. Before he tells her she 
makes a daring escape, leaving Keene en 
route for Saturn and empty-handed. The 
story ends with Keene determined to 
meet her again, and certain that he will 
do so if he takes a job with Interplanetary 
and becomes a target for her pitates.1 

 

1  This open ending and similarities between 
The Red Peri and The Black Flame 
(relationships between the main characters, 
design of spacecraft, etc.) suggest that the 
latter may have been begun as a sequel to 
The Red Peri, but the final result is very 
different and not part of the Planetary 
sequence.  

Continued next page 
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at least, some of his trillings and twitterings had a subtle sort 
of rhythm. 

“Then, for variety, Tweel would display his smattering of 
English words. He’d point to an outcropping and say ‘rock,’ 
and point to a pebble and say it again; or he’d touch my arm 
and say ‘Tick,’ and then repeat it. He seemed terrifically 
amused that the same word meant the same thing twice in 
succession, or that the same word could apply to two different 
objects. It set me wondering if perhaps his language wasn’t like 
the primitive speech of some earth people—you know, 
Captain, like the Negritoes, for instance, who haven’t any 
generic words. No word for food or water or man—words for 
good food and bad food, or rainwater and seawater, or strong 
man and weak man—but no names for general classes. They’re 
too primitive to understand that rain water and sea water are 
just different aspects of the same thing. But that wasn’t the 
case with Tweel; it was just that we were somehow 
mysteriously different—our minds were alien to each other. 
And yet—we liked each other!” 

“Looney, that’s all,” remarked Harrison. “That’s why you 
two were so fond of each other.” 

“Well, I like you!” countered Jarvis wickedly. “Anyway,” 
he resumed, “don’t get the idea that there was anything 
screwy about Tweel. In fact, I’m not so sure but that he 
couldn’t teach our highly praised human intelligence a trick or 
two. Oh, he wasn’t an intellectual superman, I guess; but 
don’t overlook the point that he managed to understand a 
little of my mental workings, and I never even got a 
glimmering of his.” 

“Because he didn’t have any!” suggested the captain, while 
Putz and Leroy blinked attentively. 

“You can judge of that when I’m through,” said Jarvis. 
“Well, we plugged along across the Mare Chronium all that 
day, and all the next. Mare Chronium—Sea of Time! Say, I 
was willing to agree with Schiaparelli’s name by the end of that 
march! Just that gray, endless plain of weird plants, and never 
a sign of any other life. It was so monotonous that I was even 
glad to see the desert of Xanthus toward the evening of the 
second day. 

“I was fair worn out, but Tweel seemed as fresh as ever, for 
all I never saw him drink or eat. I think he could have crossed 
the Mare Chronium in a couple of hours with those block-long 
nose dives of his, but he stuck along with me. I offered him 
some water once or twice; he took the cup from me and 
sucked the liquid into his beak, and then carefully squirted it 
all back into the cup and gravely returned it. 

The Mad Moon 
Grant Calthorpe loses his fortune in the 
crash of 2110 and becomes a trader on 
Jupiter’s moon Io, where the degenerate 
“Loonies” trade medicinal Farva leaves 
for chocolate. There is a second native 
race, the tiny hostile Slinkers. While 
suffering from fever he encounters 
another human, the beautiful Lee Neilan, 
victim of a plane crash, who he believes is  
a hallucination; she is also ill and makes 
the same mistake. Later he finds her and 
rescues her from a slinker attack, but the 
slinkers then invade Calthorpe’s cabin 
and they are forced to flee to the 
mountains. There they discover an 
abandoned city, the last remains of a 
once-great Loonie civilisation. Calthorpe 
uses a flame pistol to kill the slinkers, and 
its blast attracts the attention of a rescue 
ship. The story ends with Neilan’s father 
offering Calthorpe a better job, and the 
engagement of Calthorpe and Neilan. 
 

Redemption Cairn 
Pilot Jack Sands is blamed for the crash 
of a returning expedition to Europa; the 
co-pilot Kratska is actually responsible, 
but framed Sands then disappeared.  
Sands is branded a coward and unable to 
find work. Months later he is hired to 
pilot another expedition to Europa – his 
co-pilot is Claire Avery, winner of a 
prestigious race but actually a poor pilot 
who won largely through luck. 

It emerges that the second expedition 
is looking for papers left by the captain of 
the earlier expedition, who discovered 
how to use protactinium (a radioactive 
element that is only found in quantity on 
Europa) to fuel atomic blast engines that 
will be much more powerful than those in 
current use. But the expedition’s biologist 
is actually the disguised Kraska; he 
kidnaps Avery and attacks the others 
aboard the ship, planning to force Avery 
to fly him back to Earth with the 
formula. Sands finds a way to catch up 
with them and kills Kratska, but is 
seriously injured; Avery then successfully 
flies the ship to Io and lands perfectly.  

Continued next page 
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“Just as we sighted Xanthus, or the cliffs that bounded it, one 
of those nasty sand clouds blew along, not as bad as the one we 
had here, but mean to travel against. I pulled the transparent 
flap of my thermo-skin bag across my face and managed pretty 
well, and I noticed that Tweel used some feathery appendages 
growing like a mustache at the base of his beak to cover his 
nostrils, and some similar fuzz to shield his eyes.” 

“He is a desert creature!” ejaculated the little biologist, 
Leroy. 

“Huh? Why?” 
“He drink no water—he is adapt’ for sand storm—” 
“Proves nothing! There’s not enough water to waste 

anywhere on this desiccated pill called Mars. We’d call all of it 
desert on earth, you know.” He paused. “Anyway, after the 
sand storm blew over, a little wind kept blowing in our faces, 
not strong enough to stir the sand. But suddenly things came 
drifting along from the Xanthus cliffs—small, transparent 
spheres, for all the world like glass tennis balls! But light—they 
were almost light enough to float even in this thin air—empty, 
too; at least, I cracked open a couple and nothing came out but 
a bad smell. I asked Tweel about them, but all he said was ‘No, 
no, no,’ which I took to mean that he knew nothing about 
them. So they went bouncing by like tumbleweeds, or like soap 
bubbles, and we plugged on toward Xanthus. Tweel pointed at 
one of the crystal balls once and said ‘rock,’ but I was too tired 
to argue with him. Later I discovered what he meant. 

“We came to the bottom of the Xanthus cliffs finally, when 
there wasn’t much daylight left. I decided to sleep on the 
plateau if possible; anything dangerous, I reasoned, would be 
more likely to prowl through the vegetation of the Mare 
Chronium than the sand of Xanthus. Not that I’d seen a single 
sign of menace, except the rope-armed black thing that had 
trapped Tweel, and apparently that didn’t prowl at all, but lured 
its victims within reach. It couldn’t lure me while I slept, 
especially as Tweel didn’t seem to sleep at all, but simply sat 
patiently around all night. I wondered how the creature had 
managed to trap Tweel, but there wasn’t any way of asking him. 
I found that out too, later; it’s devilish! 

“However, we were ambling around the base of the Xanthus 
barrier looking for an easy spot to climb. At least, I was. Tweel 
could have leaped it easily, for the cliffs were lower than Thyle—
perhaps sixty feet. I found a place and started up, swearing at 
the water tank strapped to my back—it didn’t bother me except 
when climbing—and suddenly I heard a sound that I thought I 
recognized! 

“You know how deceptive sounds are in this thin air. A shot 
sounds like the pop of a cork. But this sound was the drone of a 

 
 
 

 
 
 

Tidal Moon 
The final story of the sequence was 
completed by Helen Weinbaum from two 
pages of notes after her brother’s death. 
Since this story’s copyright has not expired 
in Europe it could not be included on the 
Forgotten Futures site or the distribution 
disk. It can be found on line via Project 
Gutenberg Australia where its copyright has 
ended. 
 

Ganymede’s main export is Cree moss, 
which can be processed to make the 
valuable drug Crephine. Ben Amherst 
collects it for Cree Inc., following a 
route around the moon to settlements 
where the natives grow the moss 
(which is initially red in Ganymede’s 
ammoniated atmosphere) and age it 
underground to the blue form the 
company needs. On one of his trips he 
is accompanied by Kirt Scaler, allegedly 
from Earth, who claims to be a tourist 
and plans to stay at the village of 
Aquia, where one of the company’s 
traders is working on a process to turn 
the moss blue artificially. During several 
encounters with the native wildlife 
Amherst begins to suspect that Scaler 
knows much more than about 
Ganymede than he pretends. 

At Aquia Amherst discovers that 
the trader, Carl Kent, has died in one 
of the tidal floods that sweep the 
planet, leaving his daughter Carol to 
carry on in his place. Scaler begins to 
woo Carol while the domed colony is 
underwater, and Amherst becomes 
increasingly jealous as he realises that 
he loves her. 

Eventually it becomes apparent that 
Scaler is after the secret of Kent’s 
process; Cree has been found growing 
on Io, but doesn’t turn blue there. 
Ionian Products will make a fortune and 
glut the market if they can use Kent’s 
process. 

Scaler escapes with the formula, but 
it turns out to be useless; the process 
needs Ganymedan Gall-ant eggs, and 
the ants can’t live or breed in Io’s 
atmosphere, which has traces of 
methane, not ammonia. 
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rocket, and sure enough, there went our second auxiliary about 
ten miles to westward, between me and the sunset!” 

“Vas me!” said Putz. “I hunt for you.” 
“Yeah; I knew that, but what good did it do me? I hung on 

to the cliff and yelled and waved with one hand. Tweel saw it 
too, and set up a trilling and twittering, leaping to the top of the 
barrier and then high into the air. And while I watched, the 
machine droned on into the shadows to the south. 

“I scrambled to the top of the cliff. Tweel was still pointing 
and trilling excitedly, shooting up toward the sky and coming 
down head-on to stick upside down on his back in the sand. I 
pointed toward the south, and at myself, and he said, ‘Yes—
Yes—Yes’; but somehow I gathered that he thought the flying 
thing was a relative of mine, probably a parent. Perhaps I did his 
intellect an injustice; I think now that I did. 

“I was bitterly disappointed by the failure to attract attention. 
I pulled out my thermo-skin and crawled into it, as the night 
chill was already apparent. Tweel stuck his beak into the sand 
and drew up his legs and arms and looked for all the world like 
one of those leafless shrubs out there. I think he stayed that way 
all night.” 

“Protective mimicry!” ejaculated Leroy. “See? He is desert 
creature!” 

“In the morning,” resumed Jarvis, “we started off again. We 
hadn’t gone a hundred yards into Xanthus when I saw something 
queer! This is one thing Putz didn’t photograph, I’ll wager! 

“There was a line of little pyramids—tiny ones, not more 
than six inches high, stretching across Xanthus as far as I could 
see! Little buildings made of pygmy bricks, they were, hollow 
inside and truncated, or at least broken at the top and empty. I 
pointed at them and said ‘What?’ to Tweel, but he gave some 
negative twitters to indicate, I suppose, that he didn’t know. So 
off we went, following the row of pyramids because they ran 
north, and I was going north. 

“Man, we trailed that line for hours! After a while, I noticed 
another queer thing: they were getting larger. Same number of 
bricks in each one, but the bricks were larger. 

“By noon they were shoulder high. I looked into a couple—
all just the same, broken at the top and empty. I examined a 
brick or two as well; they were silica, and old as creation itself!” 

“How do you know?” asked Leroy. 
“They were weathered—edges rounded. Silica doesn’t 

weather easily even on earth, and in this climate—!” 
“How old you think?” 
“Fifty thousand—a hundred thousand years. How can I tell? 

The little ones we saw in the morning were older—perhaps ten 
times as old. Crumbling. How old would that make them? Half a 

Timeline 
Note: Dates in bold come from the stories. 
Dates in italics are estimates.  Some 
inconsistencies are discussed in the notes. 
 

Circa 13000 BC 
Martian civilization is at its height. A 
Martian expedition visits Earth, and 
the pre-Dynastic Egyptian culture 
treats the explorers as gods. One is 
remembered as Thoth. 

Early 20th Century 
Experiments with chemical rocketry 
and nuclear power. 

1993 
Atomic blast perfected by Doheny. 

2000 
Cardoza expedition to the Moon. 

2007 
de Lancey expedition to Venus fails 
catastrophically early in flight. 

2010 onwards 
Ares expedition reaches Mars; later 
expeditions to Mars and Venus. 
A Martian Odyssey, Valley of Dreams 

2020 
International Congress at Lisle 
apportions the surface of Venus to 
the nations that will eventually 
colonise it. Despite this, colonisation 
is very slow until the properties of 
Xixtchil are discovered. 

2040s-50s 
Moons of Jupiter and Saturn 
explored and colonized. 

2053 
First Pluto expedition 

2059 
Council of Berne decides that 
explorers cannot claim entire planets 
or moons, but only the areas actually 
explored. 

2060 
First expedition to Uranus. 

2071 
First Red Peri attacks. 

2076 
Pacific War. Patricia Burlingame born 
(first child of Venus colonists). 

2083 
Tidal Moon 

Continued next page 
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million years? Who knows?” Jarvis paused a moment. “Well,” he 
resumed, “we followed the line. Tweel pointed at them and said 
‘rock’ once or twice, but he’d done that many times before. 
Besides, he was more or less right about these. 

“I tried questioning him. I pointed at a pyramid and asked 
‘People?’ and indicated the two of us. He set up a negative sort of 
clucking and said, ‘No, no, no. No one—one—two. No two—
two—four,’ meanwhile rubbing his stomach. I just stared at him 
and he went through the business again. ‘No one—one—two. No 
two—two—four.’ I just gaped at him.” 

“That proves it!” exclaimed Harrison. “Nuts!” 
“You think so?” queried Jarvis sardonically. “Well, I figured it 

out different! ‘No one—one—two!’ You don’t get it, of course, do 
you?” 

“Nope—nor do you!” 
“I think I do! Tweel was using the few English words he knew to 

put over a very complex idea. What, let me ask, does mathematics 
make you think of?” 

“Why—of astronomy. Or—or logic!” 
“That’s it! ‘No one—one—two!’ Tweel was telling me that the 

builders of the pyramids weren’t people—or that they weren’t 
intelligent, that they weren’t reasoning creatures! Get it?” 

“Huh! I’ll be damned!” 
“You probably will.” 
“Why,” put in Leroy, “he rub his belly?” 
“Why? Because, my dear biologist, that’s where his brains are! 

Not in his tiny head—in his middle!” 
“C’est impossible!” 
“Not on Mars, it isn’t! This flora and fauna aren’t earthly; your 

biopods prove that!” Jarvis grinned and took up his narrative. 
“Anyway, we plugged along across Xanthus and in about the 
middle of the afternoon, something else queer happened. The 
pyramids ended.” 

“Ended!” 
“Yeah; the queer part was that the last one—and now they 

were ten-footers—was capped! See? Whatever built it was still 
inside; we’d trailed ‘em from their half-million-year-old origin to 
the present. 

“Tweel and I noticed it about the same time. I yanked out my 
automatic (I had a clip of Boland explosive bullets in it) and 
Tweel, quick as a sleight-of-hand trick, snapped a queer little glass 
revolver out of his bag. It was much like our weapons, except that 
the grip was larger to accommodate his four-taloned hand. And 
we held our weapons ready while we sneaked up along the lines of 
empty pyramids. 

Timeline (continued) 
2086 

The Red Peri 
2098-9 

Parasite Planet, The Lotus Eaters 
2100 

Second expedition to Uranus. 
Planet of Doubt 

2110 
False expectations of a gold strike on 
Venus cause the failure of the 
Planetary Trading Corporation and a 
stock market crash. The Gunderson 
expedition to Europa crash-lands on 
its return to Earth. 

2111-12 
Redemption Cairn 

2112 
Flight on Titan (or 2145, see below) 
The Mad Moon 

 

Notes 
The dates for the atomic blast and Moon 
landing are based on the chronology 
mentioned in A Martian Odyssey. 

 A Martian Odyssey states that Venus 
has not yet been colonized, but Parasite 
Planet dates the partition of Venus at 
2020, and The Red Peri states that 
Venus has been colonised for more than 
50 years. This suggests that Venus was 
colonised between the date of the first 
Mars landing and 2020. Assuming 
roughly a decade of colonization puts 
the Ares expedition at circa 2010. 

Despite this early start colonisation of 
Venus seems to have been slow, since 
the first child of colonists wasn’t born 
until the 2070s. A likely explanation is 
repeated setbacks from disease and the 
appalling climate, and no obvious 
exports or benefits from a permanent 
settlement at first. Things only took off 
when the medical properties of Xixtchil 
were discovered in the 2060s. 
Exploitation of the outer planets was 
evidently much faster, since there is a 
thriving colony on Ganymede in 2083 
(Tidal Moon).  

Continued next page 
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“Tweel saw the movement first. The top tiers of bricks were 
heaving, shaking, and suddenly slid down the sides with a thin 
crash. And then—something—something was coming out! 

“A long, silvery-gray arm appeared, dragging after it an 
armoured body. Armored, I mean, with scales, silver-gray and 
dull-shining. The arm heaved the body out of the hole; the 
beast crashed to the sand. 

“It was a nondescript creature—body like a big gray cask, 
arm and a sort of mouth-hole at one end; stiff, pointed tail at 
the other—and that’s all. No other limbs, no eyes, ears, nose—
nothing! The thing dragged itself a few yards, inserted its 
pointed tail in the sand, pushed itself upright, and just sat. 

“Tweel and I watched it for ten minutes before it moved. 
Then, with a creaking and rustling like—oh, like crumpling stiff 
paper—its arm moved to the mouth-hole and out came a brick! 
The arm placed the brick carefully on the ground, and the thing 
was still again. 

“Another ten minutes—another brick. Just one of Nature’s 
bricklayers. I was about to slip away and move on when Tweel 
pointed at the thing and said ‘rock’! I went ‘huh?’ and he said it 
again. Then, to the accompaniment of some of his trilling, he 
said, ‘No—no—‘ and gave two or three whistling breaths. 

“Well, I got his meaning, for a wonder! I said, ‘No breathe!’ 
and demonstrated the word. Tweel was ecstatic; he said, ‘Yes, 
yes, yes! No, no, no breet!’ Then he gave a leap and sailed out 
to land on his nose about one pace from the monster! 

“I was startled, you can imagine! The arm was going up for a 
brick, and I expected to see Tweel caught and mangled, but—
nothing happened! Tweel pounded on the creature, and the 
arm took the brick and placed it neatly beside the first. Tweel 
rapped on its body again, and said ‘rock,’ and I got up nerve 
enough to take a look myself. 

“Tweel was right again. The creature was rock, and it didn’t 
breathe!” 

“How you know?” snapped Leroy, his black eyes blazing 
interest. 

“Because I’m a chemist. The beast was made of silica! There 
must have been pure silicon in the sand, and it lived on that. 
Get it? We, and Tweel, and those plants out there, and even 
the biopods are carbon life; this thing lived by a different set of 
chemical reactions. It was silicon life!” 

“La vie silicieuse!” shouted Leroy. “I have suspect, and now 
it is proof! I must go see! Il faut que je—” 

“All right! All right!” said Jarvis. “You can go see. Anyhow, 
there the thing was, alive and yet not alive, moving every ten 
minutes, and then only to remove a brick. Those bricks were its 
waste matter. See, Frenchy? We’re carbon, and our waste is 

 
 
 
 

The medical properties of Kree 
moss must have been discovered early, 
giving a powerful incentive for 
exploitation. However, it should be 
remembered that Tidal Moon is the 
least canonical of these stories, since it 
was largely written after Stanley 
Weinbaum’s death. 

Flight on Titan gives later dates for 
the lunar landing and gold crisis, states 
that Martian civilization is dead, names 
a different pilot for the moon landing, 
and describes the discovery of an 
archaeological site mentioned in The 
Lotus Eaters, which is set earlier. For 
simplicity these variations have been 
ignored. 

Wikipedia dates The Red Peri at 
2083, 150 years after the first flight 
over Mount Everest (the anniversary is 
mentioned), but this may be an 
approximation, not an exact figure; the 
story is set after a conjunction of Saturn 
and Pluto, and there was a prior 
landing on Pluto which must have 
occurred at a previous conjunction. 
Conjunctions occur in 2053, 2085 
and 2118; assuming a first landing in 
2053, a date circa 2086 seems most 
likely. However, there are numerous 
discrepancies in the handling of 
conjunctions in these stories, and 
readers should go with whichever date 
seems most appropriate for their needs. 

The “now” of adventures etc. is 
circa 2115 AD, a few years after the 
events of the stories (if the 
discrepancies in Flight on Titan are 
ignored); this allows many canon 
characters to appear in adventures. For 
example, in 2115: 

“Red Peri” Maclane is about 481 
“Ham” Hammond is about 442 
Patricia Hammond is about 392 
Grant Calthorpe is about 273 
Lee Neilan is about 223 
Jack Sands is about 304 
Claire Avery is about 274 

1  The Red Peri 
2   Parasite Planet, The Lotus Eaters 
3  The Mad Moon 
4  Redemption Cairn 
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carbon dioxide, and this thing is silicon and its waste is silicon 
dioxide—silica. But silica is a solid, hence the bricks. And it builds 
itself in, and when it is covered, it moves over to a fresh place to 
start over. No wonder it creaked! A living creature a half a million 
years old!” 

“How you know how old?” Leroy was frantic. 
“We trailed its pyramids from the beginning, didn’t we? If this 

weren’t the original pyramid builder, the series would have ended 
somewhere before we found him, wouldn’t it?—ended and started 
over with the small ones. That’s simple enough, isn’t it? 

“But he reproduces, or tries to. Before the third brick came out, 
there was a little rustle and out popped a whole stream of those 
little crystal balls. They’re his spores, or seeds—call ‘em what you 
want. They went bouncing by across Xanthus just as they’d 
bounced by us back in the Mare Chronium. I’ve a hunch how they 
work, too—this is for your information, Leroy. I think the crystal 
shell of silica is no more than protective covering, like an eggshell, 
and that the active principle is the smell inside. It’s some sort of gas 
that attacks silicon, and if the shell is broken near a supply of that 
element, some reaction starts that ultimately develops into a beast 
like that one.” 

“You should try!” exclaimed the little Frenchman. “We must 
break one to see!” 

“Yeah? Well, I did. I smashed a couple against the sand. Would 
you like to come back in about ten thousand years to see if I 
planted some pyramid monsters? You’d most likely be able to tell 
by that time!” Jarvis paused and drew a deep breath. “Lord! That 
queer creature Do you picture it? Blind, deaf, nerveless, brainless—
just a mechanism, and yet—immortal! Bound to go on making 
bricks, building pyramids, as long as silicon and oxygen exist, and 
even afterwards it’ll just stop. It won’t be dead. If the accidents of 
a million years bring it its food again, there it’ll be, ready to run 
again, while brains and civilizations are part of the past. A queer 
beast—yet I met a stranger one!” 

“If you did, it must have been in your dreams!” growled 
Harrison. 

“You’re right!” said Jarvis soberly. “In a way, you’re right. The 
dream-beast! That’s the best name for it—and it’s the most 
fiendish, terrifying creation one could imagine! More dangerous 
than a lion, more insidious than a snake!” 

“Tell me!” begged Leroy. “I must go see!” 
“Not this devil!” He paused again. “Well,” he resumed, “Tweel 

and I left the pyramid creature and plowed along through Xanthus. 
I was tired and a little disheartened by Putz’s failure to pick me up, 
and Tweel’s trilling got on my nerves, as did his flying nosedives. 
So I just strode along without a word, hour after hour across that 
monotonous desert. 

(Slightly) Weird Science 
These stories were written in the 
1930s, when the nebular hypothesis, 
the idea that the sun and planets 
formed by gradual accretion of gas and 
dust particles, had temporarily fallen 
out of favour. The universe was 
believed to be too young for planets to 
have formed that way. Solar systems 
were considered rare, unlikely to form 
without outside influences. 

The theory then in vogue, used by 
many SF authors of the period, was the 
near collision hypothesis. It assumed a 
catastrophic origin for planets, in which 
another star passed close to the Sun,  
tidal forces deforming the Sun’s 
atmosphere so much that streams of 
gas escaped its gravity, condensed as 
dense clouds of matter and eventually 
formed the planets. This took a few 
thousand years rather than the billion 
or so predicted by early versions of the 
nebular hypothesis. 

 
While the main consequence of this 

process is rapid planet formation, a side 
effect is a more even distribution of 
elements through the Solar System than 
predicted by the nebular hypothesis; 
each of the separate clouds contained a 
mix of elements, so the outer worlds 
contain more metal and heavy elements 
than in the nebular hypothesis.  

As a result of the speed of this 
process, gas giants still radiate internal 
heat, warming their moons sufficiently 
for them to be more or less habitable, 
and there are radioactive materials and 
other metals on their moons. Gravity of 
most moons is comparatively high due 
to the presence of heavy metals. 

 

Continued next page 
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“Toward mid-afternoon we came in sight of a low dark line 
on the horizon. I knew what it was. It was a canal; I’d crossed it 
in the rocket and it meant that we were just one-third of the way 
across Xanthus. Pleasant thought, wasn’t it? And still, I was 
keeping up to schedule. 

“We approached the canal slowly; I remembered that this 
one was bordered by a wide fringe of vegetation and that 
Mudheap City was on it. 

“I was tired, as I said. I kept thinking of a good hot meal, and 
then from that I jumped to reflections of how nice and home-
like even Borneo would seem after this crazy planet, and from 
that, to thoughts of little old New York, and then to thinking 
about a girl I know there, Fancy Long. Know her?” 

“Vision entertainer,” said Harrison. “I’ve tuned her in. Nice 
blonde—dances and sings on the Yerba Mate hour.” 

“That’s her,” said Jarvis ungrammatically. “I know her pretty 
well—just friends, get me?—though she came down to see us off 
in the Ares. Well, I was thinking about her, feeling pretty 
lonesome, and all the time we were approaching that line of 
rubbery plants. 

“And then—I said, ‘What ‘n Hell!’ and stared. And there she 
was—Fancy Long, standing plain as day under one of those 
crack-brained trees, and smiling and waving just the way I 
remembered her when we left!” 

“Now you’re nuts, too!” observed the captain. 
“Boy, I almost agreed with you! I stared and pinched myself 

and closed my eyes and then stared again—and every time, 
there was Fancy Long smiling and waving! Tweel saw something, 
too; he was trilling and clucking away, but I scarcely heard him. 
I was bounding toward her over the sand, too amazed even to 
ask myself questions. 

“I wasn’t twenty feet from her when Tweel caught me with 
one of his flying leaps. He grabbed my arm, yelling, ‘No—no—
no!’ in his squeaky voice. I tried to shake him off—he was as 
light as if he were built of bamboo—but he dug his claws in and 
yelled. And finally some sort of sanity returned to me and I 
stopped less than ten feet from her. There she stood, looking as 
solid as Putz’s head!” 

“Vot?” said the engineer. 
“She smiled and waved, and waved and smiled, and I stood 

there dumb as Leroy, while Tweel squeaked and chattered. I 
knew it couldn’t be real, yet—there she was! 

“Finally I said, ‘Fancy! Fancy Long!’ She just kept on smiling 
and waving, but looking as real as if I hadn’t left her thirty-seven 
million miles away. 

“Tweel had his glass pistol out, pointing it at her. I grabbed 
his arm, but he tried to push me away. He pointed at her and 

Conditions on the worlds and moons 
described conform to the leading 
astronomical theories of the time; in 
particular: 
• Mercury was believed to be tidally 

locked to the Sun; although no 
stories are set there this is assumed 
to be the case for game purposes. 

• Weinbaum states that Venus is also 
locked to the Sun, with mountains 
high enough to be visible above its 
eternal cloud cover; this theory, 
based on faulty observations, 
received publicity at the time. 

• Mars was, of course, famous for 
the “canals” that Lowell and others 
believed that they’d seen there.  

• As already noted, the gas giants 
were believed to retain a good deal 
of internal heat, enough to warm 
their moons to habitable 
temperatures. Their nature wasn’t 
entirely clear, and it was thought 
there might be an accessible solid 
surfaces. 

• Finally, Pluto was initially thought 
to be a comparatively large dense 
world, whose gravity was strong 
enough to have perturbed the orbit 
of Neptune. 

Nuclear processes work differently in 
this setting. Radioactive rays cause the 
atomic nucleus to break down, 
releasing huge amounts of energy. The 
more powerful the radioactive source, 
the heavier the elements it can break 
down1. This is a controllable process, 
making atomic rocket engines possible. 
Their exhaust is hot and immensely 
destructive, but doesn’t appear to be 
dangerously radioactive. 

Atomic bombs use a more 
destructive reaction which breaks down 
the radioactive material itself. 

Nuclear materials are surprisingly 
stable. For example, commercially 
viable deposits of protactinium exist 
naturally on Europa; in our universe 
most of its isotopes are extremely 
unstable and it is only found in traces, a 
decay product of uranium. 

1 Redemption Cairn 
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said, ‘No breet! No breet!’ and I understood that he meant that 
the Fancy Long thing wasn’t alive. 

“Man, my head was whirling! 
“Still, it gave me the jitters to see him pointing his weapon at 

her. I don’t know why I stood there watching him take careful aim, 
but I did. Then he squeezed the handle of his weapon; there was a 
little puff of steam, and Fancy Long was gone! And in her place 
was one of those writhing, black rope-armed horrors like the one 
I’d saved Tweel from! 

“The dream-beast! I stood there dizzy, watching it die while 
Tweel trilled and whistled. Finally he touched my arm, pointed at 
the twisting thing, and said, ‘You one—one—two, he one—one—
two.’ After he’d repeated it eight or ten times, I got it. Do any of 
you?” 

“Oui,” shrilled Leroy. “Moi—je le comprends! He mean you 
think of something, the beast he know, and you see it! Un chien— 
a hungry dog, he would see the big bone with meat! Or smell it—
not?” 

“Right!” said Jarvis. “The dream-beast uses its victim’s longings 
and desires to trap its prey. The bird at nesting season would see its 
mate, the fox, prowling for its own prey, would see a helpless 
rabbit!” 

“How he do?” queried Leroy. 
“How do I know? How does a snake back on earth charm a bird 

into its very jaws? And aren’t there deep-sea fish that lure their 
victims into their mouths? Lord!” Jarvis shuddered. “Do you see 
how insidious the monster is? We’re warned now—but henceforth 
we can’t trust even our eyes. You might see me—I might see one 
of you—and back of it may be nothing but another of those black 
horrors!” 

“How’d your friend know?” asked the captain abruptly. 
“Tweel? I wonder! Perhaps he was thinking of something that 

couldn’t possibly have interested me, and when I started to run, he 
realized that I saw something different and was warned. Or perhaps 
the dream-beast can only project a single vision, and Tweel saw 
what I saw—or nothing. I couldn’t ask him. But it’s just another 
proof that his intelligence is equal to ours or greater.” 

“He’s daffy, I tell you!” said Harrison. “What makes you think 
his intellect ranks with the human?” 

“Plenty of things! First the pyramid-beast. He hadn’t seen one 
before; he said as much. Yet he recognized it as a dead-alive 
automaton of silicon.” 

“He could have heard of it,” objected Harrison. “He lives 
around here, you know.” 

“Well how about the language? I couldn’t pick up a single idea 
of his and he learned six or seven words of mine. And do you 
realize what complex ideas he put over with no more than those six 

 

Interplanetary Trade 
Space travel is extremely expensive, 
and every pound carried must earn the 
maximum possible profit. Gold is barely 
worth carrying – it’s expensive to ship 
because of its weight, and so tempting 
a target for piracy and theft that 
insurance accounts for up to fifty 
percent of profits1. One of the many 
mysteries of the 2110 market crash is 
why there was expected to be a useful 
profit in gold from such an uncertain 
source as Venus2. More money can be 
made from gems, pharmaceuticals and 
other biochemical material, and useful 
radioactive ores. There is also a market 
in Martian antiques and examples of 
native craftsmanship such as Venusian 
silver1. 

Value isn’t guaranteed to remain 
stable; for example, the first Titan 
Flame-Orchid gem sold for half a 
million dollars2. The next six made their 
finder rich, but already prices were 
starting to fall, and the trend is likely to 
continue as more gems are imported. 
Sooner or later it will be learned that 
the colonists have found out how to 
split the gems and culture them; within 
weeks of the news getting out prices are 
likely to plummet to a point where they 
are barely worth shipping. If anyone 
ever finds a way to duplicate the 
process on Earth it’s likely that they will 
lose their remaining value, and will be 
treated as little more than costume 
jewellery. 

Similar trends must affect the prices 
of imported biochemicals.  Venusian 
Xixtchil is a scarce product in high 
demand3, and the traders who gather it 
risk their lives. Its price is a reflection of 
these factors. But dozens of 
pharmaceutical companies must be 
working on ways to grow the plant on 
Earth or duplicate the active ingredients 
synthetically. Eventually someone will 
succeed, and the price of Xitchil will 
inevitably fall considerably. 
 

1 The Red Peri      2 Flight on Titan 
3 Parasite Planet 
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or seven words? The pyramid monster—the dream-beast! In a 
single phrase he told me that one was a harmless automaton and 
the other a deadly hypnotist. What about that?” 

“Huh!” said the captain. 
“Huh if you wish! Could you have done it knowing only six 

words of English? Could you go even further, as Tweel did, and 
tell me that another creature was of a sort of intelligence so 
different from ours that understanding was impossible—even 
more impossible than that between Tweel and me?” 

“Eh? What was that?” 
“Later. The point I’m making is that Tweel and his race are 

worthy of our friendship. Somewhere on Mars—and you’ll find 
I’m right—is a civilization and culture equal to ours, and maybe 
more than equal. And communication is possible between them 
and us; Tweel proves that. It may take years of patient trial, for 
their minds are alien, but less alien than the next minds we 
encountered—if they are minds.” 

“The next ones? What next ones?” 
“The people of the mud cities along the canals.” Jarvis 

frowned, then resumed his narrative. “I thought the dream-beast 
and the silicon-monster were the strangest beings conceivable, 
but I was wrong. These creatures are still more alien, less 
understandable than either and far less comprehensible than 
Tweel, with whom friendship is possible, and even, by patience 
and concentration, the exchange of ideas. 

“Well,” he continued, “we left the dream-beast dying, 
dragging itself back into its hole, and we moved toward the 
canal. There was a carpet of that queer walking-grass scampering 
out of our way, and when we reached the bank, there was a 
yellow trickle of water flowing. The mound city I’d noticed from 
the rocket was a mile or so to the right and I was curious 
enough to want to take a look at it. 

“It had seemed deserted from my previous glimpse of its and 
if any creatures were lurking in it—well, Tweel and I were both 
armed. And by the way, that crystal weapon of Tweel’s was an 
interesting device; I took a look at it after the dream-beast 
episode. It fired a little glass splinter, poisoned, I suppose, and I 
guess it held at least a hundred of ‘em to a load. The propellant 
was steam—just plain steam!” 

“Shteam!” echoed Putz. “From vot come, shteam?” 
“From water, of course! You could see the water through the 

transparent handle and about a gill of another liquid, thick and 
yellowish. When Tweel squeezed the handle—there was no 
trigger—a drop of water and a drop of the yellow stuff squirted 
into the firing chamber, and the water vaporized—pop!—like 
that. It’s not so difficult; I think we could develop the same 
principle. Concentrated �ravelled acid will heat water almost to 

Technology 
While space travel is the definitive 
technology for this setting, it doesn’t exist 
in isolation. Nuclear power is often 
mentioned, and many other devices are 
described in the stories. Some things that 
we might expect in such a setting are 
conspicuously absent; they may or may 
not exist on Earth, they certainly don’t 
seem to have found their way into space.  
 

Definitely Exist: Atomic blasts, atomic 
bombs, atomic power plants, space 
travel, vacuum suits, radio (equipment 
heavy, sometimes omitted from ships 
to save weight), colour television1, 
explosive bullets, heat rays, 
biotechnology (drugs derived from 
alien plants and animals), infra-red 
photography, robots2, radar3 

Possibly Exist: Virtual reality4, flying cars, 
a perfected radiation treatment for 
cancer, valve and relay computers. 

Unlikely to Exist: Transistors & integrated 
circuits, spaceship autpilots, digital 
cameras and small portable video 
cameras5, communications satellites 
(and other unmanned satellites), space 
stations and other permanent space 
settlements other than colonies on 
planets and moons, orbital towers, 
genetic engineering, lasers. 

 

1  Possibly only available on Earth. 
2 An ‘autobus’ with ‘robot driver’ appears in 

Tidal Moon, but no other robots are 
described. This is probably an automatic 
control system, not an android. 

3 The ‘Electric Plumb’ in Planet of Doubt 
appears to be a radar altimeter, and ships 
have meteor warning devices, but there is 
no early warning of an approaching ship in 
The Red Peri, and radar landing aids are not 
used. Accuracy and range may be limited. 

4 Weinbaum describes VR systems based on 
film, drugs, and other technologies in two 
stories outside this sequence, Pygmalion's 
Spectacles and The Ideal. It seems plausible 
that they also exist in the universe of the 
‘Planetary’ sequence. 

5 Photographic plates and film are still used 
aboard expeditionary ships despite the 
weight and inconvenience of carrying 
processing equipment and chemicals. 
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boiling, and so will quicklime, and there’s potassium and sodium— 
“Of course, his weapon hadn’t the range of mine, but it wasn’t 

so bad in this thin air, and it did hold as many shots as a cowboy’s 
gun in a Western movie. It was effective, too, at least against 
Martian life; I tried it out, aiming at one of the crazy plants, and 
darned if the plant didn’t wither up and fall apart! That’s why I 
think the glass splinters were poisoned. 

“Anyway, we trudged along toward the mud-heap city and I 
began to wonder whether the city builders dug the canals. I pointed 
to the city and then at the canal, and Tweel said ‘No—no—no!’ and 
gestured toward the south. I took it to mean that some other race 
had created the canal system, perhaps Tweel’s people. I don’t 
know; maybe there’s still another intelligent race on the planet, or a 
dozen others. Mars is a queer little world. 

“A hundred yards from the city we crossed a sort of road—just a 
hard-packed mud trail, and then, all of a sudden, along came one of 
the mound builders! 

“Man, talk about fantastic beings! It looked rather like a barrel 
trotting along on four legs with four other arms or tentacles. It had 
no head, just body and members and a row of eyes completely 
around it. The top end of the barrel-body was a diaphragm 
stretched as tight as a drumhead, and that was all. It was pushing a 
little coppery cart and tore right past us like the proverbial bat out 
of Hell. It didn’t even notice us, although I thought the eyes on my 
side shifted a little as it passed. 

“A moment later another came along, pushing another empty 
cart. Same thing—it just scooted past us. Well, I wasn’t going to be 
ignored by a bunch of barrels playing train, so when the third one 
approached, I planted myself in the way—ready to jump, of course, 
if the thing didn’t stop. 

“But it did. It stopped and set up a sort of drumming from the 
diaphragm on top. And I held out both hands and said, ‘We are 
friends!’ And what do you suppose the thing did?” 

“Said, ‘Pleased to meet you,’ I’ll bet!” suggested Harrison. 
“I couldn’t have been more surprised if it had! It drummed on its 

diaphragm, and then suddenly boomed out, ‘We are v-r-r-riends’ 
and gave its pushcart a vicious poke at me! I jumped aside, and 
away it went while I stared dumbly after it. 

“A minute later another one came hurrying along. This one 
didn’t pause, but simply drummed out, ‘We are v-r-r-riends!’ and 
scurried by. How did it learn the phrase? Were all of the creatures 
in some sort of communication with each other? Were they all parts 
of some central organism? I don’t know, though I think Tweel does. 

“Anyway, the creatures went sailing past us, every one greeting 
us with the same statement. It got to be funny; I never thought to 
find so many friends on this God-forsaken ball! Finally I made a 

Glossary 
Apogee Race: See Curry Cup 
Atomic Blast: Atomic rocket engine; the 

main engine(s) of a spaceship, also 
called Afterjets. 

AU: Astronomical Unit, the average 
distance from the Earth to the Sun.  

Auxilliary Rocket: Small craft carried by 
exploratory ships such as the Ares, to 
avoid the dangers of moving the ship 
repeatedly. As atomic blasts improve 
they have become uncommon. 

Barrier: Range of high glaciers around 
the rim of the night side of Venus. 

Biopod: Martian organisms which 
combine some of the characteristics 
of Terran plants and animals. 

Bladder Bird: Balloon-like animal found 
on Europa. 

Blancha: AKA “White Fever,” a disease 
that affects visitors to Io. 

Blanket Bat: Four-winged Ganymedan 
flying predator which envelops its 
prey then drains electrical energy 
from the victim’s nervous system. 

Blaster: Small atomic bomb. 
Boland Bullet: Explosive bullet. 
Conjunction: This term has several 

meanings in astronomy; for the 
purposes of this book it is when two 
planets are on the same side of the 
sun and closest to each other. See 
later sections. 

Crawler Crystals: Pluto’s living minerals, 
named for the minerals they eat, e.g. 
carbon feeders, sulphur feeders. 

Cree: Medicinal moss of Ganymede. 
Cree Inc.: Ganymedan company which 

exports and processes Cree. 
Crephine: Drug derived from Cree. 
Curry Cup: An annual rocket race from 

Earth, around the Moon, and back 
to Earth. Won in 2111 by Claire 
Avery, AKA “The Golden Flash.” 

Dough-Pot: Venusian mobile fungus; a 
deadly amorphous predator which 
eats anything organic it encounters. 

Electric Plumb: Radio echo finder; used 
to measure a ship’s altitude. 

Erotia: American settlement on Venus. 
Continued next page 
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puzzled gesture to Tweel; I guess he understood, for he said, 
‘One-one-two—yes!—Two-two-four—no!’ Get it?” 

“Sure,” said Harrison. “It’s a Martian nursery rhyme.” 
“Yeah! Well, I was getting used to Tweel’s symbolism, and I 

figured it out this way. ‘One-one-two—yes!’ The creatures were 
intelligent. ‘Two-two-four—no!’ Their intelligence was not of our 
order, but something different and beyond the logic of two and 
two is four. Maybe I missed his meaning. Perhaps he meant that 
their minds were of low degree, able to figure out the simple 
things—‘One-one-two—yes!—but not more difficult things—
Two-two-four—no!’ But I think from what we saw later that he 
meant the other. 

“After a few moments, the creatures came rushing back—first 
one, then another. Their pushcarts were full of stones, sand, 
chunks of rubbery plants, and such rubbish as that. They droned 
out their friendly greeting, which didn’t really sound so friendly, 
and dashed on. The third one I assumed to be my first 
acquaintance and I decided to have another chat with him. I 
stepped into his path again and waited. 

“Up he came, booming out his ‘We are v-r-r-riends’ and 
stopped. I looked at him; four or five of his eyes looked at me. 
He tried his password again and gave a shove on his cart, but I 
stood firm. And then the—the dashed creature reached out one 
of his arms, and two finger-like nippers tweaked my nose!” 

“Haw!” roared Harrison. “Maybe the things have a sense of 
beauty!” 

“Laugh!” grumbled Jarvis. “I’d already had a nasty bump and 
a mean frostbite on that nose. Anyway, I yelled ‘Ouch!’ and 
jumped aside and the creature dashed away; but from then on, 
their greeting was ‘We are v-r-r-riends! Ouch!’ Queer beasts! 

“Tweel and I followed the road squarely up to the nearest 
mound. The creatures were coming and going, paying us not the 
slightest attention, fetching their loads of rubbish. The road 
simply dived into an opening, and slanted down like an old 
mine, and in and out darted the barrel-people, greeting us with 
their eternal phrase. 

“I looked in; there was a light somewhere below, and I was 
curious to see it. It didn’t look like a flame or torch, you 
understand, but more like a civilized light, and I thought that I 
might get some clue as to the creatures’ development. So in I 
went and Tweel tagged along, not without a few trills and 
twitters, however. 

“The light was curious; it sputtered and flared like an old arc 
light, but came from a single black rod set in the wall of the 
corridor. It was electric, beyond doubt. The creatures were fairly 
civilized, apparently. 

Ferva Leaf: Plant found on Io which 
produces a range of medically useful 
alkaloid drugs. 

Ferverin: Drug from Ferva leaves used to 
combat the effects of Blancha. 

Flame-Orchid: Thermoluminescent egg-
shaped gems found on Titan; they glow 
in colours that vary with temperature 
and are worth hundreds of thousands 
of dollars.  

Flame-Pistol: Guns which convert the bond 
energy of industrial diamonds into 
blasts of lightning-like energy and flame 
a hundred yards long. They are clumsy 
and slow to load, and the barrels 
frequently burn out.  

Fluorolux bulb: Low energy fluorescent 
light bulb. 

Floor Magnets: Magnetized floors in 
spaceships, used to create the illusion 
of gravity. The occupants wear shoes 
containing steel plates. 

Gamma Rorqual: Spear-tipped aquatic 
predator of Ganymede. 

Greater Eternities: 50-mile high mountain 
range separating the British and 
American territories on Venus. 

Herapolis: City on Io. 
Hex, Hexylamine: A synthetic narcotic. 

The name is misleading; pure 
hexylamine is actually highly toxic, the 
drug is a hexylamine derivative. 

Hipp: Hippocampus Catamiti. The “Sea-
horse” of Ganymede, tamed and used 
as a riding animal by the natives and by 
human colonists.  

Hydropole: South polar city of 
Ganymede; the only part of the planet 
that isn’t affected by tidal floods raised 
by Jupiter’s gravity. 

Ice-Ant: Small three-legged animals of 
Titan which melt and live in bubbles in 
the ice. They are semi-intelligent and 
make use of primitive tools. 

Interplanetary: The main space travel 
consortium, accused of patent theft by 
the so-called Red Peri. 

Ionian Products: Io’s main export 
company. 

Junopolis: Colonial capital of Io. 
 

Continued next page 
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“Then I saw another light shining on something that glittered 
and I went on to look at that, but it was only a heap of shiny sand. 
I turned toward the entrance to leave, and the Devil take me if it 
wasn’t gone! 

“I supposed the corridor had curved, or I’d stepped into a side 
passage. Anyway, I walked back in that direction I thought we’d 
come, and all I saw was more dimlit corridor. The place was a 
labyrinth! There was nothing but twisting passages running every 
way, lit by occasional lights, and now and then a creature running 
by, sometimes with a pushcart, sometimes without. 

“Well, I wasn’t much worried at first. Tweel and I had only 
come a few steps from the entrance. But every move we made 
after that seemed to get us in deeper. Finally I tried following one 
of the creatures with an empty cart, thinking that he’d be going 
out for his rubbish, but he ran around aimlessly, into one passage 
and out another. When he started dashing around a pillar like one 
of these Japanese waltzing mice, I gave up, dumped my water tank 
on the floor, and sat down. 

“Tweel was as lost as I. I pointed up and he said ‘No—no—no!’ 
in a sort of helpless trill. And we couldn’t get any help from the 
natives. They paid no attention at all, except to assure us they were 
friends—ouch! 

“Lord! I don’t know how many hours or days we wandered 
around there! I slept twice from sheer exhaustion; Tweel never 
seemed to need sleep. We tried following only the upward 
corridors, but they’d run uphill a ways and then curve downwards. 
The temperature in that damned ant hill was constant; you 
couldn’t tell night from day and after my first sleep I didn’t know 
whether I’d slept one hour or thirteen, so I couldn’t tell from my 
watch whether it was midnight or noon. 

“We saw plenty of strange things. There were machines running 
in some of the corridors, but they didn’t seem to be doing 
anything—just wheels turning. And several times I saw two barrel-
beasts with a little one growing between them, joined to both.” 

“Parthenogenesis!” exulted Leroy. “Parthenogenesis by budding 
like les tulipes!” 

“If you say so, Frenchy,” agreed Jarvis. “The things never 
noticed us at all, except, as I say, to greet us with ‘We are v-r-r-
riends! Ouch!’ They seemed to have no home-life of any sort, but 
just scurried around with their pushcarts, bringing in rubbish. And 
finally I discovered what they did with it. 

“We’d had a little luck with a corridor, one that slanted 
upwards for a great distance. I was feeling that we ought to be 
close to the surface when suddenly the passage debouched into a 
domed chamber, the only one we’d seen. And man!—I felt like 
dancing when I saw what looked like daylight through a crevice in 
the roof. 

Knife-Kite: Predatory bird of Titan 
which flies at 100 MPH and impales 
prey on its rapier-sharp beak. 

Land Leet: Land-dwelling octopus-like 
animal of Ganymede. Edible by 
humans, considered “good eating.” 

Leveling Poles: Graduated poles erected 
around a rocket landing field to give 
pilots an indication of height and 
attitude. 

Libration: The “wobble” of tidally 
locked worlds and moons which 
makes the primary move in the sky. 

Loonie: Native of Io. 
Mound Builder: Underground-dwelling 

hive race of Mars. 
Nivia: Colonial capital of Titan. Often 

described as the “City of Snow.” 
Nympus: Native of Ganymede. 
Opposition: The time at which two 

worlds are at their furthest distance 
apart, on opposite sides of the Sun. 

Parcat: Talking animal found on Io; a 
common pet of the colonists. 

P.T.C.: Planetary Trading Corporation, 
whose failure caused the financial 
crash of 2110. 

Rectifier: Air purifier. 
Red Peri, The: (1) The pirate ship of 

that name; (2) its first captain, ‘Red’ 
Perry Maclane; (3) its second 
captain, his daughter. She is 
repeatedly called ‘Peri’ but it is 
never confirmed as her real name. 

Sillicellu: Plastic used for vacuum suit 
visors. 

Slinker: Semi-intelligent species of Io; 
viciously aggressive ratlike creatures. 
They may also live on Mars. 

Terminator: On tidally locked worlds 
such as Mercury and Venus, the 
twilight region between the day side 
and night side. On Venus this is the 
only region inhabitable by humans, 
who still need protective clothing in 
many areas. 

Thermide: Water purification pill which 
uses a chemical process to boil water 
and kill fungal spores and bacteria.  
The pills are essential for survival in 
the Venus Hotlands. 

Continued next page 
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“There was a—a sort of machine in the chamber, just an 
enormous wheel that turned slowly, and one of the creatures 
was in the act of dumping his rubbish below it. The wheel 
ground it with a crunch—sand, stones, plants, all into powder 
that sifted away somewhere. While we watched, others filed in, 
repeating the process, and that seemed to be all. No rhyme 
nor reason to the whole thing—but that’s characteristic of this 
crazy planet. And there was another fact that’s almost too 
bizarre to believe. 

“One of the creatures, having dumped his load, pushed his 
cart aside with a crash and calmly shoved himself under the 
wheel! I watched him being crushed, too stupefied to make a 
sound, and a moment later, another followed him! They were 
perfectly methodical about it, too; one of the cartless creatures 
took the abandoned pushcart. 

“Tweel didn’t seem surprised; I pointed out the next 
suicide to him, and he just gave the most human-like shrug 
imaginable, as much as to say, ‘What can I do about it?’ He 
must have known more or less about these creatures. 

“Then I saw something else. There was something beyond 
the wheel, something shining on a sort of low pedestal. I 
walked over; there was a little crystal, about the size of an egg, 
fluorescing to beat Tophet. The light from it stung my hands 
and face, almost like a static discharge, and then I noticed 
another funny thing. Remember that wart I had on my left 
thumb? Look!” Jarvis extended his hand. “It dried up and fell 
off—just like that! And my abused nose—say, the pain went 
out of it like magic! The thing had the property of hard x-rays 
or gamma radiations, only more so; it destroyed diseased 
tissue and left healthy tissue unharmed! 

“I was thinking what a present that’d be to take back to 
Mother Earth when a lot of racket interrupted. We dashed 
back to the other side of the wheel in time to see one of the 
pushcarts ground up. Some suicide had been careless, it seems. 

“Then suddenly the creatures were booming and drumming 
all around us and their noise was decidedly menacing. A 
crowd of them advanced toward us; we backed out of what I 
thought was the passage we’d entered by, and they came 
rumbling after us, some pushing carts and some not. Crazy 
brutes! There was a whole chorus of ‘We are v-r-r-riends! 
Ouch!’ I didn’t like the ‘ouch’; it was rather suggestive. 

“Tweel had his glass gun out and I dumped my water tank 
for greater freedom and got mine. We backed up the corridor 
with the barrel-beasts following—about twenty of them. Queer 
thing—the ones coming in with loaded carts moved past us 
inches away without a sign. 

Thermoid Expansion Chamber: An 
essential safety component of the 
Atomic Blast engine; the patent was 
stolen by Interplanetary Corporation 
lawyers, a direct cause of the original 
Red Peri’s piratical career. 

Thermo-Skin: Insulated sleeping bag. 
Thoth: The ostrich-like intelligent race of 

Mars. 
 “Top”: Fly a spaceship so that another 

ship is “below” its engines and in 
danger of being hit by the exhaust; a 
common tactic of pirates such as Red 
Peri. 

Transkin: Protective rubbery over-suit 
worn in the Hotlands of Venus. 
Porous to allow the wearer to perspire 
without letting spores in. Worn with a 
filter mask and goggles to keep spores 
out of the eyes and lungs. 

Triops, Trioptes: Vicious semi-intelligent 
predators found on the edges and 
interior of the Dark Side of Venus; 
they resemble Hotland Venusians but 
have claws instead of pincers. Triops 
noctivivans. 

U-Bar: Spaceship attitude control yoke, 
usually designed for dual pilots. 

Uniped: A Venusian predator shaped like 
a single-legged kangaroo with a long 
spearlike beak.  

Underjet: Secondary atomic blasts used 
for takeoffs and landings. Depending 
on the configuration of the ship they 
may point aft with other engines, or at 
ninety degrees to the main engines so 
that the ship can land on its side (as in 
the Gaea, the second ship to visit 
Uranus). 

Venoble: British colonial capital on 
Venus. 

‘Vision Set: TV. 
Xixtchil: Venusian plant that can be 

processed to make a rejuvenation drug 
which prolongs virility but has no 
effect on overall lifespan. 

Yarkand: Chinese town, ruled by an 
Ameer circa 2112. 

Young’s Field: Rocket-port on Long 
Island. 
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“Tweel must have noticed that. Suddenly, he snatched out 
that glowing coal cigar-lighter of his and touched a cartload of 
plant limbs. Puff! The whole load was burning—and the crazy 
beast pushing it went right along without a change of pace. It 
created some disturbance among our ‘v-v-r-riends,’ however—
and then I noticed the smoke eddying and swirling past us, and 
sure enough, there was the entrance! 

“I grabbed Tweel and out we dashed and after us our 
twenty pursuers. The daylight felt like Heaven, though I saw at 
first glance that the sun was all but set, and that was bad, since 
I couldn’t live outside my thermo-skin bag in a Martian night—
at least, without a fire. 

“And things got worse in a hurry. They cornered us in an 
angle between two mounds, and there we stood. I hadn’t fired 
nor had Tweel; there wasn’t any use in irritating the brutes. 
They stopped a little distance away and began their booming 
about friendship and ouches. 

“Then things got still worse! A barrel-brute came out with a 
pushcart and they all grabbed into it and came out with 
handfuls of foot-long copper darts—sharp-looking ones—and 
all of a sudden one sailed past my ear—zing! And it was shoot 
or die then. 

“We were doing pretty well for a while. We picked off the 
ones next to the pushcart and managed to keep the darts at a 
minimum, but suddenly there was a thunderous booming of ‘v-
v-r-riends’ and ‘ouches,’ and a whole army of ‘em came out of 
their hole. 

“Man! We were through and I knew it! Then I realized that 
Tweel wasn’t. He could have leaped the mound behind us as 
easily as not. He was staying for me! 

“Say, I could have cried if there’d been time! I’d liked 
Tweel from the first, but whether I’d have had gratitude to do 
what he was doing—suppose I had saved him from the first 
dream-beast—he’d done as much for me, hadn’t he? I grabbed 
his arm, and said ‘Tweel,’ and pointed up, and he understood. 
He said, ‘No—no—no, Tick!’ and popped away with his glass 
pistol. 

“What could I do? I’d be a goner anyway when the sun set, 
but I couldn’t explain that to him. I said, ‘Thanks, Tweel. 
You’re a man!’ and felt that I wasn’t paying him any 
compliment at all. A man! There are mighty few men who’d 
do that. 

“So I went ‘bang’ with my gun and Tweel went ‘puff’ with 
his, and the barrels were throwing darts and getting ready to 
rush us, and booming about being friends. I had given up 
hope. Then suddenly an angel dropped right down from 
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Heaven in the shape of Putz, with his underjets blasting the barrels into very small pieces! 
“Wow! I let out a yell and dashed for the rocket; Putz opened the door and in I went, laughing and 

crying and shouting! It was a moment or so before I remembered Tweel; I looked around in time to see 
him rising in one of his nosedives over the mound and away. 

“I had a devil of a job arguing Putz into following! By the time we got the rocket aloft, darkness was 
down; you know how it comes here—like turning off a light. We sailed out over the desert and put down 

once or twice. I yelled ‘Tweel!’ and yelled it a 
hundred times, I guess. We couldn’t find him; he 
could travel like the wind and all I got—or else I 
imagined it—was a faint trilling and twittering 
drifting out of the south. He’d gone, and damn it! 
I wish—I wish he hadn’t!” 

The four men of the Ares were silent—even 
the sardonic Harrison. At last little Leroy broke 
the stillness. 

“I should like to see,” he murmured. 
“Yeah,” said Harrison. “And the wart-cure. 

Too bad you missed that; it might be the cancer 
cure they’ve been hunting for a century and a 
half.” 

“Oh, that!” muttered Jarvis gloomily. “That’s 
what started the fight!” He drew a glistening 
object from his pocket. 

“Here it is.”  
 

 

 
 

 
Route taken by Jarvis and Tweel (J. Pez) 
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We wandered down the valley and I talked, talked about anything. I told her of the various forms life 
assumed on the planets, how on Mars and Titan and Europa sex was unknown, though Venus and Earth 
and Io all possessed it; and how on Mars and Europa vegetable and animal life had never differentiated, 
so that even the vastly intelligent beaked Martians had a tinge of vegetable nature, while conversely the 
song-bushes on the hills of Europa had a vaguely animal content… Redemption Cairn 

 
Strange how mistaken one can be, Amherst reflected. He could have sworn this man had been hardened 
by such adventure as existed, nowadays, only on the planets. Tidal Moon 

 

Islands in the Sky 
 

EVERAL hundred million years ago a small dense fast-moving star happened to pass 
relatively close to the newly-formed Sun. 
Astronomers disagree on the size of the other star and the distance of their closest 
approach; all that can be stated with any certainty is that its gravitational influence was 

sufficient to distort the Sun’s atmosphere and start to pull huge clouds of gas into space.  
 Some of the Sun’s atmosphere may have 

transferred to the passing star, but most of 
the clouds failed to escape and ended up 
orbiting at various distances from the Sun. 
Eventually they began to cool and combine, 
forming progressively larger “clumps” of 
matter which were slowly pulled together by 
gravity. Over a few thousand years the first 
protoplanets began to condense from the 
clouds of debris, eventually forming the 
worlds we know today. 

Somewhere along the way something 
went wrong with the formation of the fifth planet; the gravity of the largest protoplanet, later Jupiter, 
may have simply ripped it apart through tidal forces. The debris became the Asteroid Belt between Mars 
and Jupiter, comets, meteors, and other interplanetary rubble. 

While the distribution of elements in the clouds started out even, lightweight gas molecules such as 
hydrogen tended to be lost by the innermost planets as they cooled; driven outwards by light pressure, 
they ended up in deeper space and were swept up by the gas giants. A small proportion of hydrogen 

S 
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remains, bound into water and other chemical compounds, most 
has gone. Mercury lost almost all its atmosphere, while Venus, 
Earth and Mars retained enough water and air to support human 
life. In the case of Venus many areas are uninhabitable for other 
reasons, for Mars a period of conditioning (or an oxygen mask) 
is needed. The larger moons of Jupiter and Saturn also have 
breathable atmospheres, as does Uranus. Finally, Pluto retained 
its atmosphere, but cooled to only a few degrees above absolute 
zero, and the “air” is now a mixture of frozen gases that must be 
scooped up and melted before they can be breathed. 

Let Us Not Go There… 
The ‘Planetary’ stories don’t detail every 
world and moon in the Solar System; 
some obvious omissions leave a lot of 
scope for exploration. Brief non-
canonical descriptions are provided in 
the main text, referees should feel free to 
make whatever changes they like: 

Mercury isn’t mentioned in any story, 
but it was believed to be tidally locked in 
the 1930s. Comparison with the 
descriptions of tidally-locked Venus 
suggests it is uninhabitable; airless apart 
from volcanic gases, searing heat right up 
to the terminator, but only a little above 
absolute zero on the dark side. There 
may be mines and other facilities there, 
but they are never described. That 
doesn’t rule out life, of course, perhaps 
mineral forms similar to the Martian 
pyramid-builder or the feeder crystals of 
Pluto. 

We see almost nothing of Earth, and 
The Moon is dismissed as “arid and 
useless” in Flight on Titan, which also 
mentions that there is no gold there, nor 
any other heavy metals. But it’s a really 
big moon; surely there must be 
something worth such an easy trip. If 
there aren’t heavy metals, what about 
the light ones, and other light elements? 

The Asteroids are mentioned in 
passing, never described. While they’re 
probably all airless, everything else that 
goes to make up a world must be drifting 
out there somewhere, including the 
metals and minerals that are deep below 
the ground on a normal world. There 
ought to be some interesting possibilities 
out there if adventurers are prepared to 
risk the dangers of this region of space. 

Finally, the major moons of Jupiter 
and Saturn are colonised, and there are 
landings on Uranus and Pluto, but 
Neptune is never described. This may 
simply be because it’s too cold and its 
moons are too small to sustain life or 
human colonies, but that shouldn’t stop 
someone from taking a closer look 
sooner or later. 

 

Adventure Idea: Frozen Fortress 
For decades the pirate Red Peri operated from a base on Pluto, but the 
secret was revealed when a prisoner escaped. It will be years before the 
authorities can reach her there, but engines are improving and she’s 
looking at alternatives. One she has already rejected is the dark side of 
Mercury; there are too many problems with life support. But if she can 
spread the idea that she’s based there it will divert attention from her 
real plans. 

In a few months a “sun-grazing” comet will pass within half a 
million miles of Earth, heading towards Mercury. Attorneys for the 
mysterious Rip Reed Foundation (an anagram of Red Peri; Rip Reed is 
supposed to be a reclusive millionaire) hire the adventurers to fly to 
the comet, land, survey it, take specimens from the surface and core 
samples, and bring them back to Earth. They’re told that Reed hopes 
to find evidence of the composition of the primordial Solar System in 
the dissolved gasses and other materials of the comet.  

The main complication is that getting to the comet will take a lot of 
power – it’s moving fast. Flying there then decelerating, landing, and 
heading straight back to Earth would take more fuel and supplies than 
the adventurers’ ship can carry; it will be easier to follow the comet 
around the Sun (and close to Mercury) then decelerate and refuel on 
Venus before heading back to Earth. The attorneys “reluctantly” agree 
to the additional expense and time. As instructed, of course. 

There should also be a few complications on the comet; perhaps 
there is some sort of life there, perhaps it’s just accompanied by 
hundreds of icy meteors. But the adventurers should feel pleased with 
their success as they prepare to land on Venus. 

 Unfortunately, their ship will then be attacked by the Red Peri, and 
all records and samples will be taken. The pirates will make it obvious 
that they’re especially interested in pictures of Mercury in general and 
the dark side in particular, radio logs, and any other records that might 
relate to Mercury. They might even say something about “pictures of 
the base” if the adventurers seem sufficiently gullible. 

“Luckily” the Foundation insured the mission, and in the end the 
adventurers won’t lose much apart from time and their place in 
scientific history (assuming that there had ever been a real intention to 
publish their results). Working out who really hired them and why 
should lead to some interesting adventures. 
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Every world is a different environment – for example, while the table above shows that Venus, Earth and 
Mars all have Nitrogen / Oxygen atmospheres, conditions are very different. A Martian on Earth would 
be too hot, and oppressed by what it would regard as hugely excessive pressure and gravity. A human 
must spend weeks adapting to conditions on Mars, and will die without a filter mask and transkin on most 
parts of Venus. The atmosphere of Pluto is breathable – if you can melt it! And there are huge extremes 
of temperature, often on a single world. The brief descriptions that follow can’t hope to be more than a 
glimpse of the other worlds; you are advised to refer to prime sources or visit them for yourself if you 
want to learn more. The London Geological Museum and Natural History Museum and the Smithsonian 
Institution all have excellent galleries on the explored worlds, and there are similar if smaller exhibits in 
most major cities. 
 
Mercury: Too Hot To Handle 
The innermost and by far the hottest world of the Solar System, Mercury is 
tidally locked to the Sun, with a bright face and a dark face. It has no 
permanent atmosphere; gases are released by volcanic processes on the hot 
side, and either escape into space or condense as solids or liquids on the dark 
side of the planet. Mostly these gas traces are at very low pressures; a 
hundredth of an atmosphere or less. Explorers generally consider them a 
nuisance, since they tend to condense on cool objects such as space suits, 
damaging visors and electrical equipment. The gas components can include 
nitrogen and sulphur dioxides, sulphur vapour, etc. 

While Mercury is a comparatively dense world and should in theory have useful deposits of heavy 
metals, the difficulties of exploration are immense. 

Because it is so deep in the Sun’s gravity well the amount of fuel needed is double what the distance 
alone would suggest (about 50% more if an expedition originates on Venus). Huge velocity changes are 
needed to match speed and to land, and to get back again afterwards. Ships going this close to the Sun 
encounter many other problems, from overheating to radiation damage. They can be built or modified to 
compensate, of course, but that adds considerably to the expense of an expedition. 

There is no water or air; all supplies must be carried for the round trip. Fuel is also a problem; older 
atomic blasts run on sodium salts, the later radium drives on iron salts. Both are rare on Mercury, usually 
found as small deposits of the metal sulphides which are difficult to mine and inconvenient to use. When 
the new protactinium blasts are available they will use lead, which is comparatively common on Mercury, 
but until they are available fuel will be a real problem. 

Planet Distance from Sun 
(astronomical units) 

Distance1 
from Earth 

Day2 
 

Year2 
 

Surface 
Gravity 

Atmosphere 

Mercury 0.39 57 to 129 87.9 days 87.9 days 0.4g Volcanic gases 
Venus 0.72 26 to 160 224.7 days 224.7 days 0.7g Nitrogen / Oxygen 
Earth 1.00 - 24 hours 365.25 days 1.0g Nitrogen / Oxygen 
Mars 1.52 48 to 234 24hr 37m 687 days 0.4g Nitrogen / Oxygen 3 

Jupiter 5.20 387 to 573 9hr 54m 11.86 years 2.5g Hydrogen / Helium 
Saturn 9.54 793 to 979 10hr 41m 15 years 1.1g Hydrogen / Helium 
Uranus 19.22 1,690 to 1,876 17 hr 14m 84 years 0.9g Argon / Oxygen 

Neptune 30.06 2,700 to 2,886 14 hours 165 years 1.1g Helium / Oxygen ?? 
Pluto 29.7 to 49.3 5 2,664 to 4,676 20 hours 248 years 1.2g Neon /  Oxygen4 

1Millions of miles 2Earth hours, days or years 3Low pressure, breathable with adaptation 4Frozen 
5Closest to the Sun circa 1990 and 2238, most distant circa 2114.  44 AU in 2086, the date of The Red Peri 
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The bright side is always at 
temperatures measured in hundreds 
of degrees. The surface is in a 
continual state of flux, with 
volcanoes and quakes continually 
“churning” the rock. Today’s 
mineral deposit may be tomorrow’s 
volcano! There are pools of boiling 
sulphur and molten lead, often 
covered by a crust that looks like 
firm ground. Explorers must wear 
reflective suits (linked to a supply 
of liquefied air or a refrigerator 
pack) and can only work outside 
for an hour or two a day at best. 

The cold side is equally 
inhospitable, a few tends of degrees 
above absolute zero. While the cold 
side surface is comparatively stable, 
the difficulties of working in 
extreme cold are immense; metals 
snap and become brittle, lubricants 
freeze, and huge amounts of power 
must be used to stay warm.  

At any given time a “twilight” 
zone a few miles wide has a 
temperate (but airless) climate, but 
libration1 ensures that these 
conditions are never stable for 
more than a few days. After a week or so it will become 
uncomfortable warm or cool, and it is time to move on.  

Finally, tidal forces ensure that all parts of Mercury 
experience frequent quakes, strong enough to topple a typical 
freighter. Smaller exploratory ships are less likely to be 
damaged, but there is still a substantial risk. 

Putting these factors together, for the moment Mercury is 
generally regarded as more trouble than it’s worth; there have 
been several scientific expeditions, but none have found 
enough gold, gems, or radioactive minerals to justify the 
considerable risks and expense of a mining operation. There 
appears to be no life there, so there are no medically useful 
biochemical compounds, and the surface is too dangerous for 
permanent scientific installations. For now, and possibly for 
many years to come, it’s not worth visiting. 

                                                 
1 Wobbling – Mercury’s orbit is very eccentric, and its rotation sometimes lags behind its orbital position, and is sometimes ahead 

of it. As a result of this eccentricity there is no permanent twilight zone, as on Venus; all parts of the border between the 
bright and dark sides experience extremes of warmth and cold at some point in the planet’s short year. 

A Matter of Gravity 
With the exception of air, gravity is the 
most noticeable factor in planetary 
exploration. 

On the smaller worlds and moons it’s 
possible to carry more equipment with 
less effort, although there are obvious 
limits. It might be possible to carry a ton 
of equipment at 0.1g, but it still has a ton 
of mass; it’s hard work to get it moving, 
even harder to stop it. Explorers carrying 
large loads have occasionally been injured 
when they tried to stop too suddenly, and 
were hit by the equivalent of a compact 
car travelling at several miles an hour. On 
worlds with higher gravity than the Earth 
it’s easy to become tired or suffer serious 
injuries from “minor” falls. 

 

Game Data: The table below shows 
gravity, changes to the effective BODY of 
a human, and modifiers to the Effect of 
falls and hours of sleep needed: 
Gravity BODY * Falling / Sleep 
0.25g  or less +4 – 4 ** 
0.25 – 0.5 +2 – 2 
0.5 – 0.75 +1 – 1 
0.75 – 1.25  ~ Unchanged ~ 
1.25 – 1.5 -1 +1 
1.5 –  1.75 -2 +2 
Over 1.75g -4 +4 

*   For feats of strength etc., not for damage 
resistance. BODY is always at least 1 
regardless of modifiers. 

** An experienced traveller needs far less 
sleep in low gravity, but newcomers often 
suffer nausea and lose sleep at first. 
Usually this ends in a few days. The Effect 
of a fall is always at least 1. 

 

Example: Jarvis (A Martian Odyssey) is fit (e.g. 
BODY 5 or 6) and weighs about 210lb on 
Earth. On Mars (0.4 g) he carries a 250lb 
water tank (BODY 4 or so) with ease. With his 
weight reduced by the low gravity, the total 
effective weight is less than his weight on 
Earth, but if he is moving fast and tries to 
change speed or direction in a hurry the extra 
250lb of inertial mass will make itself very 
apparent. On Earth he prefers eight hours of 
sleep; on Mars he will be rested after four. 

 
Thermal suit for use on 
Mercury; the umbilical line 
is used to supply cool air 
and remove heat. This 
particular model passed all 
tests on Earth, but failed in 
practical use on the second 
expedition. 

Smithsonian Institution 
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…It was mid-winter when the mudspout came. Mid-winter, that 
is, in the Venusian sense, which is nothing at all like the 
conception of the season generally entertained on Earth, except 
possibly, by dwellers in the hotter regions of the Amazon basin, 
or the Congo. 

They, perhaps, might form a vague mental picture of winter 
on Venus by visualizing their hottest summer days, multiplying 
the heat, discomfort and unpleasant denizens of the jungle by 
ten or twelve. 

Parasite Planet 
Venus: The Parasite Planet 
First explored within a year of the first landing on Mars, Venus 
is in some ways a wetter and more hospitable replica of 
Mercury. Like Mercury, Venus is tidally locked to the sun, with 
the best climate (ranging from 60° to 140°F over 15-day 
seasons) in a relatively narrow Twilight Zone, the terminator 
between the bright and dark hemispheres. But there the 
resemblance ends; Venus teems with life, and parts of it are 
habitable without much protection. Regrettably they aren’t the 
most profitable parts, but they serve as an excellent springboard 
for exploitation of the rest of the planet. 

The habitable zone averages about 500 miles wide, and is for 
the most part swampy. Venus has nearly as much water as 
Earth, but much of it is frozen in the dark hemisphere. Hot 
winds carry moisture into the dark side, cooling, sinking, and 
melting the glaciers at the border as they do so; they feed water 
back into the habitable zone, huge underground rivers which 
undermine the surface and flow towards the sunlit hemisphere 
before evaporating or turning back towards the dark. Sinkholes 
and hot geysers are common, and the only stable areas are the 
rare patches of rocky ground around occasional mountains and 
the foothills bordering the Dark Side, the main colonised areas. 

Although Venus has natives, the 2020 Lisle treaty splits the 
planet into segments running from the hot edge of the 
terminator to the middle of the Dark Side, their width 
determined by the colonising nation’s share of the terminator 
zone. The main claimants are Britain, America, the Pacific 
Alliance, Holland and Russia. 
 
The Hotlands 
The Hotland swamps make up approximately eighty percent of 
the Twilight Zone. They are implacably hostile, virtually 
impassable without mud shoes, their air filled with deadly fungal 
spores that would quickly devour anyone foolish enough to 
breathe the air or drink the water without proper protection. 
Transkin oversuits and filter masks must be worn at all times, 
and all food must be canned, opened only when the spores have 

 
 
 
 

 
An artist’s impression of Venus without the 
cloud that normally enshrouds the planet. 
The Twilight Zone is a green ring, 500 miles 
wide, between the parched Bright Side and 
the dark hemisphere. The white areas are 
salt flats, a useful mineral source. The black 
lines crossing the Twilight Zone to the Bright 
Side are mountain ranges, their peaks 
extending above the atmosphere.  UPI 
 

Xixtchil 
Venus’s main export is the spore pods 
of the Xixtchil plant, which are 
processed to make the rejuvenation 
drug xixtline, trihydroxyl–tertiary–
tolunitrile–beta–anthraquinone (Triple-
T-B-A for short). The drug darkens and 
restores hair, removes wrinkles, and 
generally restores vitality. However, it 
treats the symptoms of age rather than 
the underlying causes, and may actually 
reduce lifespan slightly, although the 
statistical evidence is inconclusive. While 
their effect is masked for some 
considerable time, the toxins of aging 
continue to accumulate in the muscles, 
nerves, and brain, and eventually pass a 
critical level at which the drug becomes 
ineffective. After that aging is actually 
accelerated until the body catches up 
with its real age, and sometimes 
continues for several months afterwards, 
with senility an occasional side effect. 

Currently the pods are worth their 
weight in radium, and until someone 
succeeds in synthesising the drug or 
cultivating the pods on Earth it’s likely 
that prices will remain very high. 
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settled after rain. Water must be boiled with Thermide tablets. 
Unfortunately these are the areas where the natives live, and 
where they are prepared to trade Xitchil plants and other rarities 
for knives, beads, and other useful items. Further towards the 
Dark Side the spore count decreases, and it’s possible to breathe 
unfiltered air near the terminator glaciers. 

The Hotland food chain is unusually complicated, gaining 
most of its energy from thermosynthesis; conversion of infra-red 
radiation to chemical energy by the mud bacteria. These are in 
turn eaten by any of a hundred different species of “animal”, 
“plant” or “fungus” (for want of better descriptive terms) which 
also devour each other and are in turn eaten by the larger 
species, while trying to devour them or infect them with their 
spores. A typical example is Deas Gonzonian, a “worm” which 
appears after rain. It has specifically evolved to mimic less 
harmful species, its sole role in life being to be eaten – because 
once eaten its spores, which have a waxy coating and strong 
shell, and are highly resistant to most digestive enzymes, can 
attack the eater from the inside! 

These creatures are in turn preyed on by larger predators, 
and eventually the most familiar plants and animals: 

The Jack Ketch Tree is a carnivorous plant which deploys 
hundreds of nooselike tendrils coated with digestive enzymes to 
entangle and strangle its prey. Once caught, the prey is rotted 
down and absorbed. Its branches can snare victims in seconds. 

The so-called Friendly Tree also attempts to eat any animals 
that come near it, via hundreds of small tendrils equipped with 
sucker/mouths, but does so comparatively slowly. It’s possible 
to climb one and sleep for several hours before it becomes really 
dangerous, although it should be remembered that humans 
aren’t the only creature to have realised this; several predators 
are equipped to climb such trees without being eaten, and will 
take a good deal of interest in anything else they encounter in 
the branches. The Friendly Tree has a much more dangerous 
relative, the Pharisee Tree, which looks virtually identical but 
conceals hundreds of lethally sharp spikes in its branches. 

Finally, Snake Vines are exactly what they sound like, tipped 
with sharp venomous teeth which can easily penetrate transkin.  

 

 

 BODY Weapon Effect A B C 
Jack Ketch Tree 15 Noose1 6 F I C/K 
Friendly Tree 12 Suckers2 1+1 per 2 hrs. F F I 
Pharisee Tree 12 Spikes3 8+1D6 poison F I C/K 
Snake Vine 6 Fangs3 1D6 poison F I I 
1 Attacks with Brawling 6. Breaking free of a noose is Difficulty 8. 
  I or C result is a broken limb of varying severity, K a broken neck. 
2 Attacks with Brawling 2. Attacks cannot penetrate transkin but victims 

must break free by overcoming Effect of its attack. 
3 Attacks with Brawling 4. Any I or C/K wound penetrates transkin. 

 
A Hotland native poses for the camera in 
light rain. Unlike many Terrestrial primitives 
they have no fear of photography and can 
recognise themselves if shown a picture. 

National Geographic  
 

The Venusians 
There are at least two sentient Venusian 
species, but the Hotland natives are by 
far the best known. They have a natural 
immunity to fungal spores and, 
although they face constant danger 
from the other hazards of the swamps, 
seem to have no fear of them. They can 
predict mud-spouts and sink-holes and 
avoid them instinctively, possibly by 
sensing changes in the acidity or 
temperature of the mud. While humans 
must always wear cumbersome mud-
shoes, they customarily walk through 
the mud, supported on four large 
webbed feet (immersed in the picture). 

Their language is inflective, like 
Chinese, with apparently identical 
words having multiple meanings 
according to inflection and context. For 
example, “Murra” can be a greeting, 
convey a warning, or may be 
interpreted as an offer of friendship or a 
challenge to fight! As a noun it can 
mean peace, war, fear, or courage. 
Very few explorers have mastered more 
than basic words such as Murra, Usk 
(What, Where, etc.), and Curky 
(trader, stranger, guest, enemy). 
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A small doughpot, weighing approximately a ton, moves through shallow 
water in search of food. Seconds after this photograph was taken it noticed the 
photographer and chased him for several miles. Smithsonian institution 
 

The most dangerous Hotland predator by far is the 
Doughpot, essentially an amorphous “blob” of de Proust cells 
that eats anything in its path, growing and eventually dividing to 
produce more doughpots as it does so. Sizes range from 
microscopic to huge, up to twenty tons. Doughpots have been 
described as mobile cancers, and even the Venusian natives 
avoid them. Fortunately they are comparatively uncommon, 
especially in the largest sizes. The reason is simple; if a doughpot 
can’t get enough food the chemical communication between its 
cells breaks down and it starts to eat itself, a vicious cycle that 
can continue indefinitely. Doughpots lured to the Bright Side 
deserts have taken this process to completion, lacking any sense 
of self-preservation, leaving nothing but a few dried spores.  

Doughpots cannot digest transkin, but anyone caught in one 
is doomed; they are pulled in and pummelled, suffocated and 
crushed, carried along with it until the suit rips, then digested. 

 

 

 BODY Weapon Effect A B C 
Doughpot 6+2D6 Bludgeon BODY +2 F I/C C/K 
  Wrestle1 BODY +2 F I C/K 
  Suffocation 1+1/30 sec I I C/K 
1 The term “wrestle” is used very loosely. Essentially the victim is engulfed. 
  All attacks are accompanied by the use of digestive enzymes and infective 

spores. Without a Transkin suit they are not survivable. 

 
 
 
 

The Venusians (continued) 
Although the Venusian language is 
confusing, the natives seem to have a 
code of honour; allegedly they will 
always warn you before they decide to 
kill you and take your belongings! 

While the Venusians are superficially 
simple hunter-gatherers, their arts and 
crafts include silverwork, elaborate 
beadwork, weapon-making and wood-
carving; the latter is of course an 
ephemeral art since the wood must be 
processed to protect it from fungal 
spores, and will inevitably succumb to 
them sooner or later. 

Attempts to explain the origin of 
humans to the Venusians have always 
failed; they seem to be unable to grasp 
the concept of other worlds, probably 
because the sky is never clear. They 
generally seem to be uneasy about 
discussing the matter. 
 
 

Jfff’filtfik - ATypical Hotlander 
BODY 3, MIND 2, SOUL 3 
Pincers, Effect 5 (x2) A:F, B:I,C:I 
Bite, Effect 6 A:F, B:I, C:C/K 
Skills: Artist (silversmith) 5, Brawling 4, 
Melee Weapon 5, Marksmanship 7 
(bow, throwing knife), Sneak 6. 
Quote: “Usk? Usk?? Murra!!” [makes a 
complex but totally untranslatable gesture 
and runs off.] 
Notes: Despite huge claws Jffffiltfik is 
surprisingly dextrous, and pities the 
clumsy humans she occasionally 
encounters. She does understand that 
humans are saying that they come from 
another world, most Venusians do, but 
conventional Venusian wisdom is that 
humans are relatively friendly demons, 
and that the world that they come from 
is actually one of the colder circles of 
the Hell of their religion, somewhere in 
the Dark hemisphere. It’s considered 
unsafe to state this explicitly, in case the 
demons drag you back with them when 
they go home. 
Hotlander player characters should be 
built on 14 points, and begin with no 
knowledge of human languages or skills. 
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The main weather systems affecting the Cool Country; moist air rises from the 
Hotlands and cools as it reaches the Night Side. A continuous electrical and ice 
storm moves backwards and forwards with libation. Ice sometimes settles on the 
Barrier glaciers, sometimes melts, so that there is a continual movement of ice, 
while the weight of the ice cap as a whole pushes up hills of glacial rock and 
sediment. Cooler dry air and cold rivers return towards the Hotlands. 
 

The Cool Country 
The section of the habitable zone closest to the dark hemisphere is 
usually referred to as the Cool Country; the average temperature 
(below 80°F throughout the year) is too low to sustain the 
ubiquitous spores of the Hotlands, and the prevailing winds blow 
away the few that make it into the area. It’s possible to survive 
without a transkin and respirator. There are still dangers; 
doughpots and other predators are capable of surviving in these 
areas, as well as some predatory plants such as the Jack Ketch 
tree, but “true” trees and plants predominate. There are still large 
areas of cool swampland, though rocky ground is more common 
in the foothills below the eternal glaciers. There are vicious 
piranha-like predators in the rivers, and the highlands are often 
subject to devastating lightning storms. Despite these problems it’s 
one of the more habitable regions off Earth, with a temperate 
climate, ample water and air, and a few edible plant and animal 
species (thorough cooking and a strong stomach are 
recommended).  

There are several settlements with population averaging a few 
hundred, the largest being Erotia (the capital of the American 
zone; the name is Latin for Cupid, son of Venus) and Venoble 
(The British capital; named for Henry Venoble, British President at 
the time of colonization). There is even a small but vocal 
independence movement with supporters in all of the national 
zones, although realistically it will probably be another twenty to 
forty years before Venus has built up the industrial base and 
infrastructure needed for true self-sufficiency. 

Communication and travel between the separate colonies is 
difficult. Formidable mountains and other natural obstacles block 
land travel, and the omnipresent lightning storms usually drown 
radio signals. At present the main means of transport is by rocket. 

 

Adventure Idea: Medical Run 
Five years ago Venoble suffered a 
measles epidemic. On Earth this 
childhood disease is rarely more than a 
nuisance; on Venus most of the native-
born colonists had no natural immunity 
and several children died. Since then 
Venoble’s hospital has kept stockpiles 
of vaccine, ready for another epidemic; 
unfortunately the new epidemic is in 
Erotia. 

If the adventurers are in Erotia and 
don’t have their own ship they should 
be hired to carry the news of the 
epidemic to Venoble by land – radio 
messages aren’t getting through and no 
ship is available or expected for several 
weeks. If they are in Venoble without a 
ship they should be hired to carry the 
drugs to Erotia; again, no ship is 
expected in time to do any good. The 
best land route crosses the Mountains 
of Eternity (see Parasite Planet) and 
several rivers, and is an arduous trek 
with endless natural hazards. 

If they do have a ship find a reason 
why they can’t use it; for example, the 
pilot may be one of the victims of the 
disease, an engine part is needed before 
it can fly again, the radio beacon 
needed for a landing at Venoble may 
be out of action because the operator is 
ill, whatever seems most appropriate. 

There needn’t be any other problem 
en route, other than natural hazards, 
but optionally the adventurers run into 
a native who wants to trade them a 
small fortune in Xixtchil pods, enough 
to make one man rich – but are the 
adventurers prepared to share and share 
alike? A good source here is The 
Treasure of the Sierra Madre. If you use 
this option it may be advisable to 
include NPCs in the expedition to cause 
trouble, if the adventurers don’t seem 
to be inclined to do so for themselves. 

Alternatively, throw in a few bandits 
(human or native) who think that the 
supplies or vaccine the adventurers are 
carrying must be some sort of treasure, 
and decide to take it for themselves. 
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The Planetary Trading Corporation prospectus contained 
grandiose plans for a monorail to link Erotia and Venoble, 
including a mountain tunnel at least twenty miles long, but in the 
wake of the company’s collapse it has been estimated that the 
project would have required most of Venus’s metal production 
over two to three years. Construction of a road is a little more 
plausible, since most of the route could be cleared and levelled 
using native rock and a tractor-mounted atomic blast, but the 
best routes run too close to glaciers for comfort and it would still 
be necessary to construct an extremely long tunnel – and since 
the road would have to be at ground level, travellers would have 
to be ready for encounters with doughpots and other unwelcome 
flora and fauna. The thought of running into a doughpot or a 
pack of triops deep inside a mountain is the stuff of nightmares. 
For now, at least, the colonies remain separate. 
 

The Glacial Zone 
The glacial edge of the Cool Country had a reputation for being 
haunted until it was learned that a Dark Side species, triops 
noctivivans, has adapted to conditions in this zone and attacks 
travellers when it can. The species resembles an “apelike” version 
of the Hotland natives, with larger eyes and claws rather than 
pincers. They are extremely vicious, pelting travellers with stones 
and seed pods containing a narcotic vapour then consuming their 
unconscious bodies. Triops bodies contain natural alcohols, acting 
as antifreeze, which are toxic to most other Venusian life, and it 
may eventually be possible to manufacture these chemicals in 
quantity and use them to eradicate doughpots and other 
unwanted species around the colonies. 
 

The Dark Side 
Most of what is known of the Dark Side comes from the joint 
Royal Society / Smithsonian institution expedition of 20991, 
which discovered various plant and animal species including an 
allegedly intelligent plant species, Lotophagi Veneris, the source of 
the narcotic pods thrown by Triops. This species appears to have 
no survival instinct whatever, and releases a vapour which slowly 
saps the willpower of humans who inhale it for prolonged 
periods. They are apparently able to read human thoughts and 
assimilate human languages, but appear to be unable to add new 
concepts. They claim a deep understanding of the universe, but 
their philosophy appears to be little more than fatalism; they 
have no willpower, and seem likely to become extinct within the 
next few decades, as the Triops eat the last of the species. 

                                                 
1 The Lotus Eaters 

Triops noctivivans 
BODY 4, MIND 1, SOUL 1 
Claws, Effect 5 (x2) A:F, B:I, C:C/K 
Bite, Effect 7 A:F, B:I, C:C/K 
Stones, Effect 5, A:F, B:F, C:I/KO 
Seed pods, Area 10ft gas cloud, effect 
3+1/round, A: –, B: –, C: KO 
Skills: Brawling 6, Marksmanship 4 
(throwing seed pods etc.), Sneak 6. 
Quote: “Oook ooop oook Grrrrrr!” 
Notes: The species name means "three-
eyed dweller in the dark" and is 
entirely descriptive. The pods they 
throw derive from one of the Dark Side 
plants, and the gas they contain is a 
strong narcotic which takes effect 
extremely quickly. They attack in packs 
of four to six. Their main weakness is 
an aversion to bright light; they are 
only encountered in dark or near-dark 
conditions. While they are generally 
described as a Dark Side species, their 
anatomy suggests that they are 
comparatively recent migrants from the 
Hotlands or Cool Country, within the 
last 20,000-50,000 years. 
 

Lotophagi Veneris 
BODY 2, MIND 7, SOUL 1 
No physical attacks. 
Surrounded by clouds of narcotic 
vapour, Effect 1+1/hour, causes 
apathy if it overcomes BODY. 
Skills: Acquire any purely mental skill 
(e.g. Science, Linguist, Scholar) that 
they are exposed to at the same level as 
the person who possesses the skill. No 
other skills. 
Quote: “When we are gone it will make 
no difference to any except the trioptes 
who eat us.” 
Notes: The species name means 
“Venusian Lotus Eater.” The gas is a 
more dilute version of the pods thrown 
by Triops. It can be stopped by a filter 
mask, as used in the Hotlands, or a 
spacesuit helmet. Physically the 
Lotophagi are mobile plants described 
as resembling “an inverted bushel 
basket” with multiple eyes. 
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Earth: Cradle of Mankind 
The home of mankind and cradle of civilization, Earth is still 
the economic and social hub of the Solar System. Admittedly 
it’s currently a rather battered hub, wounded by war and a 
serious economic recession, but nobody really doubts that 
Earth will bounce back reasonably soon. 

As may be obvious from the map, the twentieth century 
tendency to form “super-states” amalgamating the political or 
economic interests of several countries continued in the 
twenty-first. Some of the changes could have probably been 
predicted, others must have seemed unlikely until they 
happened: 
• The USA formed economic links to the South, with the 

United Americas eventually becoming a single economic 
community. The nations within the UA are still self-
governing, to about the same extent that states were in the 
old USA, but all use a common currency, the dollar, which 
is now also the main currency used off-world, and owe 
allegiance to Washington. Canada stayed independent and 
is on reasonably good terms with the United Americas, but 
a closer ally of Britain. Southern Ireland joined the UA in 
the 2040s, as a way of staving off British influence.  

• Brazil responded to the rise and southward spread of the 
UA by forming links with other South American nations, 
united primarily by their distrust of the UA. In recent years 
the Brazilian Federation has become a little more relaxed in 
its dealings with the UA, and there have been joint 
agreements on trade which some interpret as a prelude to a 
final amalgamation of the Federation and UA. 

The Moon 
 Surface gravity: 0.17g 
 Distance from Earth: 250,000 miles 
 Day: 27.3 days 
 Orbital period: 27.3 days 

 

Often dismissed as a “worthless cinder” 
or worse, Earth’s moon offers little that 
isn’t more readily available elsewhere in 
the Solar System, generally on worlds 
that have atmospheres and other useful 
features. While there’s evidence for a 
little mineral wealth, mostly deep 
underground, the accessible resources are 
mostly lighter elements that are readily 
found on Earth. There’s no air, water, or 
life that hasn’t been brought there from 
Earth. About all the Moon has in 
abundance is rock and vacuum. 

Fortunately there are uses for an 
airless moon; by far the most profitable is 
the electronics industry. Lunar rock is 
high in silicates, and most of the vacuum 
tubes and vision screens sold on Earth 
come from one or another of the Lunar 
factories. 

Other facilities include an observatory 
and dumping sites for radioactive 
materials such as damaged atomic blasts. 
There are occasional scare stories 
suggesting that pirates are secretly based 
on the Moon, or that the waste sites 
could explode and crack the Moon like 
an eggshell or drive it out of orbit, but 
nobody takes them seriously. The reality 
is that the Moon is useful but boring. 

 

Adventure Idea: Scrapheap 
The adventurers need a part that’s no 
longer made to repair their ship’s 
obsolete atomic blast. Nobody has one in 
stock, but there might just be one in the 
lunar junkyard, a ship of the same type 
was scrapped there a few months ago. Of 
course things won’t be that simple… the 
engine room is radioactive, and there are 
signs that someone has been removing 
components, and paying very little 
attention to safety while doing so. Why 
do some parts seem to have been nibbled 
away? And why do the adventurers feel 
that they’re being watched…? 
 
 
 

Carol smiled. She had never visited the small pinprick in the 
black called Earth, but she had read of it, read of its cities built 
into the air, its underground highways, its beautiful women. 

Tidal Moon 
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• Russian Communism fell; to avoid anarchy the rebels 
restored the Tsar as a symbol of unification. The expanded 
Russian Empire is now a constitutional monarchy, with the 
monarch having very little real power. 

• The smaller European colonial empires broke up, their 
colonies becoming independent or joining larger local 
alliances. Europe is now a loose association of states, the 
United States of Europe, but constant bickering makes this 
perhaps the least effective government on Earth. Essentially 
European nations retain most of their independence, paying 
lip service to the USE when it suits them to combine 
economic or military forces. Several European nations have 
their own colonies in space, such as the Dutch and French 
zones on Venus. Europe still has nominally Communist and 
Fascist governments, although a 20th century observer 
would think of both as mild variants on socialism. 

• Britain retained most of its Empire, now the 
Commonwealth, which still encompasses South Africa and 
Rhodesia, Iran, India, Burma and Hong Kong, with a 
scattering of other possessions such as the Falklands and 
Gibraltar; while independent, Australia, Canada, and New 
Zealand also owe their allegiance to the British Crown. 
Despite its small size, Britain still packs an enormous 
political, economic and military punch.  

• With the decline of the European empires most of Africa 
was united by a new Mahdi, and is now an Islamic 
caliphate. There has been a general liberalization of Islam 
over the last century; women are allowed to appear 
unveiled, although they are denied the vote. There are 
border tensions between the Caliphate and Commonwealth. 

• The Pacific Alliance originally formed to resist the Japanese 
Empire’s expansion into the Philippines. This led to the 
2075 Pacific War, a Buddhist revolt in Tibet and China, 
and the surrender of Japan. The current capital is Manila. 

Power Bloc Population 
Billions 

GNP 
$ Billions 

Military 
Spending 
$ billions 

Average 
Income 
(dollars) 

Life 
Expectancy 
(years) 

Infant 
Mortality per 
1000 births 

Registered 
Spacecraft 
[LON fleet] 

Off-world 
Colonies 

United Americas 0.96 14,592 583.7 15,200 85” 2.7 27 [3] 6 
Brazilian Federation 0.42 4,620 184.8 11,000 82” 4.1 9 [2] 2 
Russian Empire 0.33 3,036 151.8  9,200 85” 3.6 8 [1] 3 
Europe 0.46 6,164 180.9 13,400 88” 2.9 12 [2] 5 
British Commonwealth 1.05 15,225 761.3 14,500 87” 4.5 16 [2] 4 
Africa 0.60 1,260 68.0 2,100 72” 22.8 3 [1] None 
Pacific Alliance 0.35 1,925 134.6 5,500 752 16.5 4 [1] None 
China1 0.70 <300 <25 <1000 70” 25.3 None None 
1Figures for China exclude occupied zones and should be treated with caution. 
2Currently reduced due to deaths of Pacific War veterans, will probably rise to 80+ within fifteen to twenty years. 
 

The League of Nations   

The League, with headquarters in Geneva, 
is the main forum for resolving disputes 
between nations. With the exception of 
China all of the power blocs and 
independent nations send representatives 
to the League and for the most part obey 
its directives and decisions. It’s assumed 
that if any of Earth’s colonies become 
independent they will also join the League. 

As originally constituted the League 
was virtually toothless, and would have 
been unable to do anything really effective 
to defend the peace, but in 1935 Italy 
invaded Ethiopia, and Britain (perceiving 
the invasion as a threat to its African 
colonies) blockaded Italian Somaliland, 
claiming to be acting in defence of League 
principles. While this was barely justifiable, 
it set a precedent which led to the defeat 
of the German occupation of the 
Rhineland in 1936; Britain blockaded 
Germany while France sent a division into 
the Rhineland and drove out the Germans. 
Recognizing that this was likely to set the 
pattern for future conflicts, the League 
treaties were amended to legitimize such 
interventions. 

Eventual results included the slow 
declines of Fascist and Communist 
dictatorships in the forties and fifties, with 
every move to expand their territories 
blocked before it could really begin. 
Gradually the League expanded its 
membership and mandate, opposing 
militarism and promoting civil liberties, and 
was one of the principal factors in forming 
the world as we know it today. 
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• Finally, China is now ruled by a loose alliance of Buddhist 
sects, but there are still large areas where the old Japanese 
garrisons aren’t going quietly and sporadic fighting continues. 
Fortunately nobody is using atomic weapons, although the 
Japanese may still possess them. Mostly the Chinese are 
waiting out the aging Japanese forces, and only resort to 
military action if there is no alternative. Outsiders are asked 
to avoid giving any aid or support to the Japanese, and there 
are stringent laws against supplying them with arms etc. 

Needless to say there are a good few non-aligned nations, as well 
as nations with ties to more than one political bloc. For example, 
Canada has trade and defence ties with the United Americas and 
France as well as the Commonwealth; Australia has naval treaties 
with the Pacific Alliance. 

There are also cases of nations disagreeing over the goals and 
alliances of their power bloc. For example, the British 
Commonwealth has naval treaties with the Brazilian Federation, 
which amongst other things allows Federation ships to use port 
facilities on the Falkland Islands to replenish their supplies. 
Argentina, a member of the Federation, refuses to acknowledge 
Britain’s sovereignty over the Falklands. For this reason any 
Argentinean ships accompanying the Federation fleet fly Chilean 
colours if they have to use the Falklands facilities; it’s a legal 
fiction to avoid acknowledging British sovereignty. 

Most governments are currently reasonably liberal; the 
twentieth and early twenty-first centuries saw huge infringements 
of civil liberties, and there has been a backlash against 
unnecessary controls and monitoring of the population. Even the 
Caliphate and Pacific Alliance follow broadly democratic 
principles, despite their relative poverty. Sometimes this freedom 
might seem to go too far; it’s easy for criminals to vanish, since 
few nations require proof of identity on a routine basis. Most of 
the perpetrators of the Planetary Trading Corporation scam 
dropped out of sight and seem unlikely to be found, and it is 
known that the pirate “Red Peri” and her associates spent time 
on Earth without detection. It’s possible that they still do so.  

One thing common to most nations is cheap electricity. It’s 
easy to build a power plant based on a uranium-sodium atomic 
blast; sea water is fed in, a small proportion of the sodium in its 
salt is converted to energy, and superheated steam comes out to 
drive a turbine. If the steam is cooled afterwards it can be used 
as pure distilled water – the tiny amount of radioactive material 
that gets into the water as it boils is usually left behind with the 
salt, or diluted so much as to be harmless. The Sahara 
desalination project depends on this technology, and most of 
California and Nevada would be uninhabitable without it. Land-
locked nations such as Switzerland and Bolivia must make other 

 
 
 
 
 

 

The League of Nations (continued)   

The League controls Earth’s space 
fleet, twenty-two ships including twelve 
owned by national governments but 
permanently assigned to League duties.  
It is used mainly for piracy suppression 
and rescue operations in the vicinity of 
the Earth, but patrols take in Venus, 
Mars, and the outer worlds. 

 

 Everyday Life   

Generally speaking, most of Earth is 
peaceful and prosperous; many old 
political rivalries have now moved to 
the new frontier of space, others are 
now mainly economic. Naturally there 
are still dangers; China and parts of 
Africa are unsafe for anyone who 
appears to be wealthy or foreign. 

Despite the recent stock market 
crash, now believed to be the result of 
a fraud that spiralled out of control, 
the richer countries are still well off; 
the average working man owns his own 
home (or is at least able to pay the 
mortgage), and is likely to own a 
ground car, a vision set, a washing 
machine, telephone and other luxuries. 
He can probably support a family in 
reasonable comfort, with access to 
excellent medical care if needed.  

In cities public transport uses 
subways, robo-buses and robo-taxis; 
monorails and rockets are used for 
most long distance travel. There are 
even a few ocean liners left, though 
their appeal is romanticism and 
nostalgia, not speed. 

 

Several layers of underground roads surface 
in midtown Manhattan. Reuters 
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arrangements, of course, but salt is found nearly everywhere and 
can easily be shipped where it is needed. Most ground vehicles, 
motor boats, etc. are electrical, run off high-capacity batteries; 
aircraft and ships are usually atomic, propelled directly by an 
atomic blast or indirectly by some version of the sea water 
turbine system. Electricity isn’t free – there are still construction 
and infrastructure costs, and some uranium is needed to 
replenish the blast occasionally – but on average it’s negligibly 
cheap compared to food, rent, and other expenses. 

The most notable exception to the general prosperity is 
China, where fighting continues and the Japanese hold-outs still 
continue to loot the countryside. The general lawlessness of the 
occupied areas make them a haven for every sort of scum and 
villainy; several gangs of air pirates operate from Chinese 
territory, and until the discovery of the Red Peri’s lair on Pluto it 
was believed that the fabled space pirate might also be based 
there. The League of Nations has repeatedly offered to help 
China deal with the situation, but the Chinese politely point out 
that the League originally supported the Japanese occupation of 
Manchuria, and did little to prevent their eventual conquest of 
China as a whole. Outside help is not required, but the Chinese 
government will always be happy to help the League should the 
need arise. The League has yet to take up the Chinese offer. 

 

Adventure Idea: Mercy Flight 
The adventurers are hired to help rescue a group of medical 
missionaries who are trapped between Japanese and Chinese forces 
somewhere in Manchuria. They might own the spaceship or 
atmospheric rocket used for the rescue flight, or might be mercenaries 
hired to protect it while it’s on the ground. 

In theory the job is simple; fly in, land, load the missionaries, and 
fly out. Of course things aren’t that simple; the nearest suitable landing 
site is nearly a mile from the hospital, and the route is exposed to 
enemy fire. There are more doctors and patients than the ship can 
carry in a single flight. And optionally at least one of the doctors is 
trying to smuggle out stolen Ming dynasty art or other bulky valuables 
disguised as “essential records” or “medical specimens.” 

Alternatively, the hospital has already been captured by the 
Japanese by the time the adventurers arrive; the doctors are being held 
at gunpoint, and will be used as hostages to make the adventurers give 
up their ship. 
 

Visiting Earth 
It can probably be assumed that most readers either live on Earth 
or were born there; for the rare exceptions, it may be necessary 
to explain that due to the crowded nature of most areas of the 
planet flame pistols and explosive bullets are banned nearly 
everywhere, while most other weapons will at the very least 
arouse considerable comment. There are also various restrictions 

 
An NYPD officer boards a hovering gyro to 
issue speeding and lane violation tickets. His 
own gyro hovers to the right, out of shot. 

 

Everyday Life (continued)   

For the wealthy, gyros were at one 
time the “must-have” status symbol, 
but as the price of basic models fall 
they are becoming more common for 
the merely well-to-do who need to 
commute long distances, since they can 
be flown without a full pilot’s license. 
Most modern cities have flight lanes 
and landing pads for them. 

The main entertainment mediums 
are the vision and radio channels; most 
cities have as many as six or eight 
vision stations, and even isolated areas 
can usually receive two or three. A 
typical family vision receiver has a 24” 
3D colour screen and stereo sound; 
larger receivers are available, but cost 
as much as a gyro. One of the most 
popular shows is the Yerba Mate hour, 
shown every week since the early 21st 
century, with a succession of hosts, and 
is now syndicated globally. It’s almost 
impossible to think of a vision star that 
hasn’t appeared on the show at some 
point in their career. 

Fashions change almost daily in the 
modern world, spread globally by the 
costumes of celebrities seen on screen, 
but for many years the prevailing 
women’s leisure styles have been 
minimalist; a tabard or cuirass over 
abbreviated shorts, semi-transparent 
fabrics, metallic brassieres, and so 
forth. Men’s clothing, and women’s 
clothing for harsher environments, tend 
more towards the utilitarian.  
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on the import of plants and animals that might be able to survive 
on Earth; these apply especially to Venusian plants and animals, 
the slinkers of Io, and Plutonian crystal “organisms.” Most long-
term off-world residents will find the gravity unpleasantly high 
and the crowds somewhat daunting. Visitors are strongly advised 
to employ a reputable guide for the duration of their stay. 

Although the first alien contact was more than a century ago, 
only a handful of aliens have visited Earth; the League has made 
it clear that any attempt to transport aliens to Earth unwillingly 
will be treated as kidnapping and enslavement, both serious 
offences under international law. To date three Martians, two 
Venusians and one Ganymedan Nympus have made the trip 
voluntarily; so far as can be determined the Martians seemed to 
enjoy themselves but were tired by Earth’s gravity and spent 
much of their time rooted, while the Venusians felt that the 
Everglades were “too bland” (despite one of them having been 
bitten by a water moccasin) and said that they would not be 
returning. The Nympus is currently a guest of the Smithsonian 
institution, and under their auspices is recording an anthology of 
traditional Ganymedan folk tales, most of them revolving around 
a trickster god or gods who delight in tormenting lesser beings 
with complicated natural disasters. 

 

Adventure Idea: Innocent Abroad 
The adventurers stumble across two thugs beating up a visitor to 
Earth; Greg Grady, a Venus colonial. When the adventurers arrive 
the thugs run off. Grady doesn’t want to go to the police; he’s 
worried that they might be in the pockets of the Interplanetary 
Corporation. If anyone asks why (and they probably will) he explains 
that they want his land, and will stop at nothing to get the title deeds. 

Naturally it’s a scam; the thugs work for Grady. Exactly what is 
supposed to be on the land (about five hundred square miles in the 
Venusian Cool Country) is left to the referee, who ought to be able 
to tailor the story to the gullibility of players. For example: 
• “A vein of pure Venusian silver as thick as your arm.” 
• “A whole damn Xixtchil forest, no need to trade with the natives 

to get the stuff.” 
• “That freighter that crash-landed last year; the crew are dead, but 

it’s on my land fair and square, and the courts have given me six 
months to salvage it. The cargo’s worth millions if I can just get it 
out.” 

The objective, of course, is to trick the adventurers into buying the 
land or investing in the scheme, whatever it is. Needless to say the 
land is more or less worthless, the deeds (and any other papers that 
might be produced) are forged, and the Interplanetary Corporation 
has no interest in it at all. 

As an alternative, maybe the story is entirely true, and the 
Corporation really is after the land. The snag, of course, is that 
anyone associated with Grady becomes a target as soon as they get 
involved, and the Corporation really is as ruthless as he claims. 

Industries   

Earth is the home of most of the 
industries in the Solar System, and the 
hub for nearly all trade.  

The Interplanetary Corporation is 
based in New York, and famous for the 
ferocity with which it tries to maintain 
a near-monopoly on the technology of 
space travel1. This has led to allegations 
of patent theft and corruption, a recent 
stock market investigation2, and a 
slump in its share value. Financial 
journalists believed at first that the 
company’s current troubles might be 
the prelude to a hostile takeover bid, 
but there is no evidence that any 
mayor investor is trying to acquire 
shares, let alone a controlling interest 
in the company; the general downward 
trend suggests dumping of poorly-
performing stock, with small investors 
buying most of the shares. 

Boyds of London is the global 
market leader in insurance. Its 
economic importance is so great that 
Britain still enforces the death penalty 
for acts of piracy1, regardless of other 
factors, where most other nations 
reserve it for murder. Piracy often 
involves murder, so this distinction isn’t 
always clear, but where an American 
court might hand down a ten or twenty 
year sentence for bloodless piracy, a 
British court will hang. 

There is no clear leader in the 
lucrative extraterrestrial pharmaceutical 
industry; in the USA Pfazer and Jenson 
and Jenson are the major players, in 
Britain Galaxo and Imperial Chemical 
Enterprises dominate, with at least a 
dozen other companies active around 
the world. Competition is fierce, on 
and off the Earth, since the first 
company to identify a new alien drug 
and bring it to market can earn 
hundreds of millions of dollars. The 
spectacular successes of anti-aging 
drugs based on Xixtchil pods and 
medicines based on Ganymedan Cree 
moss show how high the stakes can be. 
     

1The Red Peri         2Redemption Cairn 
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The thin air, still scarcely warmed by the rising sun, bit flesh and 
lung like needles, and they gasped with a sense of suffocation. 
They dropped to a sitting posture, waiting for their bodies, 
trained by months in acclimatization chambers back on earth, to 
accommodate themselves to the tenuous air.  Valley of Dreams 
 

“…the city rose out of the desert as abruptly as a cliff. Only a 
few little sand mounds marked the division, and then the walls of 
those gigantic structures.  

“The architecture was strange, too. There were lots of devices 
that are impossible back home, such as set-backs in reverse, so 
that a building with a small base could spread out as it rose. That 
would be a valuable trick in New York, where land is almost 
priceless, but to do it, you’d have to transfer Martian gravitation 
there!                                                           Valley of Dreams 
 

“…You know civilization isn’t the personal prerogative of 
mankind, because look at the mighty decadent culture on Mars 
and the dead remnants on Titan.”                   The Lotus Eaters 

 
Mars: Planet of the Thoth 
It’s extraordinarily lucky that the first successful interplanetary 
expedition found friends – the beaked Thoth people who we generally think of as the “true” Martians – 
and a world where humans could survive without any of the impediments that make life on Venus so 
uncomfortable. A properly acclimatised human needs no life support equipment, other than a Thermo-

Early Mars maps were surprisingly accurate given the telescopes available; modern maps differ mainly in fine detail. 
Note that South is at the top of this map, and that the poles (which are more or less featureless) are omitted.  

 
This painting in the Smithsonian’s Mars 
gallery depicts Jarvis and Tweel at the end 
of their adventures. The artist worked 
from monochrome photographs and 
colours are not entirely accurate; in 
particular, the plants should be greener 
since their encounters took place in 
irrigated areas near the Martian canals. 
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Skin™ sleeping bag and warm clothing, and can stay out in the 
open without any risk of disease or poisoning, in perfect safety, 
other than the slight risk of encountering one of the so-called 
Dream Beasts or another of the rare Martian predators. There 
are disadvantages, of course; we probably understand the 
Thoth less than any of the other intelligent races we’ve 
encountered, which is surprising considering the efforts that 
both sides have made to establish communications. We have no 
common ground with the other Martian races. 

It was clear from the outset, of course, that Mars was home 
to an advanced civilization; we can see evidence of their 
engineering works from Earth! The Ares expedition made 
friendly contact with the Thoth and established that the canals 
were exactly what they appear to be; broad strips of irrigated 
land bordering artificial waterways. For at least ten thousand 
years the Thoth (with their even more enigmatic “Mound-
Builder” allies) have built and tended the network of canals, 
pumping stations, and power plants needed to distribute a 
dwindling water supply around the planet, overcoming 
unimaginable odds to keep their world alive. With atomic 
power now added to their capabilities the balance has begun to 
tilt in their favour, although the supply of water to the 
equatorial cities is still limited. 

It’s fashionable to refer to the Thoth as ‘decadent’, because 
they have deserted most of their cities and obviously declined 
enormously in number. But it seems likely that this was a 
deliberate decision, a rational response to the dwindling supply 
of fuel which kept the race alive. Uncontrolled expansion 
would have surely doomed them long before humans arrived 
on the scene. Their ingenious solar power stations and 
windmills make the most of the limited energy available from 
the Sun, and their designs are now in use on Earth in areas 
where it isn’t practical to install atomic power plants. While 
there was an initial theory that they might be tending this 
equipment by rote, it’s now clear that they understand the 
technology; for example, when a group of Martians were 
shown plans for an adaptation of their windmill designs to 
Earth’s gravity and wind forces they initially seemed surprised 
and drew a revised version more suited to Martian conditions, 
following human drafting conventions although this was the first 
time they had seen such plans. Once they understood that it 
was a design for Earth, not Mars, they made several useful 
changes suggesting a detailed knowledge of aerodynamics. It 
should be noted that they and the Mound-Builders continue to 
tend and use the older power systems, even though they now 
have several atomic power plants; it’s probable that this is 

Phobos and Deimos 
 

 Phobos Deimos 
Orbital Height: 3700 ml. 12400 ml. 

Surface Gravity: ~ Negligible ~ 
Orbital Period: 7.5 hrs. 30 hrs. 

 

The moons of Mars are tidally locked 
captured stony asteroids. 

Phobos is about fourteen miles wide, 
seems about a third the diameter of 
Earth’s moon from the surface of Mars, 
and is below the horizon at any point 
within about 700 miles of the Martian 
poles. It orbits faster than the rotation 
of Mars so rises in the West and sets in 
the East on an eleven hour cycle. It is 
eclipsed by Mars for a few minutes 
during most orbits. 

Deimos is roughly eight miles across, 
but shaped more like a potato than a 
normal moon. It looks like a bright 
planet or star in the sky, and it takes a 
keen eye to spot its comparative 
closeness. 

Radio beacons have been installed on 
both moons, and there is a League of 
Nations rescue cache on Phobos, 
containing fuel, medical supplies, tools, 
and other equipment and goods that 
might be useful in the event of an 
emergency. 

 

Adventure Idea: Beacon 
Last year a freighter with a faulty radio 
came close to running into Deimos. The 
powers that be have decided that lights 
will be mounted on the moon, covering 
every angle except straight down 
towards the surface – nobody is sure 
how the Thoth would react to new lights 
in the sky so they will be fitted with 
shades and angled so that they can’t be 
seen from Mars. The adventurers have 
the job of installing them. While doing 
so they stumble across something 
unexpected; the wreck of an ancient 
chemical rocket built for a Thoth pilot. 
It’s the first absolute proof that the 
Thoth travelled in space, although this 
has long been suspected; what will the 
adventurers do about it? 
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simple caution, but some observers believe that this is “make-
work” intended to keep the mound builders usefully busy. 

There are many theories about the Mound-Builders, but little 
has been learned since the first landing on Mars. There is 
evidence to suggest that each mound is to some extent a hive 
mind, whose members share a single consciousness and will, but 

if so it must presumably be a very 
limited form of intelligence; time 

and motion studies suggest that at 
least forty percent of the activity 

inside their mounds is 
wasted effort, cancelled 
out by the activities of 
another Mound-Builder 

within minutes. Nobody is entirely sure 
how deep the mounds go; several 
explorers have been lost in their depths. 

Mound-Builders have been known to 
throw themselves into the fertilizer they 

mix to support their colonies, and some writers have suggested 
that they regard the Thoth as another source of nutrient 
chemicals, pointing to Wells’ Morlocks and Eloi as an analogy. In 
fact there is very little evidence to support this hypothesis; 
Mound-Builders have been seen removing Thoth corpses on only 
two occasions, and there is every reason to believe that both of 
the Thoth in question died naturally. 

Since it has never been entirely clear that the Martians would 
welcome large-scale colonisation, there is only one permanent 
human settlement, a few miles outside the largest inhabited 
Martian city, Syrtis Parva at 0°N 255°W. It’s jointly 
administered by the United Americas and British Commonwealth 
under a League of Nations charter. Explorers only venture far 
North or South in the appropriate hemisphere’s summer. It has 
sometimes been argued that there would be more colonies if the 
Martians hadn’t been given atomic power, but there is no way to 
put that particular genie back into its bottle. Although the 
Martians were only given one atomic blast they now have five 
atomic power plants; it is believed that the Thoth use specially 
bred biopods to extract minute traces of uranium from the soil, 
but the processes used to concentrate it and obtain usefully large 
pure samples remain a mystery.  

A more practical reason for the lack of colonies is a lack of 
raw materials on Mars; as already noted, it has taken the Thoth 
nearly a hundred years to obtain enough uranium to fuel five 
power plants. Gold and the other precious metals are similarly 
rare, and gems seem to be very scarce; most of the geological 
processes that produce them are minimal on Mars. This leaves 

Kingdom Areobiota 
 

Most Martian species are members of 
the kingdom Areobiota, which literally 
means “Martian organisms.” All 
members of the phylum are carbon-
based life-forms sharing some of the 
characteristics of plants and animals; 
they can photosynthesise and fulfil 
some or all of their biochemical needs 
by making complex chemicals from the 
atmosphere, soil chemicals, and water.  

To supplement their diets many of 
the higher forms also eat the lower 
forms, while many of the lower forms 
eat carrion, since there are no decay 
organisms in the conventional sense. 
While it was previously thought that 
“hybrid” organisms of this type would 
be woefully inefficient and slow, 
experience on Mars has shown that this 
is simply not the case; the chemical 
processes used by Martian life have 
evolved to greater efficiency than those 
of Earth, presumably a response to the 
harsh environment. This efficiency and 
the simplified food chains made 
possible by the dual nature of 
Areobiota more than compensate for 
the reduced amount of solar energy 
reaching the planet. 

Reproduction of all Aerobiota 
species is via parthenogenesis; there is 
only one sex, and any two members of 
the same species can join, share genes, 
and bud to produce offspring. There is 
some evidence that in the case of the 
Thoth the offspring inherit skills and 
knowledge from their parents, but this 
has never been proved conclusively 
since communications difficulties are so 
great. The criteria for pairing are 
unknown; nothing analogous to a 
mating ritual has been observed, and 
relationships appear to last only as long 
as it takes for the offspring to reach a 
suitable size for separation; the child 
separates from both parents when it is 
about two thirds of adult size (about 
250 Mars days after parthenogenesis), 
and then appears to be cared for by 
the community as a whole. 
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the main Martian exports as antiques removed (with Thoth 
permission) from the abandoned cities, various biopod-derived 
chemicals with minor medical importance, and an occasional “Jarvis 
Crystal,” the cancer-cure discovered by the first expedition. After 
the first expedition there were numerous attempts to find more 
crystals in occupied and abandoned Mound-Builder burrows, and 
most of the fatalities of the 
early years were due to 
accidents underground. All of 
these attempts failed; the 
Mound-Builders seem to have 
taken steps to prevent further 
thefts, presumably by moving 
the jewels to more secure 
locations, and can’t be 
reasoned with or threatened. 
The Thoth apparently know more, but don’t seem to be interested 
in answering questions. Occasionally the Thoth give a crystal to one 
of the colonists, usually in exchange for something that seems to 
interest them; to date the trades have included a case of empty 
beer bottles, passages to Earth, a fork-lift truck with a burned-out 
motor, a poster of Woody Woodpecker, a wrist watch, and an 
incomplete collection of Popular Mechanics magazines from 2047 to 
2053. They have ignored subsequent attempts to trade more 
bottles, watches, posters, trucks, etc. On two other occasions the 
crystals seem to have been outright gifts to humans who have 
helped a Thoth in some way. Crystals are worth between $25,000 
and $100,000 on Earth, depending on their size. They are the 
only known cure for several of the most deadly cancers, but 
prolonged exposure has been known to weaken the immune system, 
sometimes before the original cancer has been cured. 

The Thoth probably explored the Solar System when they were 
at the height of their power, circa 15,000 BC. Murals in several 
Martian cities depict scenes of Martians surrounded by humans who 
appear to be worshipping them1. Leroy, of the Ares expedition, 
believed that the picture resembled pre-Dynastic Egyptian images of 
the god Thoth; on hearing the name the Martians became excited 
and confirmed that it was their name for their species. Other 
evidence includes the presence of at least one off-world species on 
Mars; rat-like creatures described by the first expedition and 
subsequently captured by later explorers are larger but degenerate 
relatives of the Slinkers of Io2. It’s possible that these creatures were 
brought to Mars by explorers from yet another world, of course, 
but the simplest explanation is that they are descended from 
specimens brought back by Martian explorers. 

The Thoth   

 

 
 
The Thoth are the most advanced 
Aerobiota. They are erect bipeds 
adapted to travel by walking or leaping; 
taking off by explosively fast 
contraction of the leg muscles, and 
landing head-first! As shown above the 
legs first contract then extend very 
rapidly, propelling the Thoth high into 
the air; it controls its “flight” and 
descent by flexing its neck, arms and 
legs. Heights of up to 80 ft and a 
maximum distance of 170ft have been 
reported. The brain of a Thoth is 
located in its body, not the head, and 
the long flexible neck and beaklike 
snout act as a shock absorber in the 
landing. It’s notable that on rocky 
terrain their leaps tend to be much 
shorter, suggesting that the soft 
Martian soil also absorbs some of the 
impact of landing. They have 
occasionally been seen leaping from 
ground level to openings high overhead 
in their cities. 

The Thoth obtain most of their 
nutrition from the soil and sunlight, but 
sometimes eat immature biopod buds, 
the Martian equivalents of fruit and 
seeds. Thoth have been offered human 
foods on numerous occasions but have 
never eaten it. 

Biologists speculate that there may 
have been dangerous predator species 
on Mars in the past; the shape of the 
Thoth head and placement of eyes give 
them panoramic vision, while their 
leaping ability would allow them to 
escape from most threats. Both suggest 
a species which evolved to evade 
something considerably more active 
than the “Dream Beasts” of Mars. 

Continued next page 
 

1   Valley of Dreams.          2     The Mad Moon. 
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Since the Martians didn’t have atomic power their flights 
must have taken years, and can only have been possible if the 
Martians slowed their plant-like metabolisms and took root for 
the duration of a low-energy Hohmann-type orbital flight. If it’s 
true that the Martians deliberately transported slinkers to their 
home-world it’s possible that they had some means of suspended 
animation. Alternatively, slinkers may have simply stowed away 
aboard a Martian ship, though how they survived such an 
extended flight remains a mystery. 

How advanced are the Thoth? Nobody is entirely sure. Their 
architecture is impressive, even given the lower gravity of the 
planet, and their success in building more atomic blasts suggests 
considerable engineering skill. Most Thoth equipment, including 
their guns and ammunition, is hand-crafted in small workshops, 
not factories, but while they seem simple their “simplicity” is 
actually evidence of good design, and seems to be standardised 
to a remarkable extent. A gun built near one of the poles can 
exchange parts and ammunition with one built at the equator. 

Although many aspects of Thoth society and personality are 
still mysterious, they are avid consumers of Terran animated 
films and seem to be in awe of certain characters, most notably 
Warner Brothers’ “Road Runner” and to a lesser extent 
Universal’s “Woody Woodpecker”. There are obvious reasons 
for their love of these characters; they are vaguely similar in 
body form to the Martians, and some of the behaviour shown in 
these cartoons looks a little like the fast erratic movement of a 
Martian. Within months of the first cartoon screening on Mars it 
was noticed that Martians had begun to use the word-sound 
“beep-beep” for extra emphasis. 

It was initially thought that the Thoth might be worshipping 
these characters as gods, but there is ample evidence that they 
understand the animation process, and realise that the characters 
are human creations. In 2076 a Thoth known as Ch’tiiiiir visited 
Earth; while in Washington it gave the Smithsonian institution 
fifty-six pictures which were eventually deciphered as a crude 
“storyboard” outline for a film based on the characters, in which 
Wile E. Coyote chases the Road Runner to Mars, falls into a 
series of traps based on peculiarities of the Martian environment, 
and is ultimately eaten by a Dream Beast, which he sees as an 
attractive female coyote. The Institutution contacted Warner 
Brothers and arranged to have the aimation made, with Ch’tiiiiir 
witnessing the production process from beginning to end. The 
cartoon was popular enough that several more cartoons have 
been made with a Martian setting, which often appear on 
children’s television programmes. This has helped to reinforce 
the idea of the Martians as the friends of humanity. 
 

 

 
 
 
 
 

 
The Thoth (continued) 

Despite nearly a century of 
colonization Martians and humans still 
suffer from immense communications 
difficulties. Most concepts seems to 
involve elaborate mime and huge 
amounts of guesswork. It’s very 
frustrating for linguists. 

The Thoth see humans as clumsy, 
over-muscled, slightly stupid clowns. 
There’s nothing cruel in this; humans 
can’t see the fun in leaping into the air 
and landing head-first, understand 
Martian logic, and so forth. Thoth like 
to play linguistic games, so most 
conversations tend to be a mixture of 
Martian, pidgin English, and mime. 
This game is rarely abandoned entirely, 
even in life-threatening emergencies, 
and no Martian would dream of 
explaining the rules to a human. It will 
be more fun if humans work it out for 
themselves! 
Thoth player characters should be built 
on 25 points, and begin with no 
knowledge of human languages or skills. 
 

Chk’Treeeee - ATypical Thoth 
BODY 4, MIND 6, SOUL 4 
Beak, Effect 6 A:B/F, B:F/I, C:I 
Kick, Effect 9, A:F, B:I, C:I/C 
Pistol, Effect 6, A:F, B:I, C:C/K * 
* The pistol fires 128 poison darts; 

the poison is harmless to humans but 
the darts can still do serious damage. 
The poison adds Effect 4+1/round 
if used against Martian organisms. 

Skills: Athlete 8 (Jump only), Brawling 
5, First Aid (Thoth only) 7, Linguist 
(English) 1, Marksman 7, Mechanic 9, 
Scientist (Engineering) 9 
Quote: “Wreeble ktok atomic blast 
beep-beep.” [waves arms excitedly] 
Notes: Chk’Treeeee is a descendent of 
“Tweel,” the first Martian to contact 
humans, and shares its ancestor’s 
interest in alien life forms. It regards 
itself as a student of human nature and 
occasionally tests humans with 
situations where it appears to be in 
danger, visual puns, and so forth. 
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The Other Martians 
While we generally think of the canal–building Thoth as “the 
Martians” several other Martian species show signs of 
intelligence. The most notable are, of course, the mound 
builders described above. They are tool-makers and seem to 
demonstrate telepathy, in the form of a communal hive mind, 
but their large head diaphragms suggest that they can hear 
noises well outside the range audible to humans. It’s possible 
that this ability is actually continuous communication at 
frequencies humans cannot hear; more work is needed. They 
appear to be unable to communicate with other species, but are 
excellent mimics and cooperate with the canal-builders to keep 
the canals operating, although it may be that they do so by 
instinct. They are generally considered harmless if undisturbed, 
but Jarvis’s account of a mound builder attack following his 
theft of a cancer-curing crystal shows just how dangerous they 
can be if provoked. In some respects they seem to be the most 
successful species on Mars, with colonies more widely spread 
than the Thoth cities, but observation suggests that many of the 
more isolated colonies are stagnating, with the population 
declining in response to dwindling supplies of the vegetation 
used as fertilizer in their mounds. The mounds in proximity to 
Thoth cities seem to be the most successful, reinforcing the idea 
that the species are to some extent dependent upon one 
another.  

The caped rat-like species found in the ruined Martian cities 
shows disturbing signs of a degree of malevolent intelligence and 
are capable of bipedal locomotion. They are now known to be 
related to the ‘Slinkers’ of Io, their distant ancestors probably 
spread from one world to another by the early Martian 
explorers. They are larger and considerably less intelligent than 
their relatives on Io. Their size is probably an adaptation to 
conditions on Mars, which is considerably colder than Io and has 
stronger gravity. They are true animals, not the usual Martian 
plant-animal hybrids, warm-blooded, and omnivorous.  

The exact relationship between these creatures and the 
Thoth is still unclear. It’s apparent that the Thoth regard them 
as unwelcome visitors to their cities, but seem to be unwilling to 
do anything to exterminate them. They have been seen to 
handle Thoth personal belonging and books, but there is no 
evidence that they actually damage them. The Thoth resent 
their presence, but do not harm them. 

Some ethnologists have speculated that the Thoth consider 
them to be holy, comparing them to the sacred animals found 
in India, Ceylon, and elsewhere on Earth; in particular, to the 
monkeys that roam free in some villages. Further research is 
needed. 

 
 
 
 

 

   
 

 
A ‘mound builder’ gathers vegetation for 
its colony’s nest  

My First Book of Mars (Puffin 2026) 
 

Mound Builder 
BODY 5, MIND 1, SOUL 1 
Pincers, Effect 4 (x4) A:B, B:F, C:I 
Darts, Effect 5, A:F, B:I, C:C/K 
Skills: Brawling 4, Marksmanship 4 
Quote: “'We are v-r-r-riends! Ouch!” 
Notes: Lone mound builders are not in 
themselves intelligent or particularly 
dangerous, but if disturbed will attack in 
very large numbers and swamp their 
enemy under sheer weight of numbers. 
They appear to be indifferent to death 
or injury. They are normally unarmed, 
but their mounds contain stocks of 
metal darts for use against intruders. 

 

 

 
False-colour infra-red photograph of the 
rat-like Martian species. The distribution of 
heat (red) and cold (blue) shows that they 
are warm-blooded, which implies that they 
could adapt to a warmer climate.  

Scientific American 
Pseudo-Rat 
BODY 2, MIND 2, SOUL 1 
Bite, Effect 4 A:F, B:F, C:I 
Skills: Brawling 3 
Quote: “Squeak!!” 
Notes: These creatures look like large 
rats with capes, but appearances can be 
deceptive; they attack intelligently and 
in packs, and delight in leading their 
“enemies” into pits, deadfalls, and 
other hazards. 
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