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The Conpany Wars
THE COVPANY WARS
C. J. Cherryh
THE ORIG N OF STAI ONERS AND MERCHANTERS

In the early twenty-first century, starprobes went out, |aunched by Sol Station, which diring the
interval of the starprobes' travel, becane a great economic power in Earth's politics.

Sol Station, a self contained orbiting "multifactory,” pulled in netals, mnerals, and ice from
the asteroids, abandoning the practice of lofting anything up fromEarth's gravity well. Since the
majority of industrial cost on Earth was either in fighting gravity (lifing and transporting heavy
obj ects) or heating things up and cooling them down (snelting and refrigeration), once a
spacestation achieved the machinery to separate and snelt netals by solar power (thus beconing a
"mul tifactory," a conbination of industries all |ocked together in the production of goods for
export to Earth (nedicines, electrical power, scientific data, and processes) and for its own
consunpti on (machi nery, construction materials, oxygen fromice, and foodstuffs (fromorbiting
fishtanks and farns operating at industrial pace thanks to total environnent control possible in
such facilities.)

The result was a station capable of replicating itself endlessly at little expense; and a bal ance
of trade which nade i nvestnent and experinmentati on possible.

Hence, the robot starprobes which reported several stars much like the Sun, |acking habitable
pl anets but potentially rich in metals and ice.

The theory of cryogenic suspension in sublight starflight was rejected. After all, Sol Station and
the one traveling scientific station which had already been in orbit about Venus and Mars and now
ventured the turbulent gravity well of Jupiter, proved that there was little difference between a
wor ki ng sol ar station and a ship.

So the first startship was nodular, and while it would take years under |ight speed to reach the
chosen star, there was no reason for the people aboard not to carry on life nuch as it was carried
on in huge Sol Station. Wen it reached its destination, its payload, containing manufacturing
units, would go into orbit in sone rich and stable area of the designated starsystem while the
engi ne nodul e woul d break free after assisting in this process and return to Sol Station

It proved hardly nore expensive in effort to make the mission nultistage, that is, to colonize
several starsystems in the sane vector by using several engines and conpartnents and sheddi ng each
into deceleration at the tine appropriate for each star. So if one part of the mission failed,

anot her m ght succeed, and if anything went wong with one engine, they had the capacity to
continue on the others, or to return should it becone necessary.

As it happened, all three stages worked without a hitch, and Earth had three functioning
starstations. They had no anmbition at all to land on a planet. Planets were too expensive at this
stage, too wasteful of energy in getting up and down; nanki nd had deci ded that starstations (of
whi ch Sol Station was one) were nmore productive for small popul ati ons than pl anets were.

The voyagi ng starships never |ost touch with Sol Station, and continually transmtted the data the
scientists and tehcnicians in the colony mission were devel oping enroute. Life aboard went on in a
mundane fashion, under the one gravity produced by accel eration; and when decel erated and parked
in orbit, each starstation began a continual dataflow to Sol Station, and to each other, and to
shi ps in passage. The result of this close comunity of scientists at work in new environnents, as
well as the research and devel opnment necessary for the gui dance systenms and engi nes for the

nm ssion, was a technol ogi cal acceleration for Earth, a period of great prosperity and wld
specul ati on as new di scoveries nultiplied.

The engi ne nodul es had a snmall crew conpartnent: they were designed to nove greater nmass than
their own -- to push, in other words. Their crews had the harder life, since they were fewin
nunmber and had to give up their associations with the colonists, who would live normal Stationer-
style lives, hardly different than they would have lived on Sol Station. The engi ne-nodul es m ght
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have been robotized, but it was felt, first of all, that the chance of failure would be Iess with
crewed nodul es, in such | ong voyages; and secondly that the occasional contact of hunman bei ngs who
had seen Earth woul d serve to keep the colonies frombeconmng too different in their isolation

the chance for instance, that a colony would grow conpletely alienated fromEarth and shut off its
contacts had occurred to Sol Station. So the primary reason for crewed ships was a psychol ogi ca
one.

The smal |l crews nust pass years together, and nust have as nornal a |life as possible. Fanmilies
happened, in spite of mld official discouragenent, and when the first ship returned to Earth,
they were offered a chance to stay. They refused, having spent too long at this to give up what to
them had becone a way of life. Crews grew larger (as did crew quarters) as second-generation crew
t ook husbands and w ves. Children ran and pl ayed throughout the ships, did small maintenance, and
grew into crew work with the passing years, children whose |ives were neasured in calls at this
and that starstation.

This was the origin of the merchanters and the stationers, whose |lives becane vastly different one
fromthe other, but who were |inked together in nutual necessity.

The arrivial of any ship in those early days was occasi on for holiday.

Trade began, conducted without substance (of data by commmuni cations net) and with (of goods and
parts carried by the ships).

VWhat did the nmerchanters get out of the exchange? The inprovenent and care of their ships, which
were their hones. Their food. Their whole lifestyle. And the freedom which began to be their whole
way of life. A nmerchanter "fam|y" was tightknit, even devel oping an accent unique to a particular
shi p: everyone aboard seenmed to be a cousin or aunt or uncle.

Stationers got the sane sort of thing -- but their populations were larger. They liked their
security, the benefits their trade brought in

St arstati ons expanded, built new nmodul es and boosted them by ship to stars as near to them as
Barnard's Star and Al pha Centauri are to Sol; and Sol had to get news of sone of these stations
secondhand, because of their distances.

There were nine such starstations -- ten, counting Sol

They were: Al pha Base and Beta Base, Bryant's Star, dory, Venture, Glileo, Aynmpus, Thule, and
El dor ado.

The next starstation was sent to Pell's Star. And that star had a planet which had |ife, which had
a sapi ent species, which had agriculture and the kind of luxuries which Earth had been supplying.

PELL' S STAR AND DOANBELOW

Scientists flocked to Pell. Everyone wanted to be in on the find. Meanwhile, word of the discovery
travel ed at |ightspeed back to Earth.

By the number of years it took that |ightspeed nessage to get to Earth and for Earth to debate the
matter and send anot her nessage the sane nunber of |ightyears distance back, trying to adjust the
trade patterns to accomodate the new discovery, it was too late. Sonme starstations had shut down
and eni grated because goods were reaching their trading partners fromPell, not Earth, and they
were suddenly in a backwater area, out of the future line along which goods would flow.

Pell not only succeeded as a starstation, it was being overloaded by imm grants and sent out new
colonies to Viking and Mariner; and Mariner, having discovered by tel escope a planeted star near
it, colonized Cyteen, which had another agricultural world.

THE BREAK W TH EARTH

Earth just did not cope with these changes fast enough. The value of its goods plumetted. It
suffered an economic crisis and there began to be an outcry that the starstations and the
mer chanters ought to be taxed to support Earth, who after all, started the space program
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Now i n one way the original decision to have manned ships paid off; sone nerchanters had
mai nt ai ned enough contact with Earth to be sonmewhat loyal to the Earth Conpany, but few stations
were | oyal enough to want to pay a tax. Earth was able to enforce the tax, at l|least, at first.

There was sone shooting. Merchanters who woul d serve Earth were arned.

A great many people who did not like this trend left the nine starstati ons which began to be
call ed the Hinder Stars.

They went to Pell or further

But then... then a scientist at Cyteen discovered a principle that nade possible Faster Than Light
travel : an FTL ship.

During the passage of a |ightspeed nmessage to Earth that such a di scovery night be possible, an
FTL ship was | aunched from Cyteen and had tine to tour al nobst every starstation in far space.

THE COVPANY WARS

Had it not been for the tax, Earth could have been in the center of things again. But Cyteen was
hostile to Earth.

And Cyteen had two things: a discovery in the biology of the planet Cyteen had given themrejuv, a
drug that could hold off old age for up to fifty years. Earth wanted it. Badly. Cyteen al so had
FTL. And that, Earth got, thanks to Pell, which got the secret and spread it.

The shooting then becane serious. Sone nerchanters went to Cyteen and Cyteen declared its
i ndependence of the Earth Conpany.

Earth built fifty superFTL carriers to batter Cyteen to its knees. It nanmed the ships after the
nations of Earth.

But Cyteen, older than Earth in the matter of building FTL ships, matched their fleet.

The one thing Earth had was a majority of merchanters on Earth's side, and this included some very
good starpilots who wote new chapters in FTL operation, and who outfl ew and outfought Cyteen
equi prent, which was generally a few years nore advanced than Earth's.

In FTL technol ogy Cyteen had a slight edge, nobstly because of a handful of physicists who were
still at work on inprovenents.

In actual operating skill, the loyalists had the edge, and their ships were good enough, if not
the | atest.

MERCHANTER OPERATI ONS DURI NG THE WAR

Merchanters had once been the warships: a few of the old sublights had been converted to FTL; nany
of the nodern nmerchanters were | aunched by Pell, Earth, or Cyteen as new ships, crewed by spinoffs
of older nmerchanter families. But the lifestyle changed radically because of FTL.

The voyages of years now anmounted to weeks spent in space.

Whil e nerchanters still |ooked for nmates outside their ships, the difference in lifestyle of
merchanters and stationers had gotten so extrene that nmerchanter/stationer marri ages were

unli kely. Merchanters associated with nerchanters, and were confined to the docks at the ninth

I evel of the rimof each wheel-like station. Al ong one side would be the tending machi nery and
access ranps of ships in dock; along the other side (in the G een and Wite sides of the wheel)
were bars, restaurants, and hotels (called sleepovers) for spaces. On the dockside of Blue Section
(which is always adm nistrative) are the custonms office, the spacer banks, security headquarters,
and in short, all the nerve centers of the docks. Only military ships of ships with special
clearance get to dock in a station's blue dock, and only stationers with special clearance get to
live in the eight |evels above, many of which have sensitive offices. Station Central is the
upper nost of the blue |evels.
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White contains many shops that serve spacers; the | evels above have shops that serve stationers,
and residences of shopkeepers and nedical fol k. The uppernost |evel of white had the security
detention area and police headquarters; the level just below has the nedical facilities, the
hospital s, and so on

Green section on the stationer |evels contains general residences, restaurants, and shops for
stationers.

Red section on the docks is for insystemhaulers comng in with ores and other industrial goods:

it contains rmuch of the manufacturing. This also tends to socially separate insystem spacers from
FTL spacers, who do nmix w thout fighting, but w thout great enthusiasmeither: FTL nerchanters are
cl anni sh and occasional |l y dangerous, tending to enforce their own law, particularly on G een dock

which is their territory.

There is little residence (but sone) in red sector. Its docks have shops and nanufacturers
of fices and some station offices which apply exclusively to the insystem ships.

Orange section dock is either for FTL or insysteners, depending on need. It has shops, banks, and
sone restaurants; above are residences.

The hub has three functions: docking for null-G haulers Iike oreshi ps which unload their cargoes
wi thout gravity, and which will stand off fromstation during crew liberties. Oe haulers are too
big to dock at regular facilities. The hub al so has those functions of station |ifesupport and
power which do not need gravity. And it has a gymasium and recreational area for null gravity and
|l ow gravity sports.

Mer chanter ships cone in several classes.

There are general FTL haulers. Crew lives forward in a wheel-like cylinder that rotates to supply
gravity because these ships do not often use regular engines and the force of acceleration is a
nui sance, not a help to them The cargo conpartnment is behind, in front of the engines. The cargo
space may be of several kinds.

First it may be unheated, in which case contents will freeze in the cold of space. Sone goods
profit by this.

Such hol ds are not pressurized either.

O the hold may be heated to various degrees. This is expensive, usually involving |ifesupport
sufficient to admt a worker without a spacesuit, but in npst that do claimheated holds, the
tenperature is just above freezing. Few goods need balnmy tenperatures. Very few haul ers can handl e
that kind of thing in bulk.

O a ship may take cannisters, sonme of which have internal regulating systems for heat or air.
Many shi ps have one heated hold up front and the rest unheat ed.
Al so nost goods do not require gravity. Mst holds are zero-G

A very few ships can provide heated holds with gravity, which they get by having one or nore hol ds
included in the crew cylinder. This is very expensive transport. Oten passengers ride in spare
crew cabins (there is not nuch interstellar passenger traffic at this stage). In rare energencies,
heat ed one-G hol ds can be used for passengers.

Ships can conme in all sorts of conbinations.

There are al so can-haul ers which are nothing but a crew conpartnment in front and engine at the
rear connected by a | ong bare backbone with clanps that bind up to ten or twelve huge cannisters
in place. Canhaul ers unload to small pushershi ps which then shove the cannisters into the null-G
dock of station hubs.

In the normal operation of a nerchanter ship, it takes cargo, |eaves dock, and spends hours (or in
some systens and depending on the power and |load -- days) getting to the nadir of the stellar pole
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far enough out that the jump will not land themin the heart of the star or try to take a pl anet
along. During this tinme the crew lives normally, annoyed only by the first acceleration that got
them goi ng. Normal space engi nes shut down then and they coast.

Wien they get to the nadir junp range they get a navigational fix on a star, do the el aborate
calcul ations to deternine exact location, and turn on the generation vanes, the |large panels
suspended on vanes about the ship |like old-fashioned rocket fins -- but these provide the field
whi ch takes theminto junpspace, the Between.

Subj ectively, a few minutes pass. Objectively, a week or nonth of Universal time has passed. This
again varies according to power and mass of the ship and | oad, and yes, a nore powerful (or |ess
| oaded) ship can overjunp a weaker one and arrive first.

The ship has now been dragged out of hyperspace by the nearest gravity well in the vector it had
chosen. Usually these are junp-points, brown dwarf stars of Jupiter-like objects which exist
between the greater stars -- too cool to give off nmuch |ight or radiation, but nassive enough to

make a consi derabl e pocknock in hyperspace.

The ship is now traveling about 3/4 to 1/2 |lightspeed or about 139,000 miles per second. At this
rate, planets and |l arge rocks are dangerous to it. If something went wong at this speed in our

sol ar system a ship near Earth m ght have fourteen nminutes to solve its problembefore hitting

the Sun -- and, of course, it takes enornmpus energy to turn even a hair, let alone bend a sharp

turn to evade sonet hing

If you use conventional radar, it sends out a pulse and you literally run into its bounced-back
return; if you are tracking a high-speed ship noving in a different vector than your own, your
pul se may not catch up to it and cone back fast enough to do you any good. Renenber the fourteen
m nut es above; and heaven help you if the ship in question is coming your way! Mre about
communi cati ons and radar of FTL ships later. For now, suffice it to say it is a good idea to cone
inonly at zenith of the junppoint and to | eave the point only at nadir. This regulates traffic
and reduces your chance of running into sonmeone to those of your house getting hit by a neteorite
on Earth. Rare, but known to happen. Starships, after all, are not as frequent as autonobiles.

If your instrunents are off, of course, you could inpact the junp point.

And any ship nmoving at in-system speeds |ooks like it's standing still. They can only hope you'll
sl ow down before you get into the junp point central area.

How to shed this enornmous velocity? Pul se the junp engines, which partially refornms the field and
bl ows of f sonme of your velocity like an invisible drag chute extended into the interface of
real space and hyperspace. You slow down to a craw .

Now you pass tanely through the real space near the Mass, the alnost star-like object that nakes
the gravity well. There nmay be other ships already here. You can talk to them by com and even, if
you wi sh, stop conpletely, link airlocks, and exchange goods outside station custonms. A |ot do.
Thi s passage through the junp point can take a leisurely week, if you're having fun. If you're in
a hurry you can probably get on through (and be cursed by near traffic) in a day.

There is, however, a penalty for this, subspace is a harrow ng experi ence and nakes one fee
awful . Moving through space too rapidly give you no tine for your stomach to recover and you will
progressively becone sicker and worse at navigation. Take your time. It's healthier

Al'so, if you string junps (pass through several junp points wthout slow ng down) your velocity

could begin to get out of control. If you should fail once to dunp speed before junping out again,
you woul d probably junmp past any local gravity wells and get sucked into the nearest nost massive
star's well, exiting at a speed beyond |ightspeed, which violates Einstein's principle and pockets
you in a traveling discontinuity -- in other words you becone a black hole and cone to a
spectacul ar end as you and the star attract each other. Since you are a very snmall black hole, it
will swallow you without ill effect -- except to you

So you nake your exits fromstars and junppoints tanely, at a sedate speed, with due care.

Now, during the War years, you may see a mlitary ship occupying the junp point. It is good to
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identify yourself rapidly and courteously beyond the conmputer-squeal of identity your ship
constantly gives off, and to heave to if ordered to do so. You cannot match a military ship in
maneuvers or junp capacity. It can go further, faster. Only if you are still 3/4 |light do you have
a chance of running fromit before it can get up to speed or before its particle weapons and
shells can reach you. But its beans go |lightspeed: you are 3/4 light. You have nmaybe fifteen

m nutes lagtine before it knows what you are (your noise getting to its receptors at |ightspeed).
And fifteen nminutes lagtine for its beans to reach where it predicts you will be fifteen ninutes
later (or less if you're going toward it) -- if it fired at once.

That is not a |ot of maneuvering room considering your degree of possible turning is |ess than a
warship's, and it dimnishes increnentally at 3/4 light. You have to dunp nost of your speed, |ock
on a star, and be in a favourable position to junp. Thirty mnutes is not really very long to do
all this. If you can do it you are probably a nerchanter running with enpty holds and up to no
good.

They do have to guess how much nass you're carrying to know where you're likely to be (if you
shoul d turn). How nuch cargo you carry plays a part in this.

You could try dunping cargo

Usual | y, however, the worst the mlitary will do (if they're Union) is |look you over and check
your papers and question you. |If they're Mazian's Fleet -- well, in the |ast years of the War, the
Eart h Conpany Fl eet began to need troops and crew for its ship. It mght inpress your young nen
and worren as troops or crew, night take your supplies, raid your cargo. Africa and Australia have
been known to kill for fun. India, North Pole, Atlantic, and Pacific will nostly take supplies.
The rest of the fleet are likely to take both people and cargo itens.

If you neet other nmerchanters at a junmp point -- still be careful. Ships have been taken by Union
to use as spies.

Mer chanters know one anot her by name. Al on a given ship have one |last nane. If you say Finity's
End, for instance, everyone knows this neans the Neihards. So it is an age in which a man or
worman' s word and name for dependability are life itself. But Union knows these nanes too. And has
access to ships that cone and dock at Union ports.

This war has no borders -- except for the fleets that maintain them It is fought in three

di mensi ons and the front skips and noves according to where the carriers are. Merchanters nore
freely through the war, dock here and there, get questioned by both sides, and try as nuch as
possible to ignore the fighting which has been going on for half a century. They act as if the war
doesn't exist.

So you may be bound out of that junp point for either a Company star or a Union base. It doesn't
matter. Usually. After, no one attacks stations or planets. Yet.

When you arrive at a star, you come in at the stellar zenith pole as agreed by navigational |aw,
sl ow down at once, Your arrival has been reported by a junmp range buoy which is a robot station
whi ch has three functions: first, it gives you a current updated conputer inmage of the estimated
positions of every object in the solar system cutting down on the |agtinme problens. Second, it
adds you to the imge which it now beans back to station. Third, it assigns you a |lane to foll ow,
again cutting down |lagtinme. You do as instructed and cone in safely at reduced speed.

Station will know you have arrived an hour or so |ater when the nessage gets there (FTL ships are
faster than nessages). Station Central will greet you and you will talk to them as you approach
The lagtine shortens froman hour to half and hour to five nminutes to no appreciable lag as you
get to the station and begin docking. You match the station speed and rotation pattern, shutting
down your own rotation, and |ocking your cylinder into docking position, then shove your nose into
t he docki ng cone, fasten clanps and wait for the crews to attack |ines and hoses which provide you
power, flush your tanks, take your refuse (biostuffs are precious) and give you shiel ded-1line
comuni cations with the station

You go out, go through custonms check, and report to station offices for debriefing.

UNI ON M LI TARY
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Union is based at Cyteen, and that star systemis defended not only by warshi ps but by astrography
-- i.e. there is a nasty region of space on one side which is a gravity well consisting not only
of several junp points swi nging each other about in a difficult ballet, but with enough debris
about themto make droppi ng out of hyperspace here a very fatal matter.

Since FTL's tend to go to the nearest junp point unless they have gone way, way deep into
hyperspace, any ship coning in on this side of Cyteen will come to this graveyard, like it or not.
No ship has yet been built that can junp over it.

There are al so starsystens further out, which are at an early stage of colonisation. These al
bel ong to Union, which is econonmically powerful and able to build ships at a great rate, while the
Earth Conpany cannot.

And Uni on uses cloning techniques to produce population at a great rate; while it still takes 18
years to produce a soldier, and longer to turn himor her into one of the black-uniforned Elite
space force, the rate of population growh is tremendous, thanks to the birthlabs.

Uni on ships are nostly mlitary. Sonme nerchanters are registered to Union ports, but these are not
counted as Union ships, since they are not owned by the Union governnent. Their designation is US
Uni onShi p.

CLD WARSHI PS

The ol dest sort of FTL warship is a converted merchanter. Mst of these were shot up and put out
of action by 2350.

CRUI SERS

There are a few of the early FTL cruisers left -- ships with big engines and vanes and a big
power pl ant for the beam weapons, small crewspace and generally niserable living conditions.

CARRI ERS

There are carriers: these carry four (usually) insystemfighters; and troops. The troops usually
nunber about a thousand per vessel. They have |l arge crew/ troop cylinders and a great deal of this
cylinder space is given over to their |lifesupport, the medical and operations facilities, the
recreational space (in space for years at a tine, the troops have to have roomto nove about),
galley facilities, equipment storage -- which includes stoarage for sidearns, ground drop
shuttles, hand | aunchers, defensive and of fensive personal electronics, field hospital unit, and
the thousand odd hard-suits and arnour used by the troops; training and briefing ares, not to
mention sl eeping and maneuver-protection areas. Beyond this there are the crew quarters, which are
| uxurious by troop standards, private cabins for high officers, separate recreational facilities
(as spacers and troops do not m x much), operations stations sufficient to direct a m ssion
scattered across a solar system and the operations stations specifically in touch with each of
the four fighters-craft; and the weaponry of the carrier; and the actual operations and flight of
the carrier.

On a carrier there is one captain (unlike a nmerchanter, which nay have two to four captains and
whol e crews, each active during a particular watch); each carrier however has two crews, one

mai nday crew, one alterday. (Minday and alterday are 12 hour periods: night is ignored in space,
where it is neaningless, and tine is divided into two duty shifts, because ships do not stop
running while a crew sleeps.) The next in command is de facto alterday captain.

For combat, it should be added, all crewis called to stations if there is tinme. Strategic and
tactical command passes to the captain, while piloting, armanments, commruni cations, and radar
operations got to appropriate officers. The captain is, to be sure, capable of handling the ship
physically in conbat, but rarely is this the case: a carrier captain is chosen for a conbination
of many skills and rarely is the captain also the nost qualified conbat pilot. There are in both
fleets a few exceptions to this, but the skill of any captain in Mazian's snall fleet surpasses
that of alnost all Union pilots.

Troopers, both male and fenale, |ike the officers and crew of the carrier, are aboard for those
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monents in which human force i s needed: boarding a stopped merchanter; |anding on a planet, noon,
or mining station; holding a facility once taken; opposing eneny troops in any facility or terrain
too valuable to be blasted by the ship's weapons -- for operations in which a scal pel is of nore
use than a sl edgehamrer.

To get to these situations where they are of use, the troops have to ride through many unpl esant
battles in which they are no nore than freight, and one quality of these troops has to be patience
and endurance: the physical strain of riding through an FTL battle can kill the unprotected.

When they exit their ships, they go in |laser-resistant armor which has (if needed) a self

contai ned air and heating system so that this arnmor can double as a spacesuit for brief periods.
A hit inthe joints is one way a |aser or projectile can get through this arnor, but it is nmade to
keep those joints covered as nmuch as possible. Particle weapons are nore trouble, but nore the
kind of think one would face in a bitched battle. Each trooper carries a laser; a projectile

si dearm on occasi on; and a heavy knife, because shooting inside pressurized conpartnments and
certain portions of spacestations adjacent to the outer walls is not an outstandi ngly good idea.

The helmet also has a com so that each trooper can receive general orders; and the visor al so has
sighting and range devi ces and ot her readouts which appear by an optics systemif one | ooks up
frominside the hel met.

Uni on troops are both natural-born and birthlab born; they are all highly indoctrinated because

t he educational systemof all Union citizens is fed into the mind by sublimnal neans -- a
technol ogy used everywhere, but used by Union for political as well as factual education. These
troops are both loyal and literate, and they are professional, trained to the nth degree in every
aspect of their weapons and their duty.

CARRI ER COVBAT

The carrier is a vastly powerful ship capable of over-junping a nerchanter, capable of very fine
maneuvers. It is not the size of a ship that deternines its speed and agility: it is its mass to
power ration, its mass relative to the size of its vanes and engines. Carriers are vastly over-
powered and conme into a systemat up to 7/8 |ightspeed.

A carrier may not wish to dunp speed: it may ship through a starsystemat this incredible velocity
in which the di stance between planets can be covered in mnutes, and it can fire and be gone so
rapidly the victimmay have no warning. It may shed its riders, which will travel at that speed,

al t hough they are not capable of FTL: they are snmall ships with a crew of about fifteen, each one
equi pped and instrunented to handl e the enornmous velocities of a carrier, up to the lightbarrier.
They are very sophisticated in electronics and armanents and any one of themis every bit as much
to be dreaded in attack as the carrier itself: they are fast and their firepower, while |ess than
a carrier's, is sufficient to destroy a carrier's maneuvering capacity, or to wi pe out a
starstation or reduce a planet to the stone age. Riders spread out froma carrier, and often
operate at different speeds so that their capacity to turn is different. This confuses the eneny's
| ongscan, (nore about this later). Wen the carrier is ready to | eave the system it sunmons its
riders which linpet thenselves to the hull

A carrier has very powerful weapons nounted on the huge frame shell, which al so supports the vanes
and engi nes. The personnel cylinder rotates inside this frane, and the RPM of the interna

cylinder is variable in a warship. Wen the ship goes into nmaneuvers of high-G stress, the RPM

i ncreases, which presses hunans deeper into their seats and hel ps them endure the stress of the
smal | changes of course these ships can nake at hi gh speed. Additionally the working stations, for
crew who have to remain sitting upright and working through these terrible stresses, are

t hensel ves on hydraulic tracks which hel p absorb the stresses by slowy yielding to the nove and
returning to position. The fitness of these adjustments is critical, since the ship that can turn
tighter than its eneny even by a fraction of a degree (remenber that we are crossi ng whol e sol ar
systens in which that little change at the start of the course neans nmiles and niles difference at
the end) nmay confuse the eneny's longscan estinmates and hel p the ship evade a strike

That franme can al so do sonething no human body can stand: it can whip 360 degrees or any portion
thereof at blinding speed to bring those guns to bear on anything th conputers tell themto, and
since it is not part of the personnel cylinder, the occupants get no stress fromthe nove.
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Two shi ps passing each other at 7/8 |ightspeed do not see each other com ng fast enough for hunman
operators to react: IDis nade by the two ship's conputers spitting out their continual squeal of
identification, recognizing friend or foe, and directing fire all before a human nind could even
realize the eneny was there, let alone send a hand to the control board.

Two ships differing vastly in speed: the advantage is always to the ship at greater velocity.
Therefore, a nmajor objective is to cause your eneny to dunp speed and get the battle to a sl ower
speed i f you are defending the system A ship has to dunp if it has run out of solar system (or it
can junmp out altogether and reorganize itself and then cone back in a week or so froma

nei ghboring jump point -- if you have been attacked, it is a good idea to send ships out to al

the nei ghboring junp points to prevent this nove ... the eneny will also try to set up an anbush
when you do, and so on). A ship also has to slowto the speed of its riders it wishes to retrieve -
- and no carrier wants to leave its riders behind if it can help. Qutside of losing fifteen highly
trained crewnen per ship, riders are expensive, and if the situation is bad enough that the
carriers are running, the riders are likely to be overwhel med too.

Uni on, however, has lost quite a fewriders, while Mazian's fleet, much nore reluctant to | eave
riders, has kept nost of its own, as witness the fact that nost Conpany Fleet ships have their
original riders: i.e., those riders that were lost were destroyed with their carriers, not |eft
behi nd.

In riderships particularly, Union suffers fromless skilled personnel than the Conpany Fleet has.
Uni on ridershi ps have been cannonfodder until recently, but the situation is changing.
SUPERCARRI ERS

Union is developing a few carriers that can handle nore than four riderships. Mzian has no such
shi ps.

DARTSHI PS

These are just a little larger than riderships, but they do have star capacity: they can go FTL,
whi ch neans that they travel like carriers and fight like riders. They carry very small crews,
only four of five, because they have sacrificed crewspace and conplexity to give up mass to the
engines. Living in one is niserable.

They are very greatly dreaded because they are hit and run fighters and you never know they are
com ng. The best you can do is chase themif you can figure out what junp they're going to nake: a
carrier can overjunp one and be waiting for it, but it is very tricky for a stationary ship

wai ting at a junppoint to anbush one traveling fast; you have to shoot fromthe hip on your
conputer's first indication this is the eneny, and you have to fire at where they're going to be

The Earth Conpany has no dart shi ps.
EARTH COVPANY FLEET: MAZI AN' S FLEET

When the Hinder Stars stopped trading with Earth, comerce fell off, particularly as the war
heated up. Merchanters feared Earth, feared conscription, feared the I ack of understanding Earth
had of their situation, and conmerce between Earth and Pell was finally severed.

Having built a fleet of fifty great FTL carriers which hurt Earth economically, Earth fell into
chaos as a failing econonmy and the stress of the war and the conplexity of Terran politics
paral yzed its deci si onmaki ng aparatus. This led to the rise of the Isolationist party which cut
off funds to the Fleet.

OF | MPRESSMENT

Supply for Mazian's fleet becane so bad few of even the highest officers had a conplete uniform
| et al one badly needed equi prent and repair. Ships that were danaged had to be scrapped for

parts to repair others. Equi pnent was cobbl ed together by ingenuity. The Fleet kept fighting --

kept hol ding off the Union fleet even when the Union regenerated its | osses and they could no
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| onger get enough recruits or even food to feed the troops.
So they turned to i npressnment and rai ds on nerchant shipping to get what they needed.

Ironically, they still relied, even at this point, on the cooperation of Earth Company Merchanter
Ships ... for information, voluntary support, contributions of supplies, and even personnel. Sone
of the present Fleet captains cane from such volunteers. The problemwas with the frustration of
the Fl eet when nerchants began to refuse this cooperation under the increasing burden of Fleet
demands, and after seeing to what extent volunteers were adsorbed into the Fleet -- forgetting
Family, putting Fleet loyalty first. Wat began as cooperation ended up as a bitter rel ationship.
Most nerchanters wanted the old days of trade back and the Fleet represents that tradition; they
do not like Union's way of life, which is alien to their values of famly and ship. They fear if
Union wins and starts building merchant ships of its own, they will be run out of business, forced
under the domination of a government -- and presently they have no governnent at all. The only
think that is holding Union at bay is Mazi an, whose abuses are flagrant and piratical. So they are
caught between a rock and a hard place and support Mazian even when he raids them

THE STATI ONS

The staunchest Earth Conpany Station is Pell. The Conpany also clainms Viking, Mariner, Pan-Paris,
Russell's Star, and Esperance. Al others belong to Cyteen

Al'l stations are too fragile for conbat. They have all declared their neutrality in this war and
wi |l dock any ship that asks for docking.

Even Cyteen would -- if a Conpany warship wanted to come to dock -- not, you will understand,
I'ikely.

DOMBELOW AND THE DOWNERS

The only Earth Conmpany world besides Earth is Pell's Wrld, called Dowbel ow, naned by the gentle
natives who share Pell with humans. It has thus far proven too expensive to colonize the world;
and there are ecol ogi cal reasons not to do so. But Downers, whose own nane for thenselves is the
hi sa, supply grain, neat, fruit, and all manner of goods to Pell and the loyalist stations. Humans
cannot |ive on Downbel ow without breathing aids.

I NSYSTEM HAULERS

Al so worth nentioning are the insystenmers, particularly nunerous in mning colonies: these are tin
cans with engines for the nost part, zero-G ships run by mners collecting ores out of asteroid
belts, or the ore haulers who bring it in, or the countless little pusher-ships and ski mers that
flit about stations sweeping up debris and assisting with construction and novenent of cannisters.
Even an insystem transport which runs supplies back and forth nmoves at a craw which can take
weeks to get frompoint to point, or nonths to cross the solar system Sonme of them are sol ar-
sailers, riding the stellar wind; sone are fusion ships. Theirs is a hard life and they are hard
peopl e, right down to the youngsters born on these small ships.

It is the dreamof many insysteners to go to the starships, and they often becone the vol unteer
troopers of the fleet, lacking the skills of FTL technicians. Many trooper officers were born on
i nsyst eners.

I nsystemers are, by the by, another kind of navigation hazard to a starship: but they (as the nane
i nplies) cannot |eave the solar system and always operate in the plane of the planets and
asteroids, where few starships cone: they are reasonably predictable in course too, even if they
can turn or even reverse direction; it takes so long for themto nove that, relative to a
starship, they mght as well be standing still. The system bouy knows pretty well where they are

MAZI AN' S FLEET

Mazi an's Fl eet once consisted of fifty carriers; it is nowfar smaller. They have no dartships, no
cruisers, nothing but the carriers and riderships and the occasional help of a nmerchanter.

They are officered by the officers smart enought to have survived agai nst the odds, to have gotten
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supply where supply did not exist, to have eluded the anmbushes of Union's nore advanced ships, and
to have rai ded and harassed Union territory (sone nerchanter harassnent comes under this headi ng)
to such an extent that is has hurt Union's comerce; further they have conme several tines within a
hair's breadth of actually defeating the nassed Union Fleet. If they could knock the Union Fleet
out in one pitched battle, the merchanters would instantly fall in line, and the Earth Conpany
woul d rul e human space agai n.

Further, Earth is secretly building ships again, and will launch a new fleet if it can buy enough
tinme. The Fleet does not know this. At least -- it is not likely the Fleet knows. Earth just needs
a few nore years. Then it will take back the Hinder Stars, whose starstation still exist,

not hbal | ed and waiting; and it will launch out in a new period of FTL trade.

TACTI CS AND STRATEGY OF MAZI AN

Mazi an has one edge: skill. His captains can junp together and avoid hitting one another, a trick
those shiny new Union ships have been known to fail at, and Union pilots are scared to do it
Consequently, Mazian operates in two ways -- in hit and run tactics, using his carriers like

massi vel y powerful dartships at Union shipyards and nines and strategi c junppoints which Union
would like to hold for itself. And he can group themin pairs and |arger groups, arriving all at
once or even from opposite sides of the system sinmultaneously to make hash of Union defenses.

Union pilots regard Mazian's captains with mngled hate and awe because of their uncanny ability
to put their ships where they want when they want, especially when those ships are old and

pat ched. Uni on ships just cannot match their precision, and Union Pilots lack the nerve and the
reckl essness of Mazian's lot. Mazian's troops are also | egendary, for their ruthl essness and their
fierceness: where Union troops are cool and efficient and follow orders, Mzian's Fleet troopers
are loyal only to their own conmmanders and their own ships fight Iike nmaniacs and have a

di sturbing tendency to seize the initiative if deprived of officers: their chain-of-comand runs
right to the bottom and if a trooper officer drops, the unit never pauses: it knows who's next in
conmand.

They have on the average nore experience, are older than the average Uni on trooper, and are career
sol diers, where nmany Union draftees hope to live to see the end of the war. Conpany troopers have
no such plans ... not even those inpressed from nmerchanter ships, who have survived their

i nduction. They will loot, but their own officers can control them... if they want to.

COVMUNI CATI ONS

Radar and radi o, lasers, any means of conmunication or |ongdi stance exam nation or comruni cation
t hi nkabl e --has to operate under the speed of light.

FTL ships go faster. So the fastest way to get a nmessage to another star is to have a ship carry
it.

This al so nmeans that an attack can get there FTL before any broadcast warning. It takes eight
years for a conmunication to get to Cyteen from Mariner, except by FTL ship, which arrives in a
mont h or so.

This lag neans that tactics have to be planned without the ability to radi o ahead and tell your
friends you' re coning.

Shi ps have to physically neet and talk: that's quickest.
LONGSCAN

Shi ps have two kinds of radar: the ordinary sort which operates sublight; and | ongscan, which is
part guess and part radar.

The way it works is this:

It takes the original information of the junp range buoy and identifies every ship and object in a
system how fast they're going and what direction. It calculates a likely track and shows it on a
screen as a four coloured line. Red is what track the ships will take if they keep on as they
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bear. Yellowis what they will do if they veer as nmuch as convienent: this is a cone-shaped
projection. Blue is their position if they decided to stop

Human operators rapidly intervene and as the conputer priorities themthe fastest-noving ship
data, they decide, on the basis of enotional human know edge, what those ships are likely to do
when the informational wave they have just made entering the systemhits them If a warship, for
instance, it may turn toward themas fast as it can. An operator is assigned for each ship under
consideration while the conputer handles the slow craft and the other which for various reasons do
not need constant nonitoring.

In the nmeantime two things have happened: Their ship has changed course and speed either follow ng
or not follow ng the buoy |ane assignnent; and the other ships one by one pick up their presence
in the systemand react accordingly. But this radar inmage changes constantly, so when the action
begins to conformto one of the projections, the conputer changes the col orcodes, assignhing red to
nost probabl e and so on down to blue as the least, so it is part radar, part conputer, and part
human guesswor k.

The data in the bank is the best information about the mass and engine capacity and turning
ability and hostility or friendliness of each ship whose conputer nunber is on that chart; and al
shi ps known to be in space are in that conputer nenory.

Now, military craft (particularly Earth Conpany warshi ps) are always naking adjustnments and honi ng
their turning abilities if only by the smallest degree; this fouls up the eneny's | ongscan
guesswor k and can provide surprises. Mallory's Norway for instance, has not recently tested her
adjustments to the extreme, and therefore the captain herself does not know just what Norway ni ght
do if she had to. And those refinenments are only tested to the fullest, of course, when it cones
to a situation where a ship either turns tighter than it is supposed to, or breaks apart -- or
dies in inpact.

Al'l FTLs and starstations have |ongscan. Station central traffic control has |longscan as its main
function and it generates the i mage which the buoy broadcasts to incom ng ships.

Al'l conmmuni cations of FTLs naturally have to have doppl er adjustnents because of the relative
difference in velocities involved in their operations in starsystens.

There is no conmuni cation in hyperspace.
TACTI CS

The object is to destroy the enemy ships. Station buoys are off limts as starstations are, since
their destruction woul d endanger neutral s aboard ships which woul d suddenly pop into a system
blind and not have | and assignnments or |ongscan informtion.

M nes may be attacked, but robotized targets should be the objective according to the rules of
war .

Shi pyards are frequent targets: they are al so heavily defended.
No stationary defense can copy with an FTL attack

Pl anets, stars and | arge rocks can shield a ship fromscan if it turns off it's emm ssions, which
it is not supposed to do... but it is done.

Eni ssi ons include radar.
Stars and sonme Jupiter objects are "noisy" enough in their own enm ssions to mask a ship.
A carrier is too big to blow up: you have to imuobilize it and hamrer away at it.

A wecked ship can encapsulate a few crew and jettison thembut if they are not picked up soon
they will die. Troops also can be rescued if they are wearing their hardsuits, but they are wdely
scattered, hard to find, and usually their own side does not have tinme. Renenber they travel in
the sane vector and at the sanme speed as the wecked ship was going.
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If you end up side by side with the eneny going the same direction as you are, it will be as if
you are standing still relative to each other: a terrible battle will ensue like two old frigates
battering away at each other with broadsides. Thankfully, this is rare.

If you are next to a snall object and junp, you will take it with you. Unfortunately, you cannot
decelerate it when you get where you are going.

Here is map of Conpact:
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