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Prologue  
• The dust wars have raged for 1000 years 
 
• Warlord Stig Halmer (Race?) leads a last assault on the remains of the Hiigaran 

fleet at Canista IV. He wins. 
 
• They need to regroup for a final assault on hiigara 
 
• Player (Hiigaran) must assemble remaining fleet, stop enemy advance, fend off 

any pirate attacks. 
 
 

Act 1 (Desperate Defense) 
• Player must free an Imperial shipyard which is under attack by Pirates. 
 
• Several missions introducing the player to combat, Strategic elements of the 

game, etc, all the while being constantly warned that the Enemy will soon be ready to 
attack. 

 
• A few missions to shore up your resources. It becomes obvious how desperate 

the situation is; the empire needs some new hope 
 

• The Echo (electronic Ghost) of Karan S’Jet appears to the player and reveals 
data about ‘The Key’. This ancient artifact allows both control of the Hypespace 
gate system when fitted to a lock, and allows free wild warping (independent of 
Hyperspace transit system). She says it’s at the Karos Junkyard (a ‘dead letter office’ 
of the transit system where discarded material goes). 

 
• You must assemble a task force and go get it. The task force must first traverse 

the hyperspace lanes before arriving at Karos 
 

• A massive ship arrives from wild warp. The new visitor is a mysterious and malign 
race known as the T-Mat. The T-Mat inquire about why you are here, and seem to 
give no reaction to the task force’s answer, then leave. 

 
• The task force reaches its goal, and seizes the key. 

 
• 4 Knight Cruisers arrive from wild warp. They attack the task force who 

immediately retreat. The T-Mat emerges from hyperspace, engage the Knights and 
then the task force. They snatch the key and leave. The Knights, in pursuit of your 
fleeing task force, turn and vainly attempt to intercept the T-Mat who disappear into 
hyperspace. 

 
• News flash: The Veygr have invaded Hiigaran space. Frontier fortresses are being 

overrun. The Empire is under attack now from 2 fronts: The Enemy and the Veygr. 
 

 
 



Act 2 (From doom emerges faint hope) 
• The Queen of the Nalthorans (a territory near Veygr space) sends a message: 

“You are obliged to Protect us from the advancing Veygr” 
 
• Evacuate the Queen and retinue – Nalthoran HW is taken by the Veygr. 

 
• Bentusi arrive and explain: 

o That the T-mat deceived the Council into sending you out to get the Key 
o That you unwittingly served the T-mat as a distraction to the Knights 

allowing the T-mat to take advantage and steal the Key.  
o That the Knights now believe you are in league with the T-mat. 
o That the Knights are now manipulating the entire Veygr race into 

invading your space to find the Key that they believe you have.  
o That there’s an Old Empire manufacturing plant hidden deep within the 

Karos Canyonlands 
 

• You send an expedition to retrieve the plant. 
 
• Meanwhile you must halt the advancing Enemy and Vaygr. This requires 

maximizing the research and production resources of the empire, and winning 
several large battles of tactical importance. 

 
• You stop Enemy advances to Hiigara. 

 
• During your conflicts with the Vaygr, you again encounter the Knights, this time 

they are directing the Vaygr fleets. 
 

• Bentusi return and disclose: 
o The motivation and  whereabouts of the T-Mat : the T-mat covet the key 

because of its secondary ability to allow free, wild, hyperspacing. They are at 
their hidden, ancient home world. 

o The knights have discovered this locale and have sent the Vaygr to 
retrieve the key. 

 
• Bolstered by the manufacturing plant you battle your way to the T-mat 

Homeworld, but arrive too late; The Vaygr have already captured the Key, 
proclaim themselves independent of the Knights and are heading with the key to the 
‘Lock’, to dominate the Hyperspace gate system to their own ends. 

 
• Through the diplomatic efforts of the Bentusi, the knights approach you and 

explain the misunderstanding: 
o They propose an alliance.  
o Their aim is to destroy the key.  
o They suggest that you help them.  
o (If any more urging is needed the Bentusi could council the player that the 

key must be destroy or it will be a threat to the fabric of galactic civilization 
forever.) 

 
 
Act 3 (The Final Confrontation) 

• Final clash with the Enemy forces within the Core Systems of the Enemy Territory, 
and a three way battle with the Vaygr, The Knight/Hiigaran alliance, and the T-Mat, 
over the key at the lock. 

 



• You (Hiigarans) win, and in a tear jerking conclusion the knights take the key into 
Balcora destroying it and themselves at the same time. 

 
 
 

TERMS AND DEFINITIONS 
Dust Wars 
1000 year long war between the Hiigaran Empire and an empire that is formed by a section 
of the previous Taiidan Empire that refused to recognize the new Kharakid claim to the throne 
and succeeded to form a breakaway empire. 
 
Hyperspace(ing) 
Also known as warping or jumping, hyperspacing is a process based upon advanced physics 
whereby matter in one location (usually a space faring vessel) is transported to another 
location in space while bypassing the normal temporal restrictions relativity places upon 
doing so. The practical application of hyperspace technology is as the only known means of 
faster than light travel between stars. Only two methods of doing so are currently available; 
wild warping using a warp core, or usage of the extensive gate system. 
 
Warp Core 
A device that, given the requisite large amount of energy, is capable of inducing the 
hyperspace reaction. Such devices form the drives of wild warping interstellar vessels. Note 
that few civilizations actually possess the ability to fabricate warp cores and few of those 
know how they work (The Bentusi, and T-Mat). Most civilizations that possess the technology 
have actual mastered the process of reverse engineering and replicating someone else’s 
designs, while not fully understanding how they work. For example, the Hiigarans who have 
replicated the warp core found in the Khar-Thoba wreckage on Kharak, are completely 
ignorant of their cores origins. 
 
Wild Warping 
The process by which, through the use of a warp core, large amounts of energy (usually 
transmuted matter) are channeled to induce hyperspace. Thus, given the requisite large 
amounts of matter, a ship or collection of ships can me transported almost anywhere. 
However, the amounts of energy needed necessitate a prohibitively large amount of matter 
such that few cultures, even if they did possess the technology, could afford the resources 
expenditure. Additionally, wild warping is fraught with dangers posed by natural phenomenon, 
particularly large gravitational fields. Few civilizations have are advanced enough to 
adequately use the process for anything longer than local area travel. 
 
 
Key 
Mysterious, device that, when put in the lock, will give the user control over the hyper space 
lane network.  
 
Vaygr 
A populous spacefaring race evolved from planet dwelling herd animals. Vaygr society is 
based upon  intricate, formalistic  cultural  centered around complex ritual conflicts between 
alphas within, and between, the various tribes. This structure, despite allowing a very stable, 
externally peaceful society and facilitating a steady expansion into space,  has, coupled with 
their complex language and communication system, largely indeciperable to other races, 
prevented the Vaygr from interacting with other races and integrating into galactic society.  
 



The knghts use an artificially evolved Vaygr messiah to manipulate the species to suddenly 
become aggressive and expansionistic. However, this mesianic being proves uncontrolable 
to the knights and tries to use the captured key to spearhead a conquering of the galaxy 
(sls).  
 
Hyperspace Gates, Lanes 
Huge, ancient, devices that, using energy channeled from Balcora, allow free hyper space 
jumps between connected companion gates. Thus the network of gates that connects the 
inner sphere allows practically any space faring culture to travel between stars. Thus the 
hyperspace gate network  forms the backbone of intra-galactic civilization. Free usage of the 
gates is mandated by intra cultural tradition, and by a council of objective representatives. 
 
No species has ever been successful at reverse engineering the gate system, nor has one 
ever been known to malfunction. While myriad theories as to their composition and the nature 
of their mechanism have been fielded, none has been adequate to replicate their function. 
 
The origins of the gate system seem to predate the arrival of any of the current space faring 
races of the galaxy and are the legacy of a long disappeared race referred to as the ancients 
or Gatebuilders. 
 
The Gatebuilders 
A long disappeared race of hitherto unmatched technological advancement responsible for, 
among other things, building the hyperspace gate network.  Furthermore, the plethora of 
mostly technologically unsolvable artifacts as well as the alien wreckage  that are strewn 
about the galaxy are also assumed to be of Gatebuilder origin. So little is known of the 
Gatebuilders that it is not even known if they are a single race, or even if they originated in 
this galaxy.  
 
Knights 
Ancient race, possibly related to gate builders, they protectors of the key. Only a few are left.  
 
Tobari Gangsters 
Mysterious Bad asses who cruise around the edge of the galaxy. 
 
Taiidan Consulate (aka: Enemy Race Whose Name Is Not Taiidan) 
After the returning Kaharakid people succesfully laid claim to Hiigara and established the new 
Hiigaran Empire, most of the Taiidani and Kushani people in the central core of the empire 
peacefully reunified to form the bulk of the population. However, many of the nobility of the 
old empire, particularly those in regions farther from Hiigara, refused to recognize the 
suzerainty of the returned exiles and revolted to form a new territory free of Hiigaran control. 
The resulting state lacked the cohesive force of a central authority, and was instead ruled by 
a council of oligarchs chosen from the most powerful of the regional barons and Dukes.  In 
many ways the only factor holding together the Balkanized Breakaway empire was the 
common goal of seeking to regain possesion of Hiigara and a nebulous desire to restablish 
the former empire. The resulting 1000 year conflict with The Hiigarans to regain the empire 
has become known as the Dust Wars.  
 
Because of the lack of the central authority within the consulate, their history has been riddled 
with  constant strife and internal conflict. Long periods of lawlessness, and civil war between 
the various warlords have weakened the consulate and hindered their efforts to regain their 
former empire. Only the recent emergence of a leader, the brilliant warlord Stig Halmer  has 
allowed them to put aside their power struggles and confront the weakened Hiigarans. 



 
T-Mat 
An ancient race of technologically advanced nomads who travel about the galaxy completely 
stripping star systems of all usable matter, energy, and biomass to sustain their considerable 
consumptive needs. Though not overtly belligerent, the  ruthlessness of T-Mat resource 
consumption, and their uncaring attitude towards the devastating effects of their practices, 
has resulted in their being feared throughout the galaxy. The appearance of a T-Mat 
mothership in ones space is rarely a good omen.  
 
Bentusi 
The oldest of the known spacefaring races, the Bentusi are  nomadic trading peoples whose 
large mercantile ships range widely across both the inner and outer spheres of the galaxy. As 
such, they are probably the largest single repository of knowledge in civilized space. 
Possessed of advanced technology, the Bentusi’s lucrative trade business is necessary to 
sustain their costly method of free warp travel. Nothing is known of Bentusi, motives, society, 
or even physiology. In fact there is no recorded instance of another being seeing a Bentusi 
nor even any idea of what they look like. 
 
Karan S’Jet ‘Echo’ 
An electronic ghost of Karan S’jet that existed originally in the warp core of the old 
mothership. As all Hiigaran warp cores were reverse engineered from this original, the echo 
is present in all of them. This Ghost has emerged over the years into a mythological figure, a 
‘Saint’ of sorts, to Hiigaran space farers. While proven to be an electronic copy of S’jets 
thought patterns, the echo has constantly been attributed with powers superceding those 
available to an AI. Most often this takes the form of an apparition of Karan helping travelers in 
time of need. 
 
Nalthorans 
A race of beings whose in whole physiology the entire genetic makeup of the whole species 
exists in the queen, the only male, in the race. Thus the society is solely focused upon the 
protection of the queen, who is in turn responsible for all reproduction of the species. 
 
Nalthorian space lies within the Hiigaran empire and they are a voluntary subject race of the 
empire. 
 
Nalthorians have achieved space travel, but are neither expansionistic, nor particularly 
adventurous. Thus, their space ship technology isn’t particularly advanced. However, they 
have advanced detection technology.  
 
Warp Ghosts 
Sometimes improperly  implemented wild warps result in the disappearance of the warped 
ship or fleets. Story has it that the ghostly apparitions of these lost spacefarers will 
occasionally manifest themselves, both in deep space and hyperspace. 
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