Planet Name: Malacstead
Classification: SLA Resource World
Planet co-ordinates: xxx.xxx.xxx
Size: 8,200 miles
Population: 12 million (90% Human, 5% Ebon, 3% Shaktar, 2% Other)
Date PPP signed: 814SD
Gravity: 1.2 MS (Mort Standard)
Geographic Make-up: 84% land (96% of which is forest), 16% water
Main Exports: Lumber, Exotic Meats
Main Imports: Trained Operatives, Heavy Machinery

Malacstead is a SLA resource world that would, in holiday brochures, be described as a verdant forest covered planet with many idyllic and scenic areas, shy forest creatures and a wonderful atmosphere. It would be all a load of garbage, well except for the bit about being cloaked in forests. The planet is a forest cloaked, eternally raining and hot-as-hell dump; the wildlife is amongst the meanest, most vicious creatures ever to curse the World of Progress with their presence.
The nature of the planet and it’s eco-system the only readily available export is the trees cut down every single day to provide living space and also to beat back the ever-present forests and the creatures that live within.

Much like Mort Malacstead has a population that is overwhelmingly human, partly because the non-operative population outnumbers the operative population by a factor of ten and is entirely human, but also because various conditions preclude some races arriving on Malacstead.
Wraith Raiders consider Malacstead a hot and wet hell, the mean temperature being almost ten degrees warmer than Mort, although the occasional Wraith Circuit Hunter has been known to visit to pick up samples of fauna.
Stormers are rare as SLA considers their use better suited to other planets and missions, they are only slightly more common then Wraith Raiders.
Frothers have been known to come to Malacstead, but the difficulty in getting combat drugs ensures that those with a dependency either die or go off-planet.

The 12 million planetary residents are made up mostly of lumberjacks and operatives with the rest being farmers and planetary management. The first cut down all the trees for export whilst the second defends them, the third feeds them and the last makes sure everything is running smoothly. This is damn unlikely with all the creatures more than willing to wreck heavy machinery to get at the sweet flesh hidden within, and all the operatives being sent in to help the lumberjacks and, if they survive, leaving because it is too suicidal a job. The mortality rate for lumberjacks and operatives is hovering around the 60% mark, with more than half the survivors being mentally scarred.

There are four major cities, spread almost equidistant on the planet’s surface, and each house about 3 million. The planetary capital Malacsfall is the organisational centre of the planet, and is also the oldest of the cities, most of the decisions regarding policy are made in this city, and it’s also where all the operatives are sent for deployment.
Cannar and Wurtfel are the logistical centres for the planet, sending exports off planet and receiving the imported machinery, they handle most of the non-personnel cross planet transfers.
Jeransstop is the youngest of the cities and the least in danger, being situated on the largest island in a string of islands in one of the two oceans on Malacstead, but provides much of the on-planet research into the ecology of the planet and various methods to fight of attacks from the flora and fauna.

Although Malacstead is by no definition a poor planet, imports are still limited to necessities, like trained operatives and heavy machinery. This means that many things off-worlders take for granted are actually much harder to find. A good example of this is drugs, most drugs are either not available or are very expensive as most drug-imports are healing as the demand there is much higher than for the pure-combat drugs. This has resulted in healing drugs being in plentiful supply and actually cheaper than would be normally the case, with leisure drugs being almost as prevalent as most operatives and employees wish for some way to relax. Combat drugs are rare and the costs are quite extortionate.

Damncrocs 

These reptiles live in and along the rivers of Malacstead and are the biggest semi-aquatic threat on the planet. The average size of these creatures is about sixteen feet from snout to tail tip, larger specimens tend to peak at twenty-eight feet. The largest Damncroc ever recorded came in at nearly forty feet in length, lives along the river Aine, and has been dubbed 'Strider' for the distance he can cover.

Bounty;

5c per 4 feet of Damncroc, rounded up.

Strider - 20,000c


      Small (8-12') Medium (16') Large (20'+) Strider
Hits    21             36         49           68
Str     12             21         29           41
Dex     6              9          11           13

PV      6              8          11           18

Detect  4              4          6            11
Unarmed 3              5          9            12

Teeth   1              1          2             3
Tail    1              1          1             2
Trample 1              2          3             4


Name      Pen      Dam      AD
Teeth 1    5        8        2
Teeth 2    8       12        3
Teeth 3   11       16        4
Tail 1    -1        6        3
Tail 2    -1       12        5
Trample 1 -1        4        3
trample 2 -1        7        5
Trample 3 -1        11       8
Trample 4 -1        16      11

Movement
      Walk  Run  Sprint
10'   2m    4m   6m
16'   3m    6m   9m
20'   5m    10m  15m
St'   8m    16m  24m

Killerpillars 

This species of insect look like giant caterpillars, hence the latter part of the name, whilst the former refers to the way in which this species does not turn down an easy meat meal.
This species never stops growing, or eating, and as such if left unchecked would deal serious damage to the planet's ecosystem. Fortunately Killarpillars are the main staple of most predators on Malacstead, and are hunted by SLA as a source of meat, the flesh of a Killarpillar being surprisingly edible.
The length of a Killarpillar is generally 12 feet and goes up form there.

Bounty;
1c per foot

[Additional Notes]
When surprised and/or badly injured the Killerpillar can launch itself from a semi-foetal position. This generally covers the same distance as their length in a second, a good escape or assault tactic.


      Base (10')    per 5'
Hits    32           +8
Str      6           +3
Dex      4           +1
PV       2           +3

Trample  1           +2

Detect   2           +1

Name      Pen    Dam    AD
Trample    3     12      6
+1        +1     +2     +1

Movement
Lumber 2m
Charge 4m
'Fling' as length

Screamers 

This avian species have a striking resemblance to bats, being mouse like bodies with tiny hind legs, the forelimbs being tiny hooks and a membranous wing joining both limbs. Unlike actual bats Screamers have a more rat like head, large teeth and small ears, giving them a scarier aspect. Another difference is the sheer size of Screamers, where the average bat is maybe six inches in length, Screamers are almost two foot in length. They are also active during the day and active hunters, using their sonic cries to stun the prey long enough for the Screamer to attack and rend large strips of flesh off the target to eat. It is the sonic cries that give the Screamers their name, and is possibly their most potent weapon.
Screamers do travel in flocks, but rarely more than five individuals.
15c per head.


Hits 20
STR  6
DEX  8
PV   2

Detect  6
Unarmed 6

Name    PEN    DAM    AD
Scream  SPECIAL
Teeth    3      6     1

Scream - This only works on targets that have some form of hearing and requires a CONC roll at -8 or be stunned for 2 rounds.

Whisperhunds 

Whisperhunds are large canines of a size to Domino Dogs, about six feet in length and almost four feet high. They look like most other canines in shape and overall dimensions, if on a slightly larger scale, and it's only their fur, which makes them visually different. And there's the crux of the matter, visual. A Whisperhund's fur is very short at less than an inch long to avoid overheating in the jungles of Malacstead, but it is also made up of various shades of greens browns and greys, this means that Whisperhunds are very difficult to detect visually, and given the fact that they are a naturally quiet species anyway, what is initially unnerving quickly becomes worrisome.
Whisperhunds track their prey by scent, and since they usually travel in packs of eight to twenty, they can co-ordinate their attacks using a sound very similar to a Screamer’s scream. Another trick of the Whisperhunds as most prey, when hearing the scream, will either freeze or look to the air for the threat, and not the ground where the Whisperhunds advance.
20c per head.


Hits 20
STR 7
DEX 6
PV 3

Detect   5
Unarmed  3
Tactics  7
Sneak    10

Name  PEN   DAM   AD
Teeth  2     4    1
Claws  2     3    1

