WEB WAR -  THE RE-EMERGENCE OF THE SLANN

Of all the races in the galaxy the Slann claim to be, and may actually be, the oldest.  The days of their bright empire have waned, but still they remain amongst the most enigmatic creatures of known space.  The Slann evolved, matured and spread throughout the galaxy many hundreds of thousands of years ago.  During the heyday of their empire they discovered and nurtured many primitive creatures, encouraging the evolutionary process on countless worlds, eradicating or moving dangerous species, and seeding many planets with promising stock.  For millennia they experimented and played with the galaxy, possibly creating many of the races of modern times in the process.  But their empire dwindled, the pace of their civilisation slowed, and their genetic experiments were largely abandoned.  The Slann retired from an active role in galactic affairs, falling into a long dream of indolence and introspection.  They do not seem to have suffered from any physical conflict, there are no records of destructive wars or disasters. Instead, their racial motivations appear to have undergone a sudden and drastic change, so that they have lost interested in material conquest and power.  Perhaps the Slann discovered something yet unknown to other races, some secret of the universe, a spiritual truth or supreme mystical insight.  In the realms of psychic-philosophy and mystic-technology the Slann certainly have no equals fulfilling themselves by study of spiritual life-forces and the secret powers of other realities.

The Slann originally evolved from amphibian stock, and even today traces of their ancestry are not hard to distinguish.  Their hands and feet are long and webbed, their skins cool and moist, and their heads large with protruding eyes.  They are quite at home in the water, and are capable of breathing oxygen from water (or other poorly oxygenated atmospheres) directly through their skin.  Slann vary in colour a great deal – green and blue are common, yellow is fairly well represented, and there is a scattering of other, rarer colour morphs as well as albino and melanistic forms. Brightly pigmented Slann are often extrovert, talented or especially noteworthy in some way.  Skins are sometimes mottled, striped or otherwise marked.  On some Slann worlds, and especially amongst primitive Slann, these markings represent tribal divisions.  Height is fairly constant, with adult Slann reaching 2 metres, females are slightly larger and bulkier.

The Slann inhabited an area to the north of the galactic pole, living upon a number of proximate, prosperous worlds.  Their society remained closed to other races, but appeared to be homogenous throughout, with a similar technical base, language and culture on each planet.  Exceptionally, groups of Slann live as primitive savages on a number of worlds beyond Slann space including planets of the Imperium.  Strangely enough, these primitive Slann are scattered throughout the galaxy, and probably comprise the remnants of what was once a much larger pattern of Slann settlement.  These primitives have little that the Slann want or need, and traders often get the feeling that they are being watched and studied, and that the exchange of goods is of no importance to the Slann.

Organisation.  Slann warriors are called braves, and a number of braves plus a leader makes up a warband.  Warbands can be of different types.  They include the spawn bands or militia, the more elite totem clan bands and the specially bred Bull Slann bands.  A senior officer called a warleader commands a group of warbands.  Where armies are large it will have many warleaders, all of whom will meet before a battle to make plans and exchange ideas with experienced warleaders, chiefs and mages.  The warleader in overall charge is the warchief – selected from and by the other warleaders.  The greatest and most respected individuals in Slann society are the Great Mages.  Their aid would be sought in battle, for their knowledge or magic, philosophy and the arcane sciences is formidable. The Great Mages remain aloof from society, although their advice is constantly sought by the social leaders.  Slann society is tribal, and the leader of each tribe is known as the Mage Chief.  Except amongst primitive Slann, tribes never fight each other and tribal relations are peaceful.  A schematic diagram of Slann society is reproduced below.
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The concept of the warband is important to the Slann attitude to life.  Every Slann is expected to live its life according to a strange, mystic and largely unfathomable ritual, as part of which the individual passes through life-stages.  The calling to a life-stage would seem a real and almost unstoppable thing to a Slann, and can happen at any time, so that a peaceful technician may become a wanderer, a warrior, a hermit etc.  Once a Slann feels the call to become a warrior it joins one of its tribe’s warbands, or forms a warband of its own.  Because of this unpredictable recruiting method, warbands change all the time.

Equipment.  Every tribe maintains a huge stock of weapons and equipment – tribes often exchange items as gifts, and many pieces are or incalculable age. Some equipment kept in this way derives from ancient alien cultures now dead of forgotten.  However, very little of this equipment ever filters through to the braves, most of whom use weapons similar to those employed by humans and other races.  The Slann prefer to rely on energy field armour rather than physical protection. Armour is worn, but has mostly a mystic rather than practical function.  This takes the form of a padded chestplate, similar to flak armour.  In addition, all Slann carry communicators.

Uniforms.  Slann costume is very exotic.  At first glance this makes they look very primitive, with fur skins, feathers and religious tokens hanging from their bodies and equipment.  The impression is reinforced by the skin paint with which they decorate their bodies, and by ritual tattooing and scarring.  In fact, all of these practices are connected with the esoteric Slann philosophies and are somehow meshed up with their whole attitude to life, the universe and their part in it.  Individual warbands adopt colour schemes.

Transport.  Slann use vehicles entirely of their own design, including walkers or combined hoverer/flyers.  As with weapons, the Slann maintain a vast reserve of vehicles which are available to those forming warbands.  The type of vehicle a warband might be permitted to requisition depends upon the leader’s standing in society, various aspects of his life so far, and, most importantly, upon mystic divination.  Selecting a vehicle which will bring the warband luck necessitates careful calculation similar to that of casting a horoscope.  The Slann regard the vehicle as a member of the warband, and have a ritualistic regard for all of their equipment.

All Slann vehicles have auto-drive, auto-aim and complete auto-facilities, making them independently operating members of the warband.  Vehicles are always painted or decorated in a manner similar to the warband uniform, making them look extremely barbaric.

Tactics.  The Slann fight for reasons beyond the understanding of other races.  A warrior is fulfilling an important part of its life-cycle; it sees the immediate goal as fighting, and wouldn’t think it appropriate to consider why this is.  A Slann would no more think of tactics than it would question the act of war, and a player controlling Slann should use his forces in a way that would fulfil the “warrior code”.  If troops are obviously doomed they should die fighting, attacks should be decisive and not half-hearted.  Defeat is not a Slann concept.  Slann fight for the love of fighting not to win or lose, and a gallant defeat is just a good as a glorious victory.  Many Slann believe that they are fated to die as warriors and are perfectly happy to do so.

[bookmark: _GoBack]The Cycle Completes a Full Turn.  As the calling to a life stage is an unstoppable thing for an individual Slann so is the life cycle which directly affect the entire Slann civilisation.  The life cycle revolves as does a planet around a sun.  And so it came to pass that the life cycle eclipse ended.  The drive for knowledge, learning, and experimentation once again came into the light.  Indolence and introspection were banished to the dark past.  The level of decline shocked – at first – the Great Mage Mazdamundi. This was soon replaced by the clean insight – as it was destined.  Nothing was left but to meet the great challenge - to rebuild, to use the vast stored knowledge and to discover how the many nurtured creatures had fared on their own.

The vast technologies buried beneath the surface of Ranidae burst into life. Old links were again reopened – but oh so few remained.  The three home planets – Ranidae, Triton and Caiman – had survived but most of the distant settlements were silent.  Only Crocadylus maintained any real form of Slann civilisation.  Two others -Cuzco and Cotec – could be contacted but had reverted to primitive, superstitious cultures.  Oh so many were gone!

And so it came to be that the life cycle commenced again for the Slann civilisation.  The hatchlings were emerging from the vast vaults which had successfully protected their charges.  Their numbers grew rapidly and once again the vast silver ships began to retrace their steps towards the distant stars.

Mazdamundi understood the challenge ahead.  New races had developed into prominence.  Some had arisen from a nurtured beginning protected by the Slann, others were of their own making.  Some were said to be evil but Mazdamundi knew they just needed to be slotted into their right place.  Everything had its own place.  Now was the dawn of the new cycle – for the Slann, the work had begun.

Army Lists

Slann Inventory.

3 Grades of Weapons	-      Grade 1 (light)
· Grade 2 (medium)
· Grade 3 (heavy)

· Warbands/Bands Requisition Grade 1 weapons but Bull Slann and Totem Clan Warbands can also requisition Grade 2 weapons.
· Warchiefs and War Council can requisition Grade 1, Grade 2 and Grade 3 weapons.
· Mage Chiefs can requisition all weapons grades and special weapons.
· Slann Warriors do not break and need not take morale tests.
· Lizard Warriors do break and take morale tests as per the normal rules unless a Slann Warbander or Lizard Warrior Command Stand is leading them.  They are a primitive tribal race nurtured by the Slann.
· Tecet Tu are exceptionally tall humanoids especially developed by the Slann.  
They will always sacrifice themselves to protect the Slann. They do not break or take a morale test.  They show no loyalty to other humanoids who are known as “dry skins”.  They are a technologically advanced race.
· Wild Slann Bands are recruited from the Slann colonies which lost touch with Slann civilisation. They fight with basic hand weapons with an almost religious fervour.






