Aurora : background.

The system.


Aurora is the primary world  name in a binary system (primary : M9-V  with 5 orbits maximum; secondary : M-Dwarf in orbit 2, with 0 orbits available). There is one available orbit between both stars classified as Outer Zone (cold), none around the secondary dwarf star, and 4 orbits available beyond the secondary star also Outer Zone (cold and inhospitable).


There are 3 gas giants placed in orbits 1 (between both stars), 4 and 5 beyond secondary star, and Aurora (main and unique world) in orbit 3 beyond the secondary star.

Or.
What's in?
Size
Satellites
Sat.Size
Sat.orbit (radius)
Sat.Populat.

0
primary star M9-V
-
-
-
-


1
gas giant
Large
5
5/1/3/3/Ring
40/9/8/45/2
0/0/0/0/-

2
secondary star M-Dwarf
-
-
-
-


3
Aurora
7
0
-
-


4
gas giant
Small
2
Ring/Small
1/35
-/2 (pop2=50)

5
gas giant
Small
0
-
-



There is no atmosphere on any of the satellites in the system, nor liquid  water, and obviously, no one is inhabitated, except one small satellite of the nearest gas giant, in which there is a permanent facility to refine fuel for spaceships with 50 people in it.

Aurora, as the main (and only) world of the system, has  about 200 million inhabitants. It’s a waterworld, medium sized, with a standard tainted atmosphere (its atmosphere has a lot of ashes from its ancient origin volcanic activity, which warms the planet so it can be inhabitable by the greenhouse effect, although it’s in the outer zone). 

Aurora itself.

Aurora’s UWP is C77A8W7-9. It’s governed by a perpetuating oligarchy, basically nobles or rich traders, and their inhabitants are mostly farmers (or fishers), and only a small number of aurorans are allowed to follow up their basic studies beyond fourteen years old, only those who are really clever can study a career in the Academy.


It has 83% of water, and there are two island shaped continents, one of them has the administrative facilities (and the Academy), and is the economical core, and also has the spaceport, and two airports; and the other is the granary of Aurora and has one airport (but it is mostly connected by sea with the othe continent).

Government


Aurorans are governed by a small group of rich nobles and traders, and their first interest is to increase Aurora’s commerce with other systems (mostly with Heron, subsector’s Auszug capital system), and also exchange technology with surrounding systems to increase Aurora’s tech level so space travels would not be so difficult.


The principal government bofy is the High Council, composed by five rich traders, three of them are also nobles. They are the owners of the most important industries in Aurora : frozen fish, fish excrements  treated to use as hidrocarbon, (petroleum) oil, lactic gaseous ferment from a sea bacterium, long range rifles and clothes. These are the principal products that are exported to other systems. The High Council (HC) has control over the Parliament that makes laws (HC can veto laws approved by the Parliament with 3 of their five votes), over the Military Staff (composed by three field marshals that are appointed by the HC, and they control the Army, Wet Navy, and the Navy (space))  also with veto over their decisions but this time has to be with unanimity of votes from the HC, 5 of 5 votes against.


Members of the High Council are life members, when one dies or is uncapable of managing their bussiness (and also his/her responsabilities of the HC), his/her successor at the head of the bussiness also becomes member of the High Council, and it doesn’t matter who is the legal heir, but who is  designated by the member’s testament as his/her successor.

Religion


Aurorans in general believe in God, but they have no religion, nor rituals to worship God...They have only the harvest party that they do to give thanks to God for the good (or not so good sometimes) harvest.


Aurorans are not the kind of people that would make holy wars on their “heretic” neighbours, they keep a respectful treat to those who worship other gods (they are more tolerant to monotheistic beliefs than to politheistic ones due to the similarity).

Economy


Aurora’s economy is based on their primary natural resources, mostly come from the sea which covers more than 80% of the surface, and so, oil, fish and their derivates (a treated product that comes out from their excrements and is a good hidrocarbon) and lactic gaseous ferment from a sea bacterium are the most important industries, followed by the rifles manufacturers and clothes. Also it trades with other systems with artistic images, raw data, atomic clocks, enriched uranium...as  it can be seen in the commerce table in the next page : 
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9d6
General category
Kind of goods
Number
Size
Base Price
buy DM
sell DM
Properties
Type

9
Natural Resources
Hidrocarbon : FEx(tm) fish excrement
1d6+5
(1d6+10)*14
286
71
87
-
Wa

10
Information
3D video record
1d6+6
(1d6+5)*14
286
71
87
-
Wa

11
Manufactured goods
Atomic clock
1d6-2
1d6*14
286
143
82
-
Fl

12
Manufactured goods
Frozen conserved fish
1d6+5
(1d6+10)*14
286
71
82
-
Wa

13
Information
Artistic images
1d6-2
1d6*14
286
143
102
-
Ri

14
Information
3D video record
1d6-2
1d6*14
286
143
102
-
Ri

15
Information
Raw data
1d6+6
(1d6+5)*14
286
143
82
-
Fl

16
Natural Resources
Medicinal lyophilized plants
1d6-2
1d6*14
286
71
102
-
Wa

17
Manufactured goods
Nervous drug Subduer(tm)
1d6-2
1d6*14
286
143
102
Perishable
Ri

18
Natural Resources
Hidrocarbon : FEx(tm) fish excrement
1d6+5
(1d6+10)*14
286
71
82
-
Wa

19
Natural Resources
Toxic cyanogenic nitrogenated compound
1d6+6
(1d6+5)*14
286
143
82
-
Fl

20
Natural Resources
Toxic cyanogenic nitrogenated compound
1d6+6
(1d6+5)*14
286
143
102
-
Ri

21
Natural Resources
Hidrocarbon : petroleum (oil)
1d6+5
(1d6+10)*14
286
71
82
Flammable
Wa

22
Natural Resources
Pre-crystals of quartz for laser
1d6-2
1d6*14
286
143
102
-
Ri

23
Natural Resources
Toxic cyanogenic nitrogenated compound
1d6+6
(1d6+5)*14
286
71
77
-
Ic

24
Natural Resources
Medicinal lyophilized plants
1d6-2
1d6*14
286
71
87
-
Wa

25
Natural Resources
Pre-crystals of quartz for laser
1d6-2
1d6*14
286
71
77
-
Ic

26
Natural Resources
Uncutted emeralds
1d6-2
1d6*14
286
143
82
-
Fl

27
Manufactured goods
Frozen conserved fish
1d6+5
(1d6+10)*14
286
143
102
-
Ri

28
Manufactured goods
Remington(tm) rifles
1d6+5
(1d6+10)*14
286
71
77
-
Ic

29
Novelties
Jewelry with shells and alike
1d6+6
(1d6+5)*14
286
71
77
-
Ic

30
Processed resources
Enriched 238-Uranium
1d6-2
1d6*14
286
71
87
Radioactive
Wa

31
Manufactured goods
lactic gaseous ferment from sea microorg. 
1d6+5
(1d6+10)*14
286
71
77
Fragile
Ic

32
Processed resources
Atomic clock
1d6-2
1d6*14
286
71
87
Radioactive
Wa

33
Processed resources
Perfume with pheromones
1d6-2
1d6*14
286
71
77
Fragile
Ic

34
Information
Artistic images
1d6-2
1d6*14
286
71
77
Perishable
Ic

35
Manufactured goods
Template climate clothes
1d6+5
(1d6+10)*14
286
143
102
-
Ri

36
Natural Resources
Hidrocarbon : FEx(tm) fish excrement
1d6+6
(1d6+5)*14
286
71
77
-
Ic

Spaceport and trade

Aurora’s spaceport is a C class facility, with orbital permanent base with enough capacity to hold about eight medium sized spaceships and a part of its crew, cargo warehouses to accelerate the exchange of cargo, and a fuel refinery and a very humble and small medical center (no surgery). It maintains a small number of freighters that make routinary travels to one of the two small gas giants (the one that has two satellites, one of them with a humble space base) to fill themselves with hydrogen and then they go back to the orbital facility of Aurora to refine it. It also has a shuttle surface service twice trips everyday if it is necessary.

Aurora’s spaceships trading fleet isn’t very important, but it fits for now. It consists of  9 spaceships of about 800 tons of displacement and 5 spaceships of 1200 tons of displacement. The problem is that they should travel in convoys, because the 5 military vessels (known military vessels) aren’t sufficient to protect individual travels. But piracy, for the moment, it’s not a problem, because everybody knows who actually owns spaceships, and it would be very easy to identify which system’s govern maintains the pirates (every system has some control of the spaceships, as it is a very very precious object).


Trade almost always implies 
travel to Barn spaceport (which is a large facility, but less advanced technically), where exchange between Auroran’s and Kent’s cargos take place, and where the next travel cargo is negociated. Sometimes, arrives to Aurora some Kent spaceships from Barn, or more frequently Aurorans ships to Kent, but this is not usual, only when it is not possible for someone to assist to the appointment at Barn and the other has haste to trade (perishable products...). This is used by SIO to land some of their agents subtly.


Actually the High Council has in mind, in addition to achieve direct trade with Heron, develop better and faster (jump-3 or more) spaceships to build a better military fleet (better than Kent’s, obviously).



Aurora needs to import most of the primary resources to build spaceships, or to extend his spaceport, and this is also being studied by SIO, with the goal to find some source of these materials which could make them independent of trade to get them, because it’s hard to “hide” these freights with other excuses, and to get them from different sources to make more difficult to Kent to track them and make an idea of what are they for. This is the reason for charting Phobos D, and spend all the money the High Council is spending in analizing all those “rocks” composition.


Every twenty years the crew of a spaceships is retired and replaced by a new crew (the oldest members of the crew have been serving for twenty years, and if (i.e. due to a decease) it has been made a replace of some members of the crew, they are allowed to stay until the end of the twenty years, but usually they decide to retire before the end, so usually all the crew retires at the same moment, and make a ceremony of tranference of the spaceship to the new crew, and they spend some time (about a month) with the new crew explaining about the spaceship and its “tips”, making travels inside the system all together...

History


Aurora, as the rest of the Terrans systems in sector Malorn, are not native inhabitants of their home worlds...all come from a large colonization event during the Long Night (historicians don’t agree in the exact date, nor can determinate exactly when did it began or ended), and no one knows where do they exactly come from (what sector, subsector or system), but one thing is sure: they had to use some technology to travel through space that they have lost in time.


In Aurora, the High Council support historicians and archaeologist’s investigations to reveal their origins, and more important, to regain the knowledge they’ve lost, with special interest in space travel.

Politics


Aurorans are the very end of a travel route that joins Heron (and its captive world Havanna) with Prima and Kent (through some trade bases and minor planets). This dislikes the rich and powerful traders of Aurora feel, which think (and they’re right) that Kent controls this way everything that goes to Aurora. In fact, Kent has retained some freight ( i.e. high technology data from Heron or Havanna) in their spaceport, and sometimes it has been reported unauthorized entries in the cargo warehouse, and sometimes some technology has been robbed...


To avoid this, the High Council  proposed to the Parliament (and it was approved) the creation of the Special Information Office (SIO), the secret intelligence service, which has the responsability to infiltrate covert agents in Kent, and has managed to avoid several of this attacks during these last years. It has also taken reprisals on those who were implicated in some of these affairs, just to cause fear.


It has also sent some agents to Barn to keep this system, under Aurora’s control, to ensure commmerce and avoid Kent attempts to control it.


Now, there is a secret project to build a base at Phobos D (an asteroid belt) to refuel spaceships and allow direct commerce between Heron and Aurora, thus bypassing Kent. No one knows anything about this, only high members of the SIO implied and the High Council.


It is known that Heron trades with an alien civilization from subsector Stern through its captive world Havanna. This civilization has higher technological level (almost every spaceship has been built thanks to them, trading resources in exchange of technology), and if Aurora could trade directly with Heron this would enhance technological growth in Aurora.
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