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"Remember this: once the human race is established on 
more than one planet and especially, in more than one solar system, there is no 
way now imaginable to kill off the human race." - Robert A. Heinlein        


Introduction to the “Krane Universe”

	To define the Krane Universe as a science-fiction universe is to sell it short. Science fiction in the modern era is a term used frequently and frivolously to describe anything with spaceships or futuristic concepts. What we often forget – or never learn in the first place – is that science fiction began as an attempt at understanding our current surroundings and to imagine what might happen in the future as a result. Stories in this genre excited the imagination and grasped our curiosity in ways that made us feel like children again. They weren’t defined by the technology involved but instead the spirit in which they were written and the effect they had (and still have) on our lives. In our vigorous quest for excitement, however, we have lost the most important element of science fiction: Humanity.   
	In this mindset, I crafted the interstellar nations of the galaxy to reflect humanity as it has and will continue to exist. The “Kraneverse”, as one of my esteemed colleagues named it, is simultaneously an advancement of our race and a reflection of who we are. We are populous, we are diverse, we are industrious, we are curious, and we are Human. Our science fiction should be as well. 
	You’ll find certain ‘conveniences’ of science fiction (“hyperspeed”, “warp drive”) missing from this universe. Also absent is any contact with aliens whatsoever (as of the typing of this message) or any plans for that to change. Both of these facts respond to the truth of how massive our galaxy really is. Meeting another race of space-faring (or otherwise) beings is mathematically absurd when one accounts for interstellar distances and the passage of time.
	Everything you are about to read or perhaps acquainted yourself with so far is a direct reflection of this writer’s awe and wonder at the galaxy. My scientific consultant and I do not claim to have it “all figured out” or that the science involved is what “will happen”, but I am proud to declare that everything we have included is meant to aide our readers, listeners, and viewers in connecting with our characters and their very real and very human stories. 
	This “codex” is not as comprehensive as other documents pertaining to specific details of the universe. Read it with the mindset that it was typed for the sole purpose of familiarizing you with a new series of worlds, people, ships, and ideas. I hope it serves to pique your interest as it has mine. 
Enjoy your read. 

 ~M. A. Weeden
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Section 1
Historical Overview

	The history of the Krane Universe is the same as ours. Humanity evolved to its current form on Earth but never ceased looking upward; either at a version of god or at the stars themselves (though the two are far from mutually exclusive). Kingdoms have risen and fallen, nations have declared independence from their respective monarchs, and our race soared into the modern era on the backs of industry and technology. 
	Here, in the modern era, the one major difference between our reality and that of the Kraneverse becomes apparent. Space travel and the colonization of our own moon and solar system were ideas actively pursued and completed with invariable success by multiple nations and interest groups. Our moon was colonized as early as 2010 and the first underground colonies were dug under the surface of Mars in 2021. 
	These feats were accomplished collectively by many nations of Earth working together, however, as our history has proven through the ages, such alliances are never permanent. In this case, the union lasted as long as we remained in our solar system. By 2087, we established our first extrasolar colony and the face of humanity changed.
	A war began between rival interest groups as a struggle for resources became one of urgency. Until Dr. Thomas Fallson of the newly formed Galactic Union of Sol designed a feasible Transpoint System* that could be set up between one solar system and another to allow for quick travel time between the stars. As a result, humanity gathered into like-minded social and political groups and spread out into the stars; many groups choosing to isolate themselves from the rest of humanity in order to protect a particular identity (religious, social, or political). 
	 Earth remains part of the GUS or Galactic Union of Sol but has been designated a neutral site for any and all humans to travel to for the sake of religious pilgrimages, tourism, political deliberation, cultural works, and scientific research. A “Council of Nations” holds regular meetings in London, England between delegates from the many interstellar nations of mankind but these are typically economic in nature. Military conflict between the nations has become rare by 2400 as there is plenty of room for expansion out in space and for crime and insurrection. 
	The story of Warren Krane takes place in the Korlin Gallery, a region of space discovered by the GUS nearly two centuries ago and subsequently settled by millions of settlers excited by the new opportunities of a new frontier. Since then, dozens of relatively close solar systems have been officially colonized, with even more unofficially claimed by criminals, separatists, and brave adventurers for their own gains. The Galactic Navy maintains a strong presence in the region, until recently when a sabotage operation sponsored by a criminal mastermind destroyed the main body of the Eleventh Fleet, leaving little but support craft and Commander Krane to perpetuate order and justice in the region. 







Throw your dreams into space like a kite, and you do not know what it will bring back, a new life, a new friend, a new love, a new country.
~ Anais Nin  










Section 2
The Science of “Kraneverse”

	The technology of this universe was designed with two major goals in mind. The first was to bring back the sense of realism and curiosity that went along with sci-fi tales of old rather than the fast-paced and fantastical epics of modern creation. This was accomplished by imagining where current-day science might be in four hundred years and advancing it to that stage. Everything from Medical Science and Agriculture to Biomechanics and Energy Production have all been suitably “updated” to fit the era. 
	Second, we wanted the focus of these stories to be humanity itself, with everything else merely the decorations around the people themselves. To satisfy both criteria, it was necessary to eliminate cliché’s of sci-fi/fantasy – such  as ships that can travel between stars in a matter of hours – but to also theorize on a way to get humanity away from our solar system.

Transpoint Stations
 
	The answer lie in neutrinos, the only particles we have ever observed traveling faster than the speed of light. Theoretically, if one could imprint data onto a series of neutrinos – such as a spaceship full of people – then it might be possible to “fire” or emit those particles across empty space from one point to another. 
These devices have been termed Neutrino Emitters and they serve as a nearly instantaneous link between one solar system and another neighboring it. In GUS space, they are called Transpoint Stations and appear as massive ‘hangars’ for ships to queue up to and enter for the dematerialization process before being imprinted on these particles and sent off to another Transpoint in a different system. 
Certain limitations exist, with the largest being how long it takes for a ship to travel ‘naturally’ from one solar system to another. In many cases, this journey takes a hundred years or more (more on standard space travel in a moment), requiring a “generational ship” that can sustain itself indefinitely to make the voyage necessary to set up an Emitter in an un-colonized system. Once that is done however, further travel to that system becomes a mild inconvenience and the system will see a massive population boom based on available space and resources. 
Other limitations to the Transpoint system include the risk of isolation if an Emitter is lost, difficult calculations that have to compensate for the gravity of any given station and the stellar or planetary bodies nearby, and the massive energy requirements (and subsequent size) of such a device. These do not deter such an entity as the GUS from building them, but does preclude smaller interest groups from following suit. Often times, explorers laying claim to a system have to go into debt with the Union to be supplied with a Transpoint and then spend years paying it down. Some do not even bother with plans to set up a link back to a “known” system and prefer to live secluded in a system of their own.

Standard Space Travel

	While the Transpoints exist as an element of ‘fantasy’ in the Kraneverse that allows us to expand our realm, standard space travel is considerably more realistic. It is dangerous and difficult but certainly feasible given the advancement of spacefaring technology. 
	At first, travel between planets was achieved with ion engines but soon, fusion engines replaced those and travel was sped up considerably to a matter of weeks to traverse a solar system. Now, in the 25th Century, new engines termed “slow fusion” are becoming commonplace, featuring a far slower burn time that both conserves fuel and allows for more acceleration. The Peregrine – Warren Krane’s Command Ship – has the newest prototype of this engine, allowing him to travel from one end of a solar system to the other in a few days.
	Other methods include the use of solar sails, slingshot maneuvers around planets, and simple rockets that allow for precise, cost effective, and/or convenient movements around a system.

Evolution of Humanity and Technology

	Even in our own reality, we are quickly becoming (if we aren’t already) inseparable from our technology. Four hundred years from now, it is reasonable to assume that this inability to separate could be literal for many humans. Medical implants, cybernetic enhancements, and other forms of physical, mental, or biomechanical augmentation may be the norm for those with access to such technology. 
	As we will discuss in the next topic, such technology may be a prerequisite for humans to exist on other worlds. Even with terraforming, there will likely still be certain hazards (low oxygen in the atmosphere, high content of other elements in the ozone, solar radiation, gravity extremes, temperature, etc) or conditions that preclude unaltered humans from living on the surface. This is where the greatest level of diversity in the Krane universe comes from; humans who can scarcely be classified as such based on the differences between their augmented forms and ‘baseline’ man. 
	A clear example of this are the surface dwelling citizens of Hidros IV. Radiation from their sun (Hidros) is too intense – even after darkening the atmosphere slightly – for human skin. As a result, those wishing to live in the lush, paradisiacal jungles and beaches of the planet must have augmented skin cells (read: man-made material for an exo-skeleton) or they would have to live inside or underground exclusively.
	Other humans have evolved to exist naturally in their new environment over the last four hundred years. Between these two notions, there is more than enough room in the Kraneverse for telling diverse stories about survival, social unrest, and/or anything else that is common to science fiction despite the lack of a varied library of alien species.






Man is a microcosm, or a little world, because he is an extract from all the stars and planets of the whole firmament, from the earth and the elements; and so he is their quintessence.
~Paracelsus 


Section 3
The Milky Way Galaxy

	The best way to visualize the Galaxy itself as it exists in the Kraneverse is as an extension of Earth. There are many nations with a variety of designations, belief systems, social workings, governments, languages, and everything else that defines a group of people as a nation. Some are large interstellar nations with many solar systems within its borders while others are small and perhaps only include a single planet or even a continent on a planet. 
	That said, the word “large” is relative. Compared to the epic scope of the Milky Way, humanity is infinitesimal. Despite the many human nations spread amongst the stars, our territory still only represents a small fraction of the Galaxy itself. 
	Compared to humanity as we know it in the year 2013, however, our race as made great leaps into the future. In the Galactic Union of Sol, for example, there are over fifty billion registered citizens and that is only one out of many nations (albeit the largest, with just under sixteen billion in the Sol System alone). We live on “floating cities” above the tumultuous surface of Venus and in underground homes on Mars. Massive underwater cities like Star Harbor – a city below the ocean world named for the Greek Hero Achilles’ mother Thetis – or huge space stations like Gretna City provide population centers in places currently unavailable to humanity. 
	In short, the definition of our Galaxy is diversity, both in the stars and planets of the Milky Way itself and the people that occupy those places. 



“The creative conquest of space will serve as a wonderful substitute for war.”   
· James S. McDonnell 



Section 4
The Korlin Gallery Region of Space, Commander Warren Krane, and The Peregrine

**For the purposes of the radio play, the Korlin Gallery region of space is the principal location where the story takes place.**

	The Korlin Gallery is a region of space discovered relatively recently by GUS explorers. The area got its name from the first ship (GUEV Korlin) to make the journey from the Haddington System in Union Space to the Brody System just over one hundred and fifty years away. They set up a Transpoint and a flood of eager settlers and explorers began migrating to the unpopulated system. 
	It was a brief period of time before an exploring Galactic Navy vessel discovered a system only one generation away. From there, a new material was discovered that made the construction of Transpoints far easier and dozens were built that connected many systems in this region to each other. The result was an unprecedented surge of colonization and population growth that the Galactic Union of Sol had difficulty in keeping up with. The Interplanetary Special Police Force became spread too thin and the Galactic Navy – usually reserved for border protection and suppression of rebellious systems – was forced to send the impressive 11th Fleet to ensure the Korlin Gallery did not tear itself apart with criminality and over-aggressive expansion. 
	Despite these efforts, certain systems of the region became dangerous to travel due to pirates and other criminal groups. Even worse, some criminal organizations began using their relative isolation to start bizarre experiments involving cloning, gene manipulation, and even children. 
These actions drew the attention of the secretive organization known only as The Arm. Their leader, Mr. Savvy, tasked the greatest minds of this branch of service with devising a way to police these troubled areas without starting a messy conflict involving the navy and whatever private armies were being constructed. The result was a state-of-the-art new spacefaring vessel called The Peregrine and a hybrid leader with a dual ISPF and GUSN commission as well as a position in The Arm itself. 
As you’ve undoubtedly surmised, that man is Commander Warren Krane. He would command and control the ISPF forces of the Korlin Gallery while coordinating with the Captains and Admirals of the GUSN (his “higher-ups”) to aide in maintaining order and stability in the region. Additionally, he would secretly report to and perform covert mission for The Arm itself through his “handler”, a man by the name of Agent 217 or Artemis (yes, it is as complicated as it sounds). To make this possible, command of The Peregrine herself was given to a Lieutenant Commander Alexis Vaughn who serves as Acting Captain to the sixteen members of the small ship’s crew.  
	 This plan fell through when Malcom Sarkin (working alongside other nefarious individuals) destroyed the Transpoint in the Brody System and effectively destroyed the 11th fleet moored there. Thus, the radio play begins with Krane and Vaughn working together to maintain order in a region that just saw a disaster much like our own “Pearl Harbor”. Except in this situation, there is no help coming from the rest of the Union (as it will take another one hundred and fifty years for a ship to reach this system). 
	This specific story arc allows us to tell stories about human interaction in an adverse, futuristic setting as well as the complex emotions involved with separation from family and one’s responsibility to uphold the duties of their respective stations. In the end, it must not be forgotten that the people of the Kraneverse are the most important aspect of this work. Just as we are to our world. 
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