See You Next Mission: The Big Appendix

Now with an “Abridged Version for the Unmotivated™”

Sections one through four are quick(er) definitions while five through thirteen address subjects in depth.
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Common Terms
Galactic Federation – the federal government and highest law of the land with absolute authority over the fiefdoms which comprise it. The overall setting for See You Next Mission.

Fiefdom – autonomous, self-governing body granted rights and privileges by the Federation in return for a quarterly, per capita tax on all residents.

Neo-feudalism – type of government which organizes the Federation, alternatively called laissez-faire totalitarianism. In theory the central (federal) government has complete authority over every aspect of government and society, but in practice very little interaction and interference occurs.

Secure fiefdom/platform – one which scans and monitors all incoming and outgoing citizens. Reputable platforms and settled colonies. The majority of fiefdoms fall into this category.

Liberty platform – one which does not scan or monitor incoming and outgoing citizens. Have developed as seedy, pseudo-prisons by choice. Rural colonies also serve the same function by default.

Platform – artificially created fiefdom. There are four types. Orbital, solar, stationary, and compound. The former three are entirely artificial and a distinguished only by where they are located. Orbital platforms are in orbit around a planet or large moon, solar platforms revolve around a system’s sun, and stationary platforms exist in the vast expanses of interstellar space. Compound platforms are built onto asteroids or small moons and are distinguished from terrestrial colonies by the need for artificial gravity regulation.

Yire – digital, non-decimal currency of the Federation.

Fisk – physical container of the Yire.

Bounty hunting – one of the few areas where the Galactic Federation exerts control over its fiefdoms. Bounty hunters cannot be barred access to a fiefdom if they are on contract (“Federal rights”).

Contract – legal, highly technical document which sets parameters of a bounty hunter’s job. Contractor is held legally responsible for crimes committed by bounty hunter within parameters of contract, the bounty hunter (or guild) is held responsible for those outside.

Guild – a group of bounty hunters organized to provide a certain level of quality for a certain price.

Galactic Federation Standard Time (GFST) – a twenty-four hour cycle based on the Human circadian rhythm. Former two digits refer to the hour, latter two to the minute.

Galactic Federation Standard Date (GFSD) – a three hundred seventy-five day calendar divided into fifteen months of twenty-five days. First set of numbers relate to the day, second to the month, final to the year. At the beginning of SYNM, it is the twenty-first day of the ninth month of the four hundred and seventh year of the Galactic Federation and its standardized system.

Characters
Samus Aran – the overall protagonist. A bounty hunter. Appears in all episodes.

“The Negotiator” – the direct representative of D-HC in its dealings with the bounty hunter Samus Aran over the bounty Wade Andrews. Exact position in the corporation is unknown. Appears in episodes 1 and 2.

Wade Andrews – the first bounty. Wanted for stealing information from the Dorl-Haitian Corporation (D-HC). Mentioned in episode 1, appears in episode 2.

Woody Malone – a bartender at the Soaring Weasel. Serves Samus a much-needed drink. Also an oh-so-clever reference to a popular show about a bar. Appears in episode 2.

Tom Mueller – A broken man obsessed with murdering his “thief” of a brother. Appears in episode 3.

Cecil Mueller – Tom’s brother and bounty target. Appears in episode 3.

Mr. Cherrington – A wealthy man who needs to placate his daughter. Appears in episode 4.

Cassie Cherrington – His daughter. Has an affinity for cats. Appears in episode 4.

“The Old Timer” – Old enough to have babysat God and doesn’t appreciate the changes to his fine city of Dedlam. Appears in episode 4.

“The Busboy” – overworked and underpaid worker of an overpriced and understaffed restaurant. Enjoys watching the rich get their comeuppance. Appears in episode 4.

Katrina Wright – Book-loving glasses girl. Would love to sell her books, except nobody’s buying. Appears in episode 4.

Rancore Dret – Another bounty target. Doesn’t believe anything is his fault. Appears in episode 5.

Xr. Roft, the Younger – Dret’s contact from the Dead Reds. Meets a gruesome end. Appears in episode 5.

Nyson – Roft’s guard. Appears in episode 5.

Specific Entities

The Dorl-Haitian Corporation – large, multi-fiefdom corporation. Contracts Samus for the purposes of “recovering information stolen by an employee”. Mentioned in episodes 1 and 2.

Universal United Systec-Zaibac Corporation ​– sends Samus an offer so good, she would have to be crazy to ignore it. Mentioned in episode 1.

The Concerned Citizens for Galactic Stability (CCGS) – an elite bounty hunting guild.

Integrated Media Network – the only semi-reliable source of news about the Galactic Federation as a whole. Often takes a story over a month to be gathered and reported.

Yemen Insta-Noodles – a low budget option for food. Not very tasty, not very nutritious, but very, very cheap.

Dead Reds – organized crime syndicate operating in a section of the Outer Rim. Not massive, but powerful. 

Settings and Locations
Grestch platform – first locale visited in SYNM. A secure fiefdom. Home to Wade Andrews and, at least in part, home to the Dorl-Haitian Corporation. Featured in episode 1.

Gantil Platform – Wade Andrews’ first destination, a secure fiefdom that trades with both Grestch and Dimun platforms. Featured in no episodes, mentioned in episodes 1 and 2.

Dimun Platform – Where Samus eventually tracks Wade Andrews. A liberty platform. Featured in episode 2.

Planet Theresus – A medium-sized planet suitable for Human settlement. One of the first colonies of the Outer Rim, many of those early businessmen who became rich mining the Outer Rim planets settled here, typically on the Eastern Hemisphere, but that has since begun to become overcrowded. Featured in episode 4.

Dedlam City – a growing trade city. Once a small town populated solely by rugged pioneers, has recently seen an influx of citizens from the planet’s Eastern Hemisphere. Featured in episode 4.

Glorious Platform –designed like a multi-story car park, confusing to navigate. Where Rancore Dret tries to get a night’s sleep. A liberty platform. Featured in episode 5.

Ruddell Platform – a typical orbital platform, serves Planet Coka Monika. Takes raw materials from planet and assembles them into final products to be shipped elsewhere, receives other final products to be sold on the planet. The last hurdle between Dret and freedom. A liberty platform. Featured in episode 5.

The Fortuna Café – a restaurant on Grestch platform. Originally the meeting place between Samus and “the Negotiator”. Featured in no episodes, mentioned in episode 1. 

The Soaring Weasel – a bar on Dimun platform. Last seen in a state of disrepair. Featured in episode 2.

Planet Coka Monika – a thinly populated rural platform in the Outer Rim. Featured in no episodes, mentioned in episode 5.

Miscellaneous and Etcetera
IPU – Samus’ Internal Processing Unit. Primary function is to provide Samus with data, usually by filtering out all extraneous information. Also used to assist Samus in combat situations to improve accuracy and track threats. Properly pronounced “DEH-us ex MAH-kin-ah”.

Electrobinds – standard apprehension equipment. Analogous to handcuffs, but niftier.

Voxcoder – a device which masks the tone and pitch of a voice, typically for those in powered suits who don’t wish to have their identity revealed or tracked. Some models also translate, as well as mask.

Shallah and Shalgot – “fuck/shit/mother fucker” and “bastard/son of a bitch/cocksucker”, respectively. Chozo cursing.


Total Population and Distribution of the Galactic Federation
The Federation is composed of thousands of planets and platforms. There is, however, a great population disparity from one to another, particularly among the terrestrial colonies. A few planets, mostly in the center of the Federation, are densely populated into the billions, while others on the Outer Rim may have no more than one hundred inhabitants. Most planets fall between these two extremes with the norm being fifty or seventy-five million planetary residents spread into cities of under fifty thousand people, avoiding the upward spiraling living expenses associated with earlier sprawling megacities. Platforms also range from a minimum of several thousand citizens at the far edge of minor trading routes to a maximum of ten or fifteen million along major trading routes. The norm for artificial platforms is between five and seven million. Unlike planets, it’s more cost effective to pack as many people in to one area as possible because of the high fixed costs associated with environmental and gravitational regulation. But beyond fifteen million people, it becomes unsafe, and more importantly unprofitable, to maintain the number of plants required to keep the environment at the proper equilibrium.  

The population is distributed across the Federation like the wheel of a sports car. The “hub” of the wheel is the Central Planets, and contains about one tenth of the space of the Federation, but forty percent of the population. The middle of the wheel, or Middle Systems, comprise sixty percent of Federation territory and about thirty percent of the population. The rest of the area and population belong to the Rim systems, which are mostly thinly populated trade ports, resource gathering outposts, and rural colonies. Connecting the rings are the spokes, or major trading routes, much more densely populated than the surrounding area.

In total, there are just over one hundred billion registered citizens, though a sizeable chunk of other unofficial residents also exist. These include those in the Outer Rim whose parents never registered them and immigrants from the Unclaimed Territories. Estimates of these two demographics range from two to fifteen billion, depending on the source.

It’s important to note that the Galactic Federation is not actually “galactic” in the sense that the Federation considers the entire Milky Way part of its territory. About half of the Milky Way is under direct or indirect Federal control, emigrants inhabit another eighth or so, and the rest is Unclaimed Territory. While the Federation does have an official count of all paying fiefdoms, there are an unknown number of other newly colonized planets which are too economically undeveloped to be taxed, but nonetheless trade with official Federation fiefdoms. The Federation no longer has a need to push for expansion as there are millions of undeveloped planets and a near limitless amount of space for platforms within its boundaries, already.


History of the Galactic Federation
The Galactic Federation has its origin in the Federation of Interstellar Human Habitats, an organization formed by the Earth in an effort to rein in its increasingly independent and prosperous “colonies” and prevent itself from becoming altogether irrelevant. The Earth was to act as the head of an ever-growing sphere of Human influence and by proxy, the ever-growing Human Empire, thereby securing its place of power in the galaxy for the next thousand years. This action was taken too late by the decaying Mother power, however, and the Extra-Earthian Human governments slowly shifted the power of the FIHH away from the Earth and Earthian System. The death knell of the Earth’s power was when the FIHH voted to allow non-Human members into its Senate, renaming the organization the “Galactic Federation” and completing the shift of its axis of power to the Central Planets. The Earth retained the colonies it was still directly administering in the Earthian System, which to this day exists as a minor trading league in the area between the Central Planets and Middle Systems.

While the Earth languished into obscurity and was forgotten by all except a few curious historians, the Galactic Federation grew and grew. Its military might was secondary to its economic power, and many new races were brought in by the simple temptation of the wealth the Federation could provide. Military conquests were also common, of course, but it quickly became apparent that the Federation could either govern its new territories or maintain a military to protect and keep them in line, but not both. The Galactic Federation spent the next century expanding its territory and scaling back its bureaucracy and social services to the bare minimum, slowly handing over authority to local governments.


Organization of the Galactic Federation Governments
The government that is known as the Galactic Federation runs according the principle of laissez-faire totalitarianism. This manifests itself, officially, as “Neo-feudalism”. Because the Federal government wishes to minimize expenditures as much as possible, the duty of operating and maintaining terrestrial colonies and space platforms falls to the local governments themselves, the modern equivalent of fiefdoms. The fiefdoms are self-sufficient in that they do not need Federal approval for any policies they pursue to sustain themselves, be it construction, trade treaties, air producing plants, or almost anything else. Everything from passing laws to keeping order and a working legal system to deciding what regulations exist are determined at the local level. Laissez-faire totalitarianism means the Federation allows almost anything within its borders, however it doesn’t guarantee freedom, an important point. An individual fiefdom can be a pure democracy, a dictatorship with a cult of personality, a constitutional monarchy, a totalitarian theocracy, a free market plutocracy, a centrally planned economy, or anything else, hypothetically that is. However due to the required quarterly per capita payments each fiefdom must make to the Galactic Federation, inefficient forms of government and economic systems have been largely forced out, often by the Federation itself.

The most important aspect of laissez-faire totalitarianism is that while the Federation rarely meddles in the affairs of its fiefdoms -or wishes to meddle, for that matter- it reserves the right to remove any freedoms or seize any property as necessary. If need be, the Federation will send its military to troublesome fiefdoms and restore order through force, occasionally installing its own local representative as head of state until the fiefdom can be sold to a private owner, corporation, or trading league. Platforms are especially vulnerable to Federal pressure because it is relatively easy to cut off trade or destroy the life support systems of artificial colonies. Of course terrestrial colonies are little better prepared to defend themselves against the full brunt of the Federation military.

The main reason for Federation intervention is a disruption of trade and the Federation will step in in the event that this occurs. Trade can be disrupted by rebellious fiefdoms, but more often it is because of space pirates and raiders, and unintentionally regressive policies maintained by the fiefdoms. When this happens, the Federation will do whatever is necessary to restore trade.

While fiefdoms are left to rule themselves independently, there’s nothing to stop them from forming trading leagues among themselves, which they do quite frequently. Most fiefdoms are corporately owned, thus mergers and buyouts automatically form leagues between the two companies. More commonly, however, a league is formed to compete against rivals. The purpose of most leagues is to encircle or cut off trade with another league through exclusive contracts and incentives.

This can be a double-edged sword, however, because cutting off relations with a rival trading bloc means losing all potential business from them as well. Therefore although the majority of fiefdoms are part of leagues, the most prosperous fiefdoms are independent and do business with everyone. It may also be that because the fiefdom is prosperous enough to be on its own, it cannot be pressured into a trading league as a less successful fiefdom, might.


Money and Economics of the Galactic Federation
The currency of the Federation is the Yire. As the Yire is the lowest and only denomination of money, there is no decimal currency. Yire is purely digital in existence and never exists in forms that we are familiar with (dollar bills or coins) because of the increasingly sophisticated techniques to reproduce ersatz physical products. The closest comparison to 20th Century money is when the Yire manifests itself in the physical world, as held on a Fisk.

Fisks are not representative of the money itself, they are merely vessels for the money in the same way a debit card is not a representative of money, but a medium through which the money is stored on and travels. Of itself, a Fisk is a worthless scrap of Lucite trash and discarded Fisks often end up as litter, identical in every way to those multi-fiefdom corporations use in transactions except for the digits in the corner. The worth of an individual Fisk itself is entirely determined by the number of Yire it lays claim to, which exist in a physical and metaphysical form simultaneously in the Fisk card. Fisks are holographic “containers” for the digital Yire which can be transferred directly from one Fisk to another via their interface ports. Free transfers between any two Fisks are therefore entirely possible by merely linking them together and initiating a transfer, shifting the Yire around between two cards. Fisks can only send and receive, not take, Yire. This is intended to prevent unwilling transactions, but in practical use it’s easy enough to physically take another person’s Fisk and make it the sender, rendering this safety feature virtually pointless.

Another, more important, safety feature is still quite useful in everyday usage, however. The Federation has programmed an undisclosed number of cryptography keys into all transactions involving Fisks, like a secret handshake that must be performed before anything can happen. If a fake Fisk doesn’t know the handshake, no genuine Fisk will talk to it. As only Federally produced Fisks with these crypto keys can talk to each other and lay claim to Yire, a cosmetically identical counterfeit Fisk can be quickly and easily discovered as a fake by merely attempting to initiate a transaction. To date, this cryptography has not been broken, nor is it thought possible under current and foreseeable technology. In spite of this, Federation cryptographists are constantly working to improve the security measures and stay as far ahead of the counterfeiters as possible.

Yire can also be transferred in their pure digital form via electronic funds to banks or repositories. This can be accomplished by visiting a branch of the Federal Bank or using one of its QuiCash transfer terminals found on almost all Federal planets and platforms. Network wireless cash systems are in place for merchants to accept bank-linked Fisks. Entire bank accounts can be held on a single stored Fisk.

This has implications for how the economy of the Federation works. The Feds can account for almost ninety-nine percent of all money in the system, as the majority of transactions are not Fisk-to-Fisk but electronic transfers. This way, the Federation can easily add or remove money from the open market pool by using taxes or rebates. For the most part, the Federation follows a hybrid Keynesian economic model, with several modifications to account for the economy the size of an interstellar magnitude. Unlike economies of antiquity which had to worry about downturns and trade deficits, the Federal economy is self-contained and so massive that it is simultaneously experiencing growth and deceleration, often in the same industry. This makes determining whether the money supply should be expanded or retracted a complicated issue, but one the top economic advisors of the Federation are up to the task of solving.


The Justice System: the Business of Crime and Punishment
To the Galactic Federation, one hundred billion citizens means there are one hundred billion potential criminals. Thus, the responsibilities of designating punishments for crimes and enforcing those punishments have been passed to the local governments. There are some seven billion known criminals in the Federation, of which only five billion are successfully apprehended or otherwise accounted for. These are taken care of under a monetary, rather than time based, system, and vary from fiefdom to fiefdom. On such and such platform, rape may be a fine of fifteen million Yire, on such and such planet it may only be one hundred thousand Yire. If a person can pay the fine, his very literal debt to society is considered paid in full and no other action is taken except that the offense is added to his personal profile and a second offense will usually be a great deal larger, some times exponentially. When a person cannot pay any or all of his fine, whatever debt to the fiefdom that remains is paid by a penal colony which buys the criminal through a bid, estimating the worth of the work it will be able to get out of the criminal until he is dead or his debt fully worked off. A twenty year old murderer may have a two hundred billion fine on him, for all intents and purposes a life sentence. Assuming no notable physical or mental defects, this means the penal colony can get at least sixty years of quality work out of him. Of course even a relatively cheap fine, thirty thousand Yire or so, can be stretched out into years of labor should the penal colony decide to dock an individual’s pay or reduce the wage at which he is working, often just Yire a day.

When a fiefdom knows a criminal has escaped its jurisdiction, it may let him go so long as the crime was not particularly serious. The person is no longer its headache and voluntary expulsion is just as good as anything it might do. But in the case of serious crimes (murder, rape, assault, robbery, etc.) the Federation will use its private security forces to try to stop the criminal before he can leave because to attract visitors, a fiefdom must be able to authentically advertise that criminal deeds that occur within the fiefdom’s boundaries are punished. In addition, it is directly profitable to the fiefdom to capture criminals and sell them, as stated above. On most secure platforms and planets, the fiefdom will be able to stop the fugitive before he can leave, but if this is not the case, the fiefdom will calculate the expected purchase price of such a criminal and issue an open bounty, the reward for the fugitive’s return not exceeding that expected price. A bounty hunter will then return the fugitive to the designated location and receive proper payment.

Most developed fiefdoms also employ some kind of law enforcement in their own territory for the day-to-day responsibilities of keeping order, however, some go even further, keeping a stable of private bounty hunters on hand. These are different from normal bounty hunters and guildsmen in that they are ordered by the fiefdom to take certain out-of-jurisdiction jobs for the fiefdom. These private hunters are much more expensive to maintain than per-the-job bounty hunters meaning only the richest fiefdoms can utilize them, and none are rich enough to employ them in large numbers.

Dealing with criminals has become a profitable business. Bounty hunters get paid, the fiefdoms gain revenue and secure themselves, the penal colonies gain labor that is cheap and has absolutely no rights, and the Federation doesn’t have to pay for any of it.

The Federation does have its own system of justice and punishment, but this is reserved only for those guilty of Federal crimes (i.e. a disruption of trade or direct attack on Federation employees), most of these being raiders and Pirates. Pursuit of Federal bounties is handled by the Galactic Police, a force which resembles its former purpose in name only. Instead of policing, they hunt down Federal enemies and act as a Special Forces counter to the guerilla groups of space raiders, space hunters, and Space Pirates. For anyone caught in the act of theft or attempting to transport stolen items, the penalty is execution. In the more rare white-collar cases of financing raiding operations or attempting to cheat Federal taxes, Galactic Policemen retrieve the perpetrators to be sent to a Federal penal colony. The fine for “white-collar” Federal crimes is imprisonment for life, and forfeiture of all assets and property. The criminal spends the remainder of his life working in a Federal penal colony. Needless to say, there are few white-collar Federal criminals.

Galactic Policemen are considered to be the elite of the elite within the Federation, rivaled only by white level bounty hunters.


Bounty Hunting
The proliferation of bounty hunters within the Galactic Federation is due to its very nature. The incredibly vast distances, number of available places to hide, and amount of resources that would have to be spent in order to finance a traditional police force dictated that another option would have to be pursued to keep any semblance of law.

Keeping with the emergent hands-off philosophy of the Galactic Federation, it was decided bounty hunters would be given a new legal status, one that would expand all previous rights and add many others so that they could handle the additional responsibilities being placed upon them. Ultimately, this was a failure because even though bounty hunters had many rights (such as searching a home without a warrant and applying lethal force to bounties as required), the accountability of hunters when they made mistakes was poorly defined. When there was collateral damage, the issue of who was legally responsible was brought into the courts again and again and settled in an inconsistent manner. It was obvious other steps would have to be taken.

That step was to apply a new kind of citizenship to registered bounty hunters, one that regarded them as non-legal entities when on assignment. Instead, any damage or fault in their work fell upon the contractor (when he could be located), as was the crime of murder (when it could be proven the bounty specifically called for such a thing). The difference between being “on assignment” and “just another citizen” is not as simple as merely having a bounty contract during the time of an illegal act.

If a bounty hunter commits a crime directly related to pursuing a bounty, he is not legally considered responsible. A non-related crime, however, is punishable. An example to illustrate this difference: should a bounty hunter be in a restaurant and walk out on his tab to chase a bounty he sees outside, he has done nothing illegal and is well within his rights. But should a bounty hunter get up and leave a restaurant without paying because he simply doesn’t feel like it or has no money, he is deserving of the suitable fine. The same would apply to other more serious crimes, as well.

The systems that track bounties are privately owned and operated, but monitored and informally sanctioned by the Feds. The largest such system is the Independent Channel which services the majority of independent hunters. It’s highly unprofitable, due to a number of factors including less money per transaction, one-time dues, and corruption by the channel operators. Thus, it is only kept aloft through continuous Federation subsidies and aid. A few poorly maintained channels also exist for independents, but they receive no subsidies and have a much more precarious financial situation. A small but prominent group of channels are operated by guilds, both major and minor, and handle guild-offered bounties in the same general way as the Independent Channel, but with a higher quality of service. Guild channels run a by-the-second updater on the condition of every active member. This contains all relevant facts a contractor might be interested in researching from a bounty hunter’s call sign, record, starting price, and current mission status to personal details like biography, psych-profile, and previous employer references.  Guilds also have a secondary listing for jobs contractors are offering to the guild as a whole, which guild members can then bid on until their price floor is reached or a certain amount of time has gone by. 
In exchange for a predetermined monetary fee, the hunter performs his contracted duties. This could include elimination, recovery, collection, negotiation – anything requested for in the contract. However, requesting an illegal service is considered bad form (i.e. stupid) as this makes it relatively easy to prove that the contractor was responsible for the illegal action and therefore easy to hold him responsible. Because of this, euphemistic language has become commonplace. Instead of “theft” a contractor asks the bounty hunter to “borrow” a specific item. Instead of an “assassination”, the contractor issues a “dead or alive” bounty, emphasis on “dead”. Such terminology makes it much more difficult to prove in court that the contractor intended there to be any serious offense, and almost impossible in cross-fief matters. 

There are three kinds of bounties:

Open bounty – The most common. A bounty put on the head of a person or group of people, open to anyone who will accept it. Because there is no initial and all is paid upon delivery, these types of bounties are only taken by those in desperate need of money. The risk is that after spending a great deal of time, effort, and money tracking down a bounty, there will be absolutely no compensation for the hunter. Any registered hunter can accept such a bounty as there are no prior qualifications asked for. By definition they are open to anyone but in practice, only an independent would ever accept one. The single advantage is that failure to capture an open bounty is not put on one’s record.

Bid Bounty – The second most common. A bounty put on the head of a person or group of people, open to anyone who meets the criteria of the contractor and then asks for the lowest price. These are more common among the independents because competitive bidding can rapidly jawbone down the price. They also exist in guilds, the only difference being that there is a price floor set (varying according to the respectability of the guild) to guarantee bidding doesn’t get out of hand. For all types of bid bounties, contractors can fill out a set of values for what they want, such as the minimum bid that will automatically award the contract, length of time the bounty will be offered, minimum number of missions or success percentage a hunter must have in order to bid, and so on.

Request Bounty – The rarest type of bounty. Contractor requests a specific bounty hunter for a job and directly negotiates the terms. This almost always occurs with guildsmen because only guildsmen are worth targeting specifically. As a successful bounty hunter may have more than one offer in queue, this can be seen as the direct opposite of a bid bounty. In order to guarantee his services, contractors offer more and more money, pushing up the price a bounty hunter will receive. If successful, this helps set a precedent and thereafter the bounty hunter can expect at least that much per job. Request bounties are the key to why guilds are successful and why upper level guildsmen bounty hunters can become so rich.

The bounty hunter scale is color coded according to provide quick visual classification of all bounty hunters listed, at least for the human eye. It's graduated beyond the eight listed here with eleven additional classifications for each color (i.e. from blue -5, to blue +0, to blue +5). The lighter the color the "more pure" the bounty hunter's record, the darker the less successful.

black - the absolute worst. Pure black is at least ten failed missions on career without success, but most don't reach this without retiring.
purple - very bad. Many more failures than successes.
blue - poor. A few more failures than successes.
green - starting point. Reserved for unproven rookies. After three or four missions, will be moved into either blue or red range depending on success or lack thereof.
red - competent. The upper echelon of independents and bottom of the barrel guildsmen.
orange - good. Reliable, will get the job done, but limited in the types of jobs they can take.
yellow - gifted. Just on the verge of greatness.
white - elite. Top Yire bounty hunters and members of "major league" guilds.

At any given time there are approximately twenty million bounty hunters, fifteen million of those independent and five million guildsmen.


Guilds and Hunting Organizations
The competition between bounty hunting groups is supposed to foster the quick, timely completion of bounties so as to keep the total crime rate down and ensure a good return on the contractors’ investments. While this has indeed been the case, a problem has come up as the competition has begun to go too far. Guilds ceased to be just unions and became businesses in themselves.

Guilds are like unions in that they control the supply of workers, how they are distributed, and where. Though they only control a small fraction of the total supply bounty hunters, they control all of the top bounty-getters, thus almost as much money flows through the guild channels as the Independent Channel. While the free market system would tend to increase the going rate of successful bounty hunters anyway, guilds set a minimum payment for their members, made possible solely by the reputation of the guild and quality of its members. If a potential contractor wishes to spend less than x amount, there are plenty of other, less qualified guilds and independents that could suit him, so the guild would argue. What determines a guild’s quality is its reputation. Guilds are the sum of their parts and a poor record on the part of one their members (KIA, failed missions, poor feedback) affects the minimum rate of the rest of the guild. Perfect mission records are therefore prized above all else and such bounty hunters are courted relentlessly. But as a result of guilds picking the cream of the independent crop, expected prices and overall talent of independents is held at a constant low.

A diamond-shaped hierarchy of guilds exists, similar in many ways to the system of professional baseball, including scouting, incentive-based signing, and trades. The lowest guilds are just above independents in quality and pricing, intended for those independent hunters considered on the bubble of becoming full guildsmen. These provisional guilds are a proving ground and membership in these is temporary. Either a hunter will prove himself competent and be called up by a higher guild or he will fail and be released back into the ranks of the independents. Consider this lowest level to be year-round spring tryouts. Although there’s a lot of turnover, the numbers actually in it remain fairly constant and small.

Most guilds are the “professional” guilds, what you might call the minor leagues. These would be separated into the equivalent of Classes AAA through E. Just as you would expect, a Class AA guild calls for better pay for its members than a Class C or D guild, and a contractor can expect better service from a Class B guildsman than a Class E guildsman. This isn’t how they are classified in See You Next Mission, understand, just the familiar equivalent. Once a bounty hunter reaches this top AAA level or achieves enough success to be considered worth the risk, a “major league” guild will ask him to join, which a bounty hunter always will for reasons of money and prestige. Those major league bounty hunters who have fallen into a slump or are in a decline are sent down to this level to finish out their career or improve to top form.

The major league guilds are the top of the diamond. They are incredibly rich, powerful, and well regarded. In addition to taking annual membership fees and getting a percentage of every transaction that occurs on their channel, major league guilds also bring in revenue through clothing, hats, videos, pay channels, and virtual games. Most of this money is applied to advertising, however, because the more competent a guild is thought, the more money that guild can ask for per job for its members. At each “professional” level, a guild must find an equilibrium between being too exclusionary and diluting its level of talent. This is especially pronounced for major league guilds because their reputations are the most prominent. If it accepts even one hunter who isn’t top-notch, the guild can be set back years.

There’s also good deal of territorial jockeying that goes on between the guilds, again on all levels. However, a Class C guild does not compete directly with a major league or Class A guild because it is intended for a different economic bracket. One Class C guild can inhabit the same territory as a higher or lower class guild without any problems. In this way, guilds are like street gangs, each selling a different kind of drug. A pot dealer is not a threat to a crack or heroin dealer on the same corner because for the most part they have different clientele. But should another gang’s pot dealer move into the same area, customers will be divided and the first’s profit will decrease. For this reason, the amount of territory a gang/guild controls is second of importance only to the reputation of its product/service. In order to force the new pot dealer out, the original pot dealer may enlist the help of the local heroin and crack dealers, in return for the promise that he will help them if other heroin or crack dealers move in. They will form an alliance and once this is done, it increases the similarity between the guild system and professional baseball.

While guilds at every level are technically independent, a lower class guild can be considered “in the system” of the major league guild it is allied with. Once a bounty hunter has proven himself good enough to move up to the next level, he’ll stay in the system, assuming he doesn’t get “cut” or “traded”. Cuts are rare as it’s still profitable to use a struggling hunter in a lower Class, but trades are frequent.

In summation, consider them hybrids of a sports franchise and a street gang, as well as a union. As a sports franchise, the guild must maintain its reputation and performance in order to attract customers and “players”. As a street gang, it wishes to expand its territory and keep a monopoly on what it already has in order to exclusively offer its service to potential customers. And lastly, as a union it is providing a service to contractors and it is a guild’s job to ensure that its members get as much money and as good of terms as possible.


Space Pirates, Piracy, and Hunters
There are three threats to the Galactic Federation currently, although only one type of threat: the disruption of trade.

Space pirates and space raiders are basically the same thing. A small group of marauders overtake and disable a merchant ship, then board, take whatever cargo back to their own ship, and flee. The term "Space Pirates" refers to a specific race (or group of races, if you go by that theory) who are considered a organization of their own, while space raiding has no proper-noun connotation and refers to those guilty of non-Space Pirate piracy. The main difference is who commits the crime, but a few other differences also exist.

Space raiders operate all throughout the Galactic Federation and are not connected in any way except occupation. Space Pirates, on the other hand, are based in the Unclaimed Territories and only a problem to a small region of the Federation. They largely overpower the local space raiders because of their better organization and ability to hide and thrive outside of the Federation.

Space hunters are an entirely different kind of animal, characterized by extremist beliefs and unnecessarily violent tactics. Whereas both Pirates and raiders seek to turn a profit, hunters merely seek to call attention to a cause or overthrow "the government", an impossible task given the de-centralized nature of the Federation. Often disenfranchised segments of the population, be it by species, culture, or religion, space hunters are the largest direct threat to artificial fiefdoms. Terrestrial fiefdoms, as mentioned above, are less vulnerable to attack due to their size and natural environment. Before proper protocol could be set and carried out, the space hunters successfully damaged forty-seven platforms by ramming ships full of powerful explosives into them, in the process, killing almost six million people. Once protocol was established, these type of attacks became largely obsolete but smaller scale attacks are still common.

Space hunters have become localized threats dotted throughout the Federation, mainly dealt with by the at-risk fiefdoms, but when space hunter groups grow too powerful, the Federation will send in Galactic Policemen to take care of them.


How Samus Works
Samus Aran

Species: Human 
Height: 5’11
Mass: 70Kg
Eyes: Blue
Hair: Blonde

The Power Suit

Height: 7’
Mass: 300Kg

The Power Suit consists of three major subsystems – weapons, defense, and mechanical.

Weapons
The base Power Suit at the start of SYNM comes equipped with an arm cannon capable of firing energy beams. Simple Power shots consist of charged energy. These type spread out the energy over a large area, requiring less accuracy but causing relatively little damage per square centimeter. This shot is damaging to organics or electrical systems, but nowhere near powerful enough to break walls or armor. The full Power shot is smaller, more compact, and can burn a hole in a human being or dent light armor, while a standard shot will merely be painful and stun. The cannon can be set between these two extremes, and usually is. Several "normal" shots will cause quick cardiac arrest and severe burns. In situations where walls and other “tangible” things need something punched through, a concussive missile blast becomes useful.

While it's probably a game mechanics issue more than anything (okay, it is), and Samus's suit is designed to fire suit generated energy missiles, as SYNM is set before the events of Metroid 1, Samus hasn't had the opportunity to use that particular upgrade. But explosive missiles are quite useful meaning Samus may have to get them from some other source.

The other weapons system available is hand-to-hand combat. The servomotor driven suit amplifies the natural abilities of the wearer up to a hundred fold, enabling a punch to launch a foe across a field instead of back a few feet. However, such amplification is not always required and often unhelpful so the suit will usually be kept at a relatively low level.

Defense
The suit is shielded by an energy-driven deflector shield. This shield uses the suit’s power supply to deflect energy and kinetic attacks, to a degree. If the shield generators are overloaded, the suit is left vulnerable to physical attack. In case of physical damage to the pilot, the suit is capable of minor medical treatment such as release of painkillers through direct skin transfer as well as temperature modification to heat or cool the injury as needed. The suit cannot mend a broken leg, of course, but it can work to mitigate internal and external bleeding, and keep the pilot active and alert.

If the entire suit electrical system fails, all latches and internal retention systems release, and the pilot is left to escape. This could prove to be fatal in the presence of harmful atmosphere or vacuum, but this is a last resort and is the only means to give a possibility of escape.

The suit’s computer systems are extremely powerful, able to detect and filter vast amounts of environmental data, as well as evaluate threats and act as a targeting system for the weapons. The IPU can be controlled manually or given loose parameters of how to operate autonomously should certain situations arise, causing IPUs to be highly personalized. Utilizing a specialized heads-up display, the suit keeps all pertinent information at hand such as energy status, suit status, weapons status, and environmental details. This heads up display is linked to optical trackers that detect eye movement and targets based on eye location and depth of field. In the scanning and logging mode, the scanners are activated by motion sensor on the left side of the helmet, where a simple wave of the fingers activate the scanners or browse the user interface in the computer’s systems. This allows logs, diagnostics, and other reports to be browsed quickly and efficiently.

Mechanical
The suit operates via a network of servomotors that translate the inner movement of joints to power-assisted total movement (ex. moving an arm moves the suit, which in turn moves the arm inside). In concept, this is similar to power braking or steering systems on automobiles. If the power assist fails, the suit will move only on the force of the pilot, which is a difficult task to take up, again, like turning without power steering.
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