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First Intercultural Attache Nuhar Sal'gharii
"Must it always be that we of necessity acquire understanding."

- Bob Geldof
You were born on Alsar, like most members of your race.  You grew up in the cosmopolitan city of Salshad, which is the cultural center of the Alphadii Autonomous Region, the largest and most central of twenty five cultural divisions which make up the Alsarii Collective.

You became interested in other cultures early on.  Most Alsarii have a very low curiosity threshold about offplanet affairs.  If they get curious, they spend a few days watching UPC Video, and they lose their curiosity, replacing it with a thin veneer of contempt which endures for the rest of their lives.

But you have always been interested in other species.  It is probably the influence of your Prime progenitor, who was one of the last great still photographers of the Naive movement.  You were always very pragmatic, and there was some feeling among your fellows during your educational years that you might end up going into a technical field, such as services design.  

That turned out not to be the case.  You moved into the field of Intercultural Contact.  You were particularly fascinated by the Big Lie, and did your matriculatory thesis on the process of its inception.  Eventually, you reached sexual maturity, and left your educational institute to engage in meaningful post-experimental activity.

You spent a full hex at a minor post in the Sociological Cooperative, before you were selected for a post with the Department of Intercultural affairs.  Many Alsarii avoid the Department...even its name evokes the past horrors of bureaucracy and ministry.  But the Collective Intercultural Liaison Committee long ago determined that in order to effectively deal with offworlders for improvement of the race, it was necessary to have a structure that was in some ways familiar to them.  Thus the DOI is organized much more rigidly than any other section of the Collective.   Fortunately, your Prime progenitor was somewhat of a ascetic, and you were able to fit in with the DOI.

You work primarily with humans.  Occasionally, you work with the Yorr.  Very few Alsarii want to work with the Yorr.  They are, frankly, more trouble than they are worth.

Problem is, there is this past experience with the Retull.  Most Alsarii scholars consider the chances of coming across another culture like the Retull remote.  However, even the most conservative scholars must concede that there is only a 12% chance that the UPC could have defeated the Retull without aid from the Yorr, and less than a 4% chance that Alsar would not have been destroyed.  This makes the Yorr a valuable resource.   Based on their technological inferiority there is only about a 32% chance that they will sack Alsar themselves within the next 8 Hexads, which in the short run is certainly gambling odds.

The Alsarii are a sane race.  No race wants to live under a 32% chance of destruction.  So the Intercultural Ministry has been making every effort to get the Yorr to start a disastrous internecine war, which will cripple them for generations.  Community Service Projects in Advanced Weapon Design have been started for the first time since the Retull Wars, with an emphasis on Yorr-Yorr combat.  

The problem is that the UPC is hopelessly normative and somewhat politically naive.  The humans believe that the Yorr can be made to act against their cultural background, and become a peaceful race.  Sociological studies show that there is only a 24% chance of this occurring within 4 Hexads.  Humans consider this "a challenge worth taking."  Alsarii scholars believe that the human sociologists studying the problem suffer from aggression-transferral because of their restrictive social codes against sexual gratification.  In general, it has been agreed that it would be impolitic to convince the humans to convince the Yorr to kill each other off.  

Some humans would approve of this, but others would harbor deep resentment against the Alsarii, fearing the Alsarii were plotting against them as well.  While the Institute for Intercultural Interaction and Statistical Abstraction indicates that the human race is only 12% likely to genocide the Alsarii, they are 99% likely to be successful in the attempt if they try.  

So the route to success in these peace negotiations is to sabotage all efforts, and drag the Yorr towards conflict, while making every effort to present the Alsarii as a peaceloving race.  The Alsarii have negotiated many useful peace treaties among human states, in full earnestness.  At this point, peace negotiation with humans is very easy because Alsarii have built up enormous legitimacy.  Many humans come to the table believing that an Alsarii mediator-facilitator automatically means they will get a fair deal.  It is important not to compromise this legitimacy by letting the humans see the Alsarii appear to want to fail. 

Fortunately, it is generally conceded that the Yorr don't really want the peace negotiations to succeed either.  But it is not enough to let nature take its course.  The UPC has tricked the Yorr into peace in the past, and the wiley Terran ambassador may do so again in the present, if great care is not taken.  Adrian Hagen's child was killed by terrorists two years ago, and Hagen had a partial memory wipe.  While therapeutic, the Ambassador has really not been the same since.

You'll have a little bit of help.  The Alsarii have a spy among the Yorr. 

When the Imperial Yorr world of Bahlghardz was overrun by the Retull, the garrison fought to the last.  One crew had the task of putting the non-combatants to death.  Any other race might have euthanized them, or even sent them to safety.  The Yorr prefer to painfully torture them to death, so they will not have the dishonor of an easier death than the defenders who fall in battle.

Somehow, the crew charged with this...interesting...task...failed to get to one young Yorr, named Borru, who was found as a war orphan, and raised by the your race.  

Borru didn't fit in very well.  They tried to get Borru to adjust by having it play with the other children.  It was really very good...after the first incident it never did more than break bones, and dislocate limbs.  

It was when Borru turned sixteen that the problems arose.  It went on a date with an adventurous young Alsarii of the Beta sex.  Yorr instincts and passion got the better of Borru, who eviscerated, exsanguinated, and flensed the young Beta.  Borru was found wildly fertilizing the gobbets that remained.  

The Collective concluded that Borru simply did not fit in with their society.  They were really very decent, recognizing that what was brutal murder to an Alsarii was simply "making-out" to a Yorr.

Borru felt guilty, of course.  Having been raised Alsarii, it had Alsarii values and beliefs.  The Collective exploited this to get Borru to agree to be a spy against its own people, and "make up" for the crime of passion you had created.  Borru was asked to pass back among the Yorr, and work as a spy, helping improve the Yorr race, and make them more civilized.  Of course the Alsarii have no interest in "helping" the Yorr race, but it would not do to tell a potential spy such a thing.

Service records were forged for Borru, who was transferred in aboard a Vergosi supply ship.  The Yorr Imperium is very large, and it was not surprising that a young officer might be transferred from someplace so far away no-one had ever heard of it.

Borru quickly rose through the ranks, because of learned Alsarii diplomatic skills.  By heading off controversy, Borru's superior advanced, and so did Borru.  Now Borru may be able to help you with the current negotiations.  It is best if you don't speak with him directly.  

Borru knows you personally, and you worked with it on Alsar, but usually you contact Borru through Honigoraza Fak, a Vergosi merchant.  Fak has a deal with the Alsarii government to trade some information to the Yorr, in return for helping protect Alsar against raids by other Vergosi.  You can't talk to Borru much until you meet up with Fak on Tau Centauri Prime at the conference.  Vergosi talk to Yorr and Alsarii, but Alsarii and Yorr would never talk alone.

If that were the only thing you were responsible for, you would be busy enough.  But you have been given an additional assignment.

Collective Security monitored a theft from the Alsarii Computer archives two months ago.  The information that was stolen was a design for an extremely small cobalt-thorium warhead - no more than a few inches long.

It is widely assumed that the device was stolen by the Vergosi, for duplication and distribution.  A warhead of this type would stand a good chance of penetrating a planet's Strategic Defense Net, and sterilizing a hemisphere.  Alsar is protected against that sort of thing of course...in fact the entire design is somewhat primitive by Alsarii standards, but it was being considered for careful release to the UPC.

It could be disastrous to the rest of the universe for the Yorr to have such a weapon.  More importantly, it could be disastrous for the Alsarii to have to release the technology for screening such weapons, which the UPC would doubtless demand if they learned the weapon was Alsarii designed.  Alsarii designers are working night and day on a low-tech defense solution that could use existing UPC systems, without having to reveal any high-end Alsarii screen technology.  Unfortunately, that sort of retro-engineering is the sort of thing that the Vergosi excel at, and the Alsarii are very poor at.

The Alsarii government identified that the stolen information was probably smuggled offworld aboard the freighter Argolid Merchant.  The Alsarii Collective isn't much good at conventional intelligence gathering, but they are good at doing high-tech stuff like tracing starships.  Before you left aboard Copernicus, Intelligence advised you that Argolid Merchant was halted, along Copernicus course, probably planning some sort of an intercept to pass the technology to the Yorr.

It is important not to let the UPC know that the Alsarii have ways of tracing starships at a distance of many light-years.  But Collective Security wants the technology recovered, and you were one of the only two Alsarii present who could take the job.  The former Alsarii assigned to this job was Omega sex, and it is well known that the Human ambassador attempts to engage in intercourse with members of other diplomatic delegations.  Omegas cannot engage in such acts, so since you are Alpha sex, you got the job.

As an Alpha you are capable of course, but one of the two human genders doesn't usually seem too interested.  You forget which.  Anyway, there are plenty of exceptions.  Humans are very sexually inconsistent.

Someone may already be on to you of course.  Your cabin was broken into last night, while you were in the lounge.  Annoying.  

Two things were taken.  The first was an alien artifact.  The relic, a round metal plate with indecipherable writing on it,  has been identified as being manufactured by the Volckon, a now extinct race that flourished about five to seven thousand years ago along the area that is now the frontier between the Yorr Empire and the UPC.  The relic was obtained from a Vergosi trader, and an Alsarii historian asked the State to attempt to gain UPC cooperation in identifying it.  There are several UPC scholars who specialize in Volckon history - Dr. Francis Duran and Dr. Lou Cedras come to mind.  

The only other thing that was taken was a sexual aid which would really only be of use to a Beta Alsarii.  Unless humans are a lot 

more flexible than they look.  Poor things.  Not all humans realize that it is not possible for them to have sex with Beta Sex Alsarii...Beta and Omega sexed Alsarii look so much alike to humans.  

Anyway the place was thoroughly ransacked.  You thought about telling the Captain, but you'd rather wait and see what reactions you can get.

Your computer is set up to conduct analysis of any data bank you access with it, and search for the stolen information, even if it is very heavily encoded.

Summary

(
You are a member of the Alsarii diplomatic delegation.  Your ostensible job is to facilitate peacemaking, and in all other ways be an exemplary Alsarii.  

(
Your real task is to see to it that a war breaks out among the Yorr, and that no human parties are towed into the conflict.

(
The Yorr, Borru, is a spy sympathetic to the Alsarii.

(
You expect Copernicus to be intercepted by the starship Argolid Merchant.  There may be technology data aboard which was smuggled off Alsar.
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