Background to the Verdulan Frontier
version 1.3

by Pierre S.
Time System:  The Time System is still the same as described generically in the Traveller 5th-edition rules.  The current campaign begins on day 001 of 1105 (5626 AD) but the Traveller era is dated from the secession of the Frontier from the Earth-descended Humans of the Xi Draconis exploration arm.

Human History:  Most Humans in this game come from Earth (A867A69-F), now a densely populated planet that has seen better days ecologically and which is starting to verge into Atmosphere 7 (Standard, Tainted) now.


The nation-state called the United States of America colonized a planet around the star Xi Draconis (in the northern constellation Draco), and then went out further in that direction, forming a federation of star-colonies called the Xidrac Federation in association with the countries of the U.K., Australia, Canada and Japan.  Its people commonly called themselves Kseeds, and considered themselves the “seeds” of the human race.  Their flag was a white star on a blue background in the left field, with only two stripes on the right, one red above one white.  They officially spoke English as their language, which evolved into a language now called Anglic.

One particularly far-reaching arm of colonizers expanded broadly across a wide area of space.  They allied with many non-starfaring sophont races that they encountered, and took them along.  They were very successful at further colonization and started to curve back in on the home-stars of Xidrac Federation space.  This led to conflict with the home-stars, and in the year 0 of the current era, the Frontier Federation declared its autonomy from the Kseeds and kept on expanding outwards.  The people of the Frontier call themselves Frontiersmen, Frontierswomen, and Frontiersophonts.

Verdulans:  A different set of other Earth nations colonized along a different direction.  They adopted a common language which was formerly based on the planned language Esperanto, but which is now called Verdulo (vayr-DOO-lo, “green person”).  The alphabet has been completely changed from the original Latin alphabet-based script.  Their emblem is a large single green star on a white background.  The people of the Verdulan Federation call themselves Verduloy (vayr-DOO-loy, “the Green people”).  They are called simply Verdulans in the Frontier, or sometimes called, disparagingly, Greenies.

The Verdulans are organized according to a socialist Party, which overthrew the previous Federation in this part of space in a violent revolution.  Verdulans do not get an individual vote, but get representation through various affiliations to send voting delegates to a planetary Presidium, which then sends a delegate to the Grand Presidium of the whole Verdulan Federation.  Major organizations that exist on more than one planet also send delegates to the Grand Presidium:
--Presidium Delegates:  Each world of sufficient population sends a delegate to represent its interests.  All world delegates must be Party members.

--Unions:  Powerful labor unions across many worlds send delegates.

--Merchant's Guild:  The Merchant's Guild (Komertsgildo, pronounced ko-mayrts-GEEL-do) hold all of Verdulan trade in their hands, and are a force advocating for free market trade, such as it can exist in the Verdulan Federation.
--Sophont League:  The Sophont League, or Pensantoligo (payn-sahn-to-LEE-go), is a pan-Federal union of sophonts which have often lost population or influence on their own home planets but are guaranteed a representation to offset human interests.  Sophonts differ culturally from other sophonts so the Pensantoligo is difficult to administer, and may be cynically manipulated by the other, more human, groups.

--The Party:  The Party led a revolt hundreds of years ago against the former federation of worlds in this area.  It, and minor historical splinter-groups which are not allowed to differ from the main Party, are the only political parties allowed.  The Party also sends coordinators independent of any region or planet to the Grand Presidium.


The Party doesn't like the Guild, but thinks they are a necessary evil.  The Guild thinks the Party is hindering the joy of trade, a trade which needs an army of Guild accountants to figure out taxes and regulations.  The Guild will not, however, want to lead a new revolution.  Revolutions are bad for business.  The Guild limits itself to fighting for the starports to stay as free-trade zones which are extra-territorial to a planet, much like in the Frontier.  The Unions will often, but not always, align to Guild initiatives, and both Union and Guild can often influence planetary delegates, tempting them with the promise of prosperous economic initiatives or peaceful labor relations.  The Sophont League is tugged every which way by its constituent members and is a wild-card.
The current Grand Presidium has 1109 delegates:  612 world representatives (except for low-population or “colonized” worlds), 102 Guild members, 148 Party representatives, 132 Sophont League representatives, and 115 Union representatives.
Each planet has a World President directing a Presidium for their world, with local representatives and a fraction of Guild, Party, Union and Sophont functionaries.  The Grand Presidium has a Premier who wields executive power, held in check only by the votes of the Grand Presidium.  As most of them are Party members, the outcomes are predictable.
The common people are in a situation similar to Communist China.  Their personal liberties are restricted but they are granted freedom of economic activity.  Those who want to make money fast become Merchant Guild members.  Those who want more personal freedom “escape” to a smaller mainworld where the Law Level is so low that government interference is at a minimum.  This interference is usually provided by the FRAP (Verdulan Security Forces).

There were wars hundreds of years ago (but of a sporadic nature without a broad front) between the Frontier people and Verdulans, but the peace treaty was settled in 584.  The treaty boundary stipulated that all stars with hexes ending in 15 or below in the Frontier Sector (“North” or Coreward) are Verdulan, those 16 or above (“South” or Rimward) belong to the Frontier.  Some border planets actually changed hands several times and have two names, Frontier and Verdulan, but use the name from the Federation they are affiliated with as their official name.  This is similar to the Falkland Islands (owned by the U.K.) being called the Islas Malvinas by the Argentinians.

The Verdulan Federal anthem is thousands of years old (the actual Esperanto anthem of the present day) and can be heard here:

http://www.youtube.com/watch?v=2q012YoW41s

In the Verdulan military, the anthem is always played wordlessly because of the presence of many non-human sophont soldiers, which might mar any attempts at singing it with their alien vocal ranges and sounds.

http://www.youtube.com/watch?v=DCXUfgNJSxs
The Verdulan name for the Frontier people is the old designation for the Xidrac Federation people, which they call the Ksidrakanoy (a single person is a Ksidrakano).  Some prefer to recognize the current Frontier as distinct from the old Xidrac Federation home-stars, and use the direct translation of the term “Frontier people” which is Borduloy.

The official currency in the Verdulan Federation is the Euro [ay-OO-ro], an ancient Earth currency officially pegged at 1.92 Euros per Frontier Credit.  All prices in the Verdulan Federation are still referred to in Credits (Cr.) during the game, for convenience.  There may be a 1% conversion charge if PC's are forced to convert Credits into Euros to pay a Verdulan who refuses Credits.

The Militaries:  The Frontier and Verdulan militaries have not fought each other in centuries – but military lore and traditions are tied to the fact that each was the enemy of the other, so military personnel tend to be more wary of the other federation than the general population.  The military is mainly employed nowadays in putting down revolutions and secession movements.  The “Hex 15” Verdulan border is strictly respected by the militaries and governments – but not by rogue mining ships and criminal elements.

In each military, the other language is widely spoken by officers, and intelligence personnel in particular will speak it excruciatingly well.

Of concern to both sides are the faint centuries-old signals to Trailing, showing an obviously starfaring race of humans of unknown language or origin, together with associated sophonts, commonly called the Skraelings.  The Verdulans refer to them as the Stranguloy (strahn-GOO-loy).  More information about the Skraelings is classified, and most of it is at the “Big Ear” radio-array observatory facility on the interdicted “Red Zone” system of Hexanerax (3218 Frontier) and the corresponding facilities in the Verdulan Federation.  The Verdulans have refused to reveal where their monitoring facilities are, but it is believed to be Marheymo (2906 Frontier) because of its advantageous location and high technological level.  Both sides tell their population that these humans are too far distant to be any threat.

Both military forces collaborated in a prompt evacuation effort when the mainworld of Sireno (see-RAY-no, 0415 Frontier), right on the border, developed increased volcanic activity due to emerging volcanic “traps” -- extensive volcanic expanses on the surface of the planet which heated and tainted the atmosphere.  The over 4 million people were moved with the help of both Frontier and Verdulan navies to the nearby world one orbit over, and the mainworld and system were henceforth known as Drakovenko (drah-ko-VAYN-ko, “Victory Over the Dragon”).  This joint action fostered considerable goodwill on both sides.  The Drakovenko system is particularly friendly to the Frontier, whom they view as saviors.

Frontier Sector maps and catalog of mainworld:  For a simple set of maps and a catalog of the mainworld UWP codes, download the following:

http://downstat.homestead.com/files/Traveller/Frontier_Sector_v.0.4.pdf
Viewing the Frontier Sector:  To get a more interactive map of the Frontier Sector, right-click the following link and select “Save Target As”

http://downstat.homestead.com/files/Traveller/Frontier_Sector_v.0.4.csv

Once you have the file Frontier_Sector_v.0.4.csv, go to

http://www.heldenhaufen.de/T5
and click “SectorMaker”.  Give the sector the name “Frontier”. Click the Browse button and select the .csv file you saved in your computer.  Click “Upload” and wait 10 seconds.

You will have an interactive map of all 16 subsectors of the Frontier Sector.  Roll over the center of a hex to get the UWP code for the mainworld.  Click a red, lettered button for an individual subsector map and mainworld table.  Go down to the table of mainworlds, click a line and get the planetary orbits and non-mainworlds found in the system.  (Most non-mainworlds don't have a name yet, but I'll be working on it.  Sometimes the local planet names are only known by the local people.)
Revised Meaning to Social Standing:  In this setting, there is no Imperium and not the same treatment of land grants.  The Social Standing characteristic (C6) has different ranks:

	Rank (Imperial setting) and land grant
	Frontier Federation
	Verdulan Federation

	(Cumulative grants of mainworld/non-mainworld Terrain Hexes)
	
	

	A      Gentleman      - / 1
	A      Model Citizen
	A      Model Comrade

	B      Knight            1 / 1      
	B      Wealthy Socialite
	B      “Order of Kapirskio”

	c       Baronet          2 / 2
	c       Industrialist
	c       Coordinator

	C      Baron             4 / 4
	C      Industralist
	C      Coordinator    

	d       Marquis          8 / 8
	d       Representative
	d       Administrator

	D      Marquis          8 / 8
	D      Representative
	D      Administrator

	e       Viscount       16 / 16
	e      Senator
	e       Representative

	E      Count            32 / 32
	E      Cabinet Member
	E      Advisor

	f       Duke             64 / 64
	f       World President
	f       World President

	F       Duke          128 / 128
	F      World President
	F      World President

	G      Archduke    256 / 256
	G      Coordinator (of the entire Frontier Federation)
	G      Premier (of the entire Verdulan Federation)


Land grants:   In the Frontier Federation, there are the same pressures to develop undeveloped planets, but the government grants economic control to much smaller areas (Local Hexes, about 65 square km, instead of Terrain Hexes 6,500 square kilometers).  The government grants outright ownership to a Single Hex within this Local hex.  A capitalist-minded character may buy more land from government land-offices, often cheaply on an undeveloped planet.

In the Verdulan Federation, cumulative awards of Terrain Hexes are given out, but the recipients are granted only a more tenuous administrative control of the territory and must sometimes grapple with “citizen's committees” tied to the Party, if there are settlements on that hex.  With the proper political maneuvering, they may assume more control and often (unethically) derive profit from their administration.

Basics of the Verdulan Language:  Verdulan is closely based on the Esperanto language of old Earth:  a language meant to be learned by anyone as a mutual language, emphasizing strict simplicity and regularity of structure.  It has only 5 vowel-sounds:  A (a as in father), E (ay as in may), I (ee as in meet), O (o as in rope) and U (oo as in moon).    The vowel-sounds are flat and unvarying.  Because of the scarcity of vowels, Verdulans have trouble speaking Anglic, and will often use the same vowel for several Anglic sounds, giving them a recognizable flat accent.  Syllable stress (for words of 2 syllables or more) is always on the second-last syllable.

The language has preserved all the original grammar rules of Esperanto:  all nouns end in “o”, all adjectives end in “a”, plurals of these end in “oy” and “ay” respectively.  Because the nouns and adjectives are clearly coded with the ending, it doesn't matter whether the adjective goes before or after the noun.  Direct objects and indication of motion towards an object add the ending “n”.

All adverbs end in “e”.  Adverbs find more extensive use in Verdulo than in Anglic.

Verb tenses are strictly invariable:  all present-tense verbs in all persons and numbers have the ending “as”, past “is”, future “os” and conditional “us”.  Because of the syllable-stress rule, the syllable before the grammatical ending is stressed, corresponding to the end of the root-word.  There are extensive prefixes and suffixes which can be added to a word to change its meaning in precise ways.
E.g. Size prefixes:

urbo (OOR-bo), a city

urbeto (oor-BAY-to), a town

urbego (oor-BAY-go), a built-up metropolis

urbegacho (oor-bay-GAH-cho), a built-up metropolis of negative quality.
[the Verdulan word for an arcology is an arkolojio (ahr-ko-lo-JEE-oh)]

The Verdulan language has sharply varied its alphabet compared to the original Esperanto alphabet.  They trace this development to a decree (on an authoritarian world) to change the alphabet to a simplified form that could be more easily machine-readable.  This form has now spread to the entire Verdulan Federation.  The original alphabet, similar to Latin letters, can only be read by historians.

http://downstat.homestead.com/files/Traveller/Verdulan_Alphabet.jpg
COMMON VERDULAN WORDS AND PHRASES (represented here in the Anglic form of Latin letters, but not in the old Esperanto Latin letters:)

yes



yes (yayss)
no



ne (nay)


coreward


koren   (KOR-ayn)

rimward


randen (RAHN-dayn)
spinward


rotatsien (ro-tah-TSEE-ayn)
trailing


trenen (TRAY-nayn)

sector



sektoro (sayk-TO-ro)

subsector


subsektoro (soob-sayk-TO-ro)

star



stelo (STAY-lo)

planet



planedo (plah-NAY-do)

satellite


satelito (sah-tay-LEE-to)
moon



luno (LOO-no)
asteroids


asteroidoy (ah-stay-ro-EE-doy)
parsec


parseko (pahr-SAY-ko)

unrefined fuel

Nerafinita brulazho  (nay-rah-fee-NEE-tah broo-LAH-zho)

refined fuel


Rafinita brulazho (rah-fee-NEE-tah broo-LAH-zho)

ton, tons


tuno, tunoy  (TOO-no, TOO-noy)

starport


stelhaveno (stayl-hah-VAY-no)

starship


stelshipo (stayl-SHEE-po)

merchant freighter

komerts-shipo (ko-merts-SHEE-po)
airlock


aerkluzo (ah-ayr-KLOO-zo)

cargo



sharjo (SHAHR-jo)

freight (cargo belonging to someone else, shipped for a fee)    liversharjo  (lee-vayr-




SHAHR-jo)

Verdulan


Verdulo (vayr-DOO-lo)
Verdulans


Verduloy (vayr-DOO-loy)

Frontiersmen

Ksidrakanoy (ksee-drah-KAHN-oy),





Borduloy (bor-DOO-loy)

Frontierswomen

Bordulinoy (bor-doo-LEE-noy)
(of both genders)

Geborduloy (gay-bor-DOO-loy)
Sophonts


Pensantoy (pen-SAHNT-loy)

one



1  unu (OO-noo)

two   



2  du (doo)

three



3  tri (tree)

four



4  kvar (kvahr)

five



5  kvin (kveen)

six



6  ses (sayss)

seven



7  sep (sayp)

eight



8  ok  (ohk)

nine



9  naw (now)

ten



10  dek (dayk)
eleven


11  dek-unu (dayk-OO-noo)

twelve


12  dek-du (DAYK-doo)

fifteen


15  dek-kvin (DAYK-kvin)

twenty


20  dudek (DOO-dayk)

thirty



30  tridek (TREE-dayk)

one hundred


100  tsent (tsaynt)

two hundred


200  dutsent (DOO-tsaynt)

one thousand

1.000  mil (meel)
one million


1.000.000  miliono (meel-ee-O-no)
six point two seven
6,27 ses komo du sep (sayss komo doo sayp)

bow (of ship)

antawo (ahn-TAH-wo)

stern



posto (POST-o)

fore



antawen (ahn-TAH-wayn)

aft



posten (POST-en)
starboard (right)

dekstro (DAYK-stro); to starboard:  dekstren (DAYK-strayn)

port (left)


maldekstro (mahl-DAYK-stro); to port:  maldekstren (mahl-




DAYK-strayn)

deck



ferdeko (fayr-DAY-ko)

level



nivelo (nee-VAY-lo)
Prepare to hit atmo!
Preparu atmosferiji!  (pray-PAH-roo at-mo-sfay-REE-jee)

It's vacuum! (referring to the other side of an airlock door)   Vakuas!  (vah-KOO-ass)
Cycle the airlock!

Tsikligu la aerkluzon! (tsee-KLEE-goo lah a-ayr-KLOO-zon!)

Prepare to jump!

Preparu salti! (pray-PAH-roo SAHL-tee!)

Sensors have a contact!
Sensiloy kontaktijas!  (sayn-SEE-loy kon-tak-TEE-jass!)

Prepare to offload cargo!   Preparu elsharjigi!  (pray-PAH-roo ayl-shar-JEE-gee!)

There it is!


Yen ji! (yayn jee!)

Some Other Languages of the Frontier:

Many varieties of humans and sophonts have migrated into Frontier space.  On the Verdulan side, a stronger conformity to the Verdulan language Federation-wide is enforced, but ethnic languages have persisted.  Media and signage in other languages are permitted there, but sometimes with restrictions.

Frideyan:  The inimitable language of the sentient robots of Frideyo, consisting of musical tones and beeps meant to carry across a noisy factory floor.  Frideyan grammar has had to develop in a hurry, because its previous modal modifiers were concerned only with facts and giving orders.  Director-robots spoke a different mode than the obeyer-robots, but new modes had to be developed in the interests of democracy and to expand their range of thought, to express supposition, uncertainty, and other previously unthinkable concepts.  Frideyan is a work in progress as many Frideyans have fanned out to gather knowledge of their neighbours and how they “live.” Anything they find out will eventually be shared equally among all Frideyans, shaping their language and increasing the collective Education characteristic.
Niongo:  This is the language of the Japanese-descended members of Frontier space.  There are several majority-Niongo systems on both sides of the border, such as Nihono, Gashida, Nakamura, Kurosiwo, Sakuro, Odanshina, Shimadzu, and Imushi.
Russinzh:  A language of Russian-descended people who assisted the Verdulan exploration effort of space.  The Russinzh take pride in having developed generations of engineers and space technicians.  The first human in space was a Russian, although few but the Russinzh will remember that.  They spread wherever the need for starship engineering and starship building spread.  Their connection to spacefaring trades is so strong that engineering and mathematics terms back-propagated into the common language spoken at home and by their children.  They don't roll dice, they “curl” dice.  They don't feed a baby, they “fuel” it.  Russinzh are a majority in systems like Pigaro, Gerinusho, Ostankino and Tovarisho.
Tlaiman (tly-man):  The piping, dolphin-like language of the small but excessively numerous sophonts of Tlaima (2516 Frontier).  The language is as easily heard in the air as in the water.  Tlaimans of an adventurous bent have spread far beyond their planet of origin.  Their pods excel as teams of technicians, and the language is commonly heard in the shipbuilding and repair workshops of the Frontier.
Zhong:  The language of Chinese-descended people.  Although the Zhong have spread far and wide and practice a wide variety of professions, they have somehow developed a reputation as business-savvy.  It is a saying that you could land a Zhong husband and wife in space-suits on a barren planetoid and after a year they would get rich selling rocks to each other.  Zhong are the majority on systems such as Zhonguno, Li, and Lishizu.
Frontier Homeworld Table

Characters coming from the Frontier Subsectors E, F and G can determine their birthworld from the following table, and this can grant them one or two starting skills.  Roll D66 and treat as a 2-digit number to look up on the table below.

Roll D6:  on a “1” the character's parents moved to another world when the character was a child; roll D66 again to give the character's true homeworld and source of skills.
	Roll D66
	WorldName
	Hex and Sector
	Description
	Beginning Skills

	11
	Wheaton
	1617 Frontier
	A poor, thin-atmosphere world (Ni Po)
	Driver*, Steward

	12
	Anjou
	1517 Frontier
	A garden planet with the opportunity to develop many outdoor skills. (Ag Ga Ho Ni Tr Tz)
	Trader, Animals*, Driver (x2)*, Survival

	13
	Mu
	1320 Frontier
	Exotic atmosphere where bodies of water are actually solutions of ammonia (Fl Ni)
	Hostile Env., Driver*

	14
	Clavius
	1118 Frontier
	Airless and lawless small planet (Ni Tz Va)
	Driver (x2)*, Vacc Suit

	15
	Gobi
	1616 Frontier 
	A hot but nondescript world with v.thin atmo. (Ho)
	Survival

	16
	Teknika
	1116 Frontier
	A hot world with a tradition of technical innovation (Ho Ni Tz)
	Driver (x2)*, One Science

	21
	Unita
	1019 Frontier
	A planet with heavy concentrations of fluorocarbons in the atmosphere, bonding to surfaces and making them slippery!  The “Teflon Planet”(Fl)
	Hostile Env.

	22
	Ehho
	0918 Frontier
	A typical very-thin atmosphere planet (Ho Ni Tz)
	Driver (x2)*

	23, 24
	Vernon
	1016 Frontier
	A pleasant but authoritarian world you were glad to leave.  Subsector capital. (Ag Ni Tz Cp)
	Animals*, Driver (x2)*, Admin

	25
	Micler
	1618 Frontier
	Small nondescript world with v.thin tainted atmo (Ni Tz)
	Driver (x2)*

	26, 31, 32
	Liberty
	0719 Frontier
	Extremely densely populated world with no personal freedoms.  (Hi In Na)
	Streetwise, One Trade, Survey

	33
	Oscola
	0420 Frontier
	Prosperous but cold world.  (Co Ri Sa Tu)
	One Art, Survival

	34, 35, 36
	PHENTARA
	0216 Frontier
	Very crowded world with high sulfide content in the atmosphere.  Subsector capital. (Fl Hi In Sa Cp)
	Hostile Env., Streetwise, One Trade, Admin

	41
	Bellerophon
	0516 Frontier
	A promising garden world, but it was not developing fast enough so you split.  (Ga, Ni, Pa)
	Trader (x2), Driver*

	42
	Bestine
	0318 Frontier
	Fluorocarbon atmosphere with heavy fungus flora. (Fl Ho Ni)
	Hostile Env., Driver*

	43
	New Plara
	0119 Frontier
	Typical v.thin tainted atmo. world, little industry except for trade with nearby worlds. (He Na Ni Po)
	Hostile Env., Survey, Driver*, Steward

	44
	Laidley
	0120 Frontier
	Typical world with breathable atmosphere, dry, little industry. (Ni)
	Driver*

	45
	Steadman
	2219 Frontier 
	Typical asteroid belt, mineral industry. (As Ni Va)
	Zero-G, Driver*, Vacc-Suit

	46
	Imushi
	2217 Frontier
	Populous but authoritarian world, technology somewhat restricted to its citizens.  (Na, Ph, Po)
	Survey, Steward

	51
	Kapria
	2216 Frontier 
	A typical cold Mars-like world with few job prospects.  (Co De Lk Lo Po Sa)
	Survival, Flyer*, Steward

	52
	Arnaad
	2016 Frontier
	Prosperous farming world (Ag Ni Ri)
	Animals*, Driver*, One Art

	53, 54, 55
	KELSO
	1920 Frontier
	Important industrial world.  Subsector capital.  (Hi In Cp)
	Streetwise, One Trade, Admin

	56, 61
	FREEDOM
	2019 Frontier 
	Industrial but somewhat authoritarian world promoting industrial efficiency.  (Hi In Na Va)
	Streetwise, One Trade, Survey, Vacc Suit

	62
	Seever
	1917 Frontier
	Typical vacuum mining world.  (Ni Va)
	Driver*, Vacc Suit

	63
	Brighton
	1818 Frontier
	Cold world mainly ice-capped with rich ocean resources.  (Co Ph Ri Wa)
	One Art, Seafarer

	64
	Happiness
	1718 Frontier
	Cold agricultural world benefitting from cold-resistant plants. Low-tech peoplelive a pastoral life. (Ag Co Ri)
	Animals, One Art

	65
	Thergamen
	1719 Frontier
	Airless world far from its sun.  (Co Ni Va)
	Driver, Vacc Suit

	66
	Space
	Grew up in Space
	Grew up on a free trader serving backwater worlds (As Va)
	Zero-G, Vacc Suit


*This skill consists of several Knowledges.  On your first two awards of this skill you must select specific Knowledges.  Only on the 3rd award can you take the entire skill at level 1.  E.g. If you get Driver once, you must pick a category of vehicle e.g. Wheeled or Tracked.  On the second pick of Driver, pick a different Knowledge category OR increase the same Knowledge category to level 2.  On the third pick of Driver, you get Driver-1 and are somewhat familiar with all types of vehicles.  You get a cumulative bonus of skill with the particular Knowledges of vehicles you first picked.  Therefore, you will always have higher skill in Wheeled or Tracked or whatever particular Knowledge you picked first.   Eg. if you picked Wheeled twice on your first two awards of Driver, then on your third award of Driver you got the whole skill in general as Driver-1 but this is cumulative with Wheeled so you effectively have Wheeled+2 (or Wheeled-3).  Getting the Driver skill 2 more times gives you Driver-3, but you are now effectively up to Wheeled-5.
Capitals: The Frontier sector is actually divided by the Hex 15 border.  One band of subsectors is split between the two federations and each has their own subsector capital, controlling a subsector smaller than usual.

Subsector A:  GIO (Verdulan) (GEE-o)
Subsector B:  VALORO (Verdulan) (vah-LO-ro)

Subsector C:  FIERO (Verdulan) (fee-AY-ro)
Subsector D:  PIGARO (Verdulan)  (pee-GAH-ro)
Subsector E:  ZHONGUNO (Verdulan) (zhon-GOO-no) ; PHENTARA (Frontier)

Subsector F:  Delierno (Verdulan) (day-lee-AYR-no); Vernon (Frontier)

Subsector G:  ORIBE (Verdulan) (o-REE-bay); KELSO (Frontier)

Subsector H:  NIHONO* (Verdulan) (nee-HO-no); SAPIENTA* (Frontier)
Subsector I:  GLEASON (Frontier)

Subsector J:  GABLE (Frontier)

Subsector K:  BATTINGLEY (Frontier)
Subsector L:  DANSON (Frontier)
Subsector M:  AVIAN (Frontier)
Subsector N:  HEMSLEY (Frontier)
Subsector O:  OBERON (Frontier)
Subsector P:  GASHIDA (Frontier)
*These are also the respective Sector Capitals.  As the sector is split between two federations, each side controls a smaller territory than is usual for a sector capital.
Nihono is an odd choice of sector capital.  It was thought the Verdulans would select Zhonguno, however they felt it would be important to select a mainworld close to the corresponding Frontier sector capital, for ease of diplomatic relations.

Note:  The Traveller 5th-edition game divides a sector into 16 subsectors like in all previous versions of Traveller, but omits the letters I and O from the sector designations, since they resemble numbers, so the game rules may speak of 16 sectors lettered from A to R, not A to P.  This is currently at odds with the system generator but should not create too much confusion.
