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the business of exchange trading is invited. Please confine your physical presence and locations to this spaceport and the closest city adjacent 
Forbidden is the manufacture of dangerous directed or concentrated energies. Please retain all bodily fluids and nongaseous waste products 
for disposal aboard your own space vessel only. For your own safety and avoidance of termination maintain a cautious center of gravity at 
adequate distances from hazardous vertical gradients." 

In this final injunction, the Riallan apparently is referring to the many open pits, chasms, and missing common (as you soon learn) 
in Riallan construction. The Riallans themselves don't have to worry about such things, due to the fact that they rarely touch the ground. 

In fact, the Riallans have no visible means of support at all. They all float in the air, usually about four or five feet up. When they want 
to move somewhere, which is usually the case, they simply do so, without bouncing, rolling, or showing any signs of exertion. Riallans have 
no visible sensory organs, and seem to have no distinction between front and back, or top and bottom. When manipulating some types of 
machinery, they occasionally use artifical limbs of various types, but you cannot tell how these devices are attached or manipulated. Most of 
their technology is equipped with computer interfaces that respond to audible beeping and chirping commands. 

Watching your step, dodging hurrying Riallans, you begin exploring the city. This turns out to be rather difficult Being unable to float 
directly across missing bridge spans or up and down elevatorless elevator shafts, you spend quite a lot of time finding alternate routes. The 
Riallans, for their part, seem very impressed by your ability to climb. One pauses long enough to ask, "How do you coordinate and control so 
many multiple joint flexible appendages at once?" but doesn't wait for an answer. You eventually learn enough about the environs to pursue 
the following possibilities further: 

(HUA06F) (3 phases) Go to the Universal Iron Exchange and see what deals you can make. 

(XUCOUF) (3 phases) Look for a source of information about Riallan physiology- perhaps a doctor, or the Riallan equivalent, who 
can tell you how these fuzzy beachballs manage to move, see, eat, and manipulate appendages. 

(HEAM6N) (5 phases) Explore the undeveloped lands outside the city. 

The Riallans maintain extensive shipyards in this city. From what you saw in orbit, you can tell that their knowledge of propulsion 
systems is pretty advanced. In this area you see several possibilities for further examination: 

(DEQM8N) (3 phases) Visit the labs run by the Riallan Space Authority and see if they will give you any information about their 
Tri-Axis Hyperdrive system. or other advances. in ·drive technology. 

(TESMWN) (3 phases) Visit the construction yards where ships' hulls are built and see if you can arrange for your own ship's cargo 
capacity to be increased. 

(DUQ08F) (3 phases) Visit the Jump Engine factories, where the Riallans make fast robot cargo haulers, and see what it would cost 
you to acquire one. 
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[639] 

There are a variety of concepts that you must grasp in order to learn Phrmm. Some you manage to become proficient at without too 
much effort, but others seem _completely beyond you, despite the patience of your Medsunian instructors. 

Phrmm is a mental technique that the Medsunian natives evolved as a response to threats, at the same time that Humans were evolving 
the instincts to fight or run away. But Phrmm is neither a method of fighting nor a better way to run. It is a way to pacify your opponent, 
through a combination of subtle gesture and extreme concentration, so that the attacker ceases to perceive you as a threat. The key to Phrmm 
is that your own perceptions of the situation are as important as the perceptions of the attacker: you must cease to consider yourself a threat 
as well. Some of this makes sense immediately: obviously if you are fighting someone and then stop fighting, you will seem less of a threat 
to your opponent, but what if the opponent was the aggressor? Wouldn't making yourself less threatening encourage your enemy to press his 
advantage? 

"You must stop thinking in those terms," your native instructor tells you, over and over. "By defending you become just as much of a 
threat as if you were attacking. In trying to run from a rolling boulder you are forcing your will upon that boulder, just as if you were trying 
to break it with a hammer. To Phrmm is to try to influence the boulder another way, using your perceptions instead of your will." 

"And if I Phrmm hard enough, I can make the boulder not want to hit me?" you ask sarcastically. You are becoming frustrated. 

"At a sufficient level of aptitude, yes," says the instructor. 

Somewhat chastened, you continue the study. You become quite adept at the simpler methods for pacifying a hostile opponent, but you 
cannot follow the technique into its higher principles. After a while it becomes clear that you can never master Phrmm completely without 
changing your entire attitude about most things. To truly learn Phrmm is to adopt a degree of complacency that you find distasteful, to accept 
events as inalterable even when you know you have the power to alter them. 

There are times when you think you are almost able to accept these concepts. But always something in your mind interrupts: a memory 
of your home planet, uncounted billions of miles away, or a flash of a vision of swirling stars that dare you to come to them and fight them in 
their own infinite dark battlefield. And you have to start all over again. 

However, you are not totally disappointed when you leave the training. You have learned, at the very least, a variety of useful mental 
techniques that may get you out of a tough spot someday, and you've gotten a glimpse of an alien philosophy that few inside the Boundary 
would have imagined. You also understand a little bit better how the mixed population of Medsun is able to get along so well, and you know 
the reasons for their apparent lack of ambition. You return to your ship, feeling much more at ease about the colonies on Medsun ... 

. . . Until you see a group of natives and colonists busily dismantling equipment from your ship. 

"What's going on here?'' you yell from where you are. The workers stop and stare at you. "Get away from that ship, or I'll shoot!" 

,A native faces you apologetically, and you begin to regret your violent outburst "My apologies," she says. "We had hoped to save you 
some time. Now that you have decided to remain on Medsun we will purchase devices from your ship in return for assistance in fabricating a 
shelter and other aid." It all sounds very reasonable; already you feel your anger dissipating. Except for one thing: 

"I'm not going to stay on Medsunl" you say. This is ludicrous. You should be foaming at the mouth and waving weapons, but instead 
you feel only mild annoyance at the mixup. You realize that they are using Phrmm, but there's not much you can do about it 

"I apologize again. I had jumped to conclusions. Most every human who learns Phrmm decides to stay on as a colonist I just assumed 
you . .. " 
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639 - Beyond The Boundary - 639 

You manage to get up enough anger to shout, "Well, you assumed wrong! Now get these people away from my ship!" The assembled 
Medsunians scatter. 

Your ship is a mess. A lot of the more accessible equipment has been disassembled, and not by people who knew what they were doing. 
Fortunately they didn't get to your engines or computer core, or your repair job would be more difficult. Or you may have ended up staying 
on Medsun as a colonist after all. A sudden cold sweat passes over you. You wonder just what it is you escaped from, and how narrowly, and 
you resolve to be more careful in the future about letting aliens play with your mind. You have plenty of time to contemplate this as you put 
your ship back together. 

Because of the necessary repairs, this option has taken twelve phases instead of nine. 

Go now to the CGM. 

~STOP~ 
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