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Dying World
vs. New Frontier

Over the years writers have imbued Mars with all kinds
of symbolism. Isit anew home for humanity, an unspoiled
Eden, or adead world?

At one end of the dial isthe idea of Mars as the New
Frontier, the American West |ofted into space. ThisMarsis
just waiting for human settlement. Realistic treatments of the
New Frontier vision are often terraforming sories, as in
Green Mars or Martian Rainbow. The examplesin Chapters
4 and 5 implicitly follow this view. Romantic versions of the
Martian frontier include Heinlein's Red Planet and Moore's
“Shambleau.” If there are Martians, they fill the role of
Apaches or possibly East Indians under the British Raj —
either primitive savages or decadent ones.

One notch over isthe notion of Mars as an Eden which
shouldn’t be sullied by human beings. C.S. Lewiswas explic-
it on this point in Out of the Slent Planet, in which the inhab-
itants of Mars live in direct contact with God and only
Earthmen are sinful. Amore secular and hard-SF approach is
the attitude presented in Brian Aldiss' White Mars or that of
the Preservationistsin GURPS Transhuman Space—thelife-
less natural beauty of Olympus Mons or the Valles Marineris
shouldn’t be turned into a poor imitation of Earth.

Ever since Percival Lowell, Mars has been depicted asa
dying world. Beyond the concept of Mars as unsullied Eden
istheideaof Mars as aonce-great world now initslast days.
Often thisincludes awarning to humans about the potential
fate of the Earth some day (as Wells noted in passing in The
War of theWbrlds and elsewhere). Dying, decadent Mars may
be home to civilizations wiser than humanity, or may have
nothing but the ruins they left behind. A ghost of thisidea
lives on in the continuing fascination with the Face on Mars
beloved of pseudoscientists.

Twidting the dial all theway over, adying world may be
dangerous if the Martians aren’t ready to go extinct just yet.
The Martians may decide to look for a new home some-
where el'se, in which caseit’s Earth that is the New Frontier
—and humans are the oppressed natives. Or perhaps the
microorganisms which manage to survive in the tough Mar-
tian environment become akiller pandemic on Earth. More
realistically, Mars could turn out to be alethal dead end for
human explorers, simply by virtue of being more hostile
than they expect. The greenhouse plants die from toxic trace
elementsin the melted ice, dust causes respiratory illnesses
and fouls up the vehicles — and no help can arrive for six
months.

MysTiC MARS

Mars has powerful mystical connotations. After al, it's
named for agod, and a pretty high-powered one at that. Mars
was one of the chief gods of the Romans, a protector of crops
and patron of the army. In some versions of the legend of the
founding of Rome, Mars was the father of Romulus.

VIARS IN FICTION AND MYTH

Throughout ancient Italy he was known variously as Mars,
Mavors, Maurs, Mamers, Marmar, Marmor, Mamurius, and
Marspiter. The month named for Mars, Martius (our March)
was originally the start of the Roman calendar, before reforms
moved the new year to January. The Ides of March (March
15) was the chief festival of Mars, marked by horse races on
the Campus Martianus and processions by the Salian College
of priests. (The fact that military leader Julius Caesar was
nated on the Ides of March puts an interesting mystical
spin on his career: was Julius somehow a sacrifice to ensure
that the Empire’ s legions would be victorious for the next
three centuries?)

The Salians carried a sacred shield called the Anchile,
which fell from heaven at the feet of the early Roman king
Numa. (A midget flying saucer?) To keep anyone from
stealing the shield of Mars, Numa had eleven duplicates
made, which the Salians kept. The genuine Shield of Mars
would be a swell MacGuffin for some Indiana Jones-style
archaeology in Fascist Italy, with Mussolini’ s Blackshirts as
villains instead of the Nazis. Otherwise, it could be yet
another item for Warehouse 23. The powers of the Shield of
Mars weren't clearly specified, but it would certainly be
appropriate for the God of War to give victory to the side
bearing his shield.

The horse was sacred to Mars, and his bird was the
woodpecker. Trees sacred to Mars included the oak (even
today, majors in the Army wear an oak-leaf insignia), fig,
dogwood, and laurel. Besides being a tutelary god of Rome,
Marswas also the patron of Florence. Mars consort was Bel-
lona, aterrifying goddess of war and death, worshipped by
ex-gladiator priests who wounded themselvesin her honor.
She was depicted as a wild-haired woman in armor holding
abloody lash.

The Greek god Ares closely paralleled Mars, but lacked
hisidentity as a patron of agriculture. Areswas a pure war-
god, and as such was much less attractive. In early Sparta,
prisoners of war were sacrificed to him. The cock, the dog,
and the vulture were his animals. He was the brother or hus-
band of Eris, and like al Greek gods had liaisons with sev-
eral other women and goddesses. By the princess Astyoche
he had twin sons, Ascalaphus and lalmenus, who fought at
Troy. With Aphrodite, Ares had several children, including
the minor gods Phobos, Deimos, Anteros, Harmonia, and
Eros. Through his liaison with the maiden Chryse, Areswas
the grandfather of the hero Pirithous, and the ancestor of the
Centaurs. In the later Roman Empire, Mars and Ares were
essentially combined, and Mars increasingly took on his
Greek avatar’ s boastful and semi-comic personality.

In the pre-Olympian cosmology of the Greeks, the Titans
Dione and Crius presided over the planet Mars. Criusis some-
thing of acipher, but Dione was a goddess of moisture and the
oceans, whose name may be a cognate of Diana. This can be
taken as an indication of the “Venus-dominated” tone of
myths in the Age of Taurus (see the section on Astrology
below). In a particularly mystic campaign, characters might
be part of a“theological terraforming” project to exorcise the
life-destroying influence of Mars and restore the planet to its
watery, hospitable identity under Dione.
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77, Marineris cities, 111; territorial,
Dying Mars, 108; topographic,
equatorial regions, 23; topographic,
Mercator projection, 22.

Marconi, Guglielmo, 45.

Mariner 4, 11.

Mariner 9, 11.

Marineris citiesmap, 111.

Marineriscities, 111.

Mars Ascent Vehicle, 51.

Mars Blimp, 61; atistics, 59.

Mars Cycler, 34.

Mars Defense Force, 80, 81.

Mars Direct, 31.

Mars Effect, The, 43.

Mars Lander, 35.

Mars Launcher, 61.

Mars Rover, 58; statistics, 59.

Mars Society, The, 4.

Martian Chronicles, The, 11.

Martian Parahuman (“Thoris’ Series),
template, 83.

Martian Tripod, 97.

Martian Unity Party, The, 83.

Martin Marietta, 31.

Masonry skill, 67.

Mass drivers, 75.

Matthews, Arthur, 45.

Mean datum, 16.

Meat, 56. -

Medical skills, 122.

Melas, 112.

Merchant, template, 118.

Mercury Thesatre on theAir, 9.

Mesopotamian mythology, 42.

Metal, 18, 57.

Meteorite, Martian, 29, 30.

Military forces, 81.

Military Rank advantage, 65, 87.

Minotaur Station colony, 55.

Mirrorsin space, 73.

Modified Human (“ Carter” Series),
template, 83.

Monsters, 79.

Moons, 8, 28, 46.

Motion, retrograde, 14.

Moving Mars, 80.

Mutants, 100.

Mystic Mars, 41.

Mythology, Aztec, 42; Celtic, 42;
Egyptian, 42; Greek, 41; Hindu, 42;
Mesopotamian, 42;

Norse, 42; Roman, 41; Teutonic, 42.

Names, place, 24; Superscience
Mars, 95.

Naming Names, 7.

NASA Design Reference Mission, 31, 32.

Naturalist skill, 87.

Navigation skill, 67.

New Jersey, 9.

New Olduvai colony, 55.

New technologies, 33.

Night Horrors, 118.

" Night Vision advantage, 121.

Noble, template, 119.

Nomads, 114.

Norse mythology, 42.

Northern hemisphere, 21.

Northern plains, 14.

Nuclear rockets, 33.

Off-road movement, 36.

Olympiacolony, 53.

Olympus Mons, 26.

One-way, 33.

Ophir, 112.

Orbit, 15; Hohmann, 32.

Orbital velocity, 14, 37.

Organisms, 79.

Other GURPS Settings, Domed Mars,
69; Terraformed Mars, 88;
Superscience Mars, 105; Dying
Mars, 123.

Outcast, template, 98.

Overweight disadvantage, 66.

Pal, George, 10.

Panimmunity advantage, 87, 100.

Paper, 57.

Past conditions, 29.

Pathfinder, 12.

Patron advantage, 65.

Pavonis colony, 81.

Pavonis Mons, 26.

Pedal Ultralight, 85.

Peroxide pistol, 116.

Persia, 6.

Phase One terraforming, 75.

Phase Three terraforming, 76.

Phase Two terraforming, 76.

Phobos, 6, 8, 28, 73, 82.

Phoebe, 74.

Physical Data, Basic, 14.

Physician skill, 101.

Pickering, William, 6.

Pioneers, 62.

Pirates, 113.

Place names, 24.

Planet of Roofs, 80.

Plants, 79.

Polar caps, 14, 27.

Pope, Gustavus, 9.

Popular fears, 11.

Power Unit Trailer, 60; statistics, 59.

Power, geothermal, 19; solar, 18;
wind, 19.

Preservationism, 72.

Pressure, 19; surface, 16.

Pressurized Rover, 59.

Prickly pear, 86.

Primitive disadvantage, 87, 121.

Primitive vs. advanced, 39.

Princess of Mars, A, 10.

Probes, 11, 12.

Proctor, Richard, 6.

Profit, 72.

Propulsion, solar-electricion, 33.

Prospecting skill, 67.

Psionic Powers advantage, 121.

Psionic, template, 98.

Psionics, 65; skills, 101; Superscience
Mars, 93.

Pyramids, 43, 45.

“Pyramids, The,” 24.

Radiation, 20.

Ray guns, 96.

Redly Weird Martians, 92.

Red Harmony” colony, 55.

Red star, 6.

Reputation advantage, 65.

Resources, 17.

Retrograde motion, 14.

Riding skill, 122.

Riding-Lizards, 118.

Robinson, Kim Stanley, 12, 39.

Robots, 61.

Rocket engines, 33.

Rockets, 37; nuclear, 33.

Roman mythology, 41.

Ruins, 112.

Sagan, Carl, 9.

Sammeael, 44.

Sanctity advantage, 121.

Sand Martians, 110.

Sand, 20.

Sand-Boats, 115.

Sands of Mars, The, 11.

Sand-Sailor, template, 119.

Sand-Sharks, 117.

Saucer Pilot, template, 99.

Saucer, attack, 96; battle, 96;
transport, 97.

Schiaparelli, Giovanni, 6.

School, 53.

Science fiction, 10.

Science Lord, template, 99.

Science Lords of Mars, 95.

Science Priest, template, 119.

Science Priests, 109.

Science! skill, 67, 101.

Scorpio, 42.

“Sealevel,” 16. ‘&
Seas, 76.

Secret colonies, 48, 58.

Secret masters, 49.

Semi-Literacy advantage, 121.

Semi-Literacy disadvantage, 87, 121.

Sex Appedl skill, 101, 122.

Silly Mars, 40.

Skills, Domed Mars, 67; Terraformed
Mars, 87,

Superscience Mars, 101; Dying
Mars, 122

Skyhook, 82.

Skyhook Company, The, 83.

“Slingshot” maneuver, 32.

Sociad Stigma disadvantage, 121.

Society, Superscience Mars, 93;
Terraformed Mars, 80.

Soil, 16, 18.

Solar day, 15.

Solar Federation, The, 104.

Solar power, 18.

Solar-electric ion propulsion, 33.

Soldier, template, 99.

Soldiers, Superscience Mars, 94.

Sound, speed of, 19.

Southern highlands, 14.

Space Gods from Mars, 43.

Spacesuits, 15.

Speed of sound, 19.

Spell colleges, 43.

Spiritualist Mars, 48.

Status advantage, 65, 121.

Statustable, Martian, Dying Mars, 120.

Submarines, 37.

Superscience Mars, 91.

S

Surface area, 14.

Surface, 14.

Surviva skill, 67, 87, 122.

Swedenborg, Emanuel, 9.

Technology, 58; new, 33; Superscience
Mars, 96.

Teeth advantage, 100.

Temperature, 20, 73; surface, 16.

Templates, Dying Mars, 118;
Superscience Mars, 98, 99.

Temple of the Divine Visage, 113.

Tentacled Martians, 92.

Terraformed Mars, 71; econony, 81;
map, 77; society, 80.

Terraforming Consortium, The, 80,
81, 83.

Terraforming, 30, 72; Phase One, 75;
Phase Three, 76; Phase Two, 76;
time scale, 78.

Terrain, chaotic, 24.

Territorial map, Dying Mars, 108.

Teda, Nikola, 45.

Teutonic mythology, 42.

Tharsis Tholus, 26.

Tharsis, 14, 21, 26.

Three Little Men From Mars Are g, 40.

Time, 15.

Titans, 41.

Tithonium, 111.

Topographic map, equatorial regions,
23; Mercator projection, 22.
Trajectories, 32; “free-return,” 32.

Transhuman Space, 88.

Transport Saucer, 96, 97.

Trilatera Martians, 92.

Tripod Expeditionary Force, 97.

U.S. Nava Observatory, 6, 28.

Unaging advantage, 121.

Underground Empire, 112.

Upland Martians, 109, 114.

Uplands, 21.

Vacc Suit ill, 67, 87.

Vales Marineris, 27.

Valeys, 26.

VASIMR, 33.

Vehicle statigtics, 59.

Vehicles, ground, 37.

Velikovskian Mars, 47.

Velikovsky, Immanuel, 8, 47.

Velocity, orbital, 37.

Versatile advantage, 101.

Viking, 12.

Volcanoes, 26.

Voltaire, 8.

Von Braun, Wernher, 37, 48.

Von Madler, Johann, 6.

Vow disadvantage, 87.

Wallace, Alfred Russell, 9.

War of the Worlds, The, 9.

Warmth, 73.

Warrior, template, 119.

Water, 16, 17, 73, 76.

Wesak Immune System
disadvantage, 101.

Weakness disadvantage, 101.

Wealth advantage, 65.

Weapons, 63; Martian, 116.

Weather, 76.

Weird Mars, 45.

Welles, Orson, 9.

Wells, H.G., 9, 39.

Wind, 16, 20, 78; power, 19.

Windmills, 19.

Xenophilia disadvantage, 122.

Xenophobia disadvantage, 122.

Year, 15.

Zeroed advantage, 66.

Zigel, F., 46.



