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AR i K
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Site Name Size |Spectral | Hydration Push/Astro/ Zone
Type Subsurface
Mercury Discovery Rupes | 10 S 0 Push Factory | Mercury Science Hll[&
Hathor 1 S 1 Push Factory | Venus Push Factory 187l
Apophis 1 S 0 Push Factory | Earth Push Factory &/
Bennu 1 C 2 Push Factory | Earth BElS A b
Cruithne 1 M 1 Push Factory | Earth Push Factory i/l
Icarus 1 S 4 P‘f;;g%gé’)‘/ Earth Pt Facmr* o
Hydration 411
Itokawa 1 S 0 Push Factory | Earth Push Factory i/l
Khufu 1 S 2 Push Factory | Earth Push Factory &/
Luna Aristarchus Plateau 9 H 0 Earth Spectral Type 255
Luna Crater Shackleton | s 1 Earth Hydration 34
Mijolnir 1 S 1 Push Factory | Earth Push Factory 11
iy
Phaethon 1 H 4 Plfstlr'cz)ziccflcgg;/ Earth Spectal Type kE
Push Factory i/l
YORP 1 S 0 Push Factory | Earth Push Factory &/l
Spectral Type ZEH
Deimos 1 D 2 Mars
Hydration J8/>
Eureka 1 S 0 Astrobiology Mars 1T Astrobiology
Badenia 2 D 2 Ceres Spectral Type 255
Churynmov-Gerasimenko 1 C 4 Astrobiology | Ceres ESa
Comet Wilson-Harrington 1 D 4 Astrobiology | Ceres |JAIHAZZf#ER. Astrobiology iE 1N
Friederike 2 D 2 Ceres Spectral Type Z 5
Lacrimosa 3 D 0 Ceres Spectral Type 255
Polana 2 D 1 Ceres Spectral Type Z5 5
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High Frontier 4 All — Read Me First

Bee-Zed 1 Astrobiology | Jupiter FHYA b
Europa Subsurface Ocean| 8 SUbSlég:ﬁe Jupiter Subsurface Ocean IC A5
Skamandrios moonlet 1 Jupiter “moonlet” > & 44 FRZE 5
Enceladus 5 SUbSlég:ﬁe Saturn Subsurface Ocean ICZ& 5
Epimetheus 2 Astrobiology | Saturn Astrobiology 3B/l
Janus 2 Astrobiology | Saturn Astrobiology B/l
Kreutz Sungrazer 1 Astrobiology | Saturn Spectral Type Z&#
Methone 1 SUbSlég:ﬁe Saturn Subsurface Ocean ICZ 5
Pandora 2 Astrobiology | Saturn Astrobiology B/l
Prometheus 2 Astrobiology | Saturn Astrobiology B/l
Spectral Type 25
Saturn Aerostat 11 Atmospheric | Saturn
Astrobiology Hl:
Tethys 5 Astrobiology | Saturn Astrobiology B/l
Titan Aerostat 8 Astrobiology | Saturn HHY A4 b
Subsurface
Titan Kraken Mare 9 Ocean, | gaym Subsurface Ocean ICZ&H
Atmospheric
red
Ariel 6 SUbCS)lég:ﬁe Uranus Subsurface Ocean ICZ5 5
Belinda 2 Astrobiology | Uranus Astrobiology &/
Chariklo 4 Astrobiology | Uranus Spectral Type & #
Comet Halley 1 Astrobiology | Uranus Spectral Type 255
Cordelia 1 Astrobiology | Uranus Astrobiology B/l
Hylonome 3 Uranus Astrobiology HlIF&
Juliet 2 Astrobiology | Uranus Astrobiology &/
Oberon 7 Su%gg:ﬁe Uranus Astrobiology Hli:
Portia 3 Astrobiology | Uranus Astrobiology B
Titania 7 SRR Uranus Spectia Type 2%
Ocean

Astrobiology Hli:
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High Frontier 4 All — Read Me First

Uranus Aerostat 11 Astrobiology | Uranus Spectral Type 25
19990Y 2 Astrobiology |Neptune Spectral Type 255
2002TX 4 Astrobiology |Neptune Spectral Type 25 5#
Charon 6 Astrobiology |Neptune Spectral Type 255

Comet McNaught 1 Astrobiology |Neptune [Spectral Type 2558, JEIHAE: & fF IR
Larissa 3 Astrobiology |Neptune Astrobiology &/
Neptune Aerostat 11 Astrobiology, |y ionine Spectral Type Z 5%
P Atmospheric P P ype 3«
iy
Subsurface Spectral Type Z5 5
Pluto 7 Ocean Neptune
Astrobiology Bl
Proteus 4 Neptune Astrobiology Hllk&
Subsurface .
Quaoar 7 Ocean Neptune Subsurface Ocean ICZ8 5
Sao 1 Astrobiology |Neptune Astrobiology &
Spectral Type ZZH
Sedna 6 Su%gg:ﬁe Neptune
Subsurface Ocean ICZ
Triton Mahilani Plume 8 Subéurface Neptune Astrobiology Hllf&
cean
Triton Tuenela Plantia 8 Astrobiology |Neptune Subsurface Ocean HllF&
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