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"Blastoff!"

The work is done -- now comes the fun

by Steve Winter
Dragon Magazine, #65, pg. 7

The STAR FRONTIERS™game project was ambitious from the start. The problems that appear
when designing three complete and detailed alien cultures, a huge frontier area, futuristic
equipment and weapons, and the game rules that make all these elements work together, were
impossible to predict and not easy to overcome. But the difficulties were resolved, and the
result is a game that lets players enter a truly wide-open space society and explore, wander,
fight, trade, or adventure through it in the best science-fiction tradition.

The STAR FRONTIERS set includes:
« A 16-page Basic Game rule book
« A 64-page Expanded Game rule book
« A 32-page introductory module, Crash on Volturnus
« 2 full-color maps, 23" x 35" and 10" x 17"
« A sheet of 285 full-color counters

The Races

A quartet of intelligent, starfaring races inhabit the STAR FRONTIERS rules. New player
characters can be members of any one of these groups:

« Humans (basically just like you and me)
o Vrusk (insect-like creatures with 10 limbs)
« Yazirians (ape-like humanoids able to glide short distances using lateral membranes)

« Dralasites (amorphous creatures that can control and even alter the shape of their
bodies)

Characters for the STAR FRONTIERS game are created by a system that generates two
characteristics at a time. Similar abilities are paired, so no character will ever have (for
instance) a high dexterity score and a low reaction speed. In addition, characters can use
experience points they earn during adventures to raise their ability scores, to learn one of 13
special skills, or to improve a skill they already know.

The frontier

After communicating via radio messages for years, these four starfaring races meet in a region
of space called the Frontier Sector. This vast region, 1,500 cubic light-years, contains 38 star
systems. Only 17 of these systems have been explored and colonized when the game starts.
Free enterprise is the law of the Frontier, and corporations compete with each other and local
governments to control the most profitable areas and to open routes to unexplored systems.



Player characters are placed in this unexplored territory. They can work as corporate or
government agents, or can strike out on their own as free-lance adventurers.

Despite their apparent differences, the four races share one thing: a common enemy that came
upon them some time ago. Without warning, a fleet of warships attacked Frontier outposts and
isolated colonies, destroying whatever they found wherever they went, fighting to the death or
destroying themselves to avoid being captured. Only after several battles was it learned that
the marauders were the Sathar, an evil race of worm-like aliens from outside the frontier.

In the face of this onslaught, the four player races formed a loose military alliance to protect
their colonies: the United Planetary Federation. The second wave of Sather attacks was met by
UPF warships. The invaders were slowly beaten back, system by system, until they withdrew
completely, leaving no clues that would lead the victors back to their home world.

Defeated in space, the Sather turned to terrorism. Humans, Dralasites, Vrusk, and Yazirians
were recruited to sabotage frontier bases and destroy the morale of the colonists. These deadly
agents now lurk on almost every known planet, carrying out their master's orders and
undermining the efforts of local authorities to build up their worlds.

The adventure

With the frontier as its background, the action in a STAR FRONTIERS game focuses on
exploring new worlds, discovering alien secrets or unearthing ancient cultures. The rule book
includes detailed guidelines for creating adventures, alien planets and the plants, animals, and
intelligent creatures that live on them.

Something the game does not contain is rules for spaceship design or combat. Traveling on
commercial starlines is covered in detail, but no rules are given for player-owned ships or
spaceship weapons. This (admittedly) very important aspect of science fiction was left out
because there simply was not enough room in the rule book for it. We didn't want to insert a
weak set of starship rules, or raise the price of the first set by increasing the size of the rule
book.

Instead, the starship rules will be published as a separate boxed game. This will include rules
for starship design and construction, combat, character skills related to starships, starship deck
plans, rules for fleet combat and boarding actions, and a complete starship boardgame that can
be played with or without the original STAR FRONTIERS set.

The long journey

Design work on the game started in the summer of 1979. Dave Cook and Lawrence Schick,
full-time designers for TSR Hobbies, were assigned to the project. Their goal was to create a
wide-open science fiction role-playing game with a solid scientific base. TSR wanted a game
that would satisfy fans of hardcore science fiction, and still be easy to play. Dave and Lawrence
started by designing a character-generation system and simple rules for movement and
combat. Then they started playtesting, adding and revising.

The game grew and changed for two years, until it was finally submitted for review in the
summer of 1981. During those two years, TSR Hobbies grew tremendously. The company had



discovered that its games appealed to a much broader audience than wargamers and fantasy
fans alone. D&D® and AD&D™games, for instance, were selling to people who had never
played a war game or a role-playing game before. In order to tap this huge market , TSR
decided to restructure the STAR FRONTIERS game so it would appeal to people who had
never seen this type of game.

This decision meant most of the game needed to be rewritten and reorganized so persons with
no gaming experience could buy it, take it home and play it without learning a lot of rules. The
number and types of dice in the game were changed, the maps and counters were added, and
many realistic but complex rules were sacrificed for playability. In general, there was an overall
softening of the game's "hard core."

Another addition was a separate, introductory-level game written especially for newcomers to
role-playing games. By de-emphasizing role playing, it allows new gamers to start playing the
sample adventures almost immediately, using simple character creation. movement and
combat rules.

In order to meet the game's scheduled release date, this revision work was split up among
different members of TSR's product development staff. The project was completed in time for
its scheduled release at the GEN CON® XV game convention.

The STAR FRONTIERS game in its final form retains the original concepts developed during
the first two years of playtesting, but many of the mechanics of play and specific rules are
considerably different from the original versions. Although many TSR employees were sad to
say goodbye to the original hardcore version, others predict the revised STAR FRONTIERS
game will be very well received.

Because of the space that would have been needed, a complete list of credits was not
published with the game. For those who are interested in the game's long and fascinating
history, the credits are listed below.

Concepts and original design: Dave Cook, Lawrence Schick

Revision: Mike Gray, Allen Hammack, Harold Johnson, David C. Sutherland Ill, Steve Winter
Crash on Volturnus: Mark Acres, Tom Moldvay, Doug Niles

Art: Jeff Easley, Larry EImore, Jim Holloway, Harry Quinn, Stephen D. Sullivan

Editing: Steve Winter, Troy Denning

Playtesters: Mark Acres, Dave Builis, Brad Cihla, Dave Cook, Helen Cook, Jeff Dee, Don
Dexter, Mike Gray, E. Gary Gygax, Luke Gygax, Allen Hammack, Kevin Hendryx, Jeff Herndon,
Chris Holmes, John Eric Holmes, Josie Irvine, Harold Johnson, DaveS. LaForce, Frank
Mentzer, Tom Moldvay, Will Niebling, Doug Niles, Erol Otus, Jon Pickens, Michael Price, Paul
Relche lll, Bill Renter, Evan Robinson, Lawrence Schick, Donald Snow, Stephen D. Sullivan,
Phil Taterczynski, Jim Ward, Bill Willingham.



The Zethra

An NPC race for the Star Frontiers game

by Ed Greenwood
Dragon Magazine, #84, pg. 76

From Pan-Galactic File 009887615AR2110pen:

This report is filed upon completion of a preliminary study ordered when Agent 00969H
"Quillanson" asserted that the being Hhon of Prenglar, Stulta of Dramune, and Mlagaq of
Truane's Star were common members of a single race. Questioning of these individuals, and
the being Urloth and Vrendu of Cassidine, has yielded little information, save that all, though
they have no detected regular intercommunication, think of themselves as Zethra, and
originated on a single, unknown planet beyond the borders of the Frontier sector in the direction
of the Xagyg dust clouds.

As far as can be determined, the Zethra (the name is used in singular and plural forms) derived
the theoretical knowledge of interstellar spacetravel mechanics, but lacked heavy metals with
which to construct spacecraft (Ref: Security File Catalogue, "Zethra Briefings"). At length, they
acquired a derelict space vessel, thought to be an abandoned Vrusk "Sarsk" explorer starship
(Ref: Security File Catalogue, "Vrusk Explorations, Xagyg Sector"), mastered its controls,
science, and maintenance, and several hundred Zethra set out to explore surrounding space
with it.

Information as to their precise route and adventures remains undisclosed, but the ship has
apparently moved out of the sector, after leaving an unknown number of Zethra on various
Frontier worlds. Such planetfalls seem to have been by choice, rather than by any military or
colonization plan, but the intractable and enigmatic nature of the Zethra has thus far limited the
information gathered on this possibly dangerous race. Agents are warned that the Zethra
themselves constantly gather information, possibly for future military use, and news of a
sensitive nature should on no account be allowed to reach them.

Agents are also warned to beware the personal powers of such individuals when encountered -
an excerpt from a report filed by Agent 00616Y "Umbryl," ordered to question Urluth of
Cassidine, is appended:

"The alien was initially approached by Agent 00982H 'Samber' and a recording robot 00151R
‘Tencode' Level 5 modified Security Type, and it seemed intrigued. It accompanied them to
Brazil's Hubstar Saloon, but upon seeing the follow-up guard take position behind it - two
Vrusk, four Humans, and a Dralasite, all field agents of some experience and good reports - the
alien grasped both Agent 00982H and the robot and appeared to shock them with such force
that the Human agent collapsed and the robot went haywire, dancing about jerkily on the spot.

"It then forestalled the guards' attack by transmitting a jolt through the metal floorplates of the
Hubstar's lobby that stunned all seven into unconsciousness. An electrostunner fired by myself



from within the Hubstar appeared to do it no damage, and it touched the robot again. The robot
spoke, obviously to me and at the command or instigation of the alien: 'Don't try this again. | go
now. Do not follow." Contact with my superior, Agent 00812D 'Asimit,' resulted in orders to do
just that. Report concludes with film and robodata..

Zethra
Physical appearance and structure

Zethra are rubbery, ball-like creatures with high elasticity and durability, possessing a number
of tentacle-like appendages. Six of these are retractable, strong, dexterous arms, capable of
manipulating both large, heavy objects and tiny, intricate controls or items; their length varies
from one to four meters. These project from the body in a ring about its widest circumference. A
ring or "crown" of four small (.5m long) sensory tentacles projects from one end of the ball,
parallel to (but separated from) the rings of arms.

Zethra are a mottled greenish-grey with a few orange patches, but they can alter the
pigmentation of their skin cells by rearranging internal supplies of chemical substances, to
blend with their surroundings. Although they are able to match all color hues exactly, they
cannot alter their low reflectivity or the soft texture of their skin, and so cannot gleam or become
rigid.

Of the five major spacefaring races, Zethra most closely resemble Dralasites internally, due to
the amorphous nature of their body parts. A Zethra's brain is located beneath its crown; feelers
from the brain's green, oval mass extend down throughout the rest of the body like countless
tiny threads, directing body activities and supplying the necessary energy. Energy storage
nodes, resembling star-like clusters of green threads, are located about a Zethra's body. They
can be moved by the brain to avoid loss, if particular body areas are threatened or injured.
Zethra move by rippling and rolling their ball-like bodies, pushing themselves along, or pulling
at their surroundings for propulsion.

Zethra are hermaphroditic. They mate by tentacle contact, and one or both partners may give
birth by budding. A "bud" grows in a bubble-like shape from the skin wall of the parent, until at
length it breaks free to become a miniature, independent, and fully capable Zethra.

Particular information on Zethra:

Average size: 1.5m diameter

Average mass: 60 kg

Average lifespan: unknown; thought to be 400+ years

Reproduction: hermaphroditic, budding

Body temperature: 4 C; wide tolerance of changes in environmental temperature
Senses

Zethra sense heat, light, and electrical energy, and can distinguish variations in the same with
great sensitivity through their four "see-feelers," or "seefers" (as Humans call these organs).



They can also sense vibrations and energy fluctuations through parts of their bodies, but
entirely lack a sense of small. Like Dralasites, they also lack the ability to see or appreciate
colors, detecting them only as differences in shade.

Speech

Zethra have no audible speech, instead using a rapid, complex language of electrical energy
pulses with which they communicate with other Zethra through any good conductor (e.g.
ferrous metals), or through direct seefer contact. Zethra can communicate with Humans,
Dralasite, Vrusk, and Yazirians through a code-like series of "clicks"; they "hear" sounds in
return by sensing and interpreting air vibrations.

Zethra create "clicks" by silently tapping someone with a tentacle, or by banging on a surface
with a held object. They may also pass electrical pulses or mild shocks through conductive
materials (a painful form of communication!), or cause a machine to emit sounds by the use of
electrical impulses. Any Zethra who has practiced with a polyvox can cause it to emit a
message through the use of energy pulses. They appear to comprehend unfamiliar languages
rapidly and with ease.

Society and Customs

Zethra appear to be very self-interested and amoral. Rare in the extreme, they seem to lack
any organized society or racial goals, although they will readily cooperate with their own or with
other races for rewards. Zethra desire supplies of energy, or organic matter with which to
produce it.

Zethra also like information, and appear fascinated by trivia from all races and planets: odd bits
of poetry, music and lyrics, catch-phrases, rumors, and apparently inconsequential facts. Such
information is used for personal enjoyment and to achieve some unknown goal or future
scientific development, but they will divulge nothing of their personal plans or preferences. All
information can be retained perfectly for later recall and use.

The few Zethra encountered have readily joined Frontier life. As noted above, they appear to
have come from a planet in an unidentified sector, spreading through space by using a derelict
spacecraft built by Vrusk, which they found, studied, and then piloted by use of their special
abilities. They do not appear to have had the materials necessary to construct their own
spacecratft.

Attitudes

Zethra are not allies of any particular race, and refuse to cooperate with either the Sathar or
any UPF organization, such as the Star Law rangers, the Pan-Galactic Corporation, or the
smaller interstellar companies. Their true feelings are difficult to identify, but they seem to get
along with all creatures who do not hinder their activities. Zethra do not appear to understand
humor on the part of any creature. Rarely offended by the words or deeds of others, they are
commonly thought of as emotionless. They can, however, become the friends or enemies of
individuals of other races.

Special Abilities



Zethra can, at will, consume organic matter and convert it to energy, using it for continued
activity, healing, and rejuvenation. This is done by some inexplicable natural process which
remains a mystery to Frontier scientists of all races, even after exhaustive physical and field
examinations. Zethra can store such energy in internal battery-like organs, using or releasing in
when necessary to move, think, act, manipulate items, or as a weapon against other creatures.

An adult Zethra can store 220-440 SEU in its body, and requires approximately 20 SEU daily
for movement, thought, and functional stability. Prolonged combat, complex mental effort, and
the healing of injuries can double a Zethra's daily energy consumption. Zethra can heal minor
wounds by resting in the normal fashion, or by releasing energy (50 SEU will restore one lost
hit point). This represents a return to body stability.

Lost limbs or body organs will regenerate very slowly; a tentacle, for instance, takes 3-6 months
to be replaced, and a seefer 1-4 months. Given enough time and food, a Zethra can always
rebuild itself so long as most of its brain and at least one "storage-star” cell cluster survives. It
will patiently absorb all organic matter around it until able to regrow the damaged parts of its
body.

It must be emphasized that Zethra can only absorb organic matter, and will convert it entirely to
energy with few by-products. Different materials will, of course, yield different amounts of
energy (live intelligent creatures seem to yield the most energy, per given amount of mass,
though Zethra will refrain from "eating” companions or obviously intelligent beings unless such
beings are enemies).

Zethra can also transmit energy by contact, with great precision, releasing up to their current
total SEU, minus 25, in any turn. These pulses can activate or deactivate computers, security
systems, and robots. The pulses will duplicate the effects of throwing the "on" switch, or of
giving certain command words; they may also simply blast or jolt the machinery past the point
of its safeguards. Unfamiliar equipment and large computers often cannot be knocked out in
such a manner, but a Zethra can always cause a robot to malfunction by a discharge of 100+
SEU. A Zethra who is familiar with a scanner, security lock, or related device will not hesitate to
disable it if it is so inclined, regardless of the wishes of other creatures.

A Zethra discharge is less potent than a beam weapon, doing 1d10 damage per 2 SEU
expended. They can elect to put more energy into a given attack, so that a cornered Zethra
could well slay half a dozen or more opponents. Zethra discharges must be by the direct
contact or through a metal conductor (which reduces damage by -2 per meter of conductor
separating Zethra and victim). A Zethra can expend 2 SEU to stun as an electrostunner does,
but if a target appears to be protected by an anti-shock implant the Zethra may increase its next
attack jolt to 14 SEU, sufficient to both overcome and destroy the implant. A gauss screen can
stop a Zethra jolt, but will usually fail under repeated attacks; Zethra cannot burn out such a
defense, but know their limited power supply.

Zethra are immune to all electrical and radiant energy (i.e., laser) attacks, and can drain a
powerclip, beltpack, or backpack at the rate of 10 SEU per turn. Laser, electrostunner,
stunstick, and shock glove attacks all provide Zethra with energy, rather than damaging them.
They absorb 10 SEU per turn given to them by the weapon attacks, conducting away what
cannot be absorbed. Fire and sonic attacks to half-damage to them. Electrical creature attacks



(such as those of the Rogue Crystals found on Vulturnus) do no damage, and are absorbed in
the same way weapon attacks are. Physical attacks do full damage.

For example, if three Star Law marksmen with laser rifles shoot a Zethra with their dials set to
20 SEU, they would do no damage to it, but would instead give it 10 SEU of additional energy
(the rest being channeled away). The Zethra could conduct the excess energy to the marksmen
or another target through a metal floor, while engaging in some other activity.

Zethra can also serve as a power supply for beam weapons, defensive screens, and machinery
wielded by themselves or by others. Contacting the necessary powercords with the tips of their

tentacle-like arms, they will often recharge the equipment of encountered strangers in return for
food and gossip.

Experience

A Zethra's perfect memory, inquiring mind, and reasoning intellect aid it in its understanding of
the manufacture, handling, and repair of machinery and mechanical tools or aids. This ability is
similar to a Vrusk's Comprehension, but is effective only in dealing with objects and mechanical
thinking, not in social dealings. This allows a Zethra to add 1d10% chance of success to its
success rate (in addition to its skill level) when using Technical skills.

Zethra Ability Modifiers

Zethra NPCs are created in the same manner as characters normally are, according to the Star
Frontiers game rules. The base ability scores are altered by applying the following modifiers:

STR/STA: -5

DEX/RS: +5

INT/LOG: +5

PER/LDR: -5

Zethra Movement Rates

Normal rolling (=walking): 15 m/turn

"Scrambling” (=running): 35 m/turn

Average movement per hour: 6 km

Consider Zethra movement as "Slithering" for application of Terrain Effects.
Additional Data

Zethra may use all tentacles with equal facility; they have no "handedness." They also lack a
backside, and can move in any direction with equal ease, rarely losing control in weightless
conditions.

Zethra cannot be stunned, but are otherwise affected by non-electrical beam weapons as noted
above. They can bounce as effectively as other creatures leap, but are affected by wounding,



falling, and explosives. Zethra swim at the same rate as the other races, but lose no stamina
points until their current SEU is 40 or less (then they lose 5 STA per 30 minutes). Absorption of
aquatic lifeforms will prevent SEU loss. Water transmits Zethra jolts poorly: -3 points of damage
per 10 meters distance, but any creature within the jolt's effective radius in contact with the
water cannot avoid damage.

Zethra can tolerate a wide range of atmospheric pressures (though not the vacuum of space)
and absorb any needed materials from surrounding gases through their skin. They have no
lungs, and don't require oxygen or other specific gases. They cannot drown unless drained of
energy and imprisoned underwater with no food available.

Inert ("noble™) gases do not yield the materials Zethra need, but they can tolerate them for short
times. Poison, smoke, or doze grenades will not affect Zethra. Stimdose, Staydose, and power
screens have normal effects on them, however.

Zethra cannot wear defensive suits, but can wear belts, with pouches, linked from the base of
an arm around the curve of their bodies to the base of another arm. In this manner they can
carry screens and other items. Some Zethra have ID cards issued by local authorities to keep
track of their movements and activities, but Zethra have no distinctive Personalized Recognition
Attribute (such as a fingerprint or voice pattern).

Referee Notes

The PSA of Zethra are always Technological. Zethra are always after more information, but
their goals, plans, and feelings should remain a mystery to other races. If a Zethra befriends a
player character, that PC can trust the Zethra not to make any hostile acts, but not to act in a
consistent or "sane" manner; the PC may be attacked by space pirates and see his friend
wander out into a laser crossfire to inquire of the new arrivals if they know any old songs, or
have heard anything about so-and-so's daughter on the planet Kdikit

Zethra seem very long-lived and know much of past Frontier events and machinery. A typical
Zethra will have skill levels as follows: Melee weapons 1, Thrown Weapons 2, Computer Skill 4,
Robotics Skill 3, Technician Skill 6, Environmental 2.

Zethra tend to prefer thrown weapons in combat if they cannot use their electrical discharges
effectively. They always try to learn what they can of computers and robots (something local
authorities are understandably reluctant to aid or allow, given the unknown aims and flexible
loyalty of Zethra).

Naturally adept at Technician subskills, they are of necessity practiced in Environmental Skill.
Two subskills here are automatically possessed by all Zethra, regardless of study or training:
Analyzing Samples, and Making Tools/Weapons. Zethra often work as fences, barkeepers in
spaceports, or as bodyguards to rich and adventuresome spacefaring individuals. Any position
where new information is likely to be constantly forthcoming is preferred.

It must be emphasized that Zethra are rare, enigmatic, mysterious creatures. They must always
be NPCs, but represent an independent force, rather than an enemy to other races like the
Sathar. Zethra seem to like travel and adventure.




"Freeze! Star Law!"

The interstellar police of the Star Frontiers game

by Kim Eastland
Dragon Magazine, #87, pg. 71

According to the Star Frontiers game glossary, the Star Law Rangers operate as an interstellar
police force that "concentrates on finding Sathar agents, but also fights space pirates and other
interstellar criminals." We also know that the Rangers have large territorial areas of authority
because in the history section we find that Rangers "track the Sathar's agents from planet to
planet and fight them on their own terms." Beyond that, there is little for an aspiring Star
Frontiers game referee or player to consider when dealing with Star Law forces. The purpose of
this article is to fill in some large holes that exist about this intergalactic agency and its
members.

Before proceeding any further, let's look at a few facts and assumptions that will help define law
enforcement and military authorities in the Star Frontiers game.

« The peace of the Frontier region is maintained in space by the UPF Spacefleet (see the
Star Frontiers Knight Hawks game). We assume that actual authority in deep space is in
the hands of the Spacefleet and not the Star Law.

« The defense of individual planets is the responsibility of their armies and militias. This is
certainly true for civilized planets. Whether the armed forces are made up of volunteers,
inductees, or mercenaries would depend upon the planetary government, its population
and resources, etc. (in other words, the referee). It is safe to assume that matters of
immediate local defense (riots, revolutions, massive pirate raids, etc.) usually fall under
the authority of a planetary army and the space fleet it uses for orbital defense.

« Every large city will have its own police force to guard its citizenry and maintain law and
order. Some planets might have police with wider territorial authority for counties, states,
provinces, nations, or continents.

« Although the interstellar company most often referred to in the Star Frontiers game is the
Pan-Galactic Corporation, the Knight Hawks Campaign Book notes that it is only one of a
half-dozen similar mega-corporations in the Frontier. It seems obvious that each
mega-corp would want their own security force to guard their property and interests, to
investigate industrial espionage, etc. No one mega-corp security force would be trusted
by any other to always stay within its corporate authority.

« In addition to the above, innumerable other law enforcement agencies would be at work:
high-tech mercenaries hired by rich individuals as body guards, private investigative firms
licensed to operate locally or planet-wide, and so forth.

As you might guess, the problem of interplanetary security is a big one. If the theft of a
Pan-Galactic Executive Vice President's personal belongings occurred, it would bring in
Pan-Galactic's Security Force, any private firms the VP had employed, and (if notified) all



planetary authorities. If the felon were loose on the planet, that might bring in all planetary
investigators authorized to keep local peace. If certain major crimes were committed during the
robbery, say the theft of a government shuttle for a getaway, the armed forces might now be
involved.

However, if the fugitive leaves the planet and escapes into deep space, would the Spacefleet
be involved? What happens if one of the possessions stolen was a device that would be of
interest to a hostile alien race? Could a Port Loren beat cop try to arrest a Sathar in deep
space? Obviously, there must be a law enforcement agency with far-reaching powers and
jurisdiction that can work with different local agencies while transcending their limitations. This
Is the job of Star Law.

The exact crimes and jurisdictional areas that Star Law would be involved with can be laid out
by individual game referees. What is given here is a suggested organizational structure for Star
Law. We hear a lot about the Rangers, a glamorous branch of Star Law, but in fact they are
only one small part of a stellar agency dedicated to galactic peace.

We know that Star Law Headquarters is located in the city of Port Loren on the planet Gran
Quivera ("The Hub of the Frontier Sector") in the Prenglar system. We also know there is a Star
Law base on Morgaine's World in the same system. Beyond this, we can create some "basic
facts" as a foundation for Star Law.

1. A Star Law base exists on every civilized world of any size in the Frontier Sector. These
bases range from large complexes to one-man offices, depending upon that world's
needs.

2. Star Law itself does not own a great fleet of ships or an army of combat vehicles. Each
base would probably have an array of fast, light armed vehicles for planetary and
interplanetary transportation, such as flit-boards, rocket bikes, skimmers, etc.

3. Star Law would not have vast armies of combat personnel because the UPF and
individual planetary governments would not want a powerful Star Law undermining their
own powers and authority. Instead, Star Law would have numerous agents with
wide-ranging authority who would not pose a threat to city or regional police forces or
planetary armies.

4. Star Law personnel would have the power to call the UPF's attention to major
transgressions by city or planetary governments, though they try to avoid matters arising
from local politics. They can get military assistance from Spacefleet or other authorities if
deemed necessary by the UPF Security Council. An individual Star Law agent's firepower
would be impressive since he must often uphold the law when working with few allies. An
average Star Law mission team would include 2-6 members.

5. Any ventures beyond the Frontier "on the Rim" (as the unexplored and possibly
dangerous systems are called) or into alien space (neutral or enemy) would be officially
undertaken by Star Law. Any unofficial ventures would be made by mercenaries, bounty
hunters, etc.

6. Residents of the Frontier Sector who are not of the four main races but who have clean
records and initiative might also be Star Law officers. Indeed, when dealing with the Rim,
they might be more desirable as agents than one of the major races.



10.

11.

12.

13.

14.

All investigations of known hostile races (Sathar, Mechanons, Zuraqgor, etc.) would be
made under the authority of Star Law. A Star Law agent's authority level would be very
great in this area.

Investigations dealing with possible crimes committed by Star Law personnel would be
handled by a special branch of Star Law Internal Affairs that answers only to the UPF
Security Council.

. All investigations of other established security forces (Spacefleet, world armies, etc.) or

interplanetary governing bodies (such as the United Planetary Federation) would be
handled by special investigation committees appointed by the Star Law Captain-General.

Under article 15 of the Securities Act, a Star Lawman of Ranger rank or above may
commandeer any ship, private or UPF-owned, not engaged in an active defense of UPF
space for the purposes of pursuing enemy agents in or out of the Frontier.

Under article 12 of the Securities Act, a Star Lawman of any rank can impose Stellar Law
in a city, county, or continent if he deems it necessary to maintain civil obedience.

Under article 13 of the Securities Act, a Star Lawman of Ranger rank or above may also
impose Stellar Law on an entire planet if he deems if necessary to maintain civil
obedience.

Under article 14 of the Securities Act, the Star Law Captain-General may impose Stellar
Law on an entire system if he deems it necessary to maintain civil obedience or UPF
security. Only the UPF Security Council can declare Stellar Law on the entire Frontier.

Star Law retains its authorities during both peacetime and wartime.

Star Law Ranking

Although there are many different positions with Star Law and various grades within those
positions, there are only a few that Star Frontiers players or referees need concern themselves
with. The titles and definitions of those positions are:

1.

Star Law Deputy Officer (DO): A Star Law DO is a rookie officer, fresh out of the
academy. He or she is in effect a lower-grade City Officer and is assigned to assist
someone of a higher rank, usually a full City Officer. After a period of time, usually one to
three years, the Deputy Officer is evaluated and may be promoted to a higher grade. On
rare occasions, a DO might be promoted into positions as high as Chief Agent, depending
upon his background, skills, and abilities. A Star Law DO cannot be immediately
promoted to Ranger status, however.

Star Law City Officer (CO): A Star Law CO may have many Deputy Officers below him.
Usually a CO is a Star Lawman who has authority only over a particular city. COs work
only in major cities on highly advanced planets.

. Star Law Planetary Officer (PO): A Planetary Officer may have many Deputy Officers

below him; on major civilized planets, he may command some COs as well. A Planetary
Officer cannot exercise his authority on another planet unless ordered to do so by his
Commanding Officer as Port Loren.

Star Law Deputy Agent (DA): Star Law DAs may command numbers of Deputy Officers,
POs, and COs. A Deputy Agent governs investigations that assist other law enforcement
and security forces. DAs can command POs and COs in their planetary system only.



5. Star Law Chief Agent (CA): A Chief Agent is one rank above the DA and can command
all officers below his rank. He has the power to override the authority of the security
forces within his planetary system when dealing with investigations there. A CA is
extremely powerful within his system.

6. Star Law Ranger: Rangers are a sort of cross between DAs and CAs in authority, except
they can exercise their power in any system within the Frontier Sector. They operate one
level above CAs in the Star Law chain of command, but usually work with other security
forces rather than commanding them. Rangers are usually called in when hostile alien
intrigue is suspected (Sathar plots in particular).

7. Star Law Marshals: This unusual position is usually awarded to Rangers whose
jurisdiction extend into the Rim systems. Some Marshals patrol the Rim exclusively. They
have authority over other Star Law Rangers and all lower ranks. Their numbers are few
and turnover is high. They usually work alone.

8. Star Law Commanders: A Star Law Commander is a Marshal empowered to venture into
alien space. He has complete authority to operate in the UPF's best interests there. In the
Frontier and Rim, he can command all of the above levels of Star Lawmen. Commanders
are the only persons in the Star Law who can legally kill an intelligent lifeform without any
evidence but their own word. Only a handful of Commanders exist, and they report to the
UPF Security Council along with the Star Law Captain-General.

Other sections of Star Law that might come into play are:

1. Star Law Posse: A group of Star Law Troopers whose mission is to help out Star Lawmen
in trouble. They can only be assembled by a Marshal, Commander, or Star Law HQ.
Their stats are usually normal for their race, and they should be armed and armored
competitively by the referee. NOTE: The posse does not exist to haul the player's
"afterburners" out of the fire all the time. They can help if the referee has swamped the
players with foes.

2. Star Law Penal Officers: The worst criminals in the Frontier Sector are kept at certain
penal colonies. Maintaining these secluded prisons and the transport ships that conduct
prisoners there is the business of Star Law Penal Officers. Outside of their penal
functions, they operate at Deputy Officer rank.

3. Star Law Internal Affairs Agents: When investigating Star Lawmen, |A agents have the
command capability of a Marshal.

4. Star Law Undercover Agents: While most Star Lawmen can go undercover, these agents
are in "deep cover." They have maintained their cover for years and may not even reveal
themselves to player characters, but can pass information to them secretly. They usually
only answer to Star Law Marshals, Commanders, or HQ, and are found in high risk areas
such as the Rim.

Star Law Authority

All Star Lawmen have the following powers in addition to those listed above:

1. The authority to detain, pursue, and warn or arrest anyone within their jurisdiction who
breaks the law. The decision to warn or arrest is at the Star Lawman's discretion and
dependent upon such factors as past record, severity of crime (speeding vs. possession



of a weapon), attitude of lawbreaker, etc.

2. The authority to commandeer any vehicle and pilot it, or cause it to be piloted, in excess
of normal legal regulations, in an attempt to fulfill section 1. This authority does not
include any overt actions that unnecessarily threaten society.

3. The authority to search a premises in an attempt to fulfill section 1 if due cause exists. In
those cases where Star Law Command can be contacted immediately for confirmation,
such must be obtained. In those cases where Star Law Command is more than ten
minutes communications distance away and the Star Lawman decides that this wait is to
the detriment of or dangerous to society, the Star Lawman may gain access to the
premises in any fashion possible. In cases where a Star Lawman is in pursuit of a
criminal or lawbreaker or is witness to a criminal act, then the Star Lawman may gain
access to the premises in any fashion possible.

4. The authority to protect society, himself, or private property (in that order), whether in an
attempt to fulfill section 1 or in the normal course of his activities, by whatever means
necessary excluding measures which may be more harmful than that which is threatening
society, himself, or private property.

5. The authority to close down any establishment, business, or operation which is either
breaking a law or endangering society and the common good until the appropriate
agency, governmental department, or proper level of authority can investigate the
problem. (In some cases, the Star Lawman himself must investigate the alleged crime.)

Obviously, the Star Lawmen have a much greater level of authority than normal law
enforcement agents, but they also have a much greater responsibility. Because of this, the
screening of Star Law applicants is incredibly detailed and thorough, and includes Telol
injections, psychoprobes, and rigorous indoctrination. In the entire history of Star Law (127
years), there has never been a recorded instance of a "bad apple" getting through the
screening, though some Lawmen have gone bad after years of stress and exposure to the
criminal element.

To placate an always suspicious public, recent innovations such as the file computer and
recorder helmet have been introduced into the Star Law ranks, especially among Lawmen
working in highly dangerous or urban areas. The file computer is a specialized computer that
does nothing but record information verbally fed into it by a Star Lawman. These 15 cm. square
devices are then tied into Star Law's mainframe computers at the end of every shift, and their
info is dumped into the general information pool. Star Lawmen thus create a running account of
their own activities, an open "“file" on various suspects, and recordings of eyewitness accounts
and testimonies. The info-pool contains a vast wealth of current information that can be made
available whenever it is needed to Star Lawmen only.

A recorder helmet operates in much the same way and even has a file computer built into it, but
also has a tiny visual scanner/recorder built into it that can record the case visually as well. The
helmet can either be broadcast to a local recording facility or use micro-disks in the built-in
recorder to store the images.

Termination of Cases and Reassignment



A Star Lawman under the rank of Ranger can be called off a case or have his case closed by
either a personal directive or general reassignment, both issued by Star Law Headquarters.
Star Law Rangers can only have their cases closed or be reassigned by personal directive from
Star Law HQ. Star Law Marshals cannot have their cases closed, but can be reassigned, but
only by the Star Law Captain-General, and then another Star Lawman of equal or higher rank
must take over their cases. Star Law Commanders cannot be reassigned or have their cases
closed, but they can be recalled by the Star Law Captain-General for briefing or debriefing. Star
Law Commanders can be forcibly retired, but another Star Law Commander must take over the
case, and the entire casefile and official actions ordered are reported to the Security Council to
prevent any cover-ups.

Final Thoughts

Obviously, the number of scenarios that can be built upon the needs of the different types of
Star Lawmen listed above is far greater than those for a "one-level" Star Law. Game referees
might wish to start players as Star Law Deputy Officers and bring them "up through the ranks."
The point at which PCs are promoted should be determined by the referee and should depend
less on the PC skill levels than on how PCs conduct themselves on cases. As in any law
enforcement organization, the remuneration may not be high, but the excitement and
satisfaction of a job well done is often reward enough.




The Battle of Ebony Eyes
A STAR FRONTIERS Knight Hawks game scenario

by William Tracy
Dragon Magazine, #88, pg. ?

For as long as the oldest spacer remembers, the enigma of the Ebony Eyes has existed . It was
discovered accidentally by a tramp freighter, captained by a human named Eboniyes. Over the
years the phenomenon became known as the Ebony Eyes, both after the captain and the
presence of black holes.

Located exactly halfway between the systems of Dramune and Kaken-Kar on the Frontier
Sector Map (p. 51, STAR FRONTIERS Expanded Game Rules), the Ebony Eyes are two
unique black holes that orbit one another, lying only 160,000 kilometers (16 hexes) apart. Both
singularities are almost equivalent in size and strength.

Anything coming within 50,000 km (5 hexes) of one of the Ebony Eyes is lost, and will fall into
the singularity within minutes. Rescue and escape are impossible. It is possible for a ship to
take up an orbit around one of the Ebony Eyes at a 60,000 km (6 hex) radius; the ship would
move at one hex per turn, and could start a scenario already in orbit around the Eye. An
orbiting ship would have a speed of zero. A ship may enter orbit around an Eye by coming
within six hexes of it at a speed of one, moving along the proper orbital path, then turning off its
engines. A safe "window" exists between the holes (30,000 km wide, or 3 hexes) for ships to
travel through without risk of having their flight paths altered by the singularities' enormous
gravitational pull.

The two black holes, designated Ebony Eyes Alpha and Ebony Eyes Beta on official UPF
astro-navigational charts, are relatively small compared to average black holes. But an
interesting phenomena occurs around the Ebony Eyes that is known at no other known black
hole location.

Because these two black holes are so close together, the temporal and spatial fields around
them have been twisted out of shape. This phenomenon causes illusionary duplicates of
anything that enters the area to appear. The duplicates (0-3 of them, determined by a d4-1 roll)
will appear within a few kilometers of the original object (in the same hex as the object), and will
make every move that the original object makes. The duplicates will shoot illusionary weapons
if the original does, and the beams and missiles launched will be duplicated well (though
duplicates will have no effect on targets). Energy sensors, radar, and all other detection devices
will not be able to tell which object of an identical set is real and which is not.

Background to the Battle

Every galactic year a special research ship is sent to the Ebony Eyes to check on any changes
in their energy patterns and to try new experiments. The ship stays for two standard days and
Is usually accompanied by a small military escort, since some of the most important scientists



in the UPF are involved in the research.

This year a larger than usual military escort was sent with the research ship (the Ensten); an
increase in Sathar hostilities in recent months brought this about. The military vessels were
instructed to protect the Ensten at all costs, and also planned to conduct maneuvering and
weapons drills in their spare time.

The trip to the Ebony Eyes was uneventful and soon the scientists aboard the Ensten were
happily taking readings. The crews of the UPFS vessels, however, were nervous because of
unusual energy transmissions they picked up as they entered the system. They were also
unused to the "duplicating" effects of the local space-time distortion.

Only minutes after taking up positions at the Ebony Eyes, the UPF crews were shocked to
discover what appeared to be an enormous Sathar war fleet coming around the side of Ebony
Eyes Beta. The Sathar had gone undetected as nothing could be seen, visually or using long
range detectors, of what was on the other side of the Ebonv Eyes (which are surrounded by
whirlpools of matter and dust extending out to 50,000 km). The Sathar were just as surprised,
and believed that a major UPF fleet had discovered the base of operations they had
established at the Ebony Eyes some months ago, from which they had successfully raided UPF
space and eluded discovery. The famed Battle of Ebony Eyes resulted. It was certainly one of
the most unexpected military actions to have taken place with the Sathar, and it proved to be
one of the most confusing battles as well.

UPF Ships

UPFS Ensten (research vessel)
HP 40 ADF 4 MR 3 DCR 70
Weapons: LB

Defenses: RH

UPFS Admiral Clinton (battleship)

HP 120 ADF 2 MR 2 DCR 200

Weapons: DC, LB(x3), PB, EB(x2), S(x4), T(x8), RB(x10)
Defenses: RH, ES, PS, SS, ICM(xI2)

UPFS Honor (light cruiser)

HP 70 ADF 3 MR 2 DCR 100

Weapons: DC, LB, EB, PB, RB(x6) T(x4)
Defenses: RH, ES, SS, ICM(x12)

UPFS Chivalry and Faith (destroyers)
HP 50 ADF 3 MR 3 DCR 75
Weapons: LC, RB(x4), LB, T(x2), EB
Defenses: RH, MS(x2), ICM(x5)

UPFS Electron and Proton (frigates)
HP 40 ADF 4 MR 3 DCR 70
Weapons: LC, RB(x4), LB, T(x2), EB
Defenses: RH, MS(x4), ICM(x4)



Sathar Ships

SAVB Nova (fortified space station)
HP 300 DCR 150

Weapons: LB(x5), RB(xI6)
Defenses: RH, MS(x4), ICM(xI2)

SAV Blood War (Heavy cruiser)

HP 80 ADF 2 MR 1 DCR 120

Weapons: LB(x2), PB, FB, DC, S(x2), T(x4), RB(x8)
Defenses: RH, ES, PS, SS, ICM(x8)

SAV Famine (light cruiser)

HP 70 ADF 3 MR 2 DCR 100

Weapons: DC, LB. EB, PB, RB(x6), T(x4)
Defenses: RH, ES, SS, ICM(x8)

SAV Disease and Apocalypse (frigates)
HP 40 ADF 4 MR 3 DCR 70

Weapons: LC, RB(x4), LB, T(x2)
Defenses: RH, MS(x2), ICM(x4)

The following 10 fighters are based aboard the fortified station Nova:

Fighters A-J

HP 8 ADF 5 MR 5 DCR 30
Weapons: AR(x3)
Defenses: RH

Scenario set up

The following is a list of the ships that fought at Ebony Eyes, with the hex number that each
begins the game in and their direction of facing (see below). It also lists their speed when the
battle begins. Use the appropriate counters for the ships, upside down planet counters for the
black holes, and a miscellaneous ship counter for the Ensten.

Direction of facing is indicated by an alphabetical letter, A-F, that follows each ship's hex
number. The following diagram shows in which direction a ship will face on the Knight Hawks
game map:

Ebony Eyes Alpha: Hex 2019 (stationary)
Ebony Eyes Beta: Hex 3519 (stationary)

UPFS Admiral Clinton: hex 3526 D (full stop)
UPFS Honor: hex 3326 F (full stop)

UPFS Chivalry: hex 2929 E (full stop)

UPFS Faith: hex 4033 C (full stop)

UPFS Electron: hex 3233 D (full stop)

UPFS Proton: hex 4229 A (full stop)



UPFS Ensten: hex 3426 E (full stop)

SAVB Nova (in orbit): hex 4119 (1 hex/ turn)
SAV Blood War: hex 2816 D (2 hexes/turn)
SAV Famine: hex 3611 B (2 hexes/turn)
SAV Disease: hex 4116 C: (1 hex/turn)
SAV Apocalypse: hex 4116 C (1 hex/turn)
SAV Fighters (aboard the Nova): hex 4119

Special rules

A referee will be needed for this scenario. At the start of the game, the referee should roll dice
and determine how many copies of each ship exist (d4-1), and then inform the players of the
results for both their own fleet and that of the enemy. The referee will have to keep track during
the game of which ships are discovered to be copies and which are found to be real. This can
involve some elaborate bookkeeping.

Targeting computers and personnel will not be able to tell the difference between real ships and
their illusionary copies. If a real ship uses a weapon, any copies of it will appear to shoot the
same type of weapon. Individual "to hit" rolls should be made for all weapons, both from copies
and (of course) real ships. If one of the rolls is determined to hit a target, determine randomly
whether the target ship or a copy of it (if any) was struck.

If an illusionary weapon hit a real ship, the ships crew can determine which ship fired the
weapon and can disregard that ship when firing back. Thus if a ship and its two copies fired
missiles at another ship and only an illusionary missile hits, the target ship can disregard the
"fake" ship that fired the illusionary missile when returning fire, and can thus permanently
increase its chances to find which of the copied ships is the real one.

If a real ship is hit by a real weapon, it will take damage and so will its copies. A real weapon
hitting a fake ship and a fake weapon hitting a fake ship will produce no effects, but no one
except for the referee will be able to tell if the weapon hitting the fake ship was real or not.

Tactics and victory conditions The Sathar will try to knock out the Ensten's engines, so that
after defeating the UPF ships they can capture the Ensten's scientists (they have recognized
what the ship is and how valuable its passengers would be).

The Ensten alone may attempt to escape the battle; both UPF and Sathar ships will not
voluntarily leave the map until one side or the other is conquered. The Ensten may escape by
exiting the game board from the far left side, between hexes 0101 and 0139. If the Sathar see
they will not be able to stop the Ensten from escaping, thev will center their efforts towards
destroying it. The Sathar will follow the Ensten until they are destroyed.

To win, the UPF ships must destroy all the Sathar ships, but not necessarily the space fortress,
and keep the Ensten safe. If the Ensten is destroyed, but the Sathar ships (excluding the space
fortress) are destroyed, the game is considered a draw. If the Ensien escapes but all the UPF
ships are destroyed, it is considered a marginal victory for the Sathar (their base is discovered
and they must flee).



Yachts and Privateers Return
Revised statistics for STAR FRONTIERS KNIGHT HAWKS Ships

By Douglas Niles
Dragon Magazine, #88, pg. ?

Imagine yourself flashing like a meteor through the void of space with a Federation cruiser on
your tail, or picking your way nimbly through the densely-packed asteroids in the White Light

system, searching for a pirate base concealed somewhere among the crowded rocks. These
are just a couple of situations in which you might appreciate having the controls to a fast and

maneuverable ship at your fingertips.

The yachts and privateers introduced to the STAR FRONTIERS Knight Hawks game in
DRAGON Magazine #86 ("Fast and Deadly") represent new vessels designed for jobs such as
these. Because of some discrepancies with the game rules contained in that article, some
additional explanations are in order.

As several readers noticed, the armaments allowed on the yachts and privateers more closely
resembles that allowed on military vessels than civilian ones. In fact, these ships were
designed as "paramilitary” vessels, and consequently are not restricted by the civilian ships
limitations on armament.

Because of the advanced technology needed to outfit these ships, however, the cost of building
them also increased. To simulate this, if players in your Campaign wish to purchase or build a
yacht or privateer ship, require them to pay double the hull cost listed in the Knight Hawks
rules.

The ship statistics given below should be considered official for the various classes of both
yachts and privateers. The following abbreviations are used: HS = hull size; HP = hull points;
ADF = acceleration/deceleration factor; MR = maneuver rating; DCR = damage control rating.
See the Knight Hawks rules for a full explanation of these ratings.

Yachts

The six classes of yachts are listed below. The specific ship statistics are for the first vessel of
each class; these vessels have consequently given their names to the entire class of ships.

Note that the first models of the Yacht class were armed like military ships. Later models have
been streamlined considerably for less warlike roles. To simulate this modification, players are
allowed to add 1 ADF or MR point for each weapon or defense system that is removed. This is
an exception to the Knight Hawks "Modifying Spaceships" rule.

Rim-Song Class: HS 3, HP 15, ADF 4, MR 3, DCR 29; Weapons: laser battery; Defenses:
reflective hull; no lifeboats.

Imp Class: HS 4, HP 20, ADF 3, MR 4, D(:R 32,- Weapons: laser battery, assault rocket



battery; Defenses: reflective hull; no lifeboats.

Nova Class: HS 5, HP 25, ADF 2, MR 2, DCR 35; Weapons: laser battery, rocket battery, laser
cannon; Defenses: reflective hull; no lifeboats.

Astro-Blasterlll Class: HS 6, HP 30, ADF 1, MR 3, DCR 38; Weapons- laser battery, electron
beam battery; Defenses: reflective hull, interceptor missiles (x4); no lifeboats.

Nebula Class: HS 7, HP 35, ADF 3, MR 3, DCR 41; Weapons: laser battery, rocket battery,
laser cannon; Defenses: reflective hull, masking screen,- one lifeboat.

Belvedere Class: HS 9, HP 45, ADF 3, MR 3, DCR 47; Weapons: laser battery, rocket battery,
laser cannon; Defenses: reflective hull, interceptor missiles (x4); one lifeboat.

Privateers

Privateers were designed as powerful, fast ships. Unlike yachts, these vessels have not
evolved beyond their original purpose and are still used primarily for combat operations.

Thruster Class: HS 2, HP 10, ADF 4, MR 5, DCR 26; Weapons: assault rocket battery (4);
Defenses: reflective hull; no lifeboats.

Lightspeed Lady Class: HS 4, HP 20, ADF 4, MR 4, D(,R 32; Weapons: laser battery, assault
rocket battery (3); Defenses: reflective hull, masking screen; no lifeboats.

Moonbright Stinger Class: HS 9, HP 45, ADF 3, MR 2, DCR 45; Weapons: laser cannon,
seeker missile launcher (2 missiles), electron beam battery; Defenses: reflective hull,
interceptor missiles (x6); one lifeboat.

Rollo's Revenge Class: HS 10, HP 50, ADF 3, MR 3, DCR 50; Weapons: laser battery, proton
beam battery, electron beam battery, 6 torpedoes; Defenses: reflective hull, 6 interceptor
missiles; one lifeboat.

Condor Class: HS 13, HP 65, ADF 3, MR 31, DCR 59; Weapons: disrupter beam battery, 2
laser batteries, proton beam battery, electron beam battery, 4 torpedoes; Defenses: reflective
hull, stasis screen, interceptor missiles (x8); one lifeboat.

Yachts and privateers in your campaign

Despite their relatively high cost, the versatility and high performance aspects of yachts and
privateers are causing them to appear more and more frequently throughout the frontier. For
example, the space battles fought as part of "Laco's War" have been fought almost exclusively
by privateers, and both privateers and yachts promise to figure prominently in the struggles to
control trade to mineral-rich Alcazzar as well (see the Mission to Alcazzar module for more
information-Ed.) Other uses for these nimble ships include duties as, pleasure vessels,
exploration ships, convoy escorts for corporate or military formations, high-speed freighters,
scouts, mercenary transports, and ever. pirate ships.



The Mighty Mega-Corporations

Star Frontiers game background

by Kim Eastland
Dragon Magazine, #89, pg. 65

Star Frontiers game characters confront a number of identifiable organizations throughout the
course of their adventures (Star Law, the Sathar war machine, spy networks, etc.), but one
organization stands out from all the rest: the Pan-Galactic Corporation.

The Star Frontiers Alpha Dawn basic game rules list Pan-Galactic as "the oldest and largest
interstellar company." The history section explains how Pan-Galactic was established: "Soon,
settled world in the Frontier became melting pots for the four races, with dazzling mixtures of
architecture and alien cultures. To supply the needs of these worlds, the first interstellar
company,» the Pan-Galactic Corporation, was formed. It developed interests everywhere, from
scientific research to farming to spaceship building. PGC even created its own language,
Pan-Galactic, which soon became the most common language of all races on Frontier worlds.
Many large companies which started later were modeled on PGC, but none approach the size
or power of the Pan-Galactic Corporation.”

In the Star Frontiers Knight Hawks game, Pan-Galactic is mentioned as the largest of over a
half dozen huge and multi-faceted corporations operating in the Frontier. How and when did the
Frontier fall? Where did these other companies come from? The status of the mega-corps is
the subject of this article.

The establishment of the PGC as the major mega-corporation on the Frontier was designed
into the basic rules as a starting point from which game referees could launch their own
scheme-of-things for corporate structures. The information given in the original Star Frontiers
Alpha Dawn game was applicable for the time of the First Sathar War. The information given for
the Knight Hawks game is specifically placed at the beginning of the Second Sathar Warr,
decades later. This article's material is based on the time period after the Second Sathar War,
at the start of the Corporate Wars that followed. This allows referees to pick the time period
their campaigns will occur in as well as the campaigns' locations.

Corporate History

Before discussing the "current” mega-corps, we should take a look at the past. The first large
interstellar company was the Pan-Galactic Corporation; it is no exaggeration to say that the
PGC ruled the Frontier in the early days. Like the great railroad corporations of late 19th- and
early 20th-century Earth, the PGC was the only fast safe way to travel through an unknown
frontier for the millions of pioneers who yearned for land and their own fortunes. The PGC had
its fingers in every pie, controlling financing, transportation, mining, industrial and agriculture,
and more on the Frontier worlds.

There is a lot to thank the PGC for in this early developmental period. It founded a common unit



of currency (the credit), established the galactic board of trade, created and spread the
Pan-Galactic common language, financed innumerable scientific breakthroughs that led
frontiersman farther and farther into space, and did much, much more.

But there were great problems inherent with the one-company system. Corporate corruption
became rife on the less civilized worlds. Often whole planets and races were at the mercy of
the PGC's concept of "morality," and too often aesthetic values were lost to financial ones. No
competition meant stagnation in many industrial areas and complete control of the economic
system by a single entity. Possibly the worst problem, however, was the lack of autonomy on a
planetary and interstellar scale because of the overwhelming dependence of the Frontier on
one source for all its needs. Because of this last factor, it was inevitable that PGC would lose its
monopoly on the Frontier.

During the period between the Sathar Wars, secret financial groups sprang up, investing
money in land and various industrial operations and gaining power until their size could no long
be hidden from the PGC's eyes. Many of these initial investments were made in cities,
planetary governments and militias, and even in the UPF itself. By the time PGC recognized its
potential rivals, it was too late; their footholds were established, and with them came planetary
autonomy. Pan-Galactic's hold over the Frontier was broken at last. The new corporations
decided to fight PGC on its own ground, making diverse investments and establishing their
operations in the same areas as PGC's own operations.

This last point is very important, because without it, the Sathar could not have presented a
serious threat to the UPF in the form of a Second Sathar War. Escalating competition between
the larger companies, particularly PGC, the Streel Corporation, Greater Vrusk Mutual
Prosperity Institution, and Cassidine Development Corporation, led to armed conflicts that
required much of Star Law's and Spacefleet's time and energy to monitor and quell. Many
galactic historians agree that without this debilitating distraction, the UPF forces would have
been far better prepared for the Second Sathar War. For an example of Star Law's nee