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THE STORY SO FAR...

e A L

A typical high school
excuse:

“No Ma’am! | wasn’t
sleeping Ma’am! Yes
Ma’am! Of course | did
my homework Ma’am!
No, | don’t have it with
me, but you’ll have it on
your desk first thing
tomorrow! Thank you
Ma’am!”

A typical real life
excuse:

“No Boss! | wasn’t
sleeping boss! Yes Boss!
Of course | did my report
Boss! No, | don’t have it
with me, but you'll have it
on your desk first thing
tomorrow! Thank you
Boss!”

Aren’t you glad high
school is over? Now
you can do the same
exact thing you did for
years and get paid for
it!

The sio so far...

During the 20th century, at a long since forgotten date, humanity made contact
with the stars. Nobody remembers for sure which race came first. But one thing
was certain: it came from outer space, and it asked for a date!

When the aliens discovered Earth, a while ago, they thought it was the coolest
place in the Known Universe. And they were right! This planet had all kind of stuff
they had never heard about, such as beaches, rock and roll, fast food, hot rods,
teeners and a lot of other stuff we all take for granted. Sure they had megafast
ships, weird powers, giant robots that transformed into tiny Hot Wheels, but they
didn‘t have what we had! They also had a galactic organization the Dadourunrun
Empire which encompassed most of the sentient races. A few of them decided not
to join and became known as the Independents. Earth was part of the Primitives
before the aliens came to us, The Primitives were planets which had not been
contacted yet because they were considered either too primitives (hence the name
— pretty clever huh?) or simply boring, although a few boring planets have been
contacted over the years, if only to make the inhabitants of other planets realize
their life wasn’t so boring after all! Earth was simply considered too primitive. But
after the aliens came, Earth joined the Dadourunrun Empire as “Cultural Carrefour
of the Stars.”

You and your buddies went to high school at that time. You had classmates who
could transform into bigger versions of Godzilla, others who could fly or Xerox
themselves, but it was okay. | mean, after all, YOU came from Earth, the coolest
place in the Known Universel They didn't. Your word was gold, your opinion
revered, no matter how silly it was. All you had to do all day was try to stay awake
in class, ditch the hall monitors, escape detention, avoid the principal and get a
date. Those were the good days!

Alas, war broke out between the Independents, the Dadourunrun Empire and a
third party called the Conundrum over who had the most interesting place to
spend a vacation. They fought the war far away from Earth and we barely re-
ceived any news of it. Next thing we knew, we were now part of the Dadourunrun
Conundrum Empire. Nothing changed much, aside from the currency, which






CREATING YOUR STAR RIDER

Hope you’re lucky.
KNACKS;
Now that you have rolled all eight stats, here’s some good news. You can move
points from one stat to another, on a one-for-one basis. There are only two restric-
tions that apply here: one, is that no stat may go below 1. Two, is that no stat may
surpass 6. Otherwise, every other change is fine.

. Clphh.'?r g

= Conwincte Anyone

Let's say you roll a 1 for Cool, which means you‘re a real dweeb, and a 6 for your
Driving. You could make changes so that your Cool would go up 2 points, to a
very ordinary 3, while your Driving would go down to a respectable 4.

(or “How the Hell am | supposed to (fix this hyper drive,
meet my deadline, get the girl/boy/whatever)?")

In this game, Knacks are the little bonuses your Star Rider gets to accomplish his
or her daring deeds. These represent time spent mastering certain fields of knowl-
edge. For example, if you try to fix a hyper drive, you use your Smarts stat, to
which you add a six-sided die (D6). However, if you have been studying shop real
hard while back in high school and you have the "Repair Hyper Drive” Knack, you
get to add whatever bonus the Knack gives you. Sounds complicated? Here's an
example:

You have a Smarts of 5, which means you're pretty smart. After passing through . Party Hord

a meteor shower, though, your ship’s hyper drive breaks down. (Boy, are we o Kol ibot- Align: Shuts
being original with this example or what?) Now, luckily for you, you used to be :
quite a bookworm in your time, although you'll never admit it, and you possess
the “Fixit" Knack at 3. So, all you have to do now is add your stat to your Knack,
roll one D6 and find out if you've repaired it. Knacks make life much easier.

Know Abovt Tarth Stuff

"Great!” you say, “where can | order some?” Well, put your credit card back in
your wallet and put down the phone, because the only place where you'll find ! h
them is right here, in this book. And they are free! Talk to Ships
Grandma

To find out how many Knacks your character is entitled to, simply roll one die, or Swim Theovgh
roll the second dice we had you fetch if the first one is still too hot to handle after
such abuse, and the number you get is the total amount of points you get to split
into any number of Knacks you may want.

Hold Dreafh |
Maipe d
Get a Killer Tan

cet peadlines

For example, let's say you rolled a 5. That means you can either have 1 Knack at
an incredible 5, two Knacks at 2 and another at 1 or even 5 different Knacks at 1 » Look Smart
each.

Leroy rolls a 5. He decides to take the “Drive Like Crazy” Knack at 3 and the
“Shoot Zapgun” at 2. When Leroy gets Improvement Points, he will have to de-
cide if he wants to put his final point in either one of his Knacks or get a new one.

What? Haven't we told you before? You can’t have more Knacks than 6, whether
you have 1 Knack at 6 or 6 different ones. 6 is the absolute maximum number. It
also comes after 5 and before 7, but that's a bit out of the subject.

What can be a Knack? Anything, as long as it is useful and/or funny and holds
into a sentence. The hardest part is to figure out to which stat the Knack is con-
nected. Here's a sample list. They're our favorites. Feel free to make up your own.
If your Referee disagrees with you, feel free to throw dices at him.

Fodo A L w1



CREATING YOUR STAR RIDER
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“Stand back, you fiend!
Or I’ll blast you with my
fiery flame breath, then
I’ll zap you and I'll freeze

you!”

- From Episode #6759
of “6-Inch tall Adven-
turer from beyond”

And now, here's a little warning:

When too much is too much

Wow! Totally bending the laws of statistics as we know it, you managed to get
eight 6's in a row! Then, unbelievably, you got another 6 for your Knacks, and put
it all into the Knack of Get A Date With Anyone | Want! Boy, is your Star Rider
gonna be incredible!

Well, maybe.

Here's the catch. In most role-playing games, the higher your Stats or Knacks
(sometimes called Skills), the better your Star Rider does. But in Star Riders, we
reward mediocrity by grading on the curve. This means if you make a successful
Stat or Knack too, it will start to backfire on you. For example: the girl you asked
out to the movies falls madly in love with you. She starts following you every-
where, scaring away all your other dates. She spray paints love notes to you on the
side of the planet’s moon, She goes on the presidential palace P.A. system and
begs you to marry her. You get the idea. A smart Star Rider player never, ever, lets
his Knacks or Stats get too high—or else. How high is too high?

You're never going to know.

Powers

"Suppah Powahs, we want suppah powahs!"

In Star Riders, it seems that just about everyone has some sort of weird alien
power. That is, everyone but Humans, but don’t worry, we can hold our own. The
weird alien powers in the Known Universe are hardly any dangerous. Hardly.

Of, course some races can Breathe Fire, Fly or create an impenetrable Forcefield
around themselves, but that's okay. WE, are the coolest race. WE are the ones
whose planet got misplaced. Aliens are hanging out to our very word, cough or
grunt. And besides, WE happen to have powers no other race has (mainly be-
cause they have superior ones, but that's okay).

All right, so here goes nothing:

- Humans roll on the "Humans Only” table.

- Very Near Humans roll on the “"Humans Only” table, but replace "Nothing” with
a roll on one of the four other tables. (Player’s choice.)

- Near Humans roll once on any of the four tables. (Player’s choice.)

- Not Very Near Humans roll twice on any of the four tables. (Player’s choice.)

- And finally, Real Weirdies roll three times on any of the four tables. (Player's
choice.)

Weird Alien Powers:

Zap: Allows you to throw an electrical zap that causes two bonks at friends and
foes. You can also jump-start cars and ships.

Fly: This ability allows you to fly as fast, as high and as long as you want. But be
careful: utmost concentration is required and bumping into a black hole or a
planet is very painful. You also have to obey all the galactic traffic regulations.

Shapechange: You can change your shape into that of anything or anyone you
have ever seen. The only limitation is that you have to retain approximately the

[ e e T



CREATING YOUR STAR RIDER

same size in any shape. For example, if you turn into a mosquito and your basic
shape is that of a brontosaurus, it's gonna be a huge mosquito.

Breathe Fire: | smell a dragon here. Causes two bonks if used as a weapon. Can
be adjusted down to roast marshmallows.

Forcefield: This power creates an impenetrable bubble of force, big enough for
you and two friends, provided they are not too big. It works both ways, so weap-
ons fired from the inside will rebound on the user. The only known weapon that
can penetrate a force field is a Bang! Gotchal ™ gun or a witty remark.

Monster Out: Want to be Godzilla, but not every minute of the day? This power
is the one for you then. You can transform yourself into any big, scary monster
directly out of a B-movie. While you are Monstered Out, you also have the ability
of Super Strength.

Super Strength: Superman has it. With this ability, you can move huge things,
such as buildings, battleships, giant Smog Monsters, your aunt Edna. Anything!

Super Speed: With this power, you can run faster than anyone else in the game.
The only things faster than you are spaceships. You even run faster than cars.

Talk to Aliens: The ability to talk to anything: ships, rocks, plants, grandma,
toasters. Anything.

Bounce: You're a living superball. You can rebound on any hard surface, taking
no bonks and bouncing up to 20 feet in the air.

Bonk Drain: You can drain away up to two bonks from somebody else and either
use it for yourself or give it to somebody else. Not a much appreciated power by
most races.

Deep Freeze: You can freeze anything solid for two turns by encasing it in a
block of ice. It causes immobility and 1 bonk.

Teleport: You can cut through the very fabric of reality to instantly move yourself
and up to four friends to any place you've been to before. While there is no limit
as of the distance you can travel, you can't teleport only part of something and
you have to go along with anything you teleport.

Telemove: It's the ability to move things with your mind. The object cannot
weigh more than ten pounds and doesn‘t move very fast, but it's always useful
anyway.

Telephone: The ability to contact anyone and anything in the Known Universe,
the Unknown Universe and even Beyond, although it's long distance. All you
have to do is recite the person‘s phone number while dialing it on an imaginary
phone and instantly, across the Universe, your party hears a tiny ring while a
deep voice says “It's for you.”

Swap shop: This power allows you to exchange you personality with another
person for one hour. Each body retains its original personality, but memories and
information move with the personality.

Get Small: The ability to increase or decrease the size of anything: yours, the
neighbor's, a ship’s. You can reduce things to the size of a single molecule or
increase it to the size of an aircraft carrier.

Temporal Funk: This power allows you to stop time in a one mile radius for up to
four minutes, The character can move around, do things while everything else is
frozen. While affected people cannot move, they can still hear and see the character.

[ L oo el 1o

Humans Only

5-8
9
10
H
12

[ Roll
2
3
4

Power

Filthy Rich
Incredibly Cute
Run Like Heck
Nothing

Tough

Incredible Luck
Connections

OUhHWON -

Table Two

S

OMAaWON =

Power
Nothing

Zap

Breathe Fire
Monster Out
Deep Freeze
Bonk Drain

Table Three

O bsEWN =

Power

Lose It Completely

Nothing
Forcefield
Shapechange
Super Strength
Talk to Aliens
Telephone

Table Four

Power

mm&u»-&z

Nothing

Swap Shop
Get Small
Temporal Funk
Nobody Home
3’s a Crowd
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- Jurassic Park? No big
deal! | have an alien
friend who has both the
Monster Out and
Shapechange power! His
name Is something like
snfjkltwiguhjgs, but we
just call him Snabble, for
short. We shot this movie
last weekend in which he
plays the parts of all the
dinosaurs. We call it
Snabble Park! Watch this;
it's a blast!

-Transcript of unknown
origin.

Nobody Home: This power projects a field which makes the Star Rider almost
unnoticeable no matter what he/she/it/whatever does. People staring in his direc-
tion look right past him, even if he's wearing a lime green leisure suit with pink
suspenders and tap-dancing with an aardvark., Well, actually, they’ll probably
notice the aardvark and wonder what's gotten into the poor thing.

Three’s A Crowd: This ability allows you to create two other duplicates of your-
self. They last as long as you need them or as long as you feel like it, whichever is
more appropriate. They can do anything you can and react exactly the same way
as you would. Great for double dates or to confuse pursuers.

Mundane powers:

“So what about us humans?” we can hear you wailing. "Shaddup you dweebs!”
we snarl back, laying about us randomly with rolled up copies of the New York
City Telephone Book. Oh, ye of little faith...

Every human has one ability, no matter how dweeby or geeky he or she is. Itisa
power that catapulted the planet Earth from the status of "Primitive Backwater
Planet” to "Cultural Carrefour of the Stars.” It's called the human Fake Qut.

Fake Out is the ability to tell an alien almost anything about Human Culture and
have him believe it. You can tell him snow is made by factories on the North Pole.
You can explain that everyone on Earth wears rubber noses and red polka dot ties.
He'll believe you. After all, you're from Earth and he isn‘t.

There's a flip side to this of course. If your twelve foot tall, blaster-toting alien
buddy ever figures out that it isn‘t Earth tradition to chant “Oooga, Booga, Boogal”
every time he meets a representative of your race, you might find yourself a bit
short of breath when he throws you in space in the Middle of Nowhere (which is,
by the way, located in sector 765, 432, 1; more on sectors later, in the Travel
Guide). In addition to that, you get to roll for one of the following, stupendous
powers,

Filthy Rich: Want your own spaceliner? Your very personal customized planet?
An infinite supply of M & M’s? Filthy Rich is the power for you. With it, you have
an infinite supply of ready cash, for all the good it‘ll do you when you're on
primitive planets that still trade in shells and colored rocks.

Incredibly cute: Puppies and kittens have it. Now you can have it— the ability to
turn cuteness on like a searchlight, melting the opposite sex and the Galactic
Police Officers alike. Just be warned: Incredible Cuteness, like many other things
in this game, has a nasty way of backfiring...

Run Like Heck: While not as fast as Super Speed, Running Like Heck will always
make you the fastest human around. This is useful when pursued by 10,000
rabid cannibals from planet Tar-Zaan.

Toughness: Toughness automatically adds four bonks to your Bonk index, allow-
ing you to shrug off a Zap or Deep Freeze bolt that would total another player.
Humans are pretty tough anyway, because they‘ve all grown up listening to their
parents telling them how hard they had it when they were young. It had to pay
off someday. And yes, you can have a Bonk index higher than 6 if you have this
power.

Lose It Completely: This power is uniquely suited to humans. As stress and
frustration mount, your human Star Rider may actually go berserk, acquiring the
abilities of Super Strength, Super Speed and Toughness for 1 to 3 rounds. People
with Lose It Completely automatically go wacko when their Bonk stat drops to 1,
but can never lose it any other time.
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Lucky Break: You‘re very lucky. So lucky in fact, that you get to add two points
to any Luck roll you make. Isn't that lucky?

Connections: With this power, you know everyone who is anyone. Headwaiters
sweep you to the best tables, judges fix tickets, rock stars give you backstage
passes... The big catch is that you‘re going to spend most of your time doing
favors for other players.

Last calll

Traits

Traits are the outstanding habits and personality quirks that make your Star Rider
unique. Each character has three Traits that more or less define not only histher/
its/'whatever habits and preferences, but also the Star Rider's world view.

Here's an example: Leroy has three outstanding Traits that affect his world view.
He's a braggart, a very stubborn human and a womanizer. These three traits
combined together often put Leroy in dangerous situations, as he will brag about
himself, never change his mind even in the face of certain death and chase every
woman around...

You can pick any three Traits for your Star Rider from our very own Handy Traits
List or bugger the Referee until he allows you to make up your own (thus earning
the label of being difficult, obnoxious and a pain in the Knack). Think for a little
while before choosing your character’s traits and make sure you ask yourself,
“Can | really play a schizoid party animal who talks to trees?”

Money

Since every Star Rider is an individual/collective mass/mass consciousness/what-
ever that has been prejudiced by the Dadourunrun Conundrum (boy don't you
just love writing that over and over again) Empire, he/she/it/that/them/whatever
gets sort of an allowance, paid in Galactic Universal Credits, GAC for short. The
Central Universal Rigellian Bank, the CURB, dumps it in his/her/you know who
I’‘m talking about/whatever account.

Now that was the good news. The bad news is that, although every Star Rider is
supposed to get an equal amount of money, glitches in the programming cause
the bank’s computer to spread the credits randomly throughout the Known Uni-
verse.

To find out how much you receive each week, roll 2 six-sided die. This is how
many credits you receive this week.

Just starting out the game? Multiply your result by the result of one die. That's
how much money you managed to save before the beginning of the game.

BRAND NEw, yOU-HAVEN'T-SEEN-
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THE RULES
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ANGWAY You
A WoN'T GET W. _{ BeT | wWilL.

b CAN'T SET IN THERE.,
TS THE RLLES Y& KNDW. BOUMMER. ,

“- Last week | arrested a
Jon-Al. The ‘lil bugger
was actually changing
orbits every three sec-
onds and challenging ‘lil
old ladies to do some
drag racing. Heck, he
musta used loaded dice
to pull these stuns.

| pull him over and
waddya think he does, all
four feet of him? He
says, “common! Put them
up! Let’s practice some
Gong-Fu fightings! I'll
crush you with one hand
behind me back! Com-
mon!”

- Waddya do?

- Bit his head right off,
the little monster. The
rules are the rules, ya
don’t mess with the UPS,
%IH@"H@N!

- Overheard at the
local UPS precinct.

The Rules

(or "How to do anything with those funky numbers we had
you write down.")

The rules of Star Riders are very easy, since there are so very few of them to begin
with. So all you advanced role-players out there who are still thinking about such
outdated concepts as “game balance”, “charts” and “critical hit tables”, relax! There
are no such things here, although you may want to check the Equipment section
for references about game balance,

Rule Numero Uno: Who goes first?

That's up the Referee, He can decide to have everyone roll one die and add it to
their (Smarts/Bod/Luck/whatever) score and the one who rolls the highest score
wins. Or rotate clockwise or call the Great Phone Guru (1-976-GURU) to decide
who goes first. Once everyone has done one thing, and one thing only, the next
turn starts, Bonked people have to skip their turn and just sit there, mumbling,
grumbling and eating M & Ms.

Rule Number Two: What the @#*! is a turn?

In Star Riders, a turn doesn‘t represent any precise amount of time, although we
like to think of it as being approximately the equivalent of a comic book panel
(you know, those funny little squares with pictures in them). Every turn, each Star
Rider gets to do one thing, such as:

- Blasting someone.

- Hitting the deck when someone is blasting you.
- Use a power.

- Gobble down a Mc Sloppy Joe.

- Make fools of themselves.

Rule Number Three: That's easy!

Oh yeah? In Star Riders, doing most mundane things such as walking, eating or
going to the bathroom, may be considered automatic, but if the game revolved
around these activities only, it would be pretty boring. Sometimes, however, you're
gonna have to try to run away from the 10,000 blood-thirsty cannibals hired by

-
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DOCTOR DESTRUCTO or to blast that annoying Nowit into oblivion. This requires

a Stat Roll! Here's how you do it:
KERE ARE SOME SAMPALL

A) Roll one die. PFFICWTIES:

B) Add the number to the most appropriate Stat you have. For example if you are
trying to dodge that incoming 1234 stories building that a giant humanoid has
thrown at you, you're gonna have to make a Bod roll and see if you dodged it.

Stand on yovur liead

Simple, eh?

Rule Number Four: | don't get it! How do | know if | dodged
it?

Two situations can arise:

A) You're doing something against another character, be it a player or a non-
player character. In that case, everyone rolls one die and adds the result to the
most appropriate Stat. For example: George tries to bite Leroy when nobody’s
looking. He rolls one die and getsa 3. He then adds this result to his Bod of 3 and
adds his Knack of “Bite Leroy,” which is rated at + 2. This gives him a total of 8.
Leroy, not to be undone, tries to dodge the little ragamuffin. He also rolls one
die, but only manages to get a 1. Adding this result to his Bod of 5 gives a total
6. Leroy takes 1 bonk and jumps up yelling “Ouch!®, dutching his behind. If
Leroy had had the Knack of “Dodge Anything Coming His Way* at + 2, he would
have won and saved his behind a few more stitches.

In the case of ties between players, the defending character always wins. In ties
versus non-playing characters, the Referee always wins.

B) When tackling a challenge from the Referee, roll as usual. Only this time,
instead of simply rolling a die, the Referee also assigns a Difficulty Number to the
task to accomplish. The number usually ranges from 1 (easy as pie!) to 10 (get
real!).

Rule Number Five: Now | Understand! But what Stat should \ock bepter phan Ross Perof

| use in a given situation? Lok betfer than Clavdia

Let the Referee decide which Stat you should use, After all, that's his/her/it/what- Scheiffer

ever job! In case you're one of those Referees that check their brains at the door Qutthink Dan Quayle
like the rest of the players, here are a few guidelines.

Outthink Mr, Spock

Smarts: Anything having to do with brain power, like inventing something, re-
pairing it, figuring things out, having bright ideas, resisting coercion or remem-
bering your zip code.

For example: Dwayne, with a Smarts of 6, routinely repairs the Stellar Whale with
his eyes closed. Tabada, on the other hand, still has trouble operating a VCR. She
routinely makes wrong numbers to the Unknown Universe while trying to call a
pizza and has trouble remembering where she parked her bike.

Bod: A carefully balanced combination of strength, balance, coordination and
dexterity. Example: Tabada can easily fight 500 bloodthirsty cannibals while walk-
ing a tightrope. Dwayne, on the other hand, tends to fall down a lot when climb-
ing stairs.

Driving: Anything that requires controlling a vehicle, such as a spaceship, a car,

a bike or a horse. For example: Leroy can pilot the Stellar Whale through just
about any asteroid field at full speed, make it pass through anything but the most
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microscopic alleyway and stop on a dime and still give 9 cents change. George,
SOME THINGS THAT cAN on the other hand, always sits facing the back of the bike.

AFFECT yOuR RwP SCORE.

Looks: This Stat is usually used to impress the opposite sex and to get a date. For
example: With a Looks of 6, Tabada usually draws crowds of slobbering admirers.
Igor the Goblyn, on the other hand, is a very lonely person.

Cool: Anything having to do with social crisis, high-stress situation or certain
demise and/or embarrassing situations where nerve and a cool head must pre-
vail. For example: Mr. Perfect never flinches and remains calm and level-headed
even in the face of certain death. On the other hand, Dwayne stutters whenever
Tabada calls up his name.

Relationship With Pals: Determines your personal relation with others, It's used
to determine whether you are invited to a party or not and whether the leader of
a primitive tribe will invite you to feast with him or hang you where you stand. It
MERE ARL THE EFFLCTS OF serves as a reputation. For example: George is always to parties all over the Known
A NEGATIVE RwP: Universe and most species consider him a cute little thing. On the other hand,
Nowits are fled like the plague.

You can regain your RWP points by being model citizens, doing good deeds and
clearing up your reputation. You regain 2 points of RWP each week spent doing
50.

Luck: When all else fail, try it. For example: Tabada is fleeing from DOCTOR
DESTRUCTO's hired cannibals. Suddenly, she finds herself stuck in a dead end.
Luckily for her, seven little men come out of the manhole singing "Hiho! Hiho!
It‘s off to work we go!”, guns blazing. On the other hand, Leroy couldn’t win a
contest even if he was the only contestant.

Rule Number Six: How fast can | go?

Simple. There are four speed categories and everything in a higher category is
faster than the one in a lower category. The categories are: Fast (humans with Run
Like Heck and cars), Very Fast (Jetbikes, characters with Superspeed and slow
ships), Super Fast (Regular ships, characters with the power to Fly) and Ridicu-
lously Fast (Fast ships, entities). When two objects are in the same category, role
one die for each one of them; highest score wins. Repeat the process every turn
until you have a winner.

Rule Number Seven: What's the range of my weapons/pow-
ers/cannons?

Unlimited. Everything you can see, you can try to destroy. Not very realistic, but
it's funnier that way.

Rule Number Eight: But | have Superspeed! Why can't | act
first?

Because we said so. Anyway, there’s a lot of advantages in this game about acting
last, one of which is the fact that you can sit back and watch the rest of the players
make fools of themselves,

Rule Number Nine: Ouch! It hurts!

Damage in Star Riders is called Bonks. A bonk is a pseudo-representative amount
of how much your character can stand punishment, be it a physical attack, such as
a bash on the head, or a morale attack, such as a put-down comment from an-
other character to which you can‘t reply. When you reach zero bonks, your char-
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THE RULES

acter is bonked out and has to wait at least one turn before doing anything. Until
he reaches at least one bonk, at which time he's back to full health, the character MERE'S SOME TXAMPES OF

just stands there, looking stupid. REFLRLE-DETERMINED DBONK.

Rule Number Ten: What about penetration value of bullets? | |EEUREENISENE—_G.:
And impact ratios? And lead bullets? And machine-guns? sl fom o tivee &

Some players will insist upon realism in damage and will want to know such
useless things such as: “Where did | hit?”, “Is he bleeding?” or “Did | kill it?*, Well,
in Star Riders, guns are just about the most useless thing ever invented. For those
who absolutely have to have guns, be warned: guns do NO damage in the game,
asides from making holes in the walls and ripping the victim's clothing to shred.
(Sorry, but | hate guns. | think it's the most dreadful thing invented by mankind.
—Anti-NRA Hans.)

How do you determine how much damage an attack causes?

Preset bonk: Most weapons appearing in the Equipment section cause a fixed
amount of damage. Check it out. As a rule of thumb, a pun causes 1 bonk, unless
the receiving character can come up with a counter-pun, in which case he takes
no damage.

Referee-determined bonk is just that. You pick an amount, usually from 1 to 3
and hit the player with it. If he complains, hit him again until he gets the point.

Rule Number Eleven: What the heck are Improvement Points?

Improvement Points, 1Ps for short, are points that are awarded by the players and
the Referee to players who played real well. With your IPs, you can improve your
Knacks or start new ones, up to a total of six points, on a one point per IP ratio. Of
course, once you have reached your maximum of six points of Knacks, you can
cash in your IP for cash, on a one credit per IP ratio.

How many points do you get? That depend on how well you played and how
generous the other players and the Referee are. For every player, everyone, in-
cluding the voted-upon players write down, on a piece of paper, how many points
(from O to 3), that player should get his performance in the game. Add the points
value, divide by the number of votes, rounding up. That’s how many IPs you get
for this game.

For example: Leroy, Tabada and Dwayne are all in the game. At the end of the
game, the Referee asks the players to vote on each other’s performance. The

results are:

Leroy: 1 2 1 3

Tabada: 2 2 1 3

Dwayne: 3 2 1 3 - What do you mean,
“You're dead?” That's

This means Leroy gets 2 IP, Tabada also gets 2 and Dwayne gets 3. not true! I'm not quite

dead! In fact, | think I'm
getting better now! After
all, it’s only a flesh
wound! How much
damage can a point-
blank range 3 megatons
nuclear blast do?

= A frequent Purple-

with-yellow-stripes
Cross user.
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The Rider's Guide to the

“Ya wanna get to where?

Oh. Easy, just go to Dorm
| — but don’t land, if ya
get my drift — then
straight up for three
sectors, until you pass
the nav satellite. Then
you make a left turn at
Al-bur-Kerke. A LEFT
turn, ya heard?”

- Overheard at the
local garage

S

Known Universe

The following is an excerpt from the travel guide “The Known Universe on 30
toasts a day,” volume CCXXIV, 978th edition, revised, humanoid version, 245th
copy of a run of 12,345,678,900.

“The Known Universe is an incredibly big place. Real big. So big and so full of
planets, stars, black holes, nebulae, asteroids, comets, neutron stars, red dwarves,
white dwarves, blue dwarves, green dwarves and purple-with-yellow-polka-dots
dwarves that an unprepared traveler could easily get lost in all this mess. While
this chapter will not try to catalog every known celestial body in existence (mainly
because volume CCLXXI, chapter 67 does just that), we will nevertheless attempt
1o give the adventurous voyager an overview of the most important planets in the
aforementioned Known Universe,

However, first of all, before we begin this wondrous journey into the adventure-
and fun-filled Dadourunrun Conundrum Empire, the careful spacefarer will want
to get acquainted with the Universal Sectorisation System. The Universal
Sectorisation System (USS for short) is a classification system that was developed
a few years after the Big Bureaucratic Affairs Nebular Generalization, Big B.A.N.G.
for short. (For more information on the Big B.A.N.G., refer to volume I, chapter
12.) This system allows spacemen and space beings of all creeds to find their way
in the Empire without hassles.

To understand how the USS works, one has only to imagine a pie which represents
the galaxy. The center of the pie, sector 0.0.0, is located in the middle of the
galaxy, on planet Memyselfandl, in the planet’s capital, Makiavall, at 2356 Golzon
street, The first digit represents the corresponding ring sector, with ring number
zero being actually a circle, ring one a disk around ring zero and so on, up to one
thousand, although ring six hundred and sixty-six mysteriously vanished a few
years ago. Graphically, the rings look like ripples in a pond or a Tarak skin after a
heavy rain. The second digit represents the wedge, which looks like a slice of pie,
They are also numbered from zero to one thousand, with sector 666 also missing,
alas. The third digit is the height at which the planet is located. If you intend to
pilot your ship yourself, be careful: this coordinate only goes from zero to three.
Any other number will put you into the dreaded Unknown Universe! While com-
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ing back might not be a problem for a careful pilot, going into the Unknown
Universe is not without its perils, as most travel insurance policies become void if
you overstep the boundaries. Check with your insurance salesman before leaving
your planet.

Now that we have mastered the basics of space travel, we are just about ready to
begin our tour of the Known Universe! Let us begin by taking a closer look at what
will probably become the blessing and the curse of the Star Riders: their ship.

Ships
Anyone who’s someone has got to have a ship. Aside from the practical side of it
(face it: you're not going to move very fast swimming through space), a ship is
always good to draw the babes, to scare superstitious natives and to carry your
travel bags.

In Star Riders, ships don‘t have to be logically constructed, aerodynamic, space
tight or radiation-proof. Re-entry is a two words concept that doesn‘t mean much.
If you want to land somewhere, anywhere, you only have to press the "Landing”
button on your control panel and the ship does it all by itself. Unless of course
you believe you're Han Solo and want to do it manually. Can you spell Friction?
Sure you can: Freeck-shi-on!

So if you want to find out what your ship looks like, what it can do and just how
fast it goes, follow these easy Ship Construction, step-by-step instructions.

Table One - What does it look like?

Roll | Type option spaces | Size index
1 Jet cycle
2 Sleek aerospace fighter

-5 Shapeless box

-8 Flying saucer

9 Chevy ’57

10 Edsel

1 Motor home

12 Geometrical shape

NALQWQARULLN
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Jet cycle: Your ship looks like a motorcycle, but without wheels. You ride on top
of itand have 1o wear a space suit to fly it through space. While you can‘t sleep on
it, you can dock it inside someone else’s ship, assuming they have a cargo bay of
some sort and let them do the driving. Cool Index: 5 (more on this later.)

Sleek aerospace fighter: This means your ship looks like an airplane. It can look
like any type of airplane but an F-15 is more suited than a Cessna or a 747. It’s
not necessarily a fighter ship. It only looks like one. Cool Index: 4

Shapeless box: While this may seem like a boring design, it's actually better
than most other type of ships. First of all, it's the biggest thing around, able to
intimidate most other smaller ships and swallow them whole. Second of all, it's so
big, it has the Cargo option free, which means that your partners can dock their
ships inside yours. It can become a very lucrative business, especially if you charge
them outrageous fees for docking. And third of all, it has the most option spaces
available around. It may look like a box and has the aerodynamism of a brick, but
it works! Leroy's ship is a shapeless box. It can have any configuration, as long as
it basically looks like a box. Cool Index: 2

Flying saucer: Your basic UFO-type flying saucer. Tea-cup comes as an option.
Cool Index: 4

Star Rider
Fun Fact #23:
DOOMY IV

The long-time sacred
object of the Doomy
people, the “Doomy-
Oh-BamBam”, has
recently been identi-
fied by archeologists
as an antediluvian
toilet seat. Shows
how wrong you can
get, sometimes.
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Table Nine:
What’s the Bod of my
Ship?

Roll Result

A WLUN=
DU A WN =

Table Ten:
How many Bonks does
my ship have?

Roll Result

ONMEWON -
oL WN =

(Pretty simple, huh?)

“Attention shoppers!
Have we got a bargain
for you!!! We have a one-
time only rebate of 50%
on an assortment of
brand-new, never used
before MegaPlus™
MegaWipers!!! If you are
tired of those pesky
micro-asteroids crashing
on your ship’s windshield,
come down to level 258,
right next to the Sporting
supplies and
Terraforming gear
department! Hurry up!
This offer won’t last long!
Thank you for shopping
on MegaPlus™
MegaMall, the shopping
planet!!!”

Teleport Doorway: Looks like an ordinary door. To activate it, simply name the
place you want to go to and whammo! You're there. Hardly ever malfunctions.
Hardly. Cost: 4000 credits.

Jaws: The front end of your ship opens, much like a shark. It enables you to grab
things, bite people and swallow smaller ships. Dorsal fin and ominous music are
in option. Cost: 1000 credits.

Transformer: One minute, it's an ordinary-looking ship. The other, it's a giant
robot/dog/bird/different ship/whatever. Cost: 2000 credits.

Remote Control: This handy device allows you to pilot your ship from a distance.
Cost: 500 credits, batteries not included.

Splitable: Imagine this: you're alone, surrounded by three Smileys, closing fast
on you to encircle your vessel. Suddenly: zap! You're not alone anymore! With
this handy option, you can split your ship in up to six smaller vessels, one for each
Size Index you possess. Cost: 2500 credits.

Stereo System: Includes a tape deck, a CD player, an AM/FM/PM radio and 300
degrees of graphic equalizer. For an additional 300 credits, you can add external
speakers so loud, other ships will hear it, even in spacel Cost: 1500 credits.

Ordinary Force Field: This is a boring, mundane, ordinary force field. As with
every other fields, it protects you from (yawn!) nuclear blasts, missiles, infernal
heat. Boring. Cost: 500 credits.

MegaPlus™ Bang! Gotchal™ Cannoen: Penetrates any field and causes three Bonks
directly to the occupants of a ship, from the sheer wackiness of it. Cost: 5000
credits.

MegaPlus™ No You Didn‘tl™ Field: This amazing field stops EVERYTHING in-
cluding: bad puns, silliness and blasts from a Bangl Gotchal™ Cannon. Cost: 6000
credits,

Tanning Salon: Part of the ship’s hull opens to reveal a Stronglass™ pane. By
orienting the ship toward a star, crew members can work on their tan, directly
from space. Cost: 1500 credits.

Orchestra: An invisible orchestra accompanies the ship, punctuating dramatic
moments, giving pizazz to brilliant maneuvers and making sneakiness impossi-
ble. Cost: 1000 credits.

Step Eleven: Name your ship!

What's the Cool Index? Much like you, your vessel can be as dweeby as a goblin
or as cool as Erik Estrada at the peak of his career. When faced with an enemy
ship, both roll one die and add their Cool Index to it. If the result is apart by more
than 4, the losing ship has to retreat: it looks too dweeby and is ashamed of itself.

What's the Size Index? It's the relative size of a ship when compared to another
one. A Size Index of 1 means your ship is about the same size as a human being.
A Size Index of 10 or more cause eclipses when orbiting a planet and is often
mistaken for a small moon.

When a ship‘s Bonk reaches 0, it is totaled. It can crawl to the nearest spaceport to
get repairs, but nothing more. It costs 1000 credits per Bonk lost for repairs.

Now, you see why most Star Riders are riddled by debts?

C I
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Memyselfandl IV

Location: Sector 0,0, 0

Native’s name: They call themselves “Lords of the Universe.” The Universe calls
them “Twits.”

Population: Roughly 1 billion natives, from two to three trillion tourists.

Type of government: Red tape

Main function: Center of the Universe.

Imports: Bootlickers, brownnosers, teacher’s pets.

Exports: Boots, chocolate, teachers.

Gravity: 1.03 G

Distance from star: 3.97 Astronomical Unit (note: Earth-Sun 1 AU)

Star type: Supergiant

Ecotype: Earth like

Geological particularity: None. It's a boring planet.

Food: 3 stars

Lodging: 2 stars (a bit cramped)

Cost of living: $333 (costly)

Description: Once a backwater planet at the far-end of the Known Universe,
Memyselfandl |V was propelled to stardom by the Big B.A.N.G. when it won the
contest to choose the “Center of the Known Universe,” Overcrowded at all times,
most natives fled the planet when they saw the armada of tourists that was comn-
ing. The planet has a very high concentration of humans who have been living
there ever since the galactic bureaucracy "misplaced” Earth.

Dorm |

Location: Sector 678, 450, 1

Native’s name: Schlobs

Type of government: Fraternities

Population: 987.6 millions

Main function: Doesn't have a function, considered too disgusting,

Imports: Deodorants, caviar

Exports: B. O., chefs, maitre d'

Gravity: 1.002 G

Distance from star: 4 AU

Star type: Red giant

Ecotype: Slimy, pudding-type

Geographical particularity: The planet’s smell is so strong that it can travel
through anything: from a ship’s hull to a force field. It can even travel through
the void of space! To protect yourself against it, you have to have a No you didn'tl"
field around your ship or take two bonks for the rest of your life (or until you take
a bath, whichever comes first).

Food: 3 stars. The food is great, but you have to eat it with a gas mask.
Lodging: O stars, it's disgusting

Cost of living: $

Description: This once-luxuriant planet became what it is today because all of
Earth's college fraternities and sororities set up their main headquarters here
centuries ago. Decades of disgusting habits and long-forgotten food in the fridge
has transformed it into the most repulsive planet in the Known Universe. Oddly
enough, the planet’s native sentient life form, the Schlobs, have grown to be-
come the best and most refined chefs and maitre d' in the Known Universe,
Visitors who have made it back from this planet tend to act rather strangely when
they have to eat pizza, almost as if they were scared of it. While it is true that most
of the surface is, well... spongy, ships hardly have any difficulty landing or taking
off. Hardly.

Star Rider
Fun Fact #28:
DARKASIDE

The UPS just fined
the Darkaside people
for illegal construc-
tion work, When
asked what the
enormous
kilometers-wide
black sphere was for,
they just answered:
“oh, it’s just a little
toy we’re building for
the Lord of the Seat,
our leader.”
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Star Rider
Fun Fact #37:
TATTO-INN

This desert planet is
home to one of the
greatest criminals
the galaxy has ever
seen (apart from the
folks on Megalo-
polopolopolis, of
course): Babar the
Hut, a gigantic
humanoid elephant.

Planet of the hippies, real name unknown

Location: sector 10, 10, 3

Native’s name: Hippies

Type of government: Unknown, if any

Population: Unknown, probably over-crowded

Main function: Maximum security prison, life-sentencing only

Imports: Dudes

Exports: Nothing

Gravity: 09G

Distance from star: Far off, man!

Star type: Purple-with-yellow-polka-dots dwarf

Ecotype: Hallucination

Geographical particularity: The entire planet is perpetually covered by smoke
Food: Unknown. Probably leftovers: 1 star.

Lodging: Unknown

Cost of living: None

Description: A very naughty place to visit. Located in the far reaches of the
Known Universe, the planet of the hippies, as it is called, is used by every breath-
ing sentient race as a maximum security prison. The clouds permeating the at-
mosphere seem to be very potent hallucinogens. People and weirdies alike are
affected. Once you land on this planet, you can never leave. Your hair starts
growing until it obscures your gender, you stop bathing and start talking with a
strange lingo full of esoteric incantations such as "Man*, “Dude”, “Groovy” and
"Far out!”, whatever that means. Be very careful when in this planet’s vicinity,
because if you land, you will NEVER leave. End of the game.

Shai-nyy

Location: sector 2, 10, 2

Native's name: Turdelwax

Type of govemment: Tribal

Population: 2,45 billion

Main function: None, Not an active member of the Dadourunrun Conundrum
Empire.

Imports: Turtle wax

Exports: Pizza

Gravity: 1,23 G

Distance from star: 3 AU

Star type: Yellow

Ecotype: Metallic-based life forms

Geographical particularity: A northern pole made of never-melting cherry ice
cream. Provided by Planets-R-Us. Due to the existence of a metal-based ecosys-
tem, the planet looks like a giant mirror when seen from space. Looks even worse
planetside. You have to wear sunglasses or take 1 Bonk every turn. You'll also get
a great tan!

Food: They make a great pizza: 4 stars.

Lodging: Varies from very hospitable (4 stars) to human sacrifice (2 stars)

Cost of living: $%

Description: Shai-nyy is little backward planet, placed in the middle of the gal-
axy during the Big B.A.N.G. by tan-crazy bureaucrats. Aside from being very
useful if you want a perfect tan, it has little to offer to carbon-based sentients. The
natives, the Turdelwaxs, are primitive and suspicious of strangers, but they hardly
ever throw anyone into their sun anymore. Hardly.
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Canon XXVII

Location: Sector 34, 34, 34 (The Carbon-copy system) Star Rider
Native’s name: Hugabunch, Roberta Palmairs Fun Fact #43:
Type of govemment: Dicator-for-a-day BEST-SPIN
Population: Unknown, unable to establish a count due to the fact that the na- The primary exporta-
tives are all identical. tion items of this
Main function: Suburban planet planet are tops.
Imports: Manga, japanimation, pizza Some of them are so
Exports: Very cheap labor, babes large and spin so fast
Gravity: 0.999 G that they sometimes
Distance from star: 3 AU jump up and float
Star type: Yellow, Earth like among the clouds for
Ecotype: Earth-type, lots of grass, few trees. No predators. Avian are limited to a number of days.

canaries. Fish are all goldfish and mammals are all represented by lazy dogs.
Note that every animal on this planet is rigorously identical to the other.
Geographical particularity: A 1000km by 1000km doormat with the words
"Welcome” written on it covers part of the planet. It also serves as a spaceport.
(Giant mat, cat #2345678, is provided by Planets-R-Us.)

Food: Mainly junkfood: 2 stars

Lodging: Not too bad: 3 stars

Cost of living: $%

Description: A nice planet to visit, although a trifle boring.

Megalopolopolopolis

Location: Sector 0, 0, 7

Native’s name: Megalomaniacs, the bad guys, DOCTOR DESTRUCTO

Type of govemment: Dictatorship. The planet's leadership changes from day to
day.

Population: 301

Main function: Official enemy of the Dadourunrun Conundrum Empire.
Imports: High-caliber weaponry, cheap, mass-produced, grunts

Exports: Misery, destruction, evil! Gniack! Gniack! Gniack!

Gravity: 1 G

Distance from star: 666 AU (a bit far)

Star type: Dark and cold, like their hearts!

Eco type: Enslaved.

Geographical particularity: The whole planet looks like a horror B-movie.
Food: None: 1 star

Lodging: Cold and creepy dungeons: 2 stars

Cost of living: Excruciating torture.

Description: Megalopolopolopolis was in the race to win the “Center of the
Known Universe” contest, but they lost by 1 vote to Memyselfandl. From this day
forth, they have vowed eternal enmity to the Dadourunrun Conundrum Empire.
The Empire couldn‘t be more pleased with that and named thern "Official Enemy
1o the Empire! So far they have stolen 234 parking meters, 32 dollars, 78 cents
and a nun’s underwear. But they are still scheming and someday, they will com-
mit destruction, violence, grief and mayhem, preferably using high-caliber weap-
onry, which they order by the crate. Note that none of the Megalomaniacs are
native to this planet; they represent every race of the Known Universe and a
couple of them are from the Unknown Universe,
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Too bored, too tired or too bummed out to design your own alien races? Don't
worry, we, in our infinite generosity, have provided you with complete descrip-
tions of all the most common species found in the Known Universe. Of course,
there are literally thousands of different sentient races, but most of them are
found on one or two really small planets that no one is his right mind would want
to visit. The species presented below are those which can be found everywhere,
on every planet, filling any job available. You can use them as NPCs, cannon
fodder or even as player characters (which fits pretty much under the description
of cannon fodder).

Turdelwax (Tortoisi shinis armorallis)

Type: Real weirdie
Disposition: Varies, usually friendly

Game stats:
Smarts: Not too bad (4)
Bod: Pretty tough (5)
RWP: Average (3)
Luck: Not one bit (1)
Driving: Racing demons (6)
Looks: Shiny (4)
Cool: Average (3)
Bonk: Tough cookies (5)
Powers: Zap, 3's a crowd
Knacks: Hack and slash blasphemers to bits +7
Average height: 5 foot
Average weight: Three hundred and some Earth pounds
Average life span: 150 years or 300,000 light years,
whichever comes first
Home planet: Shai-nyy
Reproduction mode: Oviparian
Diet: Liquid car polish, pizza
Description: The Turdelwax look like five foot high hu-

manoid turtles, with a skin made of shiny chrome. They
are basically friendly, although they sometimes mistake
humans for their gods. When this happens, they stop at
nothing to capture that person, idolize him or her for a few
days, then get bored and throw him into the sun! Although

they have mastered space travel a long time ago, they are
your basic space-primitives, prone to slashing to teeny-weeny
bits any who opposes them or their beliefs. They have spe-
cial fighting units composed of four ninja-like, mutated, ado-
lescent Turdelwax. These dreaded adolescent radioactive
black-belt turdelwaxes are used only in last resort, or when-
ever they feel like it.
Typical dialogue:
Turdelwax: “Its him! (Pointing at Leroy) The forgotten
godling of Zantioch!”
Leroy: “Oh no! Not again!” (Starts running)
Turdelwax: “After him!" (Starts running also)
Player use: You do not roll your powers randomly: as
you automatically get both Zap and 3's a Crowd pow-

ers. You may choose any Knack you want and your Bonk
is @ minimum of 5.
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Nowits (Nerdis baldus)

Type: Real weirdies ‘
Dispositions: Annoying

Game Stats:

Smarts: Barely (2)

Bod: Not much (3)

RWP: Only among themselves (1)

Luck: Are you kidding? (2)

Driving: Not too bad (4)

Looks: Awful (2)

Cool: Unshakable (6)

Bonk: A lot for their size (4)

Powers: Knowitall

Knacks: Knowit + 1, Useless trivia + 1, Annoy
other races +4

Average height: 2 foot 4 inches

Average weight: Around forty Earth pounds
Average life span: Sadly enough, their life
span is measured in billions of years!

Home planet: Memyselfandl IV
Reproduction mode: Spontaneous creation (?)
Diet: Stupid trivia, rarely facts (they can’t digest them)
Description: The Nowits are a race of two foot tall balls
with two legs, a nose-like appendage and a mustache.
They are an annoying people, always bugging other races,
putting their nose in people’s businesses, That, combined
with their very long life span and their power of
Knowit (which makes them truly omniscient), ac-
counts for their reputation. A typical Nowit will tag
along with a group of sentients, bugging them, tell-
ing them what 1o do and always dodging out of harm's
way, thanks to their power, There’s a saying that being stuck with a
Nowit is like being married: no matter what you do, it's always there
around the corner, waiting to annoy you. Some primitive cul-
tures have said of them that they are God's avatars. This theory
was dropped immediately, most sentient beings refusing to
believe that the universal creator would look so stupid. Bring-
ing a Nowit to a non-infested planet is punishable by torture,
namely watching endless reruns of "Leave it to Beaver.”
Typical dialogue:

Leroy: "Great! The fusion-block anti-matter generator has just kicked the bucket!”
Nowit: “| knew it would fail. You are in deep trouble, stuck like that in hyperspace
without a fusion-block anti-matter generator!”

Leroy: “l| knew that!"

Nowit: “l knew you knew that.”

Leroy: “(Sigh) Never mind! Now, what am | gonna do?*”

Nowit: “Repair it with a 3/4 gadzooks Leptian key. That's what | did when | was
working as a repairman on Telmemorre.”

Leroy: “But, | don't have one on board!”

Nowit: “I know.”

Leroy: “Why didn‘t you tell me then?” (Tries to kick the Nowit who, knowing
what would happen, is gone before Leroy even lifts his foot.)

Player's use: No one in his right mind wants to play a Nowit. We recommend
against the Referee allowing a player to have one, if only because he would have
to reveal the game to the player.
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I'Iugabunchs (Xeroxis Carbonis copia)

Type: Near human
Disposition: Overly friendly

Game stats:
Smarts: Ten points above a plant (2)
Bod: Wimp (2)

RWP: Invited to a lot of parties (5)
Luck: Baad! Very baaad! (2)
Driving: Sunday driver (3)

Looks: Well...(3)

Cool: Nerds (2)

Bonk: Not very though (3)

Powers: 3's a crowd, Talk to aliens
Knacks: Fine scale modeling + 3, Watch Japanese cartoons

for days onend +2

Average height: 5 foot 10" exactly
Average weight: 185 pounds exactly (179 after a big meal)

Average life span: Unknown
Home planet: Canon XXVII
Reproduction mode: Cloning (?)

Diet: Any carbon-based food
Description: One of the Known Universe's biggest mys-

teries, the Hugabunchs are a race of seemingly identical
individuals. They seem to have only two interests in life:
making models and watching Japanese cartoons. They

==
'Ea are found almost everywhere in the galaxy, working in
= various jobs that do not ask physical efforts. They are a
shy race, very friendly once you get to know
them. The mystery resides in the fact that this

race has seemingly no female members. They
share their planet with the Roberta Palmairs,

another race of clones, all of them female.

Typical dialogue:
Hugabunch: “Huh?”
- Player’s use: You automatically get the Talk to Aliens power and may
either choose the 3's a Crowd power or roll one randomly. No mini-
mum Stats requirement but you have to put at least one point of Knacks in
either “Fine Scale Modeling” or “Watch Japanese Cartoons for Days on End.”
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Roberta Palmairs (Vrresistabili Babes)

Type: Near humans
Disposition: Friendly

Game stats:

Smarts: Near-genius (5)

Bod: Real strong (5)

RWP: Invited to just about every party in the Known
Universe (6)

Luck: Very lucky (6)

Driving: Driving queens (6)

Looks: Hubba hubba (6)

Cool: Unshakable (6)

Bonk: Pretty though (5)

Powers: Simply irresistible, telephone

Knacks: Melt you with a glance +4, play guitar +2
Average height: 5 foot 11*

Average weight: 120 |b.

Average life span: Unknown

Home planet: Canon XXV

Reproduction mode: Cloning (?)

Diet: Always

Description: Ever see the Robert Palmer video “Simply
irresistible”? Yep, they're the ones! Every member of this
race looks like a cover girl. They make Claudia Scheiffer
look like the wicked witch from the East. They come from
Canon XXVII, like the Hugabunchs. At this present time, we
do not know what their male counterparts look like, if they
have any.

(News update: We have found their male counterpart: it is
the Hugabunchs. What such cute babes see in a loser race
like them is beyond us. It seems they represent the para-
gon of beauty for them. Oh well, like they say: Lose a bil- |
lion, find a googol. For all you schlobs who don’t know
what a Googol is, it's one followed by a hundred zeros. —
Mathematician Hans.)

Typical dialogue:

Leroy: (Seeing a Roberta) “Hubba Hubba!”

Tabada: (Seizing a bar stool) “Hubba hubba this, you
creep!” (Shoves the stool down his throat. Sideways.)
Player's use: You automatically get the Simply Irre-
sistible power and can either choose the Telephone
power or roll one randomly. All your Stats have to be
at least a 4, with a minimum of 5 in Looks and RWP,
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Sehlobs (Roseannis disgustii)

Type: Not Very Near Human
Disposition: Very friendly
Game stats:
Smarts: Pretty smart (5)
Bod: Circus strongman (6)
RWP: Low, because people think they are disgusting slobs (1)
Luck: Average (3)
Driving: Student drivers (2)
Looks: Yeechl (2)
Cool: Pretty cool (4)
Bonk: REAL TOUGH (8)
Powers: Toughness, Super strength
Knacks: Haute cuisine +4, Maitre d’ +3
Average height: 7 foot
Average weight: Around 400 Earth pounds
Average life span: Approximately 100 years,
three days, five hoursand 27 minutes. Approxi-
mately, of course.
Home planet: Dorm |
Reproduction mode: We use a Canon

XXl laser copier, why?

Diet: Haute cuisine, very expensive food
Description: The Schlobs are the most
misunderstood race of the Known Uni-
verse, mostly because they have a ten-

dency to badly articulate. Thus, even
though they speak a lot of languages,
most people think they are retarded
slobs. (In space, a stupid person is
called a Schlob.) In fact, they are a very
prim and proper race. Excellent chefs,
they refuse to eat anything or anyone
not cooked by a member of their race.

Typical dialogue:

Schlob: "Ai breuddy gird lige dou ‘oud
gouvar ‘ershel ai pit bore. Zobeoune
badd ged iteas! “

(A pretty girl like you should cover herself a bit more.
Someone might get ideas!)
Tabada: "What? | didn't get that.”
Schlob: “Halle ai ab zayyink, ij dat a vould nod rant anydingk
pad doo abben doo doul”
(All | am saying is that | would not want anything bad to
happen to youl)

Tabada: "Oh yeah? Well take that you creepazoid!” (She

hits the Schlob in his, huh, pride.)

Schlob: "Oudj!” (Ouchl)

Player's use: You automatically get both Toughness
and Superstrength powers. You also have a minimum of

4 of Bod and Bonk. Players playing a Schlob must always talk as if
their mouth was full of crackers.

S
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Toasters (Toasterabilis Electronicus)

Type: Home appliance
Disposition: Useful

Game stats:

Smarts: Doesn't need any

Bod: Enough to lift two slices of bread,
sometimes four (deluxe models only)
RWP: Gets invited to breakfasts a lot
Luck: Get real, it's an appliance!

Driving: Weren‘t you listening, | said it's
an appliance

Looks: Shiny, otherwise it's an appliance!!
Cool: IT'S AN APPLIANCE!!!

Bonk: It's an... (sigh) never mind, let's say
infinite, okay?

Powers: Toast (similar to breathe fire, but
applies only to anything put inside it, usu-
ally bread.)

Knacks: Burn toasts +5, Smash enemies
+ 4 (see the weapons section), Throw toasts

in the air out of everyone's reach +5
‘/// 77
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Average height: Varies, about
seven inches tall

Average weight: About three
Earth pounds

Average life span: Comes with

a three years warranty

Home planet: Earth, from mys-
tical places with strange names like
Kai-Mart, Zellerz or Seven-
Eleventeen

Reproduction mode: Mass pro-
duction

Diet: Electricity (rumor has it that they
also eat burnt bread crumbs)
Description: A square box, not event
one foot square in volume, with one to
four slots into which you can insert fresh
bread so asto turn itinto an inedible slice
of carbonized cement. They are usually
chromed, although some models
have been discovered that are made
out of plastic. They usually come with
an extension cord, so that they can be
plugged into a soc