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I NTRCDUCTI ON

STARFARING is a gane of interstellar exploration for

two or nore players who wll interact verbally to inaginatively
create their own universe while they are playing. It is science-
fiction storytelling in your own living room It is far-wandering,

qui ck-thinking, bright-imaging. Set in a star-spanning human
culture of approxinmately 700 years hence, it can be what you, the
pl ayers, are willing to nake of it in terns of visualizing the
society of the future. The exploration of the stars is our main
focus, but you, the player, can nmake what you want out of the
basic structure; for, STARFARNGis designed as an infinitely
expandabl e gane for any nunber of interested players. Starting
with the base society and the Star Qystal/Subspace Drive, all
of galactic andinter-galactic space is available to the player
with the inmagination to define his own rules and then stick to
them (However, pl ease set your inagi native postul ates around
sone ot her human home world than Earth, which belongs to all of
us and nust be shared.)

Wien designing this game, | had no idea that ny artist
woul d have such a bizarre imagination. None of the artwork herein
included is neant to be offensive to any ethnic group, but is
nerely an attenpt to represent nore than white Arerican mascul i n-
ity in what we hope is an amusing fashion. (Now havi ng di scl ai ned
intentional racism sexism or alienism all | can say is if you
don't like the artwork, that's your problem)

Ken St. Andre
August, 1976.






ABBREVI ATI ONS AND JARGCON

Many of the terns used in this ganme rmay be unfamliar
to game pl ayers who don't happen to be astronomers, physicists,
or mnd-readers. Therefore, we include this short glossary.
dance over it now, and if you see an abbreviation or a termin
the rules that is not explained at the same time, |ook back here
for it.

andyvat s slang termfor the conpl ex chemcal factories
where androi ds are created,

astrogation navi gati on between and anong the stars,

a. u. astronomical unit: the average distance between
the earth and the sun--93 nillion mles,

Bi o- mechani cal a helnet device that interfaces directly

l'ink bet ween human brains and ship's conputer.
bi ons Bionic Life Support Function units: the

standard anmount of |ife support equipment and
energy needed to maintain a hunan bei ng com
fortably on a star voyage of any | ength;
defined as at least 2000 cu. ft. of space.
It is the basic rating for determning hull
or shell cost when building a starship.

Br ahna in Vedi ¢ Indian nythol ogy, the supreme god of
t he uni verse, source of all power,
an abbreviation standing for the speed of I|ight
which is 186,000 mles per second (300,000
km/sec.). Made famous by Enstein in his
theory of relativity: e equals nt2.
Centigrade--a tenperature scal e based on the
freezing and boiling points of water at sea

level. O degrees C equals 32 degrees F;
100 degrees C equal s 212 degrees F.
col d storage cryogenic freezing of living organisns to be

thawed out and recovered later--also called
suspended animation. This method is used for
transporting | arge nunbers of peopl e between
stars, as it requires too nuch energy to
build ships with bion ratings high enough to
carry ten thousand people at once,

Crowns bio-links to the conputers.

deor 1/10 of a day: the unit measure of tine in
Starfaring: equal to 2.4 hours or 144 m nutes,

FTL faster than light. Applied to stardrives and

st ar shi ps.



GM

honewor | d

l'i ght year

me.

par sec

Psi or Psionics

Psi oni ¢ boost er

Psionic nullifier

randoni zi ng

S M

SR

shel | peopl e

Gal axy Master (or Gane Master)--the nost
important player in Starfaring, the one who
makes the game possible by creating a star
cluster, a hone world, etc. The GM nust
take the part of planetary governnents, the
laws of nature, or alien intelligence,

a human world with a well-devel oped culture
and resources, capable of launching inter-
stellar explorations. In this game, Earth is
not used by GMs as a homeworld in order to
allow for and demand infinite inventiveness

by the players in creating uni que human

cul tures.

the distance light travels in 1 year--roughly
6.25 trillion mles.

Megacredit (1 nmillion credits)--the snall est
unit of currency that we both with in
Starfaring.

(derived fromparallax and second) a unit of
measure of astronom cal distance equal to 3.26
light years or 19.2 trillion mles,

those nmental powers of Humanity or alien races
t hat bypass ordinary cause and effect relation-
ships such as tel epathy, psychokinesis,

cl ai rvoyance, astral projection, etc. See
table of psi powers near the end of the rules,
a helmet device that anplifies a person's
normal psionic abilities via feedback circuits
established in helnet and brain,

a hel met device that danpens a person's nornal
psi abilities by deadening the psi centers in
the brain.

any nethod that suits you for arriving at
randomnunbers. Two net hods are described in
the rules: one using a deck of cards, and the
ot her involves a pocket calcul ator.

Ship Master--the main persona of the game

pl ayers; the personality who describes the
actions taken by ships and their crew-usually
either the captain or the owier of the starship.
Saving Roll--a nunber which rmust be rolled on

2 dice to avoid harmof sone kind. There are
saving rolls for ships in conbat, and for
individuals in danger. The S R is defined

as 20 mnus whatever attri bute the character
is using (either Physique, Health, or Mental -

ity). The SR for ships in conbat is described
inthe rules for combat.

Intelligences, both human and alien, consisting
of aliving brain, a mninmal body, and a mech-

anical life support system They are self-
contained in a netal shell (hence the nane)
for safety, and are often installed in

starships, in effect becom ng the shipitself,



Shi va

st an.

Star Gate

Subspace

upgr adi ng

Vi shnu

warp one

war pengi ne

Zero sum gane

and thus giving inert netal life, intelligence,
and personality. Shell people nust be created
by die rolls just as other crew nust be.

in Vedi c Indian nythol ogy, the god of death
and destruction.

abbreviation for standard--the nornal measure
of energy in this gane. It has no 20th
century equivalent | can think of right off
hand, but it is not exorbitantly |arge,

an entry fromreal space to Subspace, but in
a very distant part of the galaxy or even
beyond it.

(no, not a space full of subs)--a subset of
the universe corresponding 1 to 1 with real
space as we know it, but where all notion has
the effect of faster than light travel when
translated back into the real universe,

i nproverent of warpengi nes by addition of
extra power accunul ators and di spersers.

Al so, inprovenent of Star Orystal ratings by
Hondst atter tuning.

in Vedic Indian nythology, the god of life
and preservation.

a standard unit of speed equal to 10% of the
speed of light in normal space, or 1 parsec
per day in Subspace (which equals 1241 tines
the speed of light).

the standard drive unit for Starfaring ships.
It converts Brahma crystal energy into notion
by distorting the curvature of the space
around the ship in a controlled fashion. The
greater the distortion, the greater the speed
that is obtained. Excessive space distortion
either destroys the ship or pushes it into
Subspace, thus limting sublight speeds to . 5c.
any gane characterized by winners and | osers.
The termzero sumis derived by assuning that
one person's victory bal ances out another
person's defeat. Exanples: Chess, Mnopoly,
Bri dge.






SEQUENCE CF PLAY FCR STARFAR NG

In setting up and playing Starfaring, you wll need to
go through the follow ng stages.

() Star duster Oreation: ne person, the Gl axy Master,
wll need to nentally postulate a honeworld to operate from and
wll need to draw up on paper a star cluster for exploration.

This process is described in the rules, and the charts necessary
for creating sun systens, life, etc. are all included at the end
of this booklet. | have found that as a solitaire player, the
process of creating your own star cluster is alnost as fascinating
as playing the gane, and far nmore interesting than nost ot her
solitaire pursuits. C course, that nay just be ny own prejudices
oper at i ng.

(2 Qeation of scout ships. Here is where the players
can really let their imaginations go. |If they don't get what they
want, it is their oan fault. As a Galaxy Master, you should hold
Ship Master players to the self-inposed limtations that they
wll either deliberately or inadvertently create in this stage of
setting up. Qews are also determned.

Fromhere on in, up to the end of the ganme, it wll
steadily recycle itself in either conversation (or secret witten
orders) between GM and SMs as the players react to create
their own science fiction scenarios. The whol e purpose of
Starfaring is to stimulate the imagination as nmuch as possible.
Negative attitudes should be avoided. The Galaxy Master's rulings
are final, though players may attenpt to reason with himher/it.
The GM represents not an individual, but the inpersonal forces
of the universe.

(3 The Ship Master describes the actions taken by his
ship and crew He keeps track of energy expenditure and any
know edge pertinent to the play or results of the gane.

(4d The Galaxy Master explains the results of the Ship
Master's actions. He acts on behalf of alien intelligences, space
debris, or universal forces. He should have a slightly (but not
overtly) hostile tone--not giving anway everything in sight to the
pl ayers. Space is not all that friendly. He nust encourage and
stimilate novelty on the part of the players, and still be ready
to amaze and anuse themw th his own when the situation cones up.

(5 Al necessary die rolls and mat hematical conputa-
tions should be performed, especially for conmbat. Results are
eval uat ed.

(60 Have the Ship players been destroyed or have they
returned to honeworl d? E ther case ends the gane. |f not, go
back to step 3, and play through the conversation cycle again.



W nni ng:

Starfaring is not a zero sumganme with one w nner and
one loser. Instead, winning is defined as howwell the gane is
pl ayed. Ship Masters who cone back alive with inportant and
interesting discoveries are obviously winners. A Glaxy Master
who was able to keep the gane interesting and fun for his players
is also a winner. This game approximates life in having no
absolute or final rewards. Ildeally, a player should be able to
continue until the player character dies. Happy Starfaring!

T THINK YOURE
TAKING THIS GAME
A BIT T0o0 SERICNGLY.




THE UN VERSE

Man made it to the stars the hard way in slower-than-
light Bussard Ramets. Then he got lucky. On a dead world
circling Barnard' s star, explorers found a mllion year old base
of some vani shed alien race and a working starship. Thus, Mn
| earned about the Star Oystals. The three types were naned
after Brahma, Shiva, and Vishnu and related to power, energy
weapons, and energy shields respectively; and in the years of
study that followed, the new Subspace drive gave humanity the
gal axy.

It was already too late for the planet Earth, but
thousands of elite groups were able to flee the over- popul at ed,
over-pol luted hormeworld and find new havens in the stars. Two
hundred years after the finding of Star Qystals no one could say
how many human worl ds were spread throughout the gal axy, but
several hundred at |east existed in a | oose confederacy of
pl anetary governnents. Several alien intelligent lifeforns had
been contacted, but none who had their own star drive; except for
the Sish, who, unfortunately, proved to be totally hostile and
totally uncontactabl e.

It was at this tine that the Robotic Vars began. Some
say the Robots erupted froma depopul ated Earth and spread their
rebellion through the stars. Sone say that Robotic electrical
life represented the next step in evolution towards a snarter,
nmore perfect organism Al any rate, the Robots tipped their plans
too soon, and Humanity was able to fight back. For fifty years,
Man was driven out of systemafter systemby the totally superior
Robotic race, which could seemngly build thenselves to neet any
function.

There were, of course, mllions of machines that
remained loyal to their creators, and wthout them Man woul d have
been snuffed out instantly. But those years of conbat instilled
an instinctive prejudice and distrust of mechanical life that has
still not been eradicated.

It was psionics that eventual |y defeated the Robots.
Wth the aid of a conpletely telepathic race of nitrogen-breathing
octopoi ds, Min developed the literally mnd-freeing drug LSDX 6000
which released and anplified all the latent psionic talents of
the human mnd. As the drug went into distribution, the patterns
of victory and defeat in space began to turn around. The Robots



had never devel oped psychi c powers, and were incapabl e of devel op-
ing any. They found thensel ves unable to cope with an eneny that
was precognitively anare of all their plans, or one that had the
telekinetic power to nmentally enter and ruin their nost delicate
machi nery. Mot hers throughout space took the drug, and human
children were born with powerful psychic talents and no | onger
needed to take the drug. |In twenty years the Robots were every-
where on the run; in thirty years they had seeningly been
anni hi | at ed.

Centuries passed and Man reached a plateau in his
evolution. The nost inportant scientific devel opment was the
limted matter converter, which practically wi ped out interplane-
tary commerce except in such things as art itens and heavy netals.
The matter converter could not produce anything denser than iron
nor would it produce manufactured naterial, though it could be
set to feed rawmaterial directly into a manufacturing process.
Man encountered a fewother friendly interstellar races, but their
science was either inconprehensible or else contained nothing new

e of the things Man had never quite been able to
acconpl i sh was physical imortality. True, the life span had been
expanded to average 200 years, but nmen still died. The background
radiation of the gal axy seemed to be partially responsible, and
then there was always the possibility of accident. So there arose
the class of shell peopl e--people who chose for one reason or
another to keep their brains alive enclosed in an artificial life-
support system It was learned that such brains didn't accumul ate
any poisons as time went on, and the rate of cellular deterioration
leading to senility and death slowed by a factor of 100. A
century after the first pioneering work, there was no shortage of
shel | peopl e. These disenbodi ed beings found that they could
devel op a tremendous advantage in working with conputers, and many
of themwere connected to the mechanical brains so necessary for
interstellar travel. Thus, Man gained truly intelligent ships.

The other najor scientific breakthrough of the tine was
the discovery that a star's gravitational field could be used to
open a gateway into Subspace el sewhere in the universe. The
spaces reached through these Star Gates were vastly further away
than Man had yet traveled fromhis own sphere of influence.
Coupl ed with an ever-increasing shortage of Star Oystals and
uni nhabited earth-type planets, the Star Gates triggered an
enormous surge of exploration, whose |like had not been seen in
400 years.

The resources involved in opening a Star Gate were so
enornous that only planetary governments (and only the richest of
thenm) were able to acconplish it. Soon governnents were in the
busi ness of encouragi ng adventurous citizens to take a scoutship
through a Gate and explore for them Such ships were enornously
expensive, but the governnents involved were willing to nake
colossal loans running into tens of thousands of negacredits to
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those willing to risk their lives and try it. The explorers
were al nost always such eccentric individuals that they found
conventional society boring, or else they were noney-nad commer-
cialists. At any rate, they all found absolute freedom beyond
the Star Gates (as well as considerable danger and wealth).

JUST LIKE ME

T WANNABE A
SPACESHIP WHEN 1 WB%E,N/ I WAS A

GRow WP/
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| NTERSTELLAR SO ETY

The starfaring culture of 2700 A D is technologically
capabl e of nearly anything we can inmagine, within certain linmts.
Those lints are: (1) No teleportational devices have been created
nmechani cal ly, although certain individuals with high psionic
abilities do seemto have the ability; (2 Psionic powers have not
been duplicated wthin machines, although mechani cal boosters and
nullifiers do exist; (3 True tachyonic faster-than-light drives
have not been devel oped (Subspace travel, using Sar Qystals,
works by junping the starship out of the "Real" wuniverse into
Subspace which allows translight speeds dependi ng upon the anount
of Star Oystal energy expended through the Vérpengine.); (4 There
is a nmarked prejudice agai nst self-aware Robots as a carryover from
the Robotic Wars; (5 The average hunan intelligence is slightly
inferior to average twentieth century American intelligence, but
the lack is nore than conpensated for by the universal increase in
psi abilities and the ready availability of infornmation from com
puters and ot her nechani cal sources; (6 Nuclear weapons are
reserved for planetary governments and are not available to even
the weal thiest citizen.

The structure of governnent throughout hunman space is
basically comrercial rather than communistic or inperial. I ndi -
vidual rights are highly respected, but individual privileges are
extremely rare. Mney talks, and citizens can have just about
anything they can pay for, wth exceptions such as nucl ear devices.

Intelligent life in the starfaring community is divided
into the follow ng classes which, however, have identical rights
under the law
Humanity: a natural bi ol ogi cal organismw th devel oped psionic

power s.

Androids: chenmcally constructed life without psi or reproductive
power s.

Shell people: Human or alien minds either totally disenbodied in
a nechanical |ife-support system or encased in a
rudi nentary body of snall size maintai ned by mechanical
i fe-support systens. (Wually used extensively in
conputer |inkages for nmanagenent and control purposes.)

Robot s: sel f-aware devices of nineral/plastic/electrical
structure without psi powers or innate reproductive
ability.

Alien intelligence: you name it, and it exists in the gal axy
sonewhere. Each non-terrestrial species has uni que
characterises, abilities, and handi caps to be worked
out by the player who concei ves the species.
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Sel f-aware conputers are classified as Robots. Lower-
grade conputers--those incapable of doing their own original
programmng in problemsituations--are not regarded as life forns,
and are the single nost useful tool for Hunanity in this tinme.

Bi o-nechanical links exist for integrating a controlling human
intelligence with the machine to tenporarily produce a cybernetic
personal ity superior to either of the parts.

DEGUI! YOURE S0 BEAUTIFUL/
YOUR EYE/ YOUR LIP/ YYOUR ToOTH/




IF You sAY, "WE'RE

REALLY SwaAMPED!”
\ ONE MORE TIME . .,
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GAME SCENARI G5

l. STANDARD EXPLCRATION  The player in his scoutship is sent
into another sector of space, one wi thout any hunan honeworl ds.
Once there, the player takes whatever actions seembest to himin
search for Star Oystals, Earth-type worlds, Aien intelligences,
heavy nmetals, or anything else of value. The usual procedure is
to pick a likely-looking star, go to it, map the systemif any,
and prospect for Star Oystals (special Star-Qystal sensing
devices are standard equi prent aboard all starships. They are
able to sense Star Qystal energy output in either nodul ated or
unnodul ated form  Such sensors are generally not used in Hinan
space because of the enornmous nunber of starships, each of which
would register.) After the player has done as nuch expl oration
as he wants to (or he runs out of tine), the player goes back to
the Star Gate and returns to his homeworld for evaluation of his
finds and nonetary reward. It is up to the Gl axy Master to
either cleverly nmake up things for the explorer to find and try
his wits on, or to have the situations already set up and then
activate themas the player comes into range.

Exanpl e: The scoutship Portpisbee entered the system
of a Gtype star and discovered a | arge sol ar systemwhi ch was
inhabited by a culture of nmany different forns of nammalian
creatures who seened to be controlled by a hive, or racial, mnd.
They had interplanetary travel, and were not at all afraid of
creatures fromthe stars. 1In fact, they tried to capture the
Portpi sbee and its crew, both by guile and by force, but were
frustrated in their efforts by the wariness and superior technol ogy
of the starship's captain. It turned out that the true intelli-
gence of these aliens belonged to a breed of bacteria that |ived
in the brains of nammals as parasites on the host body. They were
conpatible with hunan life, and would have like nothing better
than to spread to the stars and throughout the galaxy. They were
thwarted, and the systemwas placed in quarantine. The system
naned Medusa, has not been destroyed, because the government of
Genn's World would very nuch like to take over the systemwith
its two inhabitable Earth-type planets intact.

. THE PLANET SEARCH CONTEST. A gane scenario for tw or nore
starship players, it postulates that a planetary governnent has
m snmanaged things to the point where the honeworld is desperately
over popul at ed and needs somepl ace to ship a fraction of its
excess popul ati on. Starship owners are offered a liberal bounty
for uni nhabited Earth-type planets, with the best reward goi ng
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to the person who first discovers a suitable colony. (In the
society of 2700 A D the optinum planetary popul ation is regarded
as 100 mllion people, and even a 10% surplus is considered as

i nexcusabl e over crowdi ng.) (/s | wite these rules, this scenario
has not yet been tried. The Galaxy Mster should probably deal
with each of the players secretly, which could be handl ed by
either having themwite out their instructions, or by seeing them
separately in a different room) Various strategi es present

t hensel ves. Everyone could go off on their ow and hope for the
best. Ships could work together and either fight it out for
planetary rights when found, or share the bounty between them
QOews with a better psionic rating mght try to spy on their com
petitors by using astral projection or just plain tel epathy, etc.

1. ALIEN (R ENEMY) ATTACK.  This is the nost difficult scenario
to set up and play. Essentially it consists of any situation
which represents prinarily battle in space with energy weapons.
The framework of STARFAR NG presents you, the player, with two
possible enemes to use as villains and be played by the Gl axy
Master: the Jish and the Robots (wo may not have actually been
conpletely destroyed after al). The Sish are arch-typically
B.EM in concept, nethane breathers, tentacled, the works. They
are non-tel epathic and unreasonably hostile to all other life-
forms. They have a faster-than-light star drive, but it does not
utilize Star Gystals; nor can the Sish enter Subspace. They do
not utilize their FTL drive inside solar systens. They seemto be
especially interested in gas giant planets, and are nost often
encountered near one. They do use energy weapons sinilar in
effect to the Shiva beamweapons of humanity, but their shields
do not seemto be as powerful as Hunan shields. Aside from

these generalizations, Sish ships vary in quality, just as Hurman
ships will, and it is up to the individual Galaxy Masters to set
their own limts on the powers of the Sish if they choose to use
t hem

Wien | ast encountered, Robotic technol ogy was the sane
as Hunman technol ogy except for their lack of psionic powers. Any
new devel opnents in Robotic powers are left to the imagination of
the Gal axy Master, but artificial psionics are forbidden.

It is also perfectly plausible to assune that one or
nore Hunman hormeworlds nay be at war and are fighting it out in
space. In this case, | suggest that the players representing the
different worlds have a third player referee as Gal axy Master,
and that a randomnethod of deternining conparative strengths in
ship nunbers and sizes be worked out. (The best of such net hods
submtted to me will be published in a supplenent to this gane.)
Conbat in space, at tremendous speeds, and using hi gh energy
weapons, woul d take place in conmputer-controlled exchanges
predi cated on psionic prediction of probable |ocation at a given
nmonent in time. The nmost inportant thing would be relative
psionic ratings, and the nmajor advantage would lie with the ship
whose gunnery conputer was bionically linked with a high-psi
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Human brain. |n an even match of energy weapons, effective use of
psi power could well be the difference between victory and defeat.
Probably the best nethod of having conbat is for the conbatants to
to wite down their orders separately and secretly and let the
referee evaluate the result.

L TOLD Y0 THEY DOv'T LiKg
BEING CALLED "BULLWINKLE"
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THE PLAYERS

Each conpl ete gane of STARFARING requires at |east two
players who will belong to the two different classes: Gl axy
Masters and Ship Masters.

The Galaxy Master is the one who devel ops and runs the
nmachinery of the game. The G M speaks for planetary governnents,
alien races, interstellar nedia, etc. The GM has the job of
i magi ning and mappi ng out a new star cluster for the starships to
explore. The GM nust put in some Star Oystal troves, Earth-
type planets, alien forns of |life, hazards of space, etc.

Designing an unexplored star cluster nmakes a fascinat-
ing solo game in itself. You may work according to any plan you
wi sh, or you may make use of the random zing procedures and charts
further on in the rules for a nore mechani cal and consi stent
net hod of universe exploration. (If those tables do not suit
your image of galactic construction, feel free to invent suitable
tables or rules of your own to work with.) You will need either
graph paper, or hex sheets on which to map your cluster. Each
star or star system should be assigned a set of three coordinates
(X Y, and Z) representing its location in real space on an
arbitrary coordinate systemwhich uses the Star Gate entrance as
the central 0, 0, 0 point. Qur standard unit of distance is the
parsec (approx. 3.26 light years), since | felt that the light
year was too short and the light zulu (10 light years) was too
long. Qur standard unit of speed is warp one, which is a distance
of 1 parsec in 1 day or 1241 tines the speed of light. Specific
informati on about star types, classes, planets, tenperatures, etc.
is available in the tables further on, or is readily obtainable
at any library.

The other class of player is the Ship Master —who is
the person responsible for decision naking and the description of
ship actions during the gane. If it comes down to a question of
i ndividual actions either aboard ship, planetside, or in space,
this player nmust carry the story line. The Ship Master needs to
be given a specific identity, whether it is a stay-at-home
capitalist who hires all the hel p he needs, or whether it is the
ship's actual hunman captain, or the shell person linked to the
computer to be the ship's brain. The Ship Master can also be a
Robotic, Android, or Alien intelligence, if that is what turns
you on. |In any case, the S M should have a personality (wth
rated attributes) and stick to it.
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Unl ess you are buying a used ship (qg.v. under ship
buil ding), the Ship Master nust build his starship fromscratch.
In order to do so, the SM wll take a |oan of 100,000 nega-
credits fromthe planetary governnent, which nust be repaid with
interest (to be decided by GM and announced before the ship is
built). The first thing to do is to decide on a nane and which
class of being the Ship Master will be. Next, consult the rules
on character creation, make your die rolls, and wite dow the
attributes. The collateral for your governnent loan will be your
ship and there is a penalty clause if you don't pay off the loan
fromyour earnings in a relatively short period of tine.

Pl anetary governments claimthe ships of those who don't pay off
their loans on time--within five trips.

Now that you have your noney, you nust build your ship,
which consists of picking out a certain hull size, fitting it
with Star Gystals and Warpengi ne, and setting the Bionic Conple-
nent (abbrevi ated bions) which defines how nany crew nenbers you
may carry under various conditions and actually refers to the
ship's life-support systens. Special instrunentation and exploring
tools also need to be purchased, and a crew nust be hired
(i.e. created) with all their individual attributes. Sorry, the
perfect specimens you want for your crew are not readily avail abl e,
and you will have to use nore-or-less ordinary specinens (depending
on the die rolls). Robots, Androids, shell people, and Aliens all
have different attributes fromordinary Human citizens, but are
still created by die rolls. After a character has been created,
it should be considered to have an independent life of its own,
shoul d be paid for its services, and may, in time, advance to be
an SM itself. Were appropriate, the sex of individual charac-
ters should be determined at the sane tine as its other attributes.
VW do not visualize the world of the STARFAR NG future as sex-bi ased
either for or against nales, fenales, or androgynes.
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BU LD NG YOUR STARSH P

Basi ¢ Ship Conponents.

Shel | : includes hull, interior spaces, airlocks, and life-
support systens.

War pengi nes: includes inertia-free gravity drive used to propel
ships while in normal space at speeds up to .5c.

Brahma Orystal: includes nodul ation and energy storage circuits.

Vishnu Orystal: includes power denmand and dispersal circuits to
the hul I .

Shiva Qystal: i ncl udes power dermand circuits and energy weapons
circuits.

Instrunentation: ship's conputers, sensing devices, matter
converter, etc. (You nmay have just about anything that
you can logically justify to the Glaxy Master--including
devi ces which sense for the nearest star in Subspace up
to a range of 10 parsecs. (nce you have reached the
vicinity of a star in Subspace, you nay al so sense for
t he nunber of associated planets, if any. Ec.) (You
may not design mechanical units to perform psionic
functions, with the sole exceptions of psionic boosters
and nullifiers which nmust be worn by a Hunan in order
to have any effect.)

Accessories: nust be purchased in addition to the ship--usually
i ncl ude such things as special weapons, equipnent,
space suits, specially-designed force fields, unusual
instrumentation like nullifiers and boosters, drugs,
ot her bi oni ¢ devi ces.

Oew nunber of crewnen is optional as are types. Ship
Masters should be prepared to list their crew menbers
and powers before the game begi ns.

As a ship designer, you may dispense with any of the
above systens you want to as long as you accept the resulting
consequences. For exanple: if you don't buy a \Warpengi ne, your
ship cannot convert Brahma Oystal energy into a useful formand
w Il never go anywhere.

Shel | s.

Scoutcraft shells are constructed to the Ship Master's
desired design. They are rated for size by Bionic Life-Support
Function units (known as bions for short). ne bion wll
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confortably support one Human bei ng and has a vol ume of approxi -
mately 2000 cu. ft., much of which may be occupi ed by various
devices used in keeping a nman confortable (i.e. a bed; culinary,
educational, entertainnent or scientific apparatus; spare clothing;
etc.). Two people can subsist unconfortably in a 1 bion ship, but
there will be nounting problens with oxygen production, waste

di sposal, etc. Four people is the overload limt for 1 bion, and
the systemnay break down to the danger of everyone.

Scoutcraft shells have basically four sizes, determned
by the bion nunber.

Cost
Smal | up to 5 bions 10, 000 rrc.
Mod up to 10 bions 19, 000 nt.
Lar ge up to 15 bions 27,000 nt.
Exorb up to 20 bions 34, 000 nt.

Larger ships are known. They generally use a multi-
crystal drive and belong to planetary governments. Mst comon
are the gigantic Colony ships, rated at 100 bions, with cold
storage facilities for up to 10,000 peopl e. The Warshi ps,
remants fromthe Robotic Wars, have bion ratings between 100 and

500, but very little cargo space. |In some parts of Human space,
it is illegal for a private individual to own a ship larger than
Exorb si ze.
\Nar pengi nes.

\Wr pengi nes are so called because they generate the
warps in space by which ships enter Subspace. A speed of Zero in
Subspace is equivalent to a speed of ¢ in Real Space; however, due
to the resistance of the nediumin Subspace, a ship will not travel
at all when its warpspeed is zero. In order to re-enter real
space, a reverse warp nust be created. The cost in energy is 1000
standards, regardless of the direction of the warp.

WWr pengines are rated by the anount of Brahnma Cystal
energy they can handl e w thout burning out. \Warpengi nes cost
3000 nt. per unit of warpspeed they can generate.

\Wr pspeeds: I n Subspace - warp 1 equals 1 parsec per day
warp 2 equals 2 parsecs per day
warp 3 equal s 4 parsecs per day
warp 4 equal s 8 parsecs per day, etc.
In real space - warp 1 equals .1 c
warp 2 equals .2 ¢
warp 3 equals .3 ¢
warp 4 equals .4 ¢
warp 5 equals .5 c.

H gher warpspeeds in real space
cannot be obtai ned by Human shi ps.
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\\r pspeed Real space energy cost Subspace energy cost
1 100 st angards 1000 standards
2 200 " 2000"
3 400 " 4000"
4 600 " 8000 "
5 800 16000"
6 | npossi bl e. Engi ne 32000"

ei t her expl odes or
breaks into Subspace.

Wr pengi ne repair and upgrading: To be repaired or
upgraded, a warpengine nust be pulled out of its lethally radio-
active quarters and decontam nated before repair work is done.

A fee of 1/4 of the upgrading charge of 3000 nt. per warp unit is
assessed when such work is done.

Al warpengines (unless conpletely destroyed) are
capabl e of producing the warps that translate ships into Subspace
and back out. However, in norrmal space, an engine rated at Warp 3
can only attain .3 ¢ as its maxi mum speed.

Vr pspeeds lower than 1 in normal space generally
require only nomnal arounts of energy which need not be cal cul ated.
For very slow travel in Subspace, please calculate the true energy
cost .

Star Qystals.

For all three varieties of crystal the price is the
sane: 1000 nt. per 1000 standards of energy produced or processed.
Cystal rating depends upon two factors: natural size and Hond-
statter tuning. Qystals bought for new starships are sold,
basically untuned, by their size. The largest natural crystal in
exi stence has a rating of 25 (i.e. 25000). Tuning costs 1000 nc.
per 1000 standards, and maximum tuning wll just double a crystal's
natural capability.

A crystal in use (especially a Brahma Cystal) sonetimnes
detunes itself spontaneously. (See Space Hazards section.) Untuned
crystals do not detune. Keep track of natural rating.

Cystals may be conbined in parallel to produce higher
energy outputs than is possible by using one crystal alone.
Odinary shells are not designed to acconmobdate such |inkage and
nmust undergo nodification at a cost to be determned by the GM
in question before the gane.
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| nst runent ati on.

The basic cost in instrumentation is conputers. Conputer
functions are subdivided into a nunber of areas: astrogation,
gunnery, |ife-support nonitoring and control, research analysis/
sensor interpretation, and library. The Ship Master nay either
buy a single naster conputer which integrates all of these various
functions, or may buy a nunber of mcro-processors, each respon-
sible for a different function and controlled by a central
processing unit. There are advantages to each system The chi ef
advantage to using the Great Brain single unit is that it costs
less to install. The chief advantage to the multi-unit construction
is that it is unlikely to be totally knocked out if danmage is
suffered by any of the parts.

Cost :

Master Conputer in 1 unit 8000 nr.

Mul ti-unit construction:
Li brary 1000 nc.
Resear ch anal ysi s 3000 nr.
Li fe support 500 nc.
Qinnery 1000 nt.
Astrogation 500 nt.
Central processor 4000 nrc.

The cost of these computers includes all sensory input/
out put devices necessary for their functions. Supplenentary
instrunentation, such as would be required for graphic displays
suitable for non-electronic hunan senses, cost one-half the
conputer cost in that particular area. (Thus, if you desire on
your control roomvisible |light screens, conputer controll ed,
that show starfields, close-ups of other ships in space, etc., it
woul d cost an additional 750 nt. when building the ship (i.e. half
the cost of the Qunnery and Astrogation nodul es).

It is not possible to make contact telepathically with
a conputer unless a shell person is wired into the ship's brain
and controls it. There is an additional charge of 2000 nt. for
nodi fying a conputer to accomodate a shell person conptroller,
but as it serves to give the ship literally its own intelligence,
it is wrthit.

However, bio-links (colloquially called crowns) to the
ship's conputers exist. They take the formof helmets that
electrically pick up and anmplify specific brai nwaves which are
then translated into thoughts or commands by the conputer which
wll then do the required information processing at electronic
speeds and feed the results back to the human operator via the
helmet. The result is practically instantaneous know edge of a
desired subject by the human operator. Such a link-up is al nost
de rigueur for the weapons' operator in conbat. Unless the eneny
ship is moving on a mathenatically predictable course, or else is
novi ng at speeds slower than .02 ¢ (or else is prohibitively close),
then the only way to hit the eneny is to shoot at where they are
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going to be, and only with psychic prediction of the future can
that be acconplished. Thus, one crown cones with every armed
ship, but if nore are desired for other purposes, they nust be
pur chased.

Used Shi ps.

For those Ship Masters unable or unwilling to build
their own ship fromscratch, they nay take over a used ship from
the planetary government. The arrangenent for obtaining these
ships is alittle different. The Ship Master rolls 3 dice five
times and 1 die once. These nunbers tell you the vital statistics
of your ship, regardl ess of how msnatched the figures nmay cone out.

Roll 3 dice Miltiply by 1000 for Brahma Oystal rating
Roll 3 dice Miltiply by 1000 for Shiva Oystal rating
Roll 3 dice Miltiply by 1000 for Vishnu Cystal rating
Roll 1 die This is your Wérpengine rating.

Roll 3 dice Divide by 2. This is your bion rating.

Roll 3 dice Mil tiply by 1000. This is how many nt. goes
with the ship to buy accessories, hire crew,
etc.

Ootional —Many of these old, used ships have a shell

person already linked to the old general - purpose conputer. See
rules for creating shell people, under COew

Paying G'f The Ship.

The planetary government denmands a 20% i nterest paynent
on any loans it nakes, and it holds the title to your ship until
your loan is conpletely paid. Ship Masters nust attenpt to pay
off their loans frombounty earned on explorations. If half the
debt is not paid after 3 explorations, the planetary government
may seize the ship. |If the entire debt is not paid after five
trips, the government will seize the ship.

(hce ships have been paid off, they nay be renortgaged
for up to another 5 trips, if the Ship Master w shes to borrow
nmore noney and inprove his vessel.

Used ships are valued at 1000 nt. per crystal unit plus
3000 nt. per warpengine rating. Shells and instrunentation are
not charged for. The extra cash that went along with the ship
nmust al so be paid back.
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CREATI NG CREW OR OTHER CHARACTERS

HUVANS! !

Hinans nay be either nale, female, or neuter. If the
neuter gender is chosen, just say so; otherwise roll 1 die. Cdd
i ndicates male; even indicates fenale.

A new character should be given a name. The rest of
the person's character wll develop as attributes are assigned and
ganes are played, and the character gets the chance to take certain
actions. I1'mgoing to create a sanple character as | go along with
this description, and her nane is Sh' n.

The four inportant characteristics about human charac-
ters are: Mentality, Psi rating, Physique, and Health. |'m going
to explain these one by one.

Mentality is general intelligence. Intelligence
gquotient is a sonewhat dated concept to explain Mentality. This
is really a measure of an individual's problem solving and rational
thinking ability, and bears no relationship at all to chronol ogi cal
age. Wsually, a ship's captain is considered (or chosen to be)
one of the smartest people aboard. Roll 3 dice and multiply by 10
for a Mentality rating. Sh'n has a Mentality of 90, which is
considered very low average. Ratings of 80 and lower are generally
regarded as stupid. Ratings of 130 or better are considered bright.
Ratings of 170 or higher are at the genius level. Mntality may
be adversely affected by such things as exposure to radiation,
drugs, injury, or they nmay be inproved by using special drugs or
by telepathic contact with alien races (this is up to the GM).

Man's nost inportant powers are his Psionic ones. |In
the 400 years since the Robotic Wars, hunman psi powers have
declined considerably as the race has built up a very high
toleration of LSDX-6000. Relatively few individuals retain the
great psi powers of centuries since, but with the aid of psionic
boosters, and occasionally of a mnd-link that cumulates psi
powers, somne renarkable effects can still be achieved. (See table
of psi powers and costs for what is available and how to use it.)
Sh'n has a weak rating of 9 (Roll 3 dice). She may use psi power
only 2 times before losing the ability, and it takes her 5 days
to recover. (Roll 1 die for each of the latter 2 characteristics.)
She is not a psychic star. Incidentally, the main use of psi
powers is that of telepathy which greatly facilitates contact
with alien races.
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Psysique is a nmeasure of a person's general strength and
appearance. Sh'n has a rating of 14, out of a possible maxi mum of
18--we know that she is at least pretty good looking. (Roll 3
dice; 3is the mninum 18 is the maxi num) Physi que nay vary,
dependi ng on conditions, but 18 is the highest it can ever get.

Havi ng an 18 physi que neans the person is at his/her naxi num of

physi cal perfection and beauty. Any further devel opment woul d

only tend to the grotesque. (Wen wearing a prosthetic exo-skeleton,
the strength conponent of physique may be boosted to a | evel higher
than 18, but that nunber is than a rating for strength only.)

Health is one's general neasure of well-being. One can
be strong and beautiful while dying froma |aser wound; thus there
is no absolute direct relationship between Health and Physi que.

(If hurt sormehow in the play of the gane, subtract the wound
factor directly fromhealth.) Wwen a person's health reaches zero,
the person is dead. Wth a health of 3 or below, the personis in
a cona and unconscious. (Roll 3 dice for health rating.) Sh'nis
a nice healthy girl with a rating of 14. |If wounded or sick,
subtract 1 Physique point for each 2 Health points taken off.

Sh'n's player card now | ooks like this:

Nane: Sh'n the sweetheart. Cccupation: Starship crew Rel axation
Gficer.

Mentality 90 Psi 9 Psi We 2 Psi Recovery 5

Physi que 14 Health 14 Money O nt.

Neuters or Androgynes.

It has been discovered that individuals not enotionally
unst abl e because of bi ol ogi cal, sex-derived urges, passions, and
enotions are, on the average, nore intelligent and al so heal thier
than normal nmen and wormen. Oreate themjust the same as you woul d
create anot her human, but add 3 to the Mentality rating and add
1 to the ratings for Physique and Heal t h.

Andr oi ds.

Androids are artificially constructed bei ngs, nost of
whom are in human shape. They have no psi powers, but often have
nmechani cal inplants which give thempowers not possessed by normal
hunmans. They are generally snarter, healthier, stronger, and nore
beauti ful than humans. (Wen creating individual Androids, roll
4 dice for each attribute, but skip the psi powers.) Androids
cannot naturally reproduce thensel ves--they all conme fromthe
andyvats. But they are independent citizens, since it was
di scovered that once educated and left at large for sone tine
they devel oped personalities. By law, newy created Androids are
the servants of the being who caused themto be created and paid
for their creation, for a period of 10 years. At the end of that
time, the Android is free of all obligation and may live as it
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chooses within the lawm They have great regenerative powers, and
regain lost Health points at a rate of 4 per day, but not great
enough to regenerate danaged brains. At this tine in history,
they are relatively rare.

Robot s.

Wil e androids are chenically created protoplasm Robots
are entirely electro-mechani cal beings. They range fromsinple
devices for perfornming specific functions to man-li ke bei ngs whose
positronic brains are greatly superior to the ordinary human.
Robots do not have psionics. Nor do they have Physique or Health
as such. Instead of Physique and Health, they have Charge and
Efficiency, which are both rated on a scale between 0 and 1. 00.

Robotic Mentality for those with positronic brains is
determned by rolling 3 dice and multiplying by 50. Thus, the
dunbest of the true Robots is equivalent to a very bright human.
Their Mentality, however, is seldomat full power, but instead
depends on the decimal rating of their Charge tines their
Efficiency tines their Mentality. (Exanple: a Robot with an
average Mentality of 500 who is only at .5 Charge and .5 Effi-
ciency has an effective Mentality of 125.)

As humans need food, Robots need electricity. The
interior of their abdonens is one great storage battery. Fully
charged, their rating is 1.00 and they contain 10 standards of
energy. Under nornal circunstances, the charge runs down at 10%
per day. A fully charged Robot has sufficient strength in its
servo-nmotors to lift and carry 2000 |bs. (Paranoid humanity
feared to build themtoo powerful.) At lesser charges, its
effective weight handling ability is less. A Robot whose charge
has fallen to 10% or less, no longer has the power of self-
| oconot i on.

There are various reasons why a Robot's efficiency
mght not be at its best. For this gane, let us assume that a
Robot is not likely to be brand new, and thus not likely to be at
100% efficiency. For figuring the starting Charge and Effici ency
of Robots, either do a random zing process on a pocket cal cul ator
(which can be determned by the player while doing it), or take
an ordinary deck of cards, shuffle it well, and draw two cards.
Face cards are read as nines, aces are read as ones, deuces as
twos and so forth. Let the first card drawn be put in the tens
colum and the second card in the ones colum. |If the first card
drawn is a 10, do not draw another one--the Robot is at 100%
QG herwise, read the two cards as a decinmal fraction between .00
and 1.00. Repeat the process once for the Charge rating and
once for the Efficiency.

| leave it to players and GMs who use Robots to work
out the fine points of this system It seens obvious that Robots
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operating on |low charges or at low efficiency mght be nore of a
hazard than an advantage for a player in this game, but | |eave
the option to you.

Note: As humans nust buy the food they eat and cl ot hes
they wear, Robots nust pay for the electricity they require, and
for the mechanical repairs needed to remain at high efficiency.
Due to the Human prejudice against mechanical life, they often
wi nd up paying exorbitant rates, at the discretion of the GM

Aliens.

It is up to individual Game Masters or players to
descri be the powers, attributes, limtations, and appearances of
alien intelligences. Wen the situation comes up, they shoul d
also then determine a fair nethod for randomy generating
i ndi vidual s of that species. (Send such fornulae to ne with
nane and description of the alien and it wll be published and
made avail able through the STARFAR NG newsletter we plan to
follow this gane.)

Standard D scl ai ner.

If you are unsatisfied with our method of creating
i ndi vidual characters of various kinds, or if you wish to branch
out into fields we haven't menti oned, please feel free to do so,
and to share your ideas with us. Just be consistent in any
creative schenes you come up with. (V& promse to publish any
outstanding ideas submtted.)

WHAT WOULD MY CAPTAIN
bo_IF HE FOND 0T Aoyt
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TABLES AND EXPLANATI ONS

You AYNGILS
SURE HAVE A UNIQUE
METHOD OF INTER-
STELLAR TRAVEL !
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WEAPONS AND QOONFLI CT

Wth ships maneuvering at appreciable fractions of
the speed of light and firing at each other over distances of
thousands and hundreds of thousands of mles, no weapon sl ower
than lightspeed itself is likely to be of much use. Thus, nost
of the ship-to-ship weapons of the future (all of them| discuss
in this gane) are energy weapons. Even utilizing beam energy
weapons which travel at the speed of light, one cannot fire at
a ship in a known position, because in conmbat it wll be
constantly noving in evasive action, and it wll not be there
when the ray arrives. FErgo, ships in conbat must fire at the
point in space where they estinmate the other ship will be at a
given time. The Shiva Cystals aboard Hunan shi ps nodul ate
Brahma COystal energy into a disruptive beamof force, invisible
in itself but acconpanied by a pulse of red light to allow for
accurate tracking with an effective range of 200,000 mles. The
energy weapons of other races, like the Sish, are assuned to
work in a simlar fashion, though they may have been produced
differently.

I had at first assumed that fighting ships using ray
weapons woul d automatically always hit each other, but now | see
that, unless they were fighting at very close range, they would
be nore likely to mss. One would alnmost need to be psychic
(as well as lucky) to hit another ship in this gane. Fortunately,
the Hunan brains linked to the ship's gunnery conputer are
psychic, and, depending on the degree of psychic power they have,
they can actually foretell the future--in this case, aided by
the nathenatical interpolations of the conputer, they would know
where to aimin space.

At extrene range, 200,000 nmiles, it would take the
energy beama little nore than 1 second to reach that |ocation
in space. But a ship travelling at .1 c¢c would have nmoved 18, 600
mles in that second, and thus the beamwould mss it if ained
at its last known position. Ships nmoving at hi gher speeds woul d
be mssed by even greater margins. Thus, an attacking ship at
close range could do no nore than cal cul ate probable position to
fire at, and the result would really be determ ned by a Saving
Roll nade by the attacked ship. This Saving Roll would be deter-
mned by the nmental and psychic attributes of the ship's brain,
but woul d al so be affected by di stance between the conbati ve shi ps.

At a range of 10,000 miles, the energy beamwoul d
reach its target in .05 plus seconds and the target ship could
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change position (at .1 c) by nearly 1000 mles. Getting closer
and closer, at a nmere 10 mles distance, the beamwould reach its
target in .00005 plus seconds, and the target ship could change
its position by from1l to 5 mles depending on its speed (.1 to
.5 ¢). (You can see how handy your own pocket calculator is for
calculations of this nature.)

Regardless of all this, we need to nake it possible
for ships to be hit by energy weapons, so we are going to cone up
with a formula for Saving Rolls based on ship's brain psi and
mentality ratings, ship' s distance, and ship's speed. (Note: if
nore than one person is bionically linked to the conputer, their
psi totals are added, but the mentality total is not cumul ative
and is that of the brightest person in the linkup.) S R equals
1000/ (Men. plus Psi tines 10000/Range in mles all divided by
the fraction without the decimal of the speed of |ight at which
the ship is moving. The formula sinplifies to 10,000,000/ (M -
Psi) XRX &) where Mstands for high Mentality in linkup, Psi
is Psi total in linkup, Ris approxinmate range in mles, and &
is the decinmal fraction of the speed of |ight expressed as a
whol e nunber. Roll 2 dice. Doubles add and roll over. Saving
Rolls of 3 or lower are automatic msses; S Rs of 30 or nore
are autonatic hits.

If a shipis hit, its Vishnu field will flare up to
shunt off as nmuch of the energy inpact as it can. |f any energy
gets through, it wll imediately do two things--punch a hole
through the ship's shell causing |loss of atnosphere, and damage
one of the stricken ship's functioning systens depending on where
the hit took place. For every 500 standards of energy or fraction
thereof getting through, roll 1 nore die to determ ne anount of
danage. No nore than one systemw |l be darmaged on one shot.
Human starshi ps have six separate systens. For which systemis
danmaged, roll 1 die and consult chart on follow ng page.
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De Roll Syst em Damage Descri pti on

1 Brahma O yst al Subtract nunber of hits rolled
on die or dice fromBrahma
Cystal rating.

2 Shiva Qystal Sane as above.
3 Vi shnu Orystal Sane as above.
4 VMr pengi ne Reduce the warpengi ne rating by

1 for every 2 hits scored.

5 G ew The nunber rolled on the hit die
or dice is how nany crew nenbers
are killed outright. Al crew
menbers except shell people roll
2 dice. (Doubl es add and roll
over.) Cew in space arnor nay
add 5 to whatever they roll;
crew in conbat suits may add 10.
Those with the |owest scores are
the first to die, until 1 crew
menber is gone for each hit
suf f ered.

6 Conput er s If the ship has the integrated
single conputer, it is knocked
out for duration of the battle.
Al systens revert to manual
control. If a shell person is
part of the link-up, it nust roll
at least a 10 on 2 dice to survive.

If the ship has the nulti-unit conputer set-up, roll 1
die again to see which unit is knocked out.

1 Astrogation Wen a subsystemis knocked out,
2 Qunnery the sensory devices continue to

3 Li brary operate, but nust be interpreted
4 Research anal ysi s manual | y. That neans you can

5 Li fe support still use a systemif you paid

6 Central processor for the optional hunman-oriented

graphi c displays when buil di ng
your ship.
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Shi p Wapons and Shi el ds.

The outer shells of human ships have a micro-circuit
wi th thousands of nodes for energy release inprinted just bel ow
the paint and tied into the Qunnery conputer and Shiva COystal
electronically, so that they can discharge a Shiva bolt in any
desired direction fromthe appropriate spot on the hull. If the
Qunnery conputer is knocked out, the weapons systemfails (unless
one has an auxiliary conputer that can be connected, or unless
one takes personal weapons outside the hull and continues to fight.)

Sish Ships.

Attacking Sish ships approach on a constantly corrected
straight line towards their target ship, firing at a rate of
5 tines per conbat turn. This neans that while the human ship is
naking Saving Rolls to determine if it is hit by the Sish who
have evol ved the technique of firing randomy in the general
direction of their randomy evading target, the Sish ship is on
a mathenatically predictable course; and though they fire 5 tines
for every once you fire, you will hit the Sish ship every tine
as long as your Qunnery conputer is working.

—
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REWARDS AND PAYMENT

The basic unit of currency in Human space is the Credit,
It is, however, a small unit, and nmost of the itens necessary for
Starshi ps have prices up in the Megacredits (1 mllion credits -
ne.). Explorers are paid for their work on the follow ng scal e
on ny honmeworl d-—+he rates of conpensation nay be different on
ot her honeworlds (that's up to the GM, but they shouldn't be
too different).

Item Conpensat i on

Star Ovystals 100, 000 nt.
Meani ng consi derabl e Possibly nore if deposits
deposits--not just an isolated are very extensive.

crystal here and there.

Habitabl e Earth-type pl anets 10, 000 nt.
Heavy netal s planets 500 nt.
Every ot her planet discovered 100 nc.
Each new star visited 1,000 nc.

Friendly contact with new

intelligent life 5, 000 nc.
Friendly contact with new
interstellar life 10, 000 nt.
Destruction of alien spacecraft 500 nt.
Hostile life forns only, And | osses or danage to
like the Sish. your ship during conbat will

be made up by insurance.

Anything costing less than 1 nt. in this gane is
considered too insignificant and cheap to bother with.
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STCRE FCR STARFARERS

Item Cost in nt.
V¢apons:
Handguns (output-1 stan.) 1
Rfles (output-up to 10 stan.) 10

Cannons (output-up to 100 stan.) 100
These all generally operate
on broadcast power fromthe
ship, but nay store up to
3 firing charges.
Svall arns and expl osi ves of

all other varieties 1 buys a shi pful
Arnor :
Softsuit (flexible spacesuit
with air supply included) 2

Space ar nor 10

Conbat suit 100 (Built to your design-
use of energy weapons or
shields cost extra,
dependi ng on strength
needed. )

Al rbelt 10 (CGenerates a weak force
field that allows free
passage to oxygen only.
WI1 screen out bacteri a,
wat er, poi son gases and
insects. WII not turn
bul l ets, energy beans,
or other nmassive attack.)

Vehi cl es:

All-terrain vehicles 100 (Built to your design—
naki ng them spacewort hy
costs an extra 10 nt.
For nmore modifications
ask GM for costs.)

Power :
Brahma Oystals (Power) 1 per unit rating

1000 per 1000 stan. rating;
1000 is the snallest power
crystal that can power a
starship; 25000 is the
| argest naturally occurring
crystal .



L

Lz

I\
)

..wﬁ. “C)

i
9

T
e

JNOILYTANI

—

PILCE Ky DL

(S) 3A4

()2

Na~
=
GOSN L

NWHO




Item

Power : (conti nued)
Shiva and Vishnu CGvystals

Qystal i nprovenent

Portabl e nucl ear fusion reactor

wei ght: 1000 |b.
si ze: 5x5x5"
I nstrumrent s:

Sish detector

Psi oni ¢ Boost ers

Psionic Nullifiers

Star Fi nders

Subspace Communi cat or

1000

500

50

40

200
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per unit stan.
per 1000 unit
rating

per 1000 unit stan.
rating for all crystals.
Not practiced on crystals
rated bel ow 1000.

rating
st an.

produces 500 stan.

Rated at 1 yr. continuous
use. Caution: deadly if
br oken open.

Sounds alarmif Sish
ship approaches w thin
10 a. u.

per every unit of raise
desired up to a maxi mum
strength of 33. se of
psi boosters reduces
Health by 1/2 unit per
unit of psi boost.

Takes effect within the
hour. Health recovered
at 1 unit per day.

per every unit of psi
power repressed. An
instrunent rated at 10
may, of course, be used
at |lower settings.
Nullifiers do not have
adverse effects on Health.
For every unit/deor psi
depressed under nullifier,
you need equal tinme to
recuperate before full-
strength psi use. No
protection when nullifier
not activated.

May be set to |ocate and
determ ne position of
nearest star, within

10 parsecs. Wes 10
stans. of energy for each
unit (1 parsec) searched.
Vorks in normal and
Subspace.

Sends a message at warp
one back to hone pl anet
via Star Gates.



Item

\Wr pengi nes:
To upgrade war pengi nes

Dr ugs:
d eversniff

Megavi t apl exxx

Psi cort one

xX2C
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Cost in nt.

5000

3000

12

20

50

Basi ¢ engi ne capabl e of
doi ng Véarp 1.
per war pspeed unit

per .01 pure dose.

Rai ses Mentality tenpor-
arily 100 pts. for a
period of 1 to 6 days
dependi ng on i ndividual .
Residual gain of 10 pts.
never |ost.

per 5 dose package. Has
i ndi vi dual effects.

Rai ses Health and Physi que
1 unit per day up to 12
days (depending on

i ndividual --roll 2 dice)
up to maximum Effects
permanent. Tenporary
side-effect of reducing
Mentality by 1/5 while

it is acting.

per .05 pure dose.
Tenporarily suppresses
Psi power for 1 to 6 days.
Wien power is recovered,
it is augmented 1 pt. for
each day suppressed. My
tend to suppress Psi
power for taker during
periods of great stress.
Power ful hal | uci nogen and
euphori c-—guaranteed to
satisfy all hedonistic

cravings. |s addictive
and detrinental to
Mentality. Lose 5 pts.

for every 3 usages.

10 doses per nt. ked
nmedicinally and by addicts
called Sllyseers. Has
unknown psychic effects
dependi ng on i ndi vi dual
and GM

Wien playing a gane that uses the whole galaxy as a
stage, it doesn't nmake sense to worry about the small things.

Anything costing less than 1 nt.

is too insignificant to list here.



Power

Psychoki nesi s

Tel eportation

Tel epat hy

TABLE CF PSI ON C PONERS

Code Description of Powers

PK Control, levitate, or
mani pul ate snall objects
such as di ce, wei ghing
up to 1 kg. (Qxce the
basic skill of PKis
mast ered by the adept,
it gets easier to
mani pul at e heavi er
obj ects. Adept nmay
control another 100 kg.
of mass for every 5
extra Psi points.)

TP | nst ant aneous travel without
crossing interveni ng space.
Wrks only on organic
living material, and the
adept nust have a cl ear
pi cture of where he
desires to arrive.
D stance: 10 neters or less
1 kiloneter or |ess

Psi Power
Needed

10

12
18

100 kiloneters or less 25
1 mllion kiloneters or |ess 33

(To tel eport any other

l'i vi ng organi sm not

contai ned wholly by the
adept' s personal aura--such

as anot her person or bei ng,
doubl e the Psi power required.)

TL The ability to selectively

read another being's nmnd and
understand the contents; al so
the ability to intrude your
own thoughts or feelings into
another mind. By broadcasting
power ful enotions, this power
may be used as a nental weapon.

Readi ng a m nd:

Sendi ng:

15
17

36



Tel epat hy  (conti nued)

Precogni tion PC

d ai rvoyance C

Universal translation
with any nunber of other
living beings:

Mental attack:

The ability to "see" or foretell
a probable future. (GM wll
descri be your vision for you,
and then based upon your
probability of being correct,
which he will randomy verify
by a procedure of his own—
ei ther dice or pocket calculator
or even playing cards nay be
used—he wll direct the gane
to either take the course
foreseen or to take a different
course because the future seen
lay in a different probability
uni ver se.

5%

10%

15%

20%

25%

30%

35%

40%

45%

50%

55%

60%

65%

70%

75%

80%

85%

90%

95%
The GM nay deal with these
increnments in blocks of 10%
if he wishes, especially when
using dice or cards to deter-
mne if the prediction comes
true. You will never reach a
100% accur at e prediction.

A nmental picture of what is
currently happeni ng at somne
ot her place or to sone ot her
per son.

22
20 or
hi gher

10
12
14
16
18
20
22
24
26
28
30
32
34
36
38

42

46

15

37



d ai r audi ence CA

Astra

Projection AP

Hearing what is happening
currently at some ot her

pl ace or to sone ot her
person.

Both at the same tine.

The ability to disassociate
one's astral body fromone's
physi cal body and use it as
an invisible, intangible
scout in place of regul ar
ship's sensors. The astral
body has a top speed of 1
parsec per deor and a top
range of its Psi power in
parsecs. There are nonsters
and perils on the astra
plane that can destroy the
astral body. |If the physical
body is slain, the astral body
also dies unless it can find
anot her body to inhabit
within 3 days.

ES IMTHE Ao

12
24

12 or
hi gher
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SPACE HAZARDS

For each turn that a ship is in space, either Subspace
or regular space, the GM wll roll 2 dice. If he gets a 12,
the ship encountered some formof trouble. See charts bel ow for
possi bl e hazards. (Realizing that other GMs nay be nore
inventive or better read than I, | say feel free to add your own
inventions to these lists of space hazards. You can expand the
range of random nunbers possible sinply by rolling nore dice.)

For definitions of each of the follow ng catastrophies
and how they affect a ship and crew, see the follow ng page.

NORVAL SPACE
Hazard D ce Roll
Sish ship or ships 2-4, 10-12
G C Radiation 8, 9
Met eor Strike 7
Power crystal mal function 6
Tri ggered supernova 5

(ly invicinity of 0, B, or A
class tars larger than the Sun.)

SUBSPACE
Hazard D ce Rol |
Der bi s 5-9
Kt hul hus 3, 4 10, 11

Ber serkers 2, 12
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SPACE HAZARDS DEFI NED

1. The Sish

The Sish seemto be the other najor formof inter-
stellar travelling life in our galaxy. They are an oct opoid,
tentacl ed race, and so conpletely alien that no successful contact
has ever been nade with them They are definitely non-psionic and
seem conpl etely immune to the psionic powers of hunan telepaths.
No one captured by the Sish has ever returned to tell the tale.
The dish home systemor systens have never been found, but they
seemto roamthrough our galaxy at will. They have a FTL drive,
but it does not utilize Star Oystals and they are incapabl e of
entering Subspace. They travel in groups of 1 to 6 ships (Ril
1 die) and establish bases in the atnospheres of gas giant planets.
They attack Human ships on contact. They seem to have slightly
faster reaction times than Men, and slightly faster ships in
normal space, hitting speeds estimated at .65 c. To create Sish
ships you need only roll for weapons and shields. (Roll 2 dice
and multiply by 10000 Sish weapons always fire at full strength,
but their shields can be depleted and broached by pouring nore
energy into it than the shield is rated to handle. (Exanple: A
Sish ship has an energy shield of 7000 and is fighting a Himan
craft. The GM does not tell the players what the Sish ship's
energy shield is at. In the first round of conbat, the Hunan ship
was damaged and 4 crewnenbers died; the Sish ship was hit with
4000 standards bringing its shields down to 3000. In the second
round of conbat, the Hunan ship was again danmaged, losing only 3
crew this tine, but the Sish took another 4000 hits and was
converted into a sphere of incandescent gases and flying debris.)

2. @lactic Core Radiation

This nysterious radiation seens to originate in the
core of the galaxy, and perhaps at the center of other gal axies.
It is not constant in intensity, nor is it norrmally deadly, but
it does tend to generally deteriorate Health, Physique, and
Mentality at a constant rate. (Roll 1 die and subtract that
nunber fromthose ratings for all crew nenbers, including the
ship's brain.) Oddly, it always seens to stinulate the psionic
powers to the sane extent that it weakens the other characteris-
tics. (Add the 1 die roll to the Psionic powers of everyone on
board.) It travels in pulses at the speed of light, and no known
formof shielding serves to stop it. (Health weakened by GC R
will rebuild to its forner level at the rate of 1 unit every
10 days, except as noted for other types of beings. Cher
characteristics are pernmanently changed.)
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3. Meteor Srike

In the early days of space navigation, ships used
el aborate detection systens to warn of inpending or collision
course neteors, conets, etc.; but after the devel opment of the
automati c defensive energy screen, such devices were regarded
as superfluous and were universally discarded. Travelling at
speeds up to .5 ¢, it was generally Human ships that bunped
into slownoving space rocks, rather than the other way around.
Ships destroyed in space by collisions wth very large neteors
are estimated to nunber no nore than 1 per century. (Rl 2
dice and multiply by 100 for the energy needed to vaporize
striking meteor. If it penetrates, roll 1 die to see which
systemis damaged. For every 500 units of energy that it
exceeded the shields by, roll 1 die again for damage to a
different system) Due to rapid deconpression on penetration,
all crewrenbers nust nake a S R based on either Physique or
Heal th, whichever is the better rating. (Hghly unlikely
exanpl e The good ship Foobis, while traveling in a depl eted
energy condition in nornmal space, smashes into an enornous chunk
of rock (2 rolled on 2 dice—doubles always add and roll over).
The shields took all the power they could get-—3500 standards—
exhausting the power batteries, but a basketball-sized pi ece of
stone, still penetrated with a hit rating of 700. The pl ayer
rolls 1 die twice, getting a 6 and a 5. He sustai ned danage to
warpengi nes and crew Again he rolls 1 die, getting a 6. Hs
war pengine was only rated at one—it was conpl etely destroyed.
He rolls 1 die for casualties; 6 of his 8 crewrenbers were slain
instantly. Before deciding which 6 die, nake a SR for all 8
crewnenbers. The two of themwho nmake their S Rs by the greatest
amount, or who mss it by the least, are the 2 survivors.)

4.  Power Qystal Ml function

Chce in a great while, a tuned Brahma Oystal wll
spont aneously change state. Generally, it deteriorates, but
sonetimes it leaps dramatically upward in power gain. (Rl 1 die.
If you get 1-5, subtract that nunber fromthe crystal's rating.
If you get a 6, add that nunber to the crystal's rating.)
(Exanple: A crystal rated at 12 mal functions; the player rolls a
5-his crystal is nowrated at 7. Star crystals that fall bel ow
O inrating explode and destroy the whole ship.) So far, no
accept abl e theory has been proposed to explain why Star Qystals
make these sudden changes.

5. Supernova

Unstabl e stars of spectral classes 0, B, and Awth
nmasses greater than Sol are sometimes triggered into a supernova
explosion by the fleeting space distortion caused by a starship
entering or |eaving Subspace nearby (nearby being defined as
wthin the star's planetary system if it has one, or wthin
1 light hour, if it doesn't. Most ships appear out of Subspace
within that range. It is not known by Mankind that his starships
can have such effects. |If it happens, the first effect is a wave
of potentially lethal radiation. (Rl 3 dice and subtract that
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nunber fromthe Health of all crew nenbers. Subtract half that
nunber fromthe Mentality of all survivors, including the ship's
brain. Standard procedure in such an enmergency is for the ship's
brain to send it back into Subspace where it is safe; but if
ship's brain has been reduced to 5 or less, it wll forget to do
so, and rust be told to do it by any other survivor wth Mentality
greater than 7. If the ship does not get into Subspace, it wll
be vaporized by the expanding shell of superheated gases. (Sar
Cystals wll always be produced in the remmant of the sun after
such an expl osion.)
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SUBSPACE HAZARDS DEFI NED

1. Derbis

A Subspace life-formnost nearly resenbling a rock with
eyes. It thinks, after a fashion, and has a goal—to reduce
itself to free hydrogen. Starships are a tremendous boon to such
creatures, and they smash into themwth glee, after having |earned
that the energy shield will disintegrate them Derbis cone in
different sizes—a result of occasional collisions between their
own kind. Derbis danage is sinilar to Meteor damage in nornal
space. To determine the energy of any given piece of Derbis,
miltiply a 3 dice roll by 100-—+triples add and roll over.

2. Kthul hus

Kthul hus are the donminant life-formin Subspace. They
exi st and grow by devouring the slight energy |eakage from nornal
space into Subspace. They are disturbed by the warping of
Subspace caused by Starship warpengi nes, and when they detect it,
they will approach and attack the source. Their weapons are
entirely nmental, and are generally in the formof increasingly
less subtle hallucinations. They attack the psionically gifted
first, and less gifted later. People with psionic ratings of 6
or lower generally feel almost no effect. Ship's brains are
vul nerable to attack. Each individual is affected differently by
Kt hul hu hal luci nations, but all suffer a decrease in their
Mentality rating. |If the Kthulhu is not driven off pronptly,
I begin to fall. For Psi ratings of 15 or higher, roll 2 dice
and subtract nunmber fromMentality for each crew nenber. For
ratings of 7-14 roll 1 die and subtract fromMentality. For
ratings of 6 or lower just subtract 1 fromMentality. Mentalities
lower than 5 are not capabl e of independent decisions. Kthul hus
are disconcerted but not harmed by energy weapons. Getting hit
with one is much like what you would feel if soneone hit you in
the face with a fresh chocolate cake. Kthul hus may be driven off
or slain by psychic blasts of hatred or aversion froma crew
menber concentrating on the idea of a Kthul hu, and who has a
hi gher psi rating than the Kthul hus rating. To get the Kthul hu's
rating, roll 3 dice (triples add and roll over). |[If not chased
away or eluded, Kthulhus will call up space Derbis to attack the
ship at a rate of 1 per deor or 10 per day.

3. Berserkers

Berserkers are Robotic non-lifeforns froman alternate
universe (naned the Saberhagen Reality) who, having cleansed
their own cosnmos of the foul disease of life, spread to Subspace
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in hopes of continuing their function—the eradication of all life.
Berserkers' greatest frustration, if a machine can feel frustration,
is that they can't get out of Subspace into our universe. They
can, however, prevent ships fromleaving while they destroy them
by means of a trenmendously powerful tractor beam Berserker ships
have weapons and accurmul ators. The weapons are practically the
same as Hunan weapons, but always fire at full strength (Rl 3
dice for weapons). They have no shields as Men have, but the
surface of their ships conducts all destructive energy into a
great energy accumulator. The only way to destroy themis by
overloading their accumulators, at which time they expl ode. (Rl
5 dice and multiply by 1000 for how nmuch energy they can absorb.)
Berserker ships always travel alone. So far they have not
succeeded in capturing intact a Human vessel.
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RANDCM ZATI CN

Wien it cones to star creation and popul ati ng space,
the GM nay take one of two approaches. He may either plan it
all out hinself, naking all decisions on star class, nunber of
planets, forns of life thereon, etc. according to his own precon-
ceptions; or he nmay use a random zing process within a previously
set-up framework. 1'mgoing to describe two nethods of random
izing, and then give the charts | used for creating ny own star
clusters.

Met hod Cne (the sinple, cheap way).

You will need a deck of ordinary playing cards.
Renove all the face cards, retaining the Ace through 10 in each
suit. Cards all have their face value, except for the 10 which
has the value of zero. Shuffle thoroughly. Decide how nany
pl aces you wish to carry the randomzation (3 or 4 is sufficient)
and deal out that many cards face up fromleft to right. Read
the cards as a decimal fraction between .000 and .999. Consult
the appropriate table for results.

Met hod Two (the expensive, fun way).

You will need a pocket calculator. Radio Shack sells
an excellent one for $30. By utilizing the square, square root,
and percentage keys, and then reading only the decimal display
behi nd the deci mal point, an unpredictable series of nunbers can
be generated. The secret, of course, is to have a good i nput
nunber (such as the star's coordinates in space) on which to
performthese operations. Randominput nunbers nay be generated
by rolling dice or by drawing cards as in the nethod described
above. More expensive cal culators, which provide many nore
functions, may be used to generate randomnunbers by, for exanple,
taking the sine of the input nunber, dividing it by pi, and then
taking the square root, reading your result behind the decinal
point. | guarantee you will not be able to anticipate the final
result, which neans the nunber is randomas far as you are
concer ned.
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RANDOM STAR LQCATI ON

Al though there is no good reason why your star clusters
shoul d be spherical (outside of the astrononical reason that a |ot
of themreally are), we wll use a spherical exanple because it
is easy to understand. Assuning that the 0O, 0, 0 point for the
cluster will be the point where the Star Gate lies in Subspace,
then pick an arbitrary radius in parsecs. 10 parsecs generates a
cluster of reasonable size for exploratory purposes.

Roll 3 dice. Read themfromleft to right. Random ze

(by whatever process you use). If using a calculator, |ook at
the first nunber in the display. If it is odd, your coordinate
wll be positive; if it is even, negative. |If you are using

cards, flip a coin for positive or negative on the coordinate.
Take the first nunber behind the decinal point for your

coordi nate. Now random ze on the nunber currently on the display,
repeating the above process for the second coordinate. Repeat
once nore for the third coordinate. An exanple follows using ny
cal cul ator.

(Random star location: FRoll 3 dice. Enter 242
Square 242 equals 58564. Ht plus key to enter nunber. Ht %
key equal s 34297420. H<t square root key equal s 5856.3999.
Ist no. is odd; 1st decimal is 3; first coordinate is plus 3.
Ht % key equals 34297420. H1t square root key equals 1851.9562.
Ist no. is odd; 1st decimal is 9; 2nd coordinate is plus 9. Ht
% key equal s 1084579. 6. Ht square root key equals 1041.4315.
Ist no. is odd; 1st decimal is 4; 3rd coordinate is plus 4.
Star coordinate is 3, 9, 4)

As you can see, it would be a lot easier to just use
the playing card nethod here, but maybe not as nuch fun.
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11.
12.
13.
14.

15.

16.

17.

18.

19.

20.

d ass

M
Wiite giants
Red giants

Super gi ant s
B

EXOmT

Wi te dwarves

Bl ack dwarves

Novae

Bl ack Hol es

Nebul ae

Dust d ouds
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STAR TYPES
Description

Large white-hot stars with a surface
tenperat ure around 40,000 degrees C

Large blue-white stars with tenperatures
around 25,000 C

Violet-white stars with tenperatures around
11,000 C

QG eenish-yell ow stars with tenperatures
around 7,500 C

Yellow stars like the sun.
around 5,300 C

O ange stars with tenperatures around
4,900 C

Cool red stars-—nany of themvariabl e-—
with tenperatures around 3,400 C
Wiite-hot stars nany times larger than any
of the stars listed above.

Essentially the same as the red dwarf M
stars, but hundreds or thousands of timnes
| arger.

Tenper at ure

Al supergiants are sinmlar to the stars

listed above, but are hundreds of times

| arger.

Very hot, very snall stars—the remants of
novas.

Super dense stars that have burned out and
no longer emt light. Not the sane as

Bl ack Hol es.

Expl odi ng stars

A super-nassive star that has coll apsed
space and time around itself.

Qouds of gas in space—sone are dark and
some are highly energized.

Areas of space filled with dark dust.



STAR SYSTEVG

Probably half the stars in our gal axy are nenbers of
multiple star systens with all the stars rotating around a conmmon
center of gravity. After | have determ ned the systems coordin-
ates, | roll 1 die, odd or even, to see if it wll be a multiple
star system If it is even, | roll 1 die again to see how many
stars are in the system letting it be the nunber rolled unless
it is al inwhich case | nmake it a double system Sonetines
multiple stars are very close together; sonetines they are well
separated. (For exanple: the white dwarf conpanion of Sirius
has a rotational period around its primary of 50 years. That puts
it about as far anay as fromthe sun to Saturn. The three stars
in the Alpha Centauri systemare as much as 1/4 of a light year
apart. Cher binary systens have stars so close together that
the period of rotationis 2 or 3 days.) Thus, if stars are very
close together, or very far apart, it is possible for multiple

systens to still have planets, and thus to have life.

Earlier, | divided interstellar objects into 20
different classes. The table bel ow uses that division and an
assunmed probability ratio to randonmty create stars, etc. If you
disagree with this probability assignnment, you nay reassign it to
suit yourself, but |I like this one because it yields a good
variety of stars in space. It is inportant that you generate,

via dice, cards, or sone other system different begi nning nunbers
for each random zati on.

Nunber Descri pti on Random Range
1 dass 0, nain sequence . 000-. 025
2 dass B, nain sequence . 026-. 075
3 dass A rmain sequence . 076-. 150
4 dass F, nain sequence . 151-. 225
5 dass G min sequence . 226-. 275
6 A ass K main sequence . 276-. 350
7 dass M red dwarf . 351-. 500

8 Wiite giants . 501- . 550
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Nunber Descri ption Random Range
9 Red giants .551-. 700
10 d ass B, Supergi ant . 701-. 760
11 A ass F, Supergiant . 761-. 780
12 dass G Supergiant . 781-. 820
13 Qass K Supergiant . 821-.840
14 dass M Supergiant . 841-. 900
15 Wi te dwarves . 901-. 950
16 Bl ack dwarves . 951-. 960
17 Novae . 986- . 995*
18 Bl ack Hol es . 996- . 999*
19 Nebul ae . 961-. 970
20 Dust cl ouds . 971-. 985

*Note: Nos. 17 and 18 are slightly out of sequence when
r andom zi ng.

Each spectral class of star is generally further sub-
divided nunerically fromO to 9 indicating a tenperature range.
To get that nunber take the fourth decinmal point digit in the
random zi ng process as generated above.

A few rare spectral types have been omtted fromthis
table, notably classes Nand S. These heavy el ement stars are
not generally regarded as on the nain sequence, but tend to
devel op out of Population Il F, G and K stars.

To nmake it easy to generate a lot of stars quickly on
a calculator, use the last 4 digits of the random nunber generated
above as the input nunber for a new random zing process. You
wll, of course, drop the decinmal point when re-entering them
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PLANETARY TYPES

For convenience in randomy generating planets, | have
divided theminto six types. Wen randomy generating planets,
roll 1 die and let the nunber represent the planetary type. For
those who like nice, neat solar systens, generate all the planets
first and then put theminto a nice, neat order.

1. Arless Ball. (ROl 1 die again. |If you roll a 5 or
6, substitute an asteroid belt for the airless ball
planet.) Solar equivalents are Mercury and Luna.

Sub-terrestrial, Panets large enough to maintain a
weak atnosphere. QGavity ranges from.3 to .8 of
Barth's.

3. Terrestrial. An Earth-type planet, even if it doesn't

contain a mainly nitrogen-oxygen atnosphere. QGavity
ranges from.8 to 1.5

4, Super-terrestrial. A Venus-type planet, characterized
by a super dense atnosphere, even though the planet is
not greatly larger than the Earth. QGavity is .9 to
4.0. Not, however, in any case to be considered a gas
giant |ike Neptune or Jupiter.

5. Gas giants. Large, cold planets like Wanus and
Neptune. They will always have noons, sone of which
may be as large as airless balls or sub-terrestrials.

6. Jovians and super-Jovians. (Roll 1 die again. If you
roll a 6, you have a super-Jovian, a gas giant 2 to 4
tines larger than Jupiter and a small star in its own
right, though a very cool one.) They will always have
noons. Super-Jovians may have planets up to Super-
terrestrial in orbit around them

It is possible for life of some strange formor
another to evolve on any of these types of planets, though only
the terrestrial anal ogues have a really high probability.
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LI FE AMONG THE STARS

This game would be very dull wthout alien lifeforns
to lend interest. The GM wll need to stretch his inagination
to quickly come up with alien life for explorers to encounter.

[f he knows in advance what it is possible to find at the various
stars in the way of |ife, he will be able to quickly invent
correspondi ng details and perhaps nysteries for the explorers to
solve. For exanple, ny random zing process (described bel ow)
told me that there would be carbon-based hunanoid non-intelligent
life around a white dwarf star in the Red Quster. Know ng that
whi te dwarves-—nost of which have already gone through a nova
expl osion—are very unlikely to still have planets gave ne the

i dea of having this humanoid life inhabit an artificial satellite
inaclose orbit, being cared for by non-intelligent nechani cal
devices. This situation poses a fascinating puzzle for the

expl orer who discovers it, and | hope | can think of a good story
before this particular star systemis entered.

The follow ng random zation process is the one | use
on ny own calculator for the description of life to be found at
the stars in the Red Quster. Gher random zation nethods are
equal |y valid, of course.

Enter star position X Y, Z on your calculator.

Miltiply this figure by its nunber (1-20) according to star type.
(See star types list.)

Take square root.

D vide by nunber of stars in the system |If zero stars are in
system divide by 1.

Look at nunbers behind the decinal point for your randomlife
det erm nant .

Random Range Quality of Life
.00-.50 No life.
.51-.80 Life, but no intelligence.
.81-.95 Intelligent life:
. 81-.87 pre-industrial civilizations
.88-.91 pre-atomc energy civilizations
.92-.94 pre-gl obal high technol ogy civilizations
.95 united world culture
.96-.98 Life wth interplanetary space travel and
advanced technol ogy.
.99 Lifewith interstellar space travel. Probably

uses Star Qystals.
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If star has life, proceed with the follow ng randoni zati on.

Mil tiply your |ast randomnunber by the star's spectral type
nunber (i.e. the 4 in &4).

Ht %key for life cycle base. Read randomdeterm nant after
deci mal point.

Random Range Life Cycle Based On:

.00 -.450 Carbon (DNARVA life as we know it)

. 451- . 650 Met hane

. 651-. 750 Chl ori ne

. 751-. 850 Slicon (stony life forns)

. 851-. 950 Robotic (artificially-created life)

. 951-. 990 Ect opl asm

. 991-. 999 Pure energy (no need to determine formof life)

Miltiply last randomnunber by the last digit in it between 1

and 9.

Take square root for new Random Range of nost advanced life form
body shape.

Random Range Dom nant Life Form Shape

. 000-. 083 Bacteri al

.084-. 166 Free-form Amoeboid

.167-. 220 Fungoi d

. 221-. 300 Veget abl e

. 301-. 383 I nsect oi d

. 384- . 466 Arachnoi d

. 467- . 549 | cthyoi d

. 550-. 700 Reptilian

. 701-. 755 Avi an

. 756-. 839 Tentacled (Ml | uscoi d)

. 840-. 910 Mammal i an

.911-. 999 Himanoid (Truly manlike life and

interconpatible biologically wth
humanity, if carbon-based.)

C course, this chart refers to the highest formof life
on the planet. Al lower fornms of life are assuned to be present.
This is also neant only as a general anal og, not an exact descri p-
tion. P ease remenber when inmagining life forns that alien life
is supposed to be alien—throw in as many differences as you can
to nmake things interesting.

VW woul d be very interested in seeing what people
invent for their intelligent alien |life forms. Please send
descriptions of alien races to ne for inclusion in the Encycl opedi a
Gal actica of Intelligent Races. |If possible, we will publish these
descriptions for the benefit of all STARFAR NG pl ayers.

The above archtypes are only ny preconception. W would
be very interested in seeing other life formshape charts that the
pl ayers m ght work out.
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1.4
2.2
3.2
4.1
5.1
6.1
7.1
8.1
9.1
10.0
11.0
12.0
13.0
14.0
15.0
16.0
17.0
18.0
19.0
20.0
21.0
22.0
23.0
24.0
25.0

2.2
2.8
3.6
4.5
5.4
6.3
7.3
8.2
9.2
10.2
11.2
12.2
13.2
14.1
15.1
16.1
17.1
18.1
19.1
2.1
211
22.1
23.1
24.1
25.1

3.2
3.6
4.2

5.8

6.7

7.6

8.5

9.5
10.4
11.4
12.4
13.3
14.3
15.3
16.3
17.3
18.2
19.2
20.2
21.2
22.2
23.2
24.2
25.2

4.1
4.5

5.7

6.4

7.2

8.1

8.9

9.8
10.8
11.7
12.6
13.6
14.6
15.5
16.5
17.5
18.4
19.4
20.4
21.4
22.4
23.3
24.3
25.3
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5.4
5.8
6.4
7.1
7.8
8.6
9.4
10.3
11.2
12.1
13
14.0
14.9
15.8
16.8
17.7
18.7
19.6
2.6
21.6
22.6
23.5
24.5
25.5

6.1
6.3
6.7
7.2
7.8
8.5
9.2
10
10.8
11.7
12.5
13.4
14.3
15.2
16.2
17.1
18.0
19.0
19.9
2.9
21.8
22.8
23.8
24.7
25.7

7.1

7.3

7.6

8.1

8.6

9.2

9.9
10.6
11.4
12.2
13.0
13.9
14.8
15.7
16.6
17.5
18.4
19.3
20.2
21.2
22.1
23.1
24.0
25.0
26.0

8 9
8.1 9.1
8.2 9.2
8.5 9.5
8.9 18
9.4 10.3

10 10.8
106 114
11.3 12.0
12.0 12.7
12.8 13.5
13.6 14.2
14.4 15
15.3 15.8
16.2 16.6
17 17.5
179 18.4
18.8 19.2
19.7 20.1
2.6 21.0
2.5 219
22.5 22.8
23.4 23.8
24.3 24.7
25.3 25.6
26.2 26.5

10

10.0
10.2
10.4
10.8
11.2
11.7
12.2
12.8
13.5
14.1
14.9
15.6
16.4
17.2.
18.0
18.9
19.7
2.6
21.5
22.4
23.3
24.2
25.1
26
26.9

1 12
1.0 120
11.2 12. 2
1.4 12.4
11.7 12.6
121 13

12.5 13.4
13.0  13.9
13.6  14.4
14.2 15

14.9 156
15.6  16.3
16.3 17.0
17.0 177
17.8  18.4
18.6  19.2
19.4 20

20.2 20.8
2.1 216
2.0 22.4
22.8 233
23.7 24.2
24.6  25.1
25.5 26.0
26.4 26.8
27.3 277

13

13.0
13.2
13.3
13.6
14.0
14.3
14.8
15.3
15.8
16.4
17.0
17.7
18.4
19.1
19.8
20.6
21.4
22.2
23.0
23.9
24.7
25.6
26.4
27.3
28.2

14

14.0
14.1
14.3
14.6
14.9
15.2
15.7
16.2
16.6
17.2
17.8
18.4
19.1
19.8
20.5
21.3
22.0
22.8
23.6
24. 4
25.2
26.1
26.9
27.9
28.7

15

15.0
15.1
15.3
15.5
15.8
16.2
16.6
17

17.5
18.0
18.6
19.2
19.8
20.5
21.2
21.9
22.7
23.4
24.2
25

25.8
26.6
27.5
28.3
29.2

16

16.0
16.1
16.3
16.5
16.8
17.1
17.5
17.9
18.4
18.9
19.4
20

2.6
21.3
21.9
22.6
23.3
24.1
24.8
25.6
26.4
27.2
28.0
28.8
29.7

17

17.0
17.1
17.3
17.5
17.7
18.0
18.4
18.8
19.2
19.7
20.2
20.8
21. 4
22.0
22.7
23.3
24.0
24.8
25.5
26.2
27.0
27.8
28.6
29.4
30.2

18

18.0
18.1
18.2
18.4
18.7
19.0
19.3
19.7
2.1
20.6
21.1
21.6
22.2
22.8
23.4
24.1
24.8
25.5
26.2
26.9
27.7
28.4
29.2
30

30.8

To find distance between stars for coordinate distances greater than 25 use

forml a

D =

To use chart let vertical
Read result X + Y.

di stance to the star in question.

X2 +y2 + 22

colum = X di stance and horizontal

colum =Y

Round off and use X + Y in the X colum and
the Z distance in the horizontal colum, which gives approxinate

19

19.0
19.1
19.2
19.4
19.6
19.9
20.2
20.6
21.0
21.5
22.0
22.4
23.0
23.6
24.2
24.8
25.5
26.2
26.9
27.6
28.3
29.1
29.8
30.6
314

20

20.0
2.1
20.2
20.4
20.6
20.9
21.2
21.5

21.9
22.4

22.8
23.3
23.9
24.4
25

25.6
26.2
26.9
27.6
28.3
29

29.7

30.5
312
32.0

21

21.0
21.1
21.2
21.4
21.6
21.8
22.1
22.5
22.8
23.3
23.7
24.2

24.7
25.2
25.8
26.4
27.0
27.7
28.3
29

29.7
30.4
311
3L9
32.6

22

22.0
22.1
22.2
22.4
22.6
22.8
23.1
23.4

23.8
24.2
24.6
25.1
25.6
26.1
26.6
27.2
27.8
28.4
29.1
29.7
30.4
311
3.8
32.6
33.3

23

23.0
23.1
23.2
23.3
23.5
23.8
24.0
24.3
24.7
25.1
25.5
26.0
26.4
26.9
27.5
28.0
28.6
29.2
20.8
30.5
311
31.8
32.5
33.3
34.0

24

24.0
24.1
24.2
24.3
24.5
24.7
25.0
25.3
25.6
26

26.4
26.8
27.3
27.9
28.3
28.8
29.4
30

30.6
312
3L9
32.6
33.3
33.9
34.7

25

25.0
25.1
25.2
25.3
25.5
25.7
26.0
26.2
26.5
26.9
27.3
27.7
28.2
28.7
29.2
29.7
30.2
30.8
3L4
32.0
32.6
33.3
34.0
34.7
35.4



. unless you happen to be a wizard yourself,
This is an ad for Tunnels & Trolls, a fantasy
game that lets you be wizard, or warrior, EIf,
Hobbit, Dwarf, Giant or Troll. (Sorry, we don't
have either a Tunnel or a Troll in the picture,
but if you play the game you are bound to meet
plenty of both.) Ingredients necessary for play
are ordinary dice, paper, and YOUR IMAGINATION.
T&T 1is available in better hobby shops from
coast to coast, or from Flying Buffalo Inc

PO Box 1467
Scottsdale, AZ 85252

Tunnels & Trolls and Supplement #1 . . . $4.00
Buffalo Castle (a solitaire dungeon) . . $3.00
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