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Introduction

Space is a dangerous place, full of all manner of enemies

and monsters. Apart from these obvious foes, however,
intrepid space explorers also must face the challenges of their
environment, including natural phenomenon and dangerous
hazards. This book includes several examples of dangers

that every spacefarer should be aware of, and these hazards
are certain to spice up any space flight. From asteroids and
comets to black holes and swirling debris fields, this manual
has everything you need to know about the basic dangers you
encounter in space and how to best take advantage of them.

New Space Hazards

The following section outlines a variety of new hazards that
can typically be found in the vacuum of space. They are
presented in alphabetical order.

Asteroids

Commonly found in asteroid fields, the term “asteroid” refers
to any large block of rocky material found in space. These
drifting stones can range in size from very small and unlikely
to have any impact on a spacecraft, to very large and capable
of smashing a battleship flat or providing space for a carrier
to land. For the purposes of space combat, asteroids come

in three different sizes: small, standard, and large, with the
effects of each size of asteroid described below. Regardless
of an asteroid’s size, it can generally be destroyed with
sufficient weapons fire. When a standard or large asteroid

is destroyed, there is a 50% chance that it splits into 1d2
fragments that count as asteroids of 1 size category smaller.
Asteroids drift through space along a set trajectory, moving

a number of hexes along that trajectory each round. Damage
dealt to an asteroid by weapons fire or collision can alter

an asteroid’s trajectory, if it does not destroy the asteroid.
When an asteroid’s trajectory is altered in this way, it changes
course, moving in the direction opposite the source of the
damage. An asteroid colliding with another body (such as

a ship) has an impact on that body, as described below. A
successful Piloting check allows a ship to maneuver to avoid
this disaster.

Small Asteroid: A small asteroid travels at a speed of 5
hexes per round and is the same size as Small spacecraft. If
travelling between 2 starships, a small asteroid grants cover
to each ship, imposing a —4 penalty on attack rolls made with
weapons that intersect the asteroid. A ship struck by a small
asteroid must succeed on a DC 20 Piloting check or take 6d6
points of damage and be pushed 1 hex in a random direction
from the force of the collision. A small asteroid has 50 hit
points, and AC 10 and TL 10.

Standard Asteroid: A standard asteroid is larger than all but
the largest ships and is a Colossal space object. A standard
asteroid moves at a rate of 4 hexes per turn, and if it collides
with a ship, it deals 2d10 x 10 points of damage to the vessel. A
successful DC 20 Piloting check reduces this damage by half,
while a successful DC 25 Piloting check negates it entirely.

A standard asteroid largely obscures objects behind it, and
attacks made against ships sheltering behind the asteroid
suffer a -8 penalty. A large asteroid has AC 5 and TL 5 and
500 hit points

Large Asteroid: Far larger than most spacecraft, and
sometimes even rivaling the size of planets, these huge
chunks of rocky matter move slowly through space at 3 hexes
per turn. A ship that collides with such an asteroid is likely to
be instantly destroyed, suffering 10d10 x 10 points of damage.
Fortunately, avoiding a collision is a fairly simple matter due
to the asteroid’s large size and slow speed; a successful DC

20 Piloting check negates this damage. Further, a successful
DC 30 Piloting check is sufficient to land on the asteroid,
granting the ship total cover against all attacks originating
from any face of the asteroid other than the one they are on.
An asteroid of this size blocks all forms of normal attack,
making attack rolls passing through the asteroid impossible.
A large asteroid has AC o and TL o and has 1d10 x 1,000 hit
points.

Ice Spheres: In the outer ring of many solar systems are belts
of frozen spheres of water and other compounds, forming
massive blocks of floating ice and dust. These ice spheres
function similarly to asteroids, but their liquid or gassy cores
causes them to explode in a shower of ice and superheated
gas when destroyed, dealing damage as though they had
struck a ship to all ships within 1 hex of the ice sphere. A
successful Piloting check against the DC to avoid taking
damage from the asteroid reduces or negates this damage, as
appropriate for the size of the ice sphere.

Asteroids and Planets: While generally encountered in
space, an asteroid can have a terrific effect on a planet. Small
asteroids invariably burn up and are destroyed in the passing
through the planet’s atmosphere, never having a chance to
make contact with the surface. However, standard-sized
asteroids usually reach the surface in the form of a meteor,
striking the ground and exploding for 10d6 points of damage
in a radius determined by the size of the asteroid; roll 1dio
and multiply by 10 to get the blast radius in feet. These
events are easily predictable by modern astronomy, and on
populated worlds, the meteor is usually destroyed before

it can hit a major population center or landmark, meaning
that usually these landfalls only happen in the wilderness.

A large asteroid colliding with a planet has catastrophic
consequences, leveling cities, reshaping continents, and
hurling such dust into the air as to render a planet dark and
lifeless for decades. Luckily, such occurrences are exceedingly
rare, and are almost never a surprise. Generally, worlds come
together in the face of such a crisis in order to defeat the
asteroid. Corporeal entities hit by such a strike die instantly
or are destroyed, and many others will likely perish in the
fallout.

Black Holes

Black holes are powerful gravitational phenomena left in

the wake of a star’s death. These extremely powerful space
phenomena will eventually crush anything that comes into
contact with it. In addition to smashing starships, stars,
planets, and anything else that comes close to the singularity,
these anomalies create gravitational riptides and cause time
dilation. The effects of a black hole on a starship vary based
on distance. Ships that come into direct contact with the
singularity are instantly destroyed. Though there are theories
purporting that black holes have some connection with worm
holes, and that they contain exits into other realities, these
theories are completely unproven. Ships in the event horizon
of the black hole are caught in its gravity, and their speed



is halved. Additionally, each turn there is a 50% chance of a
temporal anomaly, which causes a ship to become stuck in
time. While stuck in time, the ship and its crew are unable to
take actions. They cease to age and any localized effect ceases
to function. For example a spell with a limited duration
would not elapse. External stimuli can still affect the ship and
its crew, but such effects have a 50% chance of dislodging the
ship from the time dilation effect.

Comets

Similar in many ways to an asteroid, a comet is a chunk of
material traveling at high speeds through space, leaving

a trail of dust, ice, and gas behind it as does so. Unlike
asteroids, comets are not usually found in a belt of similar
objects, but rather rotate around stars in locked orbits, or

in the cases of comets in stellar nurseries, they might pass
between stars or get caught in the gravity wells of certain
super-massive planets. A comet functions in many ways like
a standard asteroid, but is much faster and more destructive.
A comet moves at a speed of 10 hexes along a predetermined
trajectory; like an asteroid, a comet can be moved to a new
trajectory by damaging it. The comet leaves behind a trail

of icy vapor and dust in the 6 hexes immediately behind the
hex containing the comet. These trails often contain valuable
minerals, but can be dangerous to explore. A ship in the tail
of a comet suffers 3d8 points of damage each round, as it is
battered by icy debris; however, attacks made by both the
ship and against the ship have a 50% miss chance due to the
concealment granted by the comet’s tail. An object struck by
the comet itself, however, suffers 3d10 x 10 points of damage,
and, unless destroyed, alters the comet’s trajectory as though

it had been damaged. This damage can be reduced with a
successful Piloting check. The DC for this check is 15, and
success reduces the number of dios used in calculating the
damage by 1. For every 10 by which the DC is beaten, the
number of dios is further reduced by 1, with a successful DC
35 check negating the damage entirely. A comet has AC 12
and TL 12 and 200 hit points.

Comets and Planets: A comet strike is a terrible and
powerful event, even though comets are smaller than many
asteroids their high speeds can still cause terrific impacts.
Within a 100-foot- radius area of the comet strike creatures
and objects suffer 3dioxi0x10 points of damage meanwhile
creatures and objects out to a 1-mile radius suffer 3dio points
of damage. A comet striking into a watery area can cause
tidal waves and flooding, while a comet striking an earthen
area kicks dust into the air, which lowers the light level of the
whole planet by 1 step for 1d4 weeks.

Electromagnetic Storms

Formed by the interaction of a planet’s natural magnetic
fields with some other force, such as cosmic rays, solar
activity, or even the passage of moons, these arcing storms of
colorful light and highly charged particles rage across space.
These storms are dangerous for anything encountering them,
but are especially troubling for starships and other advanced
technological works. Thankfully, these storms tend to be
short-lived, lasting at most for a few hours. These storms are
highly variable in size, and can range from a single hex to a
massive storm that covers whole systems. An electromagnetic
(EM) storm is easy to locate, as areas where the storm is



present are filled with bright lights and crackling lightning.
These forces are highly dangerous and unstable, and any

ship in a hex filled with an EM storm must succeed on an
Engineering check or the ship’s shields immediately stop
functioning, being reduced to o. A ship without shields that
begins its turn in a hex filled with an EM storm suffers 5d6
points of damage. Additionally, a successful Computers check
must be made each round, or a randomly determined system
ceases to function for 1d4 rounds. The difficulty of these
Computers and Engineering checks is determined by the
severity of the storm. A minor storm requires DC 15 checks,

a moderate storm requires DC 20 checks, and a severe storm
requires DC 30 checks. Electromagnetic storms also tend to
fluctuate and move. At the end of each round, there is a 50%
chance that the storm moves to a random adjacent hex. A hex
of EM storm which is 3 hexes from where it started and which
is not connected to any adjacent hex of EM storm dissipates
and ceases to exist.

EM Storms on Planets: EM storms frequently happen on
planets, but are usually confined to the atmosphere of gas
giants and other worlds with a lot of extreme magnetism.
While lightning strikes and extreme weather often
accompany these storms, the main effect characters on the
ground are likely to notice to make an EM storm distinct from
a regular storm is that technological items cease functioning
during the storm. Nonmagical technological items simply
do not function correctly during a storm, though simple
mechanical devices that do not use extensive electronics,
such as a firearm or gas-powered automobile, continue to
function normally as do magical items of all kinds. Mages
report these storms also have a subtle effect on their spells.
Whenever a spell is cast during an EM storm, the caster rolls
1d4; if the result is an odd number, he adds it to his effective
caster level for this spell, but if it is even, he subtracts it
from his effective caster level for this spell (minimum 1). On
planets, EM storms cover tens or hundreds of miles, and can
last for anywhere from 1 minute to 10 hours or more.

Gravitational Riptides

Caused by the passing of stars, black holes, white holes,
novas, supernovas, and even the passing of large planets,
gravitational riptides are mobile streams of gravity that
produces currents in space, dragging things about and
making it difficult to maneuver. Riptides have various widths,
generally from 1 hex wide to 10 hexes wide, though they
could potentially be any size. Gravitational riptides have a
direction. A ship that begins its turn within the gravitational
riptide is moved 1d4 hexes in the direction the riptide is
moving. Moving along the gravitation riptide functions
normally if the ship moves in the direction of the riptide; if
the ship moves another direction, but not opposite to the
riptide, its speed is reduced by 2. A ship moving against the
rip tide moves at 4 hexes slower. Smaller objects such as
missiles and drones are affected more powerfully, and these
penalties are doubled.

Stellar Explosions

A nova or supernova has enough destructive power to wipe
out solar systems without a trace, let alone the average
starship or unfortunate space explorer. However, these
events don’'t happen without warning. A stellar explosion

is preceded by measurable solar activity and can provide
enough warning to evacuate entire systems of people weeks
in advance. Once a star begins heading down the path to
explosion, there is a chance that the star can be detected with
a successful Physical Science check (DC 40) by a character
with a sufficiently powerful telescope or whose starship
passes close by. Each day that passes, the DC to discover the
star is going critical is reduced by 5. Once a star begins this
path, it explodes 2d20 days after it becomes detectable.

Stellar Explosions and Planets: Stellar explosions spell the
doom of any nearby planet, as it is completely annihilated by
the tremendous energy of the star. The destruction of a star
can have consequences far outreaching the borders of its own
solar system, however, raising radiation levels for light-years
in all directions and causing gravitational riptides that can
accelerate planets or move them out of alignment.
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Permission to copy, modify and distribute the files collectively known as the
System Reference Document (“SRD”) is granted solely through the use of the
Open Gaming License, Version 1.0a.

This material is being released using the Open Gaming License Version 1.0a and
you should read and understand the terms of that license before using this
material.

The text of the Open Gaming License itself is not Open Game Content.
Instructions on using the License are provided within the License itself.

The following items are designated Product Identity, as defined in Section 1(e) of
the Open Game License Version 1.0a, and are subject to the conditions set forth
in Section 7 of the OGL, and are not Open Content: Dungeons & Dragons, D&D,
Player’s Handbook, Dungeon Master, Monster Manual, d20 System, Wizards of
the Coast, d20 (when used as a trademark), Forgotten Realms, Faer{n, proper
names (including those used in the names of spells or items), places, Red Wizard
of Thay, the City of Union, Heroic Domains of Ysgard, Ever-Changing Chaos of
Limbo, Windswept Depths of Pandemonium, Infinite Layers of the Abyss,
Tarterian Depths of Carceri, Gray Waste of Hades, Bleak Eternity of Gehenna,
Nine Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana of
Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of Celestia,
Twin Paradises of Bytopia, Blessed Fields of Elysium, Wilderness of the
Beastlands, Olympian Glades of Arborea, Concordant Domain of the Outlands,
Sigil, Lady of Pain, Book of Exalted Deeds, Book of Vile Darkness, beholder, gauth,
carrion crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai, mind
flayer, illithid, umber hulk, yuan-ti.

All of the rest of the SRD is Open Game Content as described in Section 1(d) of
the License.

More information on the Open Game License can be found at www.wizards.com/
d20.

The terms of the Open Gaming License Version 1.0a are as follows:
OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners
who have contributed Open Game Content; (b)”Derivative Material” means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d)”Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content by
the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations;
names and descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself
or its products or the associated products contributed to the Open Game License
by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed by
this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion
of this License to include the exact text of the COPYRIGHT NOTICE of any Open
Game Content You are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder’s name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as
an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product
Identity. You agree not to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement
with the owner of such Trademark or Registered Trademark. The use of any
Product Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under
any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy
of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms
of this License with respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation then You may not Use any
Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax
and Dave Arneson.

Starfinder Core Rulebook. © 2017, Paizo Inc.; Authors: Logan Bonner, Jason
Bulmahn, Amanda Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen
Radney-MacFarland, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, with
Alexander Augunas, Judy Bauer, John Compton, Adam Daigle, Crystal Frasier,
Lissa Guillet, Thurston Hillman, Erik Mona, Mark Moreland, Jessica Price, F.
Wesley Schneider, Amber E. Scott, and Josh Vogt.

Traveler’s Guide to the Galaxy 001: Hazards of the Void. Copyright 2017,
Necromancers of the Northwest, Inc.; Authors Alex Riggs, Joshua Zaback.

END OF LICENSE



B Everyone knows that space is a dangerous place: there are

L |strange alien species that don't play well with others, space

. [pirates and other ne’er do wells that chose a life in the stars to

— |get away from the restrictions of society, and a whole lot more.

~ |But while much of the focus on the dangers of space travel tends
= |to be on those you encounter, the cosmos is full of all kinds of
. |strange anomalies and hazards that aren’t found planetside. This
|~ |book presents information on a wide variety of dangers unique tof*
= |the void of space, such as asteroids, black holes, electromagnetic E:
& [storms, gravitational riptides, and even stellar explosions.

e
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2 | The Traveler’s Guide to the Galaxy series is devoted to L
= |bringing you the latest and greatest news from the fringes of the E

= lgalaxy. Whether it's reports of new alien civilizations that we've

= lonly just made contact with, or detailed profiles of flora and

= |fauna from the corners of the galaxy, or gazetteers of whole new
— jworlds just waiting to be explored, if you want to expand your

= |horizons and chart a course for adventure, look no further than
i |the Traveler’s Guide to the Galaxy.

=
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