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I'm sure most of you are aware we are making each issue of
the fanzine available in print format. | prefer staple bound at
the gaming table, it lays flat, it's easy to write on, etc. With
that said, we're trying to keep each issue around 86 pages.
Browse to http://dwdstudios.com/ and click on Downloads to
order prints.

One of the biggest draws to Star Frontiers was the artwork.
The race write-ups were very brief, however, | could imagine
what a vrusk or dralasite would move and act like by
“characters in action” images provided thought the product
line. This fanzine has depicted a like feeling and | can’t thank
our artists enough. Drop them a line on the Star Frontiersman
Guestbook http://starfrontiersman.com/guestbook

Upcoming in Issue 18 we’'ll learn about the Real Truth about
the sathar from a TSR designer!

Next year is the 30" Anniversary of Star Frontiers. Several
Frontiersmen have been meeting in Sector 6 hidden caches
all over the Frontier planning several events. Rumors are
their will be not one but two full adventure modules and a
virtual con. | hope you are excited as | am.

Raise your dice hand high!
Larry Moore, Editor
submissions@starfrontiersman.com
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MONASTERY OF
THE DIVINE FLAME

By Thomas Verreault/jedion357

THE ORDER

On Volturnus, in the heart of the Burning Lands, where
free phosphorous can contact air and spontaneously
ignite, an odd group has established a peculiar
community, The Monastery of the Divine Flame.
Populated by mostly osakar, this monastic community
devotes themselves to meditation, austerity and
physical labor, all in the pursuit of a deeper
understanding of the mysteries of the universe.

The monastery was founded by an osakar mother
abbot named Quee Llonn Eee. A former Capellan Free
Merchant captain, she reportedly found religion, left the
CFM and sold her ship to build the monastery. Claiming
she could hear the music of the divine flame, she chose
this location to assimilate the “symphony of the flame.”
Due to her mysterious disappearance while meditating
out in the Burning Lands, the monastery is now
overseen by another osakar mother abbot, named
Ooollong Doramii.

Strangely, the monastery has been a magnet for the
disgraced and the outcast. Because of this fact the
monks take a new name upon induction into the being-
hood symbolizing the leaving of the past behind and a
new beginning. Monks of the Flame do not normally
disclose their past identity, though they are often

forced to use it when they travel outside the monastic
community.

The theology of the Order of the Flame is difficult to
classify, it has elements of pantheism (god is in
everything) but also seems to embrace a classic theism
that personifies the Divine Flame as a personal deity. A
core belief is that the Divine Flame resides within the
“crucible” (think soul) of every sentient being. A hotly
(pun not intended) debated theological topic is whether
this flame resides within a mechanon. The robotic
mechanons are clearly sentient and self-determining,
though some experts disagree on this, but it may be
impossible to ever know if they have a soul.

Monastic life is centered on hard physical work to
maintain the monastery against environmental hazards
as well as produce basic plain foods. The austere diet is
thought to focus the mind to perceive the true nature
of the flame. Three regular periods of meditation are
organized throughout the day and some monks
periodically practice an intense ritual of fasting and
meditation out in the Burning Lands called the Refining.

The monks are noted for charity to the primitive
natives on Volturnus and for rescue of injured and lost
beings in the Burning Lands. Many a lost tourist has
been located by them when all hope lost. They keep a
few stabled lopers to assist with work and travel to a
remote green house facility outside the burning lands.

The monastery itself is built into the side of a shear
volcanic outcrop. The building has been specially sealed
against the hazards of the Burning Lands environment.
Water in the monastery is pumped up from a deep
aquifer but requires filtering to remove mineral taste
and smell.

PLAYER CHARACTERS

Players considering this as a background for their
character should consider assigning their highest or
second highest ability score pair to STR/STA to reflect
the hard conditioning of the monastic lifestyle. The
character will have a new monastic name that reflects
his embracing of a new destiny/future like Light,
Harmony, Unity, and etc. but he will also have a past
identity. It may be that the character has a troubled
past, secret or is wanted for some reason. His purpose
for leaving the monastery could stem from a vision
during a Refining ritual and now he feels that his
destiny leads elsewhere. There is the possibility that
the monk has suffered a loss of faith or never even
believed, simply using the monastery as a way to drop
off the grid till the heat died down. A monk can have
any PSA and skill set as all are welcomed to the order.

N
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Due to their experience in the Burning Lands monks
are immune to the phosphorus explosions (see below)
as they can spot the conditions that will lead to one
and avoid it. Characters traveling with a monk will also
be immune to the effects of a phosphorus explosion.
They also are immune to the check for damage by
traveling through the rough terrain (see below). Also a
monk has a chance to avoid encountering a quick death
in the Burning Lands equal to 10% X the number of
yeas he’s resided there.

HAZ ARDS OF THE
BURNING L.ANDS

Water Requirements

In the harsh Volturnian Desert, a character needs 4
liters of water per day to survive. Players can reduce
this amount 1 liter if they take 2 salt pills per day. They
can further reduce this amount by 1 liter if they travel
at night and rest in the shade during the day.

If characters move at their full movement rate they
must double the amount of water to survive (after
taking into account any precautions to reduce water
consumption). Thus a character moving at maximum
movement rate during the day without taking salt pills
will require 8 liters of water a day to survive. If,
however, the character were taking two salt pills a day
and moving his maximum rate, he could survive on 6
liters of water. Finally, a character moving at maximum
movement rate at night and taking 2 salt pills will
require 4 liters of water a day to survive.

Dehydration

If the characters are operating at a deficit in water they
will quickly become dehydrated. The effects of
dehydration are* fatigue, headaches, body aches, and
confusion. Dehydrated characters are -10% to all
activity and this penalty is cumulative with any other
penalty (i.e. wounds penalty). Dehydration is treated
by re-hydrating.

Heat Exhaustion

If the characters continue to operate at the dehydrated
level they can quickly become heat exhausted (STA
check/ hour modified by the dehydration penalty or
become heat exhausted). The effects of heat
exhaustion are* generally pale clammy skin from
heavy sweating, nausea and fatigue, dizziness and
fainting, and finally headaches, muscle cramps and
weakness. Heat exhausted characters have all ability
scores halved and experience the -10% penalty for
dehydration. Heat exhaustion is treated by reducing
body temp and re-hydrating: usually resting in a cool
place with feet raised, removing excess clothing,
fanning, sipping water with a pinch of salt. Recovery
should be rapid.

-
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Heat Stroke
If the characters continue to operate at the heat
exhausted level they can quickly become heat stroked
(current STA check / hour modified by dehydration
penalty or become heat stroked). The effects of heat
stroke are* very hot skin, red skin, dry or damp skin
(from sweat), rapid and quick pulse, confusion,
irritability, unwillingness to accept treatment, and
unconsciousness. The victim must be cooled
immediately or could suffer death. The treatment for
heat stroke is to move victim to a cool shady spot, cool
any way possible, remove outer clothing, cover with
wet towels, or place in a stream or tub of cool water
(avoid chilling the victim), keep the victim lying with
head and shoulders slightly raised, monitor closely for
temperature rise or cessation of breathing and finally a
medic will need to apply 1 dose of biocort and make a
med skill roll. If the medic is successful the patient will
recover but has loss 1/2 STA till recovered normally
from rest and must rest at least a day or the heat
stroke will return (as per the referee’s judgment).

* The effects listed are typical for humans, a referee
may need to modify them for the other races.

Phosphorous

Characters traveling in the Burning Lands will
eventually encounter this phenomenon which gives the
Burning Lands its name. When free phosphorous comes
in contact with air it ignites. Every half day check for
chance of a close encounter with an explosion (2 out of
10 chance, if no close explosion and the die result is
even describe one as happening within 10d10m for
flavor). For a close explosion randomly determine a
party member and roll on a grenade bounce table to
center the explosion d5 meters from the chosen party
member. The explosion will be 6m diameter and all
within the area of effect will take 2d10 STA hits plus
stun (RS check for half damage and no stun). Any
character outside 6m but within 10 meters will take
1d10 STA hits (RS check for half).

If characters are traveling in a vehicle and a close
explosion happens dispense with the grenade bounce
table and go directly to the vehicle damage table but
treat the explosion as 4d10 dice of damage (essentially
roll 2d10+4 and any result over 19 damages the
vehicle- consult the table).

Terrain

The barren rocky ground is rough and jagged. Every
half day of travel a character makes a DEX check or
suffers 1d5 STA hits.

Predators

Quick deaths, surprisingly, are not an uncommon
occurrence in the Burning Lands. Referee determines
frequency. Caverns in the Burning Lands are
frequented by burrower snakes and flitters.

[l
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ENCOUNTERS

/ Wanted for High Crimes or Misdemeanors
@ Star Law agents or other law enforcement are looking
for a wanted being and think he may be hiding out at
the monastery. Their mission will involve flying to a
safe location just outside the Burning Lands and
trekking to the monastery while braving the dangers of
the landscape. At the monastery they will need to
negotiate entrance (likely only Star Law has
jurisdiction, with a warrant, to force entrance but
bounty hunters will be turned away). There is the
possibility that the agents will be invited in for the
night and served a meal (simply because the wanted a
person is at the remote green house) and in the

morning they will be sent away.

NOTES

The wanted being could be a true believer or simply
using the order as a crash pad till the heat passes. A
plot twist could be that the agents get into trouble in
the Burning Lands and the wanted being rescues them.
True believer or not, this character could lead the
players on a chase across Volturnus to the space port
at Volkos.

Anker Dawn Down

A system liner (ship that shuttles between Anker and
Volturnus) or star liner suffers a catastrophic failure
and the passengers must bail. A number of lifepods
come down in the burning lands. The players may have
been on the ship (or not) and now they must rescue
themselves and the others. Can they reach the
monastery while quickdeaths prowl the burning
wastes?

Deprogramming Daniel

A rich father is convinced that the Monastery of the
Divine Flame is a dangerous cult which has brain
washed his son. He wants him found and brought to
Pale, Truane’s Star for deprogramming.

o 4H380.120

One aspect of this mission is dealing with the hazards
of the Burning Lands and capturing the son. The
second will be traveling with a resistive captive. The
third will involve getting paid as the father wants his
son back and physcho-social skill could be important
toward trying to “deprogram” him. The son is not really
brain washed. Also kidnapping is still a crime despite
the reason for it.

Optional Random Encounter Table

Result

Wounded quickdeath, current STA 100

Large pile of loper skeletons

Campfire, burrow snake carcass litter the ground
Mirage, PC sees flora from home planet
Phosphorous ignition

Ul-More on loper off in the distance

Crashed aircar, stripped of all parts

Thin ground, 30% chance of cave-in. PC’s fall
10m into caverns below.

Sand storm irritates PC’s, 2 movement
Unlucky tourist with camera, sungoggles,
magnigoggles, toxy-rad gauge, vitasalt pills
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GalactipediaNET

By Thomas Verreault/jedion357

GalactipedialNET is the premier electronic encyclopedia
of the Frontier and Rim sectors. The brain child of Dollo
Quu, it was developed in conjunction with Encyclopedia
Galactica, Vrusk Atlas Corporation, University of
Zebulon, University of Theseus, University of Osak, and
Nesmith Enterprises of Triad (NET). After five years,
the sector wide subspace networked electronic
encyclopedia net was unveiled on Triad in the Cassidine
system.

While electronic libraries and encyclopedias are nothing
new to the Frontier and Rim, GalactipedialVET is the
first to be fully networked by subspace relays. NET has
set up and maintains sub space relays at one university
in all heavy population systems and many moderate
population systems. The local database on each planet
connects to the planets local information net. Any new
data added to one GalactipediaNET database is
routinely updated to all GalactipediaNET databases via
subspace making GalactipediaNET databases the most
up to date and accurate databases available anywhere
in civilized space.

The subspace relays usually connect via the standard

| ocTOBER 20m

jump routes between systems and data transmission
can take as long as a week to filter from the Rim to
Theseus System. In addition new data is reviewed and
confirmed by NET staff on Triad to weed out
inconsistencies, inaccuracies, and conflicting data. All
data is transmitted along the subspace relay network
to Triad before being publicly disseminated throughout
the subspace relay network.

Access to the database is not free. NET is currently
charging a 5 Cr day rate to access the database or a 75
Cr yearly (GST) membership. However, universities
that host the database as well as their students and
faculty have free access to the database.

Universities hosting a GalactipediaNET database tend to
have the highest level of computer program installed
and store the most extensive information available.
Private individuals, companies and institutions can
purchase the software and hardware package for 4,000
Cr/ level. It performs as an Information Storage
program but with sector wide access to information
only limited by the program’s level. The algorithms
within the GalactipediaNET software condense data to
fit the program level for lower level databases. Beings
on any planet with a fully networked data net can
access the main database through any electronic
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device that connects to that net for the appropriate fee. |
The GalactipediaNET Database Program is marketed for ==
installation on star liners and other ships. Ships E
carrying the GalactipediaNET database software can (Cmmmm—
query the local data net for updates once they gain
access to that network (docking with a station or -
initialing an update by com device). In order to operate (|
a private GalactipediaNET database the owner must a
pay a yearly (GST) fee of 100 Cr for the updates or =
their database will fall out of date. Owning and (—
operating a GalactipediaNET database and paying the (DS
update fee is not the same as having a yearly
membership to the database on the local net which is a
separate fee. The advantage of the yearly membership o o
is that it usually provides access to level 6 data while a pE—
privately owned database only provides data according G
to its level. —
= =
NET certifies that the hardware and software of the S—
GalactipediaNET database are safe and secure against K
normal security threats. Early testing revealed a back
door to computers within the data base allowing
hackers free reign in accessing that computer.
According to Dollo Quu that and other security threats
have be eliminated.

REFEREE INFORMATION ON

THE GalactipediaNET
DAT ABASE

Treat the GalactipediaNET database as an electronic
library or encyclopedia for the Star Frontiers setting.
High population systems will have a level 6 data base
while moderate population systems are likely to only
sport level 5 or 4 databases. Light population systems
if they have a database at all are not likely to sport
anything higher then level 3. It would be unusual for a
system with an outpost classification to have any
database.

Players who gain access can pull public information on
businesses, important persons, locations, maps,
scientific knowledge, and anything else that would
qualify as public information. It's a tool for the players
to try to generate clues, helping them with an
adventure. Secure information will not be available like
details of a building’s security system or UPF ship
deployments. However, news articles detailing the
arrival of the battleship Admiral Clinton at Morgaine’s

1 ecew |l

World or Eversafe Enterprises winning the security (—
contract for Starplay’s newest resort station would be. @
The important rule of thumb is that the 7
GalactipediaNET database should provide clues to help -

players plot their actions. It should not solve problems
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outright. Player characters will still need to act to
complete a task, solve a problem or complete an
adventure.

Information on animals or plants would generally be
considered public knowledge unless it's been
engineered and is proprietary knowledge of the
engineering corporation. Level 1 knowledge on the
animal would provide its name, and some of its
statistics block. Level 2 would provide the full statistics
block, a physical description, a picture (if available),
and possibly one other detail on the
animal. Level 3 would provide
roughly half the information
available on a creature.
Level 6 data would
provide the
players with
the full
listing on the
animal from
the rule book
or module
unless there was
a specific special ability
that the referee deemed
necessary to not share. Levels 4 and 5
would fall somewhere between level 3 and 6.
Knowledge concerning an engineered creature that
is classified as proprietary knowledge is considerably
limited. Lower level databases might not even contain
its name while higher level ones will likely have little
more than a name, size, and physical description.

It might be possible to access a schematic or owner’s
manual on a lock or security device but the lock or
device level available is limited to the level of the
database accessed. In no way will a database provide
complete information on how to foil the security system
of a building or installation. The player characters may
discover the type and level of a front door lock through
simple observation and gain an advantage through the
GalactipediaNET database on defeating it but other
security measures will not be so easy.

Maps in the database are often limited by the
compressions algorithms. A level one database usually
stores abstract graphics as maps. Level 6 databases
have detailed orbital maps as well as public record
blueprints if they are available. A planet lacking a
satellite network that was never mapped from space
will lack good orbital maps despite the database level.
Level 3 and 4 databases will have detailed atlases (if
they exist).

Data on individuals in a level one database will only
provide names and brief bios of planetary, corporate,
entertainment, and sector level government officials.
Level 3 data will include the above plus most prominent
person of the planet the database is on as well as a
slightly longer bio. Level 4 and above databases begin
to include statistic blocks. Level 6 databases contain
good information on most prominent persons on most
planets in the network was well as level 1 data on
minor or even insignificant persons on the planet where

it's located. At the very least there will be a name and
a holo pic from public records (ID card).

In a civilized galactic community like the Frontier
astrographic data is readily available. The raw numbers
on any system are almost always available. Level 3
databases have brief system briefs and higher level
databases have more.

ADVENTURE POSSIBILITIES

It is possible that NET mega-corp influences the
information being disseminated. This could mean that
details concerning rival corporate leaders has been
shaded or omitted. Since NET reviews and confirms all
GalactipediaNET data there is room for abuse of the
system by this mega corporation. Referees can explore
storylines where political processes (elections or
impeachments) are being influenced by the data posted
on GalactipediaNET.

NET may not have closed all of the back doors to
computers hosting a GalactipediaNET database so that
the corporation has complete access to all information
in computers hosting the database. Hackers could also
discover this backdoor or create one through
modification of the update files in the software.

Bounty hunters could pay the query fee to the local
database and gain a copy of a ships manifest for a star
liner that has a GalactipediaNET database installed and
is currently connected to the local data network.
Infiltration teams might consult the database to obtain
a list of properties owned by a company.

Summary: The GalactipediaNET database is double the
cost of the Information Storage program however the
function points remain the same by level. Its hard ware
package includes the ability to gain updates through
the local data network. It will require a Communication
program to do so wirelessly.
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2EBULONS GUIDE
TO CADRES,
CULTS & CRIMIN.AL
ORG ANIZATIONS

By Thomas Verreault/jedion357

The meg-corps are not the only "power brokers" in
Frontier society. The three other power brokers are the
various cadres, cults and criminal organizations that
have gained substantial followings. They are by no
means all public, and some are almost impossible to
encounter, but they exist and pursue their agendas
nonetheless.

Cadres are organizations of people who are usually all
members of the same profession. There are cadres of
teachers, miners, public transportation operators, and
so forth. These cadres are constantly battling the
mega-corps for more credits, more benefits, and more
control over their occupations. Sometimes a cadre is
honest, sometimes not, but lately many of them have
been studying the renewed militancy with which the
mega-corps pursue their goals. Some of the more
powerful cadres, such as the Synthfood Workers or the
Brotherhood of Spacers, may resort to their own brand
of militancy to resolve differences in the future. Star
Law is monitoring cadres carefully at the present time.

Cults spring up everywhere but usually fade within the
year. Some are religious, some are social, and others
comprise outright fanatics who like to express
themselves in bizarre ways. Of the hundreds of known
cults throughout the Frontier, a few have emerged over
the last few decades that present a very real danger.

Criminal organizations come in every stripe and color,
whether they are small street gangs, pirate bands,
terrorist associations or organized dralasite Mafioso.
Star Law maintains detailed records on all that it is
aware of. Their modis operendi, beliefs and structure
are varied and this category is a broad catch all
category used by Star Law for groups that as a habit of
general practice operate outside the law.

2EBULONS A—-2 CATALOG

Alliance for the Rights of the People [ARP]
Classification: Cadre

Intelligence Source: Dragon #109 "Patriots,
Terrorists, and Spies" by Kim Eastland

This cadre is a legal, liberal, political organization
dedicated to upholding the rights of the citizens of the
Frontier. While this appears to be a noble cause, the
ARP has recently enacted a policy of political pressure
to limit the authority of Star Law and other local law
enforcement groups. This campaign includes holo-vid
promotions portraying law enforcement agents as
looming shadows that are always waiting for the
average citizen to slip up.

©

The ARP also feels that the practice of maintaining
penal colonies (currently located on asteroids) is cruel
and that criminals should at least be kept planet side,
within the influence of civilization. On the other hand
ARP also has been the leading organization defending
Rim immigrants who wish to live in UPF space against
those cults and cadres that want them deported.

The ARP has its headquarters on Laco. It sometimes
allies itself with the Frontier Peace Organization.

Anti Satharian League
Classification: Cadre

Intelligence Source: Zebulon’s Guide to Frontier
Space

Anti-Satharian
League

The Anti Satharian League is one of the youngest cults.
It has only existed for a few years, but-its numbers
have swelled remarkably. It is an ultra-conservative
group that constantly pushes the UPF for massive
military build ups to face the "inevitable Sathar attack."
They sometimes ally themselves with the Silver Death
Cult in their attempts to root out sathar agents, but
they suspect machines and people alike.

The league is an extremely public organization, but
recently Star Law has received information suggesting
that it has infiltrated many levels of government and is
actually behind many covert operations that have been
blamed on other cults. The league is led by J.

Harrington Farnsworth, a human billi-creditaire.

Clan Renegade
Classification: Criminal organization

Intelligence Source: Star Frontiersman #16 "New
Cults & Cadres" by Thomas Verreault/jedion357

Though the modern Clan Renegade claims descent
from the historic yazirian fighting unit this claim is
spurious. Star Law believes the modern Clan Renegade
to be an ultra-secret but fully modern movement that
plays on the conspiracy theories surrounding the
demise of the historic military unit.
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What is certain is that the modern Clan Renegade
advocated violence against the Family of One but not
the outright destruction of its religious beliefs. This is
an important distinction since the membership is
assumed to be all yazirian. The organization hates the
Family One even while its membership still practices
that religion. All of its members are believed to have
sworn "blood enemy™" against the clan controlling the
Family of One.

The historic emblems of the classic fighting unit are all
used by the modern Clan Renegade. Their catch phrase
or slogan is, "Remember the Charge.” This is a
reference to the classic poem, "The Charge of Clan
Renegade” but it also carries the double meaning of
remembering the charge they have been given against
the Family of One.

Clear Thinkers

Classification: cult

Intelligence Source: Dragon #109 "Patriots,
Terrorists, and Spies" by Kim Eastland

This is a reactionary political group with militant
leanings that seek to banish (or destroy) mentalists
and enlightened characters in the Frontier. They have
strong financial backing and fund projects that will
develop items, drugs, and robots designed to thwart
mental disciplines or seek out discipline users. This
group is extremely politically savvy and has been
careful to stay inside the law with its public activities,
and is starting to run Clear Thinker candidates for
various political positions, including seats on the
Council of Worlds. The leader of the Clear Thinkers is a
smooth yazirian politician named Hased Kor. He is one
of the most powerful individuals on Yast, Athor and
expects to be President of the Council one day.

Defenders of the Divine Will
Classification: cult

Intelligence Source: Dragon #109 "Patriots,
Terrorists, and Spies" by Kim Eastland

This cult is a unique conglomerate of various religious
groups that believe that the divine will of their
individual deities formed and evolved planets perfectly.
They are vehemently opposed to GODCo's terra-
forming practices and some members have even
threatened violence if it does not cease. Currently, they
are considered a legal organization. Mega-corps are
worried that the DDW's views may spread to eventually
encompass any business that alters the original form of
nature (including mining, forestry, and other operations
that altar a planet's appearance and possibly
cosmetics, plastic surgery, and other products or
services that altar an individual's appearance).

Firsters

Classification: criminal organization
Intelligence Source: Dragon #109 "Patriots,
Terrorists, and Spies" by Kim Eastland

This group is a quasi political/terrorist faction that
believes all of the Rim races should be sent back to the
Rim. Their slogans are such clichés as "The Frontier for

the Founders"” and "Kick a Rimmer Today." At first this
organization was not taken seriously by most
inhabitants of the Frontier and became the butt of
many a joke, but recent militant activities aimed at
members of the Rim races and their businesses have
sobered the public to the reality of violent racial
prejudice. The Alliance for the Rights of the People is
the greatest opponent of the Firster movement.

No Firster headquarters is known to exist, as its
operations are completely covert. While none of the
leaders are known, a rallying figure is known to be a
dead vrusk named G'rch B'on. B'on was a member of
the Firsters when they were still a tiny cult. He
attacked an ifshnit couple one night, but died in the
assault. The coroner's findings indicated B'on tripped
over his own feet and broke his neck in the fall. The
Firsters insist that witnesses (other Firsters,
incidentally) saw the ifshnit pick a fight, killing B'on.
B'on is now a martyr for the Firster cause and a rallying
symbol for anyone who dislikes beings from the Rim.

Free Frontiersman Foundation

Classification: cult/ criminal organization
Intelligence Source: Zebulon’s Guide to Frontier
Space

The Free Frontiersman Foundation (FFF) once was a
legitimate political faction within the United Planetary
Federation. Over the years it lost members and political
pull, and eventually a right wing group took control of
it. While it is still public, many FFF agents and
operations are covert and terrorist oriented. The
purpose is to overthrow the UPF and supplant it with a
fascist, galaxy spanning government. The FFF will stop
at nothing to achieve its goals.

Free Thinkers

Classification: cult

Intelligence Source: Dragon #109 "Patriots,
Terrorists, and Spies" by Kim Eastland

This is a new cult that has grown in response to the
Clear Thinkers movement. This nonprofit organization
is made up of various races and individuals, both
psionically gifted and the non-gifted. The organization
fights its battle in a legal, honest, and public manner.
It funds promotional campaigns aimed at educating the
masses about the benefits of having psionically gifted
individuals in society. It has established legal aid
clinics, educational grants, help lines, and other
programs to aid both mentalists and enlightened
characters. It works with the authorities whenever
possible to aid in the location of psionically gifted
individuals who can help solve crimes. The Free
Thinkers have recently begun to open small offices in
every major city, but their headquarters is on
Morgaine's World, Prenglar.

Frontier Peace Organization
Classification: cadre

Intelligence Source: Zebulon’s Guide to Frontier
Space
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The Frontier Peace Organization (FPO) believes that too
many credits are being spent on Star Law, Landfleet,
and Spacefleet. Lately, they have even suggested that
one of the reasons for the sathar attacks is the sathar
fear of a UPF and Rim military threat to their existence.
The FPO promotes isolationism for the UPF and
extreme cutbacks in military units on all planets and in
the UPF in general. This organization is an arch-enemy
of the Anti-Satharian League.

Guards of Clarion

Classification: criminal organization

Intelligence Source: Star Frontiersman #16 "Data
Searches in the White Light System" by Tom
Verreault/jedion357

The Guards of Clarion are a radical, violent arm of the
Liberation Front seeking the violent overthrow of the
Clarion monarchy. It is known for its virulent hatred of
the Royal Guards, Royal Marines, and the Royal
Mounted Constabulary. Their favored tactics are
bombings and assassinations by armed groups. They
famously bombed the Raptor's Roost, a popular Royal
Marine nightclub. They have a published manifesto:

Declaration of the Rights of the Citizens of Clarion

We the Guards of Clarion do affirm and assert the
natural and imprescriptible rights of the citizen to
liberty, property, security, and resistance to
oppression. We hereby call for the destruction of
aristocratic privileges and the proclaiming of an end to
exemptions from taxation. We assert freedom and
equal rights for all citizens and access to public office
for all citizens based on talent. The monarchy is to be
dismantled, and all citizens are to have the right to
take part in the legislative process. All citizens, being
equal in the eyes of the law, are equally admissible to
all public dignities, places and employments according
to their capacities and without distinction other than
that of their virtues and of their talents and we declare
the elimination of the special rights of the nobility.

Hatzck Naar Pirate Band

Classification: criminal organization

Intelligence Source: Star Frontiersman #16 Frontier
Timeline, by Thomas Verreault/jedion357

The infamous vrusk pirate, Hatzck Naar, began life as
the Hatzck of House Naar. After becoming CEO of
House Naar, he conceived a plan to turn House Naar
into one of the new breed of vrusk conglomerate
companies. Liquidating company assets in the
Fromeltar system he made an all-out gamble on the
newly discovered star system of Madderly's Star. The
newly organized Naar conglomerate upstage the long
planned human colonization mission by half a year.

From the beginning there was tension between the
vrusk and the human colonizers that went further than
racial differences. The underlying philosophies of
farming methods added to the tension and the feelings
of marginalization felt by the human colonist. The Naar
conglomerate came to quickly dominate all aspects of
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the colony's society and its corporate approach to
farming quickly made the human colonist irrelevant
with their sustainable/ soft impact philosophy. The Free
World Rebellion by the human colonizers was quickly
co-opted by radicals and led to massacres of the vrusk
company personnel. The Naar Conglomerate never
recovered. Hatzck with the few remaining company
ships and a handful of loyal followers limped back
toward Fromeltar. In the Dramune system he occupied
the old vrusk observation and mining outpost on Outer
Reach and embarked on a career of piracy.

His bitterness against the vrusk business establishment
and humanity as a whole made him an exceptionally
vicious pirate. His depredations forced the civilized
planets of the Frontier to form the First Common
Muster. When news of the muster reached him on
Outer Reach he embarked on a grand raid determined
to destroy all space based industry beginning with the
human colonies. The Muster eventually caught and
defeated his fleet in Timeon System. Hatzck was boiled
alive in his space suit after being ejected from an air
lock on a trajectory toward the star.

It has long been rumored that the Red Devil Pirate was
one of his lieutenants.

HUSP

Classification: criminal terrorist organization
Intelligence Source: Dragon #98 "The Volturnus
Connection," Stephen Bonario

HUSP is a slang term for the Human Supremacists
native to New Pale. The group practices a philosophy
called human superiority. The members of HUSP
preferred the isolation of New Pale and did not want it
"contaminated" by the other races. Pale used its
military to bully the weaker government into allowing
other races to settle there. Pale saw this as a way to
increase food production on New Pale and perhaps
drive food costs down. Several months later, the
HUSPs banded together and began terrorizing the new
colonists, also attacking Pale's "colonial protection™
forces.

The government of New Pale has virtually become a
puppet but there is a dissident underground
government that claims to be the only legitimate
government of New Pale. Members of HUSP and other
groups form this congress but it serves as little more
than a mouth piece for spouting hate and racially
colored speech.

Investors

Classification: cadre

Intelligence Source: Zebulon’s Guide to Frontier
Space

The Investors is an ultra-covert organization of a few
billi-creditaires who wish to be the behind the scenes
controllers of the United Planetary Federation. While
the UPF is presently an organization that compromises
all of the Frontier's planetary system governments, the
Investors believe it could develop the UPF into a body
that would override all local governments. While its
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aims and methods are similar to that of the Free
Frontiersman Foundation, the Investors is a much
smarter and more hidden group. The Investors tries to
gain control by financial wars, not by actual military
ventures, as the FFF would.

Kraatar Liberation Corps

Classification: criminal organization
Intelligence Source: Zebulon’s Guide to Frontier
Space

The KLC is a secret militant organization that originally
started on Kraatar in an effort to end vrusk domination
of that once predominately human planet. Over the last
few years it has evolved into a Frontier wide terrorist
organization dedicated to freeing humans from the
"cultural pollution™ of the existence of other races. The
KLC believes that once humans have taken control of
all planetary and system wide governments, the United
Planetary Federation, and all mega-corps, then the
Frontier is assured of peace. The KLC is a prime target
for Star Law investigations.

Liberation Front

Classification: cadre

Intelligence Source: Star Frontiersman #16 "Data
Searches on the White Light System" by Thomas
Verreault/jedion357

The Liberation Front was the action arm of the
Liberation Party (now defunct) on Clarion, White Light
system and is responsible for assassinations and
terrorist acts. It continues to be active on Clarion but
since the loss of its political mouthpiece it has been in
decline. A direct result of this decline is that splintering
off of the most radical elements to for the Guards of
Clarion.

Liberation Party
Classification: cadre

Intelligence Source: Star Frontiersman #16 "Data
Searches on the White Light System" by Thomas
Verreault/jedion357

The Liberation Party had as its major platform plank
the abolition of the monarchy and for decades had
been part of the opposition parties on Clarion. In the
aftermath of the assassination of King Leotus XIX it
was discovered that the Liberation Party was little more
than the political arm and mouth piece for the terrorist
group responsible, the Liberation Front. A backlash of
public sentiment ended the Liberation Party's
functionality as a viable political party. Many of this
party's members, who managed to avoid indictments,
joined the Liberal Party to continue their opposition of
the Crown.

Liberators

Classification: criminal organization
Intelligence Source: Dragon #109 "Patriots,
Terrorists, and Spies" by Kim Eastland

This is a terrorist organization that is dedicated to
"liberating the oppressed masses from the chains of
mega corporation tyranny."” This is an extremely

violent, illegal, quasi-political, economic cult that has
already taken credit for hundreds of deaths due to
bombings and terrorists raids, usually on mega
corporation headquarters. Star Law suspects the
Liberators are backed by a few rich individuals or
another cult, but they have no leads yet on whom or
what finances them. Though the identity of the leader
of the Liberators is also unknown, certain terrorist
members have been identified and their faces and
descriptions are broadcast regularly throughout the
Frontier.

MINER

Classification: front/ criminal organization
Intelligence Source: Dragon #98 "The Volturnus
Connection," Stephen Bonario

MINER stood for Mining for Industrial use of Natural
Earth Resources. It was a front company that was run
by the leader of the Red Devil pirates. The company
originally bid for and won the contract to develop the
Zebulon system but was later liquidated and its assets
transferred to secret numbered accounts after the CEO
faked his own kidnapping and murder.

Madderlian Church of Humanity

Classification: cult

Intelligence Source: Star Frontiersman #15 "Opiate
of the Osakar” by Thomas Verreault/jedion357

This religious movement originated 17 years ago at
Madderly's Star and is considered a dangerous cult by
Star Law. However, its leaders have astutely used the
legal systems of several planets to gain the status of a
recognized religion. Star Law keeps close tabs on the
church's activities.

Founded by Schmidt McCormick, a onetime follower of
Jack Lagrange, McCormick espouses hate against all
non-humans. The church believes that god is a human
and that humanity will inherit the galaxy. The church
teaches an Apocalypse is coming where god will
cleanse the galaxy of the Daemoniac's evil alien
vermin. Once this happens, all the enlightened humans
will be given a star system to re-create in their in their
own image. Unenlightened humans who never heard
the church's message will be relegated to living in
these star systems and given a chance to come to
enlightenment. Ultimately, god intends for every star
system to be the home of a deified human governing
enlightened humans. Then he will open gates to other
galaxies and thus humanity will inherit the universe.

In the Apocalypse the Daemoniac and his alien vermin
will be cast into the Abyss, the huge black hole at the
center of the galaxy. Any human that has heard the
church's message and rejected it will also be cast into
the Abyss to endure eternal torment. The church also
teaches that it was never god's plan that aliens should
inhabit the galaxy. At the Fall of Man, the first man,
Adama, was tricked by the Deamoniac into opening a
gate to another galaxy and allowing in the spirits of
aliens to infest this galaxy. Once in this galaxy these
spirits began recreating star systems in their image.
For this reason god has prepared the Abyss for Adama,
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the Daemoniac and his aliens.

These beliefs of the church produce to particular results
among the rank and file believers. One is that they
become abusive of those who hear and reject their
message, usually telling them, "You'll get what you've
got coming!" Secondly, there has been a marked rise in
rank and file believers sabotaging archaeological digs
or destroying ruins connected to the Tetrarchs or any
other ancient alien civilization. The church disavows
these actions with one voice then rails against
archaeological research from the pulpit with another.
Star Law is convince that the attacks are linked to the
belief that aliens infested this galaxy through gate
technology and the attacks have been ordered from the
top down as an institutional policy of the church.
Unfortunately, Star Law can't prove yet that McCormick
has ordered the attacks.

A significant incident in the church's history was the
Issaka Incident. An osakar named Issaka, a Capellan
Free Merchant, indicated an interest of joining the
Church of Humanity but later her body turned up
murdered. McCormick and the church denied ever
having contact with the osakar but Star Law maintains
an open investigation in the matter. The CFM and
osakar everywhere are outraged over the incident and
there is concern that violence could erupt.

Malthar
Classification: criminal organization
Intelligence Source: SFKH1: Dramune Run

The Malthar is an individual as well as an organization.
Malthar, the individual, is an extremely obese dralasite
crime lord who own Dark World Station over Outer
Reach. "The Malthar," the organization, is the direct
expression of the individual's power and reach. It is an
organization involved in piracy, smuggling, murder,
drug manufacture and distribution.

Malthar has variously referred to his organization by
the name "the Syndicate" and by his own name.

Red Devil Pirates

Classification: criminal organization

Intelligence Source: SF-0: Crash on Volturnus, SF-1:
Volturnus, Planet of Mystery, Dragon #98 "The
Volturnus Connection," Stephen Bonario

While it has long been rumored that the Red Devil was
a lieutenant of the infamous Hatzck Naar, what is
known for certain is that the Red Devil ran the Mining
for Industrial use of Natural Earth Resources (MINER)
as a front company before faking his death. As the Red
Devil pirate he operated clandestinely out of the
Zebulon system raping the mineral wealth of Volturnus
with slave labor.

His actions lead directly to the activating of the sathar
obelisk, drawing the sathar back to Volturnus in the
first major sathar incursion into the Frontier following
the First Sathar War. He pirate band was all but
destroyed on Volturnus and though his body was never
recovered he is presumed dead.

2]

Silver Death Cult

Classification: criminal organization
Intelligence Source: Zebulon’s Guide to Frontier
Space

The Silver Death Cult is an underground terrorist
organization that exists to eradicate all intelligent
artificial life forms from the Frontier. The organization
actually started when the mechanons began their
famous exodus from Zebulon and settled on Mechon.
Over the years, the SDC has gathered more militants
into its ranks. Its pose is that of a patriotic organization
that wishes to keep the sathar out of the Frontier by
preventing their mechanical agents from infiltrating
society.

Supporters of Mechano
Classification: cadre

Intelligence Source: Dragon #109 "Patriots,
Terrorists, and Spies" by Kim Eastland

This is a growing political organization that includes
members of all the Frontier races. The mechanites, as
they are called, believe the mechanons are a sentient
race (though of artificial origin) that deserves full
citizenship in the United Planetary Federation. Though
the mechanites began as a completely peaceful
organization, their many encounters with the Silver
Death Cult and the Anti-Satharian League have
resulted in the death of many mechanites and the
formation of their own security forces. It is rumored
that some extremists within the organization are
forming a radical splinter group that believes the ends
justifies violent means.

Since one of the charges constantly being leveled
against the mechanons is their cooperation with the
sathar in subversive activities. Many mechanite
investigations are aimed at discovering the truth
behind these terrorist activities, with an eye to clearing
the mechanon name.

The mechanites have centers on every civilized planet.
Their leader, a human named Mathias Pricard, is
extremely charismatic (PER/LDR: 99/99) and the
driving force behind the cult.

Universal Family Movement

Classification: cadre

Intelligence Source: Star Frontiersman #16 "New
Cadre's and Cults" by Thomas Verreault/ jedion357

The Universal Family Movement, while generally
considered a cadre is vigorously denounced by the
Family of One as a cult. It began as a dissident
movement objecting to the despotic control of the
Family of One. Under the leadership of theologians like
Stig Slayerian, it adopted a philosophy embracing a
pantheistic view of the universe and welcomes all
beings into its fold.

The core tenet of the UFM is that the divine oneness of
the universe is all and in all, therefore all being are
welcomed. The Family of One has slandered this
movement alleging that they would even embrace the
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sathar. In practice the UFM seeks to promote ethical
lifestyles, peace and positive action in its adherents.

The movement is small and dominated by yazirians. It
forms small flocks in major cities overseen by a
shepherd. Some flocks, usually dominated by a strong
personality, take on a strong anti-Family of One stance,
though most concern themselves with practical life
issues of the membership. The Family of One has
reacted strongly to the UFM, calling for arrest and even
execution of key leaders. It's unknown if anyone has
been detained or executed as a member or leader of
the UFM in systems where the Family of One exerts
influence, however, flocks outside of yazirian space
have begun to institute basic security measures.

The symbol of the Universal Family Movement is a
metal ring worn on a chain around the neck. The ring is
banded in four colors, green, gray, white and yellow
which are said to represent the core four races of the
Frontier.

Zenk

Classification: criminal organization
Intelligence Source: Dragon #109 "Patriots,
Terrorists, and Spies" by Kim Eastland

The Zenk (Vrusk for "family") is a Frontier wide
criminal organization that currently is responsible for
most high credit criminal activities on the Frontier. The
Zenk sells its services to anyone, but it nearly always
operates in its own best interests. There is no criminal
activity that the Zenk cannot perform, though it prefers
to stay away from anything directly relating to Star
Law, Spacefleet, or Landfleet. No one knows who
governs the organization, but referees should create
NPCs who run local operations, as player characters
may want (or be forced) to tangle with them at some
time.

The Zenk is divided into eight different sections:
1. Acquisitions: robbery, forgery, embezzlement.

2. Administration: executives, crime planning,
accounting.

3. Eliminations: murder, arson, body disposals, etc.

4. Enforcement: strong arm activities that do not
usually involve killing, security, etc.

5. Information: blackmail, bugging, spying, computer
crimes, etc.

6. Leisure activities: providing illegal intoxicants,
entertainment, etc.

7. Research and Development: creation of new
items or methods that help the other sections,
maintaining the Zenk's equipment, etc.

8. Support Services: activities that support the other
sections but that are not included in the definitions
of those sections, such as fencing stolen goods,
buying off the authorities, etc.

An interesting note on the Information section is that it
supposedly has personnel working within most law-
enforcement agencies. On the other hand, most law
enforcement agencies, especially Star Law, have
personnel working within the Zenk. Consequently,

information obtained by both sides is sometimes

planted or altered in efforts to flush out spies on either

side.

“Early Morning Liftoff” by Kort Kramer; Kort’s inspiring
artwork appeared in the very first issues of this
webzine. See more creations at
http://www.kramerkreations.com/
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CREATING AN
‘OCTOPUS  OR
SPY/TERRORIST
NETWORH

By Thomas Verreault/jedion357

Editor’s Note: The inspiration for this article came
from Top Secret published by TSR Inc.

Octopus networks are made up of NPC’s fulfilling roles.
The roles are mastermind, administrators, agents and
cut outs.

» Masterminds are the brain of the octopus
network, conceiving the plot and initiating it.
Without the mastermind the network will stagnate
or unravel. He is the key to the whole network. If
the mastermind is taken out, the network will
crumble into chaos.

» Administrators work beneath the mastermind and
above the actual field operatives. They are the
managers who implement the plot. They maintain a
legal cover and rarely commit illegal actions. They
are often unidentifiable by the agents and
operatives they manage.

Administrators have in-depth knowledge of their
area but may not be aware of other administrators
under the masterminds’ control. Remember, it’s the
mastermind that moves the chess pieces within his
network.
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Twist: Truly brilliant mastermind may have several
octopus networks which, at some point are
connected through an administrator.

» Agents/Operatives are the dirty work specialist.
They are the ones that get things done and
perform the illegal actions. They report to a single
administrator, are extremely committed and wiill
aggressively defend the administrator and their
portion of the network. Agents have a number of
cut outs at their disposal.

» Cut Outs are used to do "leg work™ and know very
little of the network. All they usually know is that
someone told them to do something. They're used
in a network to protect the mastermind,
administrators, and the agents from detection
because they're more expendable; hence the name
"cut out."” Sometimes they are referred to as thugs,
mooks and goons.

I TUITITTIT

COMMUNICATIONS WITHIN THE
OCTOPUS NETWORH

Communications between the members of a network
are either one-way or two-way.

Two-way communications - either party can initiate
contact.

One-way communication - only one member can
contact the other in the network.

It's impossible to list all the methods of communication
possible. Communications can be categorized into the
following

» Indirect - a message that everyone can see
but is intended for a single person or group.
For instance, billboard signs, TV ads, graffiti,
etc.

» Direct - message is it intended for a person or
group that is communicated directly. For
instance, ear-to-mouth, smell, touch, etc.

»  Transmitted - messages other than ear-to-
mouth, they use public or private
communications networks.

» Drop - Message dropped in a public location
for pick up either immediately (briefcase hand
to hand) or later (P.O. Box, locker, etc.).
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JERGS DEFENSE Standard imerermentsy.
QUARTERLY fo depiay independently

of the major task forces

.. and establish a patrol

Deployment System vital to UPF security.

By Gary Cliff / Georgie / BD Cerridwen

Morgaine's World, Prenglar: Admiral Mista Royers has
announced that the mine layer Fencer is to receive a
newly designed Seeker Missile launcher. The upgraded
8 version will mate an electromagnetic launch tube with a

rotary magazine (often referred to as a 'silo") that can
hold twice as many missiles as the old standard that
has been in use since the First Sathar War. It is little
more than a cargo hold and arm, similar to those found
on common freight haulers. The updated version, called
the Seeker Missile Deployment System Mark 2 (SMDS- [)
2), differs in that it is mounted at the end of the ship
on an extended spar projecting off the ship’s core.

The silo is approximately 10 meters in diameter and

about 14 meters long. The launch tube protrudes

ventrally and extends an additional 14 meters beyond

the base of the silo, reaching almost beyond the tail

end of the nacelles containing the more powerful I-

67 lon Propulsion Drives (as detailed last

Quarterly).

Artwork by http://black-knyght.deviantart.com

The new silo design includes an independent

control station and backup power, allowing

the vessel to deploy missiles even when

main power or the ship’s computer is

offline. The launcher itself can fire 2m

diameter, 12.75m long missiles from its launch tube at
an impressive 10 gees and can reportedly be dialed in
to exacting increments of 0.03 gees. This allows the
launcher to negate much of its ship's own momentum
and thus deploy a wider field much more quickly.
“Higher deployment speeds of the mother ship will
allow us to extend the range of our seeker fields,” [
stated Admiral Royers. “Obviously this allows us to
engage hostile fleets further from UPF homeworlds and
resources.”
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The new design is purported to have originated within
the Q'zizt Trade House, a scrap metal giant in Vrusk
controlled systems. Q'zizt representatives denied all
knowledge of the SMDS-2, and any intentions to \
expand to become a rare, new Vrusk Conglomerate.

Layers of secrecy are common when dealing with Vrusk
corporations and our Dralasite correspondent was

unable to detect any deception. Jerg's researchers have

been unable to trace any new divisions or subsidiaries

within the trade house. However, the rumors of the P
updated weapon system's origin within Star Fleet are ~
too reliable to ignore. We expect to see new outside

investment in Q'zizt Trade House from many of the

defense minded companies and fund managers in the

near future.

—~—

The Fencer is scheduled for space trials next month o
and is expected to take half a year to complete shake
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Plot Ideas: —
» Legitimate business —
By William Douglass o Corporations want him stopped g
o Protection from Pirate attacks —
"‘ Here is an NPC you can use to assist the PC’s, add o Wealthy person looking for some exotic items =
» ‘. flavor to an adventure or as a new adversary. . . ‘
.l)’ » lllegal business ;
Race: Human o Star Law after him
Sex: Male o Theft increases when his ship is in the system
Handness: Left o Unsatisfied customers wanting revenge
STR/STA: 45/45 o Harmful products

)
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) DEX/RS: 45/45
. INT/LOG: 60/60
PER/LDR: 80/70
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Consider Doc McGee having a Biosocial Skill set
of level 4.

Angus McGee was born into a family of means. His
=) ®| Father was a doctor and his Mother was a scientist.
Angus followed in their footsteps and did research
medicine for the Pan Galactic Corporation. Sent to do
7, (S) research at a small colony where a new disease was
= killing the colonists, Angus discovered a cure. Once the
? PGC exec overseeing the colony had the cure, the
[ ) colonists were charged for the medicine. Due to the
. colonies failing profits, many of the colonists could not
? afford the medicine. Angus tried to steal some and help
them but it was too late for most of the colonists.
I Embittered and disillusioned, Angus left the employ of
PGC.

He then found work as a medic for an independent
salvage team. They would scour battle sites and follow
rumors of lost ships looking for anything they could
make a profit on. It was during one of these
expeditions that they discovered the Star Plantation.
It was an old abandoned Agro ship. Angus was inspired

St

- to see if he could get the ship functioning again and \;\\:’ £
start his own business. At first, the salvage team did il
not see the potential but Angus was very good at Ty

persuasion. Once the engines were running and some
of the hydroponics bays were operating, they were able
to limp into a star port and get the ship properly
repaired, somewhat. Angus used the last of his
inheritance to make modest repairs, and load up some
supplies. Thus he began to travel the Frontier selling
food, medicine, and other home grown items from the
ship to small communities and outposts. He now
travels from planet to planet in the Frontier as a Free
Trader, using the Star Plantation. For a fee, he
transports items that need special handling, some
legal, some illegal.

== | wo2 usE0.LI0 I-'I'I'l'llllle-s-

Artwork by Mark Garlick

Only a small free trader, he marginally draws the
attention of the corporations, sometimes having to
defend himself. Angus has a good heart, but when it
comes to corporations he only has disdain. Some say
he is a shyster, others say a blessing. One thing for
sure about Angus “Let the buyer beware”.
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itself, and deleting useless sensory data. This (—
diagnostic mode is the closest an android comes = =
AnDHOIDS AS A to needing sleep, and as a side effect causes E
non PLA‘ 'EH androids to dream. —
SENSES -
CHARACTER RACE o
By Victor Gil de Rubio Android’s senses are sharper thgn a hum«_':ms (!
0} o) senses, and they possess ultraviolet and infrared =_=
capabilities enabling them to see in the dark just E
ANDROID STATISTICS as well as they can in daylight. (1)) [3)
Statistic Description SPEECH
Average size 1.9m tall (=) S
Average mass 80kg (male), Android’s vocal capabilities were allowed to match (|
. 55kg (female) the capabilities of a human, but in truth an _ =
Average life span 200 Years android’s vocal range is slightly better than that —
Body temperature 37° C of a human, allowing an andriod to communicate C____ |
J with races that a normal human have trouble N B
PHYSICAL DESRIPTION AMD  communicating with.
STRUCTURE
Androids are the crowning achievement in Cyber-

Technologies Corporation’s Robotics division and
represent the first steps in creating artificial life.
The few androids that were created followed the
basic symmetry of the Humans that created them.
They possess a duraplas articulation frame much
like a robot's over which is anchored a fiber-mesh
musculature that allows them to move much in
the manner of a human. Fiber optic cables form
a network of nerves over this allowing the android
an approximation of touch and all of it is tied to
a central processing matrix.

Androids, unlike robots make extensive use of nano-
technology. They can convert organic material
eaten into its core components which are then
used by the nano-techs to repair damage, allowing
an android to eat and heal. Androids are covered
with syntheflesh and hair which passes for natural
skin and hair without a chemical test. The first
proto-types had pasty skin, but later versions
created before production stopped were completely
indistinguishable from organics, except that
androids do not perspire and lack body odor.

Androids are powered by a micro-power generator
that will last 200 years without needing to be
replaced. The generator is only powerful enough
to power the android and cannot be used to
power external equipment or tools. Like a robot
an android’s neural processor must spend a
minimum of 4 hours/ 24 hour period updating

Visit the stunning work of Yves J. Malgorn at
http://www.ym-graphix.com/
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ATTITUDES

The achievement of creating the first artificial life was
not met with praise or accolades and because of
pressure by the Vrusk and their allies in the UPF Cyber-
Technologies Corporation was forced to abandon the
project. There is rumored to have been only a few
hundred prototype androids created, most which have
been impounded by Star Law, but one of the transport
ships headed to a Star Law security dump vanished
and rumors persist that the androids on board took
over the ship and that the androids have dispersed
throughout the Rim systems.

Androids were not programmed with the same core
programming that robots have and so their attitudes
have developed along much more natural lines.
Androids though have a deep rooted hatred for the
vrusk who were instrumental in the move to outlaw
their production.

In general, androids seem enigmatic and aloof. Many of
the more devil may care races find them a little too
analytical for their taste. Androids however have a
strong desire to experience life, and many gravitate
towards the Bio-Social, and Explorer professions.

SPECIAL ABILITIES

Though Androids are not living creatures in the
conventional sense, their Stamina score represents the
efficiency of their internal power generator. As an
android performs strenuous activity the android’s
reserves lower which imitate a living being getting tired
from overwork. Androids have immunity to toxins,
paralysis, stunning, and disease. Androids cannot be
repaired like robots can nor do they benefit from first
aid or healing, but their self-healing properties allow
them to recover from damage like any normal
character. An Android that loses a limb can reattach it
if they hold it in place for one hour allowing the
nanotech’s to reattach it on a cellular level. But more
than this if an android loses a limb and cannot rejoin it
the nanotech’s will recreate that limb in two weeks for
an arm, and one month for a leg. An android that has
its head severed however is “killed”. Because an
android’s neural processor is electronic, it is immune to
mind-influencing effects.

An android is equally adept at using either hand so
they suffer no off hand penalty. Lastly androids
structurally are denser than a human which allows
them to reduce damage from non-energy weapons by

1 point per die. o

WEAPON LAWS
OF THE FRONTIER

By Cedric Einarsson

4 )

"Excuse me, sir. May | see your sidearm, ID card, and
weapons permit, please?"

"Of course, officer. I'm a PGC security agent,
authorized to travel armed."

"l see. Sir, you'll have to come with me to the station.
I must regretfully inform you that you are being
charged with ten violations of municipal weapons
ordinances."

and | showed you my permit!"

"Yes sir, but that's PGC-issued permit, not valid inside
the city limits without a judge's vouchsafe, which you
don't have. Ordinance requires energy weapons have
fixed internal power supplies with no external hookups,
not the powerclip-capable version you have, and
certainly not connected to that beltpack. You also have
a military-grade accessory mount with an infrared
scope, both separate offenses. You do not have the
required gun-camera, electronic grip safety, SEU flow
restrictor, or tracer chip. And you are carrying it in an
exposed hip holster rather than a concealed-carry rig.
Even overlooking the leg tie-downs and substandard
safety catch, I'm afraid the fines will be quite
extensive. Sorry."

"But... but I didn't know about any of that!"

"Ignorance is not a defense, sir. Please come along

"Ten? How is that possible? That's the only gun I've got
|

\quietly."

There are ninety six inhabited planets and moons in
Frontier and Rim space, each with its own ideas about
how their residents should be protected, and those
usually take the form of weapons regulations. But how
is a Referee supposed to decide on distinctive and
reasonable gun laws for each of them? Here are a few
considerations that can make your worlds have a little
more flavor while giving your players hair-pulling and
wallet-draining fits.

GENERAL CONDITIONS

There are four things to consider about setting up
weapons laws:

»  Environment

»  Population density

»  History of conflict

»  Settlement age.
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ENVIRONMENT

The region where people live sets the “baseline” need
for an armed population. A tropical forest teeming with
life of all kinds will have vast numbers of predators and
scavengers. Even the prey creatures are likely to have
potent defenses. A harsh desert world will have few life
forms, but they will likely be well armed with claws,
stings and toxins as the line between predator and prey
begins to blur. Temperate forests (the most favored
areas for colonization efforts) will have fewer predator
animals, but they will tend to be larger and more
powerful. A water world may have abundant life and
most of it may be mere curiosities, but well over a
quarter of all aquatic life is carnivorous, half is
omnivorous, and all are opportunistic.

Wilderness areas are likely to have mild or nearly non-
existent weapon laws, and only slightly more strict
ones in borderland settlements. Of course, some
predators rarely need more than light weapons to
counter them. For example, the Clarion Root Scorpion
is deadly venomous and fiercely territorial, but it
averages only fifteen centimeters in length, is ground-
dwelling, and it’s bright coloration is easy to see so
fending it off rarely takes more than a whack with a
long, stout stick. The same cannot be said the
Volturnian Cave Bear. Although rarely encountered and
possessing only claws and teeth, the brute strength
and great endurance of this creature often ends in
death for the unfortunate traveler. Many have endured
multiple strikes from large-bore and high-yield guns
without even slowing down.

Space stations and domed cities often have draconian
gun laws. One stray shot can expose large areas to
vacuum and result in multiple deaths so restrictions are
taken very seriously. This is one of the few areas that
projectile weapons are more restricted than energy
weapons since a majority of space-based settlements
are lined with energy-absorbing materials that lasers
and rafflurs cannot easily penetrate. Also, these
settlements are often nuclear-powered so energy is
cheap and readily available, making rechargeable
weapons preferred over those that use expensive
imported ammunition.

Although undersea settlements face threats similar to
space settlements, many weapons simply do not work
well underwater. Gyrojets and sonics are underwater
workhorses which makes them prone to many minor
ordinances, while other weapons tend to have few but
stronger restrictions.

POPULATION DENSITY

Population density plays the greatest role in weapon
laws. The more people live and work in a restricted
area, the higher the crime rate will be. A town of ten
thousand people living in a space of five square
kilometers (2000 people per km?) will have a crime
rate twice as high as a city of one million spread over a
thousand square kilometers (1000 per km?).

Bear in mind that the majority of crimes in a high-
density area will be petty crimes like burglary and

e
\
S
[1

vehicle theft and there will be (proportionally) fewer
violent crimes, but the chances of violence putting
more people at risk is much higher just because there
are more people that can get caught in the crossfire, so
violent crimes will be greatly feared. Stress-related
crimes will also be much more common. As a result,
gun laws are likely to be much more restrictive.

In low-density areas there are fewer people living in
close proximity giving fewer opportunities to commit
crimes. Also, law enforcement must cover a much
wider area to protect the same number of people, and
most police will be arriving after a crime has happened
rather than while it is in progress. As a result, a person
must depend on himself for defense of life and
property. Third, the chance of innocent bystanders
being caught in the crossfire is much lower, making
violent crime more of a personal affair rather than a
threat to the whole community.

However, because people are more likely to be armed,
the chances of violent crime are greater. Criminals are
predators, preferring to hold a strong advantage over
their prey. As such, a criminal is more likely to use
violence (or threat of violence) combined with surprise
to seize and keep that advantage. Even so, the number
of violent crimes per capita is still much lower than in
high-density areas.

HSTORY OF CONFLUICT

Every world develops differently, but conflict is often a
common ingredient. Worlds with a strong undercurrent
of discontent or even organized rebellion, such as
Kraatar, are far more likely to have harsh weapons
laws. Even governments that were brought to power
through popular revolt fear being replaced the same
way and will limit gun availability. Corporations are
particularly sensitive to the possibility of a "peasant
uprising" and corporate worlds like Pan-Gal and New
Streel enact very firm regulations. Worlds with a
history of open warfare like Laco are likely to have a
lightly armed population if only to prevent full-scale
war from blossoming again.

On the other hand, worlds that have faced foreign
invasion tend to have more relaxed regulations
because the backbone of defense would be a well-
armed population. This is especially true of worlds that
have endured the brunt of Sathar attacks like Pale.
Also, worlds that have a weak government or common
violent tendencies will have equally weak gun laws. On
Outer Reach, a world run by crime bosses and petty
warlords, an unarmed resident will soon be a dead
resident.

Keep in mind that places that are at risk from outside
threats often have few laws dealing with longarms like
rifles and carbines (suitable for emergency military
service) but are more strict about pistols, while places
at risk from crime and insurrection are more restrictive
on longarms but often permit sidearms for personal
defense.

(=0 ] [l




o

e

</

%)

Y Y
I -

';_

||-I-I~ SO

N '.'4‘

“' :;U\M

B st.4R FRONTIERSMAN

SETTLEMENT AGE

As a settlement gets older, it changes culturally. Most
natural hazards have been heavily suppressed or
eradicated. The population (and crime rate) will have
grown. More people equal more taxes, resulting in a
larger and stronger military that reduces the danger of
foreign invasion. The need for the rugged self-reliant
pioneer has faded while the collective needs of the
community have grown. Overall, life is safer and more
comfortable, but it is also more group-oriented.

Immigrants at this stage are less likely to be the
frontier colonist looking for a fresh start and more
likely to be a business-type service-oriented
professional looking for new markets and less
competition. They are emigrating from other well-
established worlds where safety is the job of the police
and military, not the individual, and they will bring
these concepts with them. As a result, the older a
settlement gets, the more it's people are less worried
about threats from outside society and more worried
about threats from within, so weapons laws will get
more restrictive over time.

But most insidious is the shift in perception. Laws will
begin to be passed based on fear rather than need, and
how a weapon looks will be more important than what
it does. This will be moderated by those who
understand the destructive power of modern weapons,
but they will become the minority as bands of civic
organizations begin pushing their own agendas. The
results can be a mish-mash of confusing and often
contradictory laws.

"In the city of New Claremont, a person may not be
armed while in his home, vehicle, workplace, while
traveling between those places, any place that provides
alcohol or narcotics, or on property not under his direct
authority. Everywhere else, he can be armed however
he chooses.”

D oo o Co S

FINAL NOTES

Ranged versus Melee

Despite what might be seen on vidshows, the number
of melee weapons in common use is small. Handguns
are more portable, more lethal, and take less training
to use. But in places where ranged weapons are heavily
restricted, the use of melee weapons has flourished. In
places where ranged weapons have very few
restrictions, melee weapons might be carried as an
afterthought or as a multi-purpose tool. And in areas
that are in the economic gutter where there's little
money to buy and maintain guns, a flashy melee
weapon used by a street thug with a few fancy moves
is often enough to intimidate victims into submission.
But woes betide the petty thug who runs afoul of
someone competent armed with a broom handle or a
trashcan lid and a length of chain.

Because melee weapons depend more on the user's
skill than the weapon's power (as do martial arts), and
SO many weapons can be improvised from common
materials, restrictions tend to be limited to registering
highly skilled beings in local police databases (and that
only rarely). Only in paranoid societies are melee
weapons extensively restricted, and that tends to be
based on the weapon's appearance and reputation than
actual usefulness.

Those who are exempt

All over the Frontier and the Rim, the military is
exempt from weapons regulations while on duty. Law
Enforcement and corporate security services are also
exempt within their jurisdictions. Certain professions
may be authorized to use restricted weapons under
certain circumstances, and explorers on newly
discovered worlds often carry whatever they like. And
as always, the more important and influential you are,
the more you can get away with. o

Wwoe 4380100

© J::}::\:}:

S =

WarTech M1-A44

Combining the power of an auto and laser rifle this
weapon is unmatched in the frontier.

Cost: 1,500 Cr

Statistics: As per auto/laser rifle
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ST ARSHIP
COMBAT
CASUALTY
SYSTEM

By Scott R. Mulder

UNDERST ANDING
CASUALTIES

Space travel is a dangerous endeavor and those who
choose it as an occupation or way of life face these
dangers on a daily basis. Whether from combat or
accident, these dangers can often result in casualties
for the crew of a spacecraft while performing their
duties. The term casualty refers to anyone who is
injured or killed in a disaster or during an act of war. In
the scope of the Star Frontiers Knight Hawks Game this
definition can be expanded to include any crew
members who by injury or death are no longer able to
perform their duties.

COLLATERAL DAMAGE

When a spacecraft’s hull is impacted by a collision or
weapons fire the kinetic energy of the impact is
transferred throughout the interior of the ship in the
form of longitudinal compression waves. These shock
waves move throughout the structure and atmosphere
inside the ship’s hull causing damage to both
machinery and crew members alike. This kind of
collateral damage is one of the leading causes of crew
member casualties on space faring vessels. A violent
impact, such as a direct hit from an assault rocket, can
reduce the interior of a ship’s compartment to ruin in a
matter of seconds and throw unrestrained crew
members around like rag dolls. The more damage a
spacecraft suffers the more hostile the interior
environment will become. The force of the shock waves
can be strong enough to bend, crush, and sheer even
reinforced metal components and structures. Under
these conditions normal everyday objects, tools, and
equipment can become dangerous debris and deadly
shrapnel. With each impact more of the ship will begin
to break away causing increasing injury to the crew
members who live and work inside. Internal damage
can also rupture fuel lines, atmospheric gas stores, or
power conduits which can result in the danger of fire. A
fire inside the enclosed environment of a spacecraft is
one of the most dangerous and feared conditions in
space travel. A fire that is not contained quickly can
consume a ship and its crew from the inside out. More
than one
space
craft
captain
has been
faced
with the
awful
choice of
losing

their ship or venting and entire compartment into
space in order to snuff a fire.

It is important to consider, that while impact shock
waves can shake a ship to pieces, there are also silent
killers in the vacuum of space. Some weapons which do
cutting, burning, and irradiating damage don't
necessarily cause shock waves from a kinetic impact.
Weapons such as lasers can puncture a spacecraft’s
hull like a rusty can without so much as a noticeable
nudge. Attacks like these can cause secondary kinetic
damage as they cut through structural supports, fuel
lines, and power conduits resulting in violent internal
damage from explosions and decompression. These
silent killers can be equally devastating for
unsuspecting crew members as they carry out the day
to day duties on their spacecraft.

CASUALTY SYSTEM
COMPONENTS

The Casualty System is an optional set of game
mechanics which are designed to simulate crew
member casualties that are sustained when a
spacecraft is damaged. This system is composed of
four components which include the Casualty
Determination Roll (CDR), the Minimum Crew Factor
(MCF), the Loss of Control Roll (LCR), and the Crew
Restoration Rate (CRR).

CASUALTY DETERMINATION
ROLL

At the end of each phase where damage is assessed,
players will perform a casualty dice roll for any
spacecraft that has sustained damage. This dice roll
determines how many crew members have been
injured and are no longer able to perform their duties.
The larger the spacecraft’s hull size the larger the
number of crew that are serving aboard who have the
chance of becoming casualties. For this reason the
number of CDR dice is determined by how large the
ship’s hull size is. Players can determine how many
casualty dice to roll during the CDR with the table listed
below. For example, the UPF Destroyer Intrepid is hit
by a rocket salvo from the Sathar Destroyer SAV
Stinger and sustains 15 points of damage. Since the
UPFS Intrepid has received damage during the attack
the player rolls 1d10 to determine how many crew
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members were injured or killed in the attack. The
player rolls a 2 for his casualty determination roll and
notes on his ship record sheet that 2 of his 25 crew
members on his ship are now casualties. If the CDR roll
exceeds a spacecraft’s crew compliment it is assumed
that all crew members were wounded when the ship
was damaged and are now casualties.
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CDR Dice Table
Hull Size CDR Dice
01-05 1d10 - HS
06-10 1d10
11-15 2d10
16-20 3d10

* HS = hull size
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miNimMUum CReEW FACTOR

The Crew Factor (MCF) is the absolute minimum
number of crew members required to operate and
maintain control of a spacecraft. The Minimum Crew
Factor score for any spacecraft is equal to its Hull Size
(HS). For example, a Hull Size 5 Frigate would have a
MCF of 5 which means at least five crew members are
required to operate the ship. If the functional crew
compliment falls below the MCF the player will begin to
lose control of the ship. If the MCF reaches zero all of
the crew members have become casualties and the
ship will be considered to be adrift. A spacecraft with
an MCF of zero will remain outside of the player’s
control until enough crew members can be restored to
meet the ship’s MCF.

RESCUE OPERATIONS

A spacecraft’s crew that has fallen below the MCF can
be rescued by another ship controlled by the same
player or by a third party. To accomplish a rescue a
ship must transfer some of its crew to the ship being
rescued without depleting its own crew compliment.
The transfer of crew from the rescue ship can be
accomplished through any means the rescue ship is
capable of. This can include the use of ship to ship
docking, launches, shuttles, space walks, or even
teleportation (See Star Frontiersman Magazine Issue #
16 pg. #86 for optional teleport rules). All of which are
potentially dangerous endeavors in themselves.
However they may be the only chance to prevent a
ship from being lost entirely.

(W)

A UPF ensign aboard the UPFS Intrepid assists a fellow
officer who was wounded during a sathar attack.

o/ 1| BsT.AR FRONTIERSMAN 3 II.
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“ALL HANDS LOST"

If a spacecraft’'s MCF remains at zero for four
consecutive repair phases (Two hours in game time) all
crew members will be presumed to have perished from
their wounds. Ships which have lost all crew members
will become derelicts and can be recovered, salvaged,
or captured by another spacecraft. To attempt a
recovery the player controlling the recovery ship must
transfer enough crew to the derelict ship to restore its
MCF. The crew compliment of the ship attempting the
recovery cannot fall below its own MCF or it will risk
losing control itself. For example, an assault scout with
a crew compliment of five and an MCF of three does
not have sufficient crew compliment to affect a
recovery of a heavy cruiser with an MCF of eighteen.

Authors Note: A good example of a recovery
operation using a spacewalk can be found in the classic
Star Frontiers™ module "2010”, by Bruce Nesmith &
Carl Smith, which is based on the motion picture of the
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same name. In this TSR adventure module the crew of
the Soviet spacecraft Leonov transports a crew of
American astronauts conducting a risky operation to
recover the derelict Discovery One spacecraft. During
the recovery operation the American astronauts have
to conduct a daring space walk in order to board the
Discovery and recover the ship.

LOSS OF CONTROL ROLL

Once a ship falls below its MCF there will not be enough
qualified crew members left to continue to operate all
of the ship’s controls and systems. As the remaining
crew struggle to maintain control of the ship and assist
the wounded, the operation of the ship will become
increasingly erratic and unpredictable. The following
table can be used to simulate these chaotic conditions
when there are not enough crew members to operate a
ships controls and systems. Each time the crew
compliment falls below the ship’s MCF, the controlling
player will roll d100 on the Loss of Control Table to
determine which of the ship’s functions have been
affected. The results of the Loss of Control Roll (LCR)
will continue to affect the ship until the ship’s MCF has
been restored. If the LCR table results effect a system
that is not equipped on the ship, such as a masking
screen or beam weapon, the player should roll again to
determine which system has lost control.

Cstar FRONTIERSMAN J | | _D% - -mE AR
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Loss of Control Table ¢
Roll Loss Of Control Effect ,
01-05 |Unable to turn, MR reduced to zero. |
06-10 |Cannot accelerate or decelerate. -
11-15 |Beam weapons are inoperable.
16-20 |Turn 1 hex facing left each turn.
21-25 |¥% DCR on next repair phase.
26-30 |Unable to decelerate.
31-35 |Lose 1 point of speed per turn.
36-40 |Y2 CRR on next repair phase.
41-45 |Missile weapons are inoperable.
46-50 |No DCR on next repair phase.
51-55 |Masking screens are inoperable.
56-60 |Unable to accelerate.
60-65 |ICMS and decoys are inoperable.
66-70 |¥a DCR on next repair phase.
71-75 |Gain 1 point of speed per turn.
76-80 |Communication systems inoperable.
81-85 |% CRR on next repair phase.
86-90 |Defensive screens are inoperable.
91-95 |Turn 1 hex facing right each turn.
96-00 |No CRR on next repair phase.

CREW RESTORATION RATES

The Crew Restoration Rate (CRR) is a repair score that
functions in the same ways as DCR and measures a
crew’s ability to restore crew casualties. The CRR
provides a pool of points which can allocate to restore
crew members back to active duty during the special
repair phase of combat every that occurs every three
turns. All spacecraft begin with a base CRR point pool
which is equal to the ship’s DCR score. However, unlike
DCR, a ship’s CRR score can be improved through the
addition of better medical facilities and crew members
with medical skills. Players can devote the entire CRR
point pool to a single crew member or spread them out
across several crew members. Each point allocated to a
crew member provides a 1% chance that the crew
member will be restored to active duty during the
repair phase. For example, if you allocate 45 CRR
points to a single crew member you will have a 45%
chance that the crew member will be able to return to
active duty. After the controlling player finishes
allocating their CRR points they can role percentile dice
to determine success. If the CRR role is not successful
is not successful the player can make another attempt
to restore the crew member(s) during the next repair
phase.
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CRR RESTRICTIONS

At the start of each repair phase, players will have their
full CRR point pool available for allocation as needed.
CRR points that the player does not use during the
course of the repair phase cannot be rolled over or
banked for later use. All available CRR points must be
used during the repair phase or those points will be
forfeited. Only one attempt can be made to restore a
crew member per repair phase. Players cannot split
their CRR point pool for multiple attempts to restore
the same crew member. The CRR is unique to each
ship and represents the efficiency, preparedness, and
resources that each crew has available to them.
Therefore, CRR points are not transferable between
ships controlled by the same player or by an allied
player. It is also important to note that while DCR and
CRR are similar they are not interchangeable. DCR
refers to a spacecraft crew’s ability to repair damaged
machinery and systems and CRR refers to a crew’s
ability to restore injured crew members. Players cannot
use DCR points to restore wounded crew members
back to active duty.

CREW AUTOMATION SYSTEMS

Some spacecraft are equipped with automation
systems or robots that can perform a crew member’s
tasks in the event that they are injured or
incapacitated. Spacecraft equipped with such systems
can substitute one robot or automation computer per
injured crew member without the player having to use
CRR points. Crew automation systems require must be
activated during the controlling player’'s movement
phase and require one turn to activate. Players can add
the automated crew member to their crew compliment
on the movement phase of the next turn.

Crew automation systems, like live crew members can
also be damaged and are considered as “crew” when
they are in use. The robots and automation computers
that are substituting live crew will be subject to
casualty rolls when they are working. When these
systems are offline and safely stowed away they do not
have any bearing on the control of the spacecraft.
Automation units in this state are not subject to
casualty rolls but are also unable to assist the crew
until activated. Once a functioning automation system
is damaged in a casualty roll it will be recorded as a
casualty on the controlling player’s ship record sheet.

W)

Damaged units will not be able to complete their tasks
and must be repaired before returning to duty. Since
these systems are mechanical in nature, players may
only use DCR points to repair them.

A Crew automation system must be activated prior to a
spacecraft’s MCF reaching zero. Once the ship’s MCF is
at zero there will be no live crew members left that will
be able to activate the system. If a player’s ship
currently has an MCF of zero they will have to wait until
at least one crew member has been restored to active
duty using CRR points during the repair phase. As a
matter of safety regulations computers and robots are
not allowed to activate crew automation systems. Only
live crew members are authorized to activate and
control the ship’s crew automation systems.

In order to use a crew automation system to replace an
injured crew member certain conditions must be met.
First, the ship must be equipped with a crew
automation system consisting of either an automation
computer or robot of sufficient level and programming
to operate at least one of the ship’s vital functions. One
automation robot or computer can perform the tasks of
one crew member. So a player needs to have one
automation system available for every crew member
they intend to substitute. Second, the player must
declare the activation and record how many units they
are using on their ship’s record sheet. Third, the ship’s
MCF must be above zero in order for someone to be
able to activate the crew automation system. Ships
with a current MCF of Zero must wait until they restore
at least one crew member before an automation
system can be activated.

CRR BONUSES
Additional bonus points can be added to your total CRR
score for crew members with medical skills and medical
facilities installed on your spacecraft. An additional five
points can be added to your total CRR score per
medical skill level of each qualified crew member. If the
crew member that provides the CRR point bonus leaves
the ship or is killed the ship will lose those bonus points
until a replacement is found. Spacecraft which are
equipped with medical facilities to treat injured crew
members will also receive additional CRR point
bonuses. The point bonus for each medical facility
installed will depend on the type of facility and the
number of crew members it can provide treatment for.
If the medical facility becomes damaged or inoperable
the ship will lose those bonus points until the unit is
repaired.
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level one module is a very sophisticated model with the
latest technology, large patient capacity, and over 140
cubic meters of space. A spacecraft can be equipped
with as many medical modules as its hull can - Q
accommodate. Modules can also be linked together to
create larger medical facilities if needed.

Editor’'s Note: See more of Scott’s artwork including
an online comic at his project site:
http://www.titanrising.webs.com/

MEDIC AL FACILITIES

The two most common types of medical facilities found
on spacecraft are classified as either standard modules
or automated modules. Standard modules are
traditional style medical facilities where patients are
attended to by a physician or medic. Automated
modules utilize medical robotics under the supervision
of a live physician or medic. The physician, or medic,
evaluates the patient and then selects the treatment
program which is administered by the robotic system.
The advantage of automated modules is that they
increase the number of patients which can be treated
at the same time. Automated modules can be operated
via remote control allowing one doctor to control
