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5. Rocket Battery Salvo Storage - This room 
contains the rockets for salvos 1 and 3 of the 
ship's rocket battery.  

6. Rocket Battery Salvo Storage - This room 
contains the rockets for salvos 2 and 4 of the 
ship's rocket battery.  

7. Masking Screen Pump System - This 
contains the high pressure pumps for the 
masking screen system that pushes the water 
from the storage tank (area 9) to the dispersal 
nozzles around the ship.  

8. Weapon's Locker - This is where the ship's 
personal weapons are stored as well as any 
weapons brought on board by crew or 
passengers.  

9. Masking Screen Water Storage - This is a 
large holding tank that holds the water for the 
two charges of the ships Masking Screen. It is 
isolated from the interior of the ship and 
refilled via a connection valve on the ship's 
exterior when in port. It is also possible in an 
emergency to connect this tank to the life 
support system to provide extra water for the 
ship's crew and passengers. In this situation, 
the Masking Screen cannot be used as a 
defense.  

10. ICM Launcher - This room houses the 
launcher for the ship's ICM battery.  

11. ICM Missile Storage - This room holds the 
missiles that are launched from the ICM 
battery. It contains enough missiles for eight 
salvos.  

12. Laser Battery 3 - This room holds the 
machinery for the ship's third laser battery. 

13. Medical Bay - This room hold a small medical 
bay that can be used as an exam room and 
patient room as needed. Medical skills used 
here gain a +5% bonus.  

14. Medical Storage - This room hold various 
medical supplies to support the medical bay.  

15. Operating Room - A clean sterile room for 
performing emergency surgeries as needed. 
Medical skills used here gain a +5% bonus.  

Airlock & Vehicles Deck  
This smaller deck is located at the neck of the ship and 
contains the ship's main airlock and to bays for holding 
its two large 10 person launches.  

 

1. Elevator - This is the main elevator shaft that 
run through the entire ship.  

2. Hallway - This is the main hallway on this 
level that connects all the rooms.  

3. Airlock - This airlock is capable of passing up 
to a dozen beings at one time.  

4. Launch Bay 1 - This room contains one of the 
ship's two launches. The outer wall of the ship 
swings open to allow the launch to leave.  

5. Launch Bay 2 - This room contains one of the 
ship's two launches. The outer wall of the ship 
swings open to allow the launch to leave.  

 

Life Support  

Airlock 
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Cargo Decks  
This is the layout of the ship's four cargo decks. Each is 
simply a large open space for storing cargo with 
elevator access. Each cargo bay has a large cargo arm 
that is capable of loading cargo from outside the ship 
into the bay. The arm moves along a central pillar as 
needed.  

 

1. Elevator - This is the main elevator shaft that 
run through the entire ship.  

2. Cargo Area - The majority of this level is 
taken up by open space for storing cargo.  

3. Cargo Arm - This cargo arm moves up and 
down on a central column and can extend well 
beyond the cargo bay doors when open to load 
material from outside the ship. The arm can be 
controlled via controls located outside the 
elevator doors or from the engineering deck. 
The arms are capable of reaching any point in 
the cargo bay area.  

Machinery Deck  
This deck is home to most of the backup systems on the 
Nightwind. Access is restricted to authorized crew 
members. This deck also houses a small nuclear reactor 
that provides power to the ship whenever the engines 
are off-line. It is equivalent to a Class A atomic drive.  

 

1. Elevator - This is the main elevator shaft that 
run through the entire ship.  

2. Hallway - This is the main hallway on this 
level that connects all the rooms.  

3. Reactor Control - This room houses the main 
controls for the ship's reactor.  

4. Reactor Fueling - This room houses the 
mechanism to add fuel to the reactor and 
remove spent fuel.  

5. Fuel Storage - This room is used to hold extra 
fuel for the reactor that is not currently being 
used.  

6. Power Reactor - This is the power reactor 
proper. It is basically self-contained and 
isolated from the rest of the ship. The reactor, 
along with the fuel storage and fuel loading 
rooms are heavily shielded to contain the 
radiation from the fuel.  

7. Auxiliary Bridge - This is the auxiliary bridge. 
The ship can be run from here just as it can 
from the primary bridge. The stations here are:  
 7a - Laser Battery Control  
 7b - Laser Battery Control  
 7c - Laser Battery Control  
 7d - Rocket Battery Battery Control  
 7e - Astrogation/Sensors Control  
 7f - Captain's Station  

8. General Storage  
9. Backup Computer - This is a complete 

backup computer with all the same programs 
and data as the main computer. It is kept 
constantly in sync with the main system and 
can take over at any time as needed.  

10. Backup Life Support - This is the backup life 
support system. Like the primary system it is 
capable of supporting thirty-five beings. It can 
be switched on in place of the primary system 
or can be run simultaneously if needed 

Cargo Deck 

Machinery Deck 
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allowing the ship to support up to seventy 
beings in an emergency. 

Engineering Deck  
This is the engineering deck of the Nightwind and 
contains the engine access passages, a machine and 
robotics shops as well as storage and the ship's main 
computer.  

 

1. Elevator - This is the main elevator shaft that 
run through the entire ship.  

2. Hallway - This is the main hallway on this 
level that connects all the rooms. It is wide and 
open to allow for the movement of large pieces 
of machinery if needed.  

3. Engineering Control - This houses the control 
stations for the engineers and allows them to 
monitor all the ships equipment and the 
engines.  

4. Storage - This storage room is used to house 
materials and parts for ship repairs and general 
maintenance.  

5. Main Computer - This is the ships main 
computer system.  

6. Engine Fuel Storage - This room is shielded 
like the rooms on the Machinery Deck and 
designed to hold extra fuel for the ships 
engines.  

7. General Storage  
8. Machine Shop - This is a complete machine 

shop and can be used to manufacture just about 
any mechanical part that may be needed for the 
ship.  

9. Robotics Shop - This is a complete robotics 
workshop used to maintain and repair the ship's 
robots. Any robotics skills used here gain a 
+5% bonus.  

10. Engine Access Tunnels These passageways 
slope down from the engineering deck through 
the engine struts to allow access to the engines 
from inside the ship when preforming repairs 
and overhauls.  

Airlock & Workpod Deck  
This deck contains the ship's secondary airlock and 
houses its four workpods. The workpods are used both 
for ship repairs and maintenance and can be used for 
cargo loading as well as they easily fit within the cargo 
bays.  

 

1. Elevator - This is the main elevator shaft that 
run through the entire ship.  

2. Hallway - This is the main hallway on this 
level that connects all the cabins.  

3. Secondary Airlock - This airlock is actually 
slightly larger than the main airlock and can 
accommodate up to fifteen beings or, as it is 
more commonly used, large machinery parts.  

4. Spacesuit lockers - The lockers here can hold 
up to eight space suits.  

5. Workpod Bay - Each of these bays hold one of 
the ship's workpods.  

Engineering Deck 

Workpods 
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Cargo Delivery 
A scenario to highlight the capabilities of the CSS 
Nightwind class ships. 

Background 
The CSS Nightwind is on its way back from Volturnus 
to Triad with a hold full of valuable ore purchased on 
Volturnus.  Streel would love to get its hands on 
Cassidine Development Corporation's new armed 
freighter to study its design.  As it passes through the 
Truane's Star system, a trio of Streel ships, disguised as 
pirates, attack the Nightwind and its escort as they are 
passing through the outer part of the system.  No help is 
available, the CDC ships will have to survive and make 
their escape on their own.  

Order of Battle 
CDC Ships 

 CSS Nightwind 

 1 standard Assault Scout 
Streel Ships 

 1 corvette 

 2 standard Assault Scouts 

Ship Statistics 
CSS Nightwind 
HP: 42     ADF: 3     MR: 3     DCR: 60 
Weapons:  LB(x3), RB(x4) 
Defenses:  RH, MS(x2), ICM(x8) 
 
Corvette 
HP: 25     ADF: 3     MR:  3    DCR: 45 
Weapons:  LC, LB 
Defenses:  RH, MS(x2) 
 
Assault Scout 
HP: 15     ADF: 5     MR: 4     DCR: 50 
Weapons:  LB, AR(x4) 
Defenses:  RH 

Setup 
The CDC player sets up first along one of the short 
sides of the map.  The two CDC ships can be place 
anywhere within five hexes of the map edge.  After 
setting up the ships, the CDC player declares the ships' 
starting speed.  They may be moving at any speed up to 
15 hexes per turn but both must be traveling at the same 
speed. 

After the CDC player sets up, the Streel player sets up 
his ships along the other short edge of the map.  Again, 

Knight Hawk Encounters 

Make A Run For IT 

Tom Stephens 

Welcome to Knight Hawks Encounters.  Knight Hawks 
Encounters will be a regular feature of the Frontier 
Explorer where we present one or more encounter 
setups for the Knight Hawks board game. 

Typically these will be small stand-alone scenarios that 
you can set up and play in an hour or two.  If the issue 
includes a new ship, as this one does (CSS Nightwind, 
p30), at least one of the scenarios will focus around the 
new ship to see how it performs in the game.  Others 
may come from a hypothetical setup up and play of the 
Second Sathar War Strategy game from the Star 
Frontiers Knight Hawks Campaign book (pp. 55-60).  
Others may be created just for fun. 

If you have ideas for scenarios to include, feel free to 
send in ideas to the submission queue of the magazine 
on our website. 

Tom Verreault 
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the ships can be placed anywhere within five hexes of 
the map edge.  The Streel player then declares the 
starting speed for his ships.  Like the CDC ships, the 
Streel ships must all be moving at the same speed and 
their speed cannot exceed the CDC ships' speed by 
more than 5 hexes per turn. 

Special Rules 
Selective Targeting 
Allow the Selective Targeting skill to be used from the 
Knight Hawks skill descriptions.  Player's may choose 
to target a specific ship system (such as engines or 
specific weapons) instead of rolling randomly on the 
Damage Table.  To use the selective targeting ability 
the chance to hit is reduced by 30%. 

Escaping from battle 
The Nightwind is considered to have escaped from 
battle if it a) moves off of the opposite edge of the map 
from which it started with no ships in pursuit or b) is 
moving faster than any remaining Streel ships and has 
an ADF that is higher or equal to the remaining Streel 
ships. 

Shifting the map 
This scenario has the potential to be a running battle.  If 
a ship is being pursued and is in danger of moving off 
an edge of the map, then all ships should be shifted to 
move the battle back towards the center of the map.  
Alternately, additional pieces of hex paper can be used 
to extend the map. 

Capturing the Nightwind 
To capture the Nightwind, the Nightwind has to be 
reduced to 0 ADF and MR and a Streel ships has to 
match speed and direction for two turns.  If this 
condition is met, then the Nightwind is considered 
captured by the Streel player. 

Victory conditions 
Streel Victory 
The Streel player wins if he can capture the Nightwind 
and destroy the Nightwind's escort. 

CDC Victory 
The CDC player wins if he either destroys all of the 
Streel ships or the Nightwind escapes from the battle. 

If the Nightwind is destroyed, the game is a draw. 

 

 

 

Hopelessly Outgunned 
Opening shots of the Second Sathar War. 

Background 
Late in FY 80 several small fleets of Sathar warships 
swarmed into the Frontier from a variety of directions.  
The lone armed station at Kwadi-Kit (K'tsa-Kar) was 
quickly overwhelmed by the Sathar fleet that appeared 
in that system.  That fleet then headed toward White 
Light.  Another similar fleet appeared in the Kizk'-Kar 
system headed toward Zik-Kit.  The two Assault Scouts 
of the Zik-Kit militia, as well as the armed station 
orbiting the planet, waited for the onslaught, knowing 
that they were hopelessly outgunned by the 
approaching Sathar ships.  The best they could hope for 
was to get away to join with other ships to make a 
better stand somewhere else or maybe take one of the 
Sathar with them if they were destroyed. 

Order of Battle 
Militia Ships 

 2 Assault Scouts 

 Armed Station 
Sathar Ships 

 Frigate 

 2 Destroyers 

 Light Cruiser 

 Heavy Cruiser 

AZ_Gamer 
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Ship Statistics 
Assault Scout 
HP: 15     ADF: 5     MR: 4     DCR: 50 
Weapons:  LB, AR(x4) 
Defenses:  RH 
 
Armed Station 
HP: 80     ADF: 0     MR: 0     DCR: 75 
Weapons:  LB, RB(x6) 
Defenses:  RH, MS(x2), ICM(x6) 
 
Frigate 
HP: 40     ADF: 4     MR: 3     DCR: 70 
Weapons:  LC, LB, RB(x4), T(x2) 
Defenses:  RH, MS(x2), ICM(x4) 
 
Destroyer 
HP: 50     ADF: 3     MR: 3     DCR: 75 
Weapons:  LC, LB, EB, RB(x4), T(x2) 
Defenses:  RH, MS(x2), ICM(x5) 
 
Light Cruiser 
HP: 70     ADF: 3     MR: 2     DCR: 100 
Weapons:  DC, LB, EB, PB, RB(x8), T(x4) 
Defenses:  RH, ES, SS, ICM(x8) 
 
Heavy Cruiser 
HP: 80     ADF: 2     MR: 1     DCR: 120 
Weapons:  DC, LB(x2), PB, EB, RB(x8), T(x4), S(x2) 
Defenses:  RH, ES, PS, SS, ICM(x8) 

Setup 
The Sathar player declares which side of the map the 
Sathar ships will be entering from. 

The Militia player then places a planet marker in the 
center of the map and places the Armed Station in orbit 
around it.  They then place the two militia assault 

scouts anywhere on the map and declare their initial 
speeds up to a maximum of 10 hexes per turn. 

Once the militia ships are placed the Sathar player then 
places their ships within five hexes of the side of the 
map they declared to be entering from.  The ships can 
be moving at any speed up to 15 hexes per turn but all 
ships must be moving at the same speed. 

Special Rules 
Defending Home Turf 
Militia ships cannot just turn and run but must make 
some effort to defend their home worlds.  A militia ship 
cannot attempt to escape from battle until they have 
fired at least one shot at the invading ships. 

Escaping from battle 
A ship is considered to have escaped from battle if it 
moves off any edge of the map with a) no ships in 
pursuit or b) is out of weapon range and has a higher 
ADF than any pursuing ships. 

Victory conditions 
Sathar Victory 
The sathar can claim victory if they can destroy both 
the militia ships and station before any ships can escape 
and don't lose a single ship. 

Militia Victory 
The militia can claim victory if either a) both militia 
ships escape the onslaught, or b) they can destroy a 
sathar ship before both ships and the station are 
destroyed. 

If only one militia ship escapes and no sathar ships are 
destroyed, the game is a draw. 

Tom Verreault 
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In role playing games most of the challenges stem from 
puzzles, skill challenges, and combat.  The Hazardous 
Environments and Weather series was conceived to 
provide game masters details on environment related 
challenges.  Each article in this series has a theme this 
one focuses on all things water. 

Note that life jackets are an oft overlooked equipment 
item from the basic equipment list.  It is appropriate for 
the boats that are available for player use to be stocked 
with life jackets.  It’s almost certain that insurance 
carriers will require them on commercial vessels 
transporting passengers.  

Tidal Bore 
Tidal bores require particular geographic features in 
order to occur.  They must have a large tidal range, at 
least six meters between high and low water and a 
narrow inlet.  When the strong tidal surge forces its 
way into a river or bay it creates a large wave or waves 
sweeping in against the current of the river or bay.  A 
tidal bore’s identifying features are turbulence and a 
roar.  Large bores can be hazardous to shipping 
(requires a ship handling check for boats). 

The occurrence of this phenomenon is by referee fiat 
and could be used as an extra wrinkle to an otherwise 
placid river crossing or to spice up a combat taking 
place in a shallow inlet.  A tidal bore can travel 
between 6-15 meters/turn (1d5 + 10).  A referee can 
assign a strength value to the tidal bore or roll a d5.  
Any character caught in turbulence must make a DEX 
check modified by 10% times the strength of the tidal 
bore to keep his feet.  If a character loses his feet he 
takes damage for one turn from being rolled in the 
turbulence at 1d5 times the strength of the bore.  A 
successful STA check cuts the damage in half.  
Characters that lose their footing will be pushed along 
with the wave, requiring a STR check just to swim in a 
direction desired by the player. 

Whirlpool 
Whirlpools are not normally powerful and are usually 
produced in narrow shallow straits with fast moving 
current or at the foot of a powerful waterfall.  Powerful 

ones are known as maelstroms.  Among the most 
powerful maelstroms on Earth, speeds of 37 km/h 
(23 mph) have been observed.  The danger is to 
swimmers not to ships.  Tales of large ships being 
sucked down are entirely works of fiction. 

Should characters ever find themselves in water near a 
maelstrom or whirlpool they should make a STR check 
at the time they would first come within the area of 
effect of the vortex.  On a failed check they are pulled 
into the vortex and have 1d5 turns before being pulled 
under.  On the turn after a character first feels the 
vortex and fails a STR check he can make a second 
STR check to swim out or be sucked deeper.  After that 
he’s too deep to swim out and requires rescue by rope 
or branch. 

A character pulled under will be churned in the water 
for 1d5 combat turns taking 1d5 STA hits per turn.  He 
must hold his breath for the entire experience but if 
reduced to 0 STA he has drowned and will require 
immediate medical attention.  Any character race with 
lungs will require basic rescue breathing technique that 
all characters are assumed to know.  The game 
procedure to preform rescue breathing is to make a 
STA check against the unmodified score for each turn 
of rescue breathing to revive the character. If a medic is 
on hand revival is automatic with rescue breathing and 
shot of stimdose.   Dralasites simply require basic first 
aid (stimdose) since they have no lungs to fill with 
water. 

Use of a rope provides a character a +20 bonus to the 
STR check to avoid being sucked into a maelstrom’s 
vortex.  A character with a life jacket will surface one 
turn after being sucked under.  A dralasite with 
foresight to prepare can spend 10 minutes inflating his 
body with air pockets that will act like a life jacket. 

Water Spout 
Not normally as strong as their land counterparts, water 
spouts are best described as non-supercell tornados 
over water.  They have long been recognized as a 
serious threat to swimmers, boats, and helicopters. 
Water spouts are more common in the tropics but have 

Hazardous Environments and Weather 

Don't Go In The Water 

Tom Verreault 
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been observed in temperate latitudes as well as in 
conjunction with lake effect snow.  

A water spout occurs when an updraft column of 
swirling air forms over water.  It does not suck up 
water but instead condenses water droplets within the 
column from the surrounding air.  Its life cycle follows 
five stages.  A character with the appropriate 
environmental or meteorological skill has a chance to 
identify the formation of a water spout by skill check 
during the first three stages but after that it’s obvious 
what is happening.  First stage is a dark spot on the 
water.  The second stage is a spiral pattern on the 
surface of the water.  The third stage is the formation of 
a spray ring.  The fourth stage is the development of the 
visible condensation funnel.  The final stage is decay.  
A referee has a lot of flexibility in the length of each 
stage.  If the time scale is combat turns then each stage 
can take several turns.  If the time scale is ten minute 
turns then the water spout can completely form and 
decay in that time frame.  The shortest stage is the 
decay stage.  I would recommend keeping the first 
three stages brief and getting to stage four which is 
more dramatic, allow for a variable amount of time for 
the condensation funnel to last from minutes to hours 
(d10 minutes or 1-2 hours). 

When using the water spout to challenge and threaten 
player characters, use the grenade bounce table to move 
it each turn a variable distance 2-20 meters.  Characters 
and boats within 10 meters take 1d10 STA or structural 
points of damage.  Characters or boats hit by the water 
spout take 2d10 STA or structural points of damage. 
Helicopters suffer the above effects as well and require 
a pilot skill check.  If the check fails, the helicopter 
spins out of control losing 40m/turn of height (requires 
a skill check each turn to recover).  Helicopters hit by 
the water spout take double damage and the pilot skill 
check is -20%. 

Rip Tide 
The proper name is rip current, which is a strong 
current flowing seaward from the shore.  To escape a 
rip current a swimmer must swim perpendicular to the 
current or parallel to shore.  The rules for swimming 
and swimming endurance should be reviewed from the 
rule book though a character with a lifejacket will 
survive automatically.  This challenge is suitable along 
ocean beaches but a planet without a moon will not 
have a tidal effect making a rip current unlikely. 

Hurricane 
Hurricanes are known by several names depending on 
their location or strength:  typhoon, tropical storm, 

cyclonic storm, or tropical depression. They originate 
in the tropics and can move great distances in a matter 
of days.  The area of a hurricane is divided into the 
dangerous semicircle and the navigable semicircle 
based on direction of travel with the right half being the 
most destructive. 

The effects of a hurricane include large waves, heavy 
rainfall, storm surge, lowered ocean surface 
temperatures (after it passes), flooding, tornadoes, 
geomorphology (reshaping the geography of coastal 
areas), and defoliation of tree canopies as well as 
stripping bark and limbs which fuels forest fires (one 
such occurrence led to a 3 month forest fire in 1989). 

A hurricane is suitable as a backdrop for an adventure 
with adjustments made for effects and closeness of the 
hurricane.  It is very likely the players will have prior 
warning especially on any settled world with satellites.  
Communication networks will actively keep the 
population apprised of the situation and an emergency 
warning from the government is to be expected before 
the worst effects hit.  As a backdrop for an adventure it 
can add extra flavor and complications.  High winds 
can reduce visibility and degrade the performance of 
certain weapons.  Storm surge can complicate combat 
or a rescue.  Loss of power and other services could 
hamper the player characters in the pursuit of their 
mission. 

Tidal Wave/ Tsunami 
Tsunami is Japanese for harbor wave.  Tsunami’s occur 
when large volumes of water are displaced by 
earthquakes, mudslides, glacier calving, underwater 
volcanic eruptions, underwater explosions, or a comet 
or meteor strike in the ocean.  

An early warning sign is the rapid withdrawal of water 
from the shore line.  Within minutes the wave will rise 
up like a wall as it transverses shallows and flood 
kilometers inland. 

Tsunamis are incredibly destructive killing hundreds of 
thousands and destroying property indiscriminately. 
For this reason they are unsuitable to unleash directly 
on the player characters but can be used as a plot 
device.  If player characters are on a ship when a 
tsunami hits they can be driven inland and the ship 
beached on a hill, building or some other geographic 
feature.  If far enough out at sea the ship may whether 
the wave but the players characters may be called on to 
render assistance to survivors on shore.  A classic 
option but likely unrealistic, would be if a ship was 
capsized by a tidal wave, as in the movie “The 
Poseidon Adventure”, requiring the players to effect 
their escape from the ship before it eventually sinks. 
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She Fell In – Caitlin Turpin (Alice-chan on Deviant Art) 

Storm Surge 
Storm surge occurs when strong storm winds cause the 
oceans tide to pile up higher than the normal tide and 
flood onto land.  The area of flooding will largely be 
determined by the topography of the coast but a referee 
can roll 1d10 up to 5d10 for the number of meters that 
the surge floods.  Or if his judgment is that the 
topography of his map dictates a particular effect, he 
can simply go with his best judgment.  

The effect will flood coastal areas and damage 
buildings and vehicles.  Do not 
neglect the effects of salt water to 
cause long term problems with 
vehicles and equipment.  
Characters caught in the flooding 
of the storm surge could be 
required to make a DEX check to 
maintain their footing or be swept 
2-10 meters either inland or out to 
sea (determine direction randomly 
at first then alternate direction each 
turn).  If they have been swept off 
their feet they need to make a DEX 
check at -10 each turn to regain 
them and cannot act normally until 
they do.  Alternately a character 
may make a RS check to grab a 
fixed object and halt his movement 
then the next turn he may make 
DEX check at +10 to regain his 
feet.  In addition any character that 
has managed to grab a fixed object 
can opt to shoot a weapon at -10 
instead of standing immediately.  
If swept out to sea they must swim 
for shore but risk being driven 
into objects on land with the next 
surge (1d10 STA hits if this 
happens). 

This challenge is less of a threat and more of a 
hindrance to the character.  It’s best used as an added 
complication while other things are happening like 
combat.  

Rogue Wave 
Once thought to be myth, rogue waves are now known 
to occur in all the world’s oceans, seas, and in the Great 
Lakes. They typically occur far out at sea 
spontaneously and move against the expected flow of 
the prevailing currents.  Waves in mid ocean storms 
can range from 7-15 meters but a rogue wave can reach 

35 meters (115 ft.).  Ships encountering such waves are 
unlikely to survive due to the pressure the breaking 
wave exerts (142 PSI).  It would be expected that a ship 
caught by this wave will sink in minutes. 

In game terms, there would be little to no notice before 
the wave struck and the characters on board a ship 
would have up to 10 minutes to escape.  Since it is bad 
form to just kill player characters without giving them a 
chance to survive, I recommend giving some notice 
even if it’s a non-player character screaming into the 

intercom, “Rogue WAVE!”  The 
event can also be foreshadowed by 
a crusty old sailor telling tall tales 
about killer waves to put the 
players on notice. 

There is no point in giving a 
damage statistic for what the wave 
will do other than simply saying 
that it sinks ships, period.  Then 
again, miracles have been known 
to happen so giving a large ocean 
going ship a percentage chance to 
survive is probably not 
inappropriate in a role playing 
game.  However, the chance 
should be small, around 5-25%.  
The rogue wave is a drastic 
measure and probably best 
reserved as a plot device instead of 
a real challenge.  Characters 
escaping a ship going down in this 
situation will be scattered about 
and unlikely to link up at all and 
this will result in a split party.  One 
option would be for the player 
characters to respond to a ship in 
distress and when they get there 
by helicopter the wave takes down 

the ship and the players must rescue crew in the water. 

Conclusion  
Some weather and environment effects are suitable as 
an added layer of challenge for the player characters 
during the course of a regular adventure. Others result 
in such a level of devastation that they are only suitable 
as plot devices and backdrop for the adventure.  They 
are all presented here as tools for the game master to 
change up a game or throw a monkey wrench at the 
players.  So often the challenge in a game is combat 
based but dealing with hostile weather can play a role 
as a challenge especially when it’s necessary to limit 
violence, particularly when gaming with children. 
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Publication Details 
The Frontier Explorer will be a quarterly magazine, 
with a new issue out every three months.  The 
magazine will be primarily distributed electronically in 
PDF format but we plan on making a printed version 
available also.  The goal is to keep each issue relatively 
small, less than 50 pages.  This is to keep both our 
editorial work down for each issue as well as to limit 
the cost of the print version if you want it in that 
format. 

In addition, we plan on doing at least one "special" 
issue each year, either a full up module, a special 
themed issue or some other item that doesn't fit into the 
standard format.  If the support from the community 
allows, both in terms of editorial help and submissions, 
we will increase the frequency of releases. 

The Frontier Explorer will be available both from our 
website (PDF version only) or from the DriveThruRPG 
website (http://rpg.drivethroughstuff.com) which will 
have both the PDF and print versions. 

General Content 
Each issue will have a variety of content although not 
every type of content will appear in every issue.  The 
only "regular" features will be the Letter from the 
Editors on the Table of Contents page, the Frontier 
News page and the back cover comic.  Beyond that 
anything is possible.  There will be ship deck plans, 
adventure locations, optional rules, and general gaming 
articles like you found here in issue 1.  Additional types 
of articles will include general astronomy articles, 
character archetypes, NPC characters, and anything 
else you or we can think of. 

Special Issues 
One of the things we're excited about is the "Special 
Issues".  Often these will be collections of articles 
and/or fiction focused on a specific topic.  An example 
could be " Ships of the Rim" which would contain a 
number of articles with complete deck plans and 
specifications for several new ship designs, possibly 
unique to the races of the Rim, that could be added to 
your campaign.  We have a couple of ideas for these 

issues already, plus the one above I just pulled out of 
the air as I was writing this.  If you have suggestions or 
ideas, please let us know. 

Another type of "special issue" that we will be 
producing is full modules.  The Mooks Without Number 
article (p15) is actually the first of a series of related 
adventures and encounters set on the CMFS Venture.  
Other adventures in the series that continue the story 
will come in later issues.  Once they are all done, we'll 
take the set, compile it into a single volume, clean up 
any details if needed, and make it available as a 
complete adventure module.  If you have ideas for 
module and would like to produce it in this format, let 
us know and we'll work out the details with you on 
getting it into the magazine and into print. 

Feedback 
We want to hear from you.  Let us know what you liked 
and what didn't work in this issue and in issues to 
come.  You can reach us via the contact form on the 
website or by posting in the discussion forums on the 
site as well.  Finally you can also just send an e-mail to 
editors@frontierexplorer.org. Future issues will have 
some sort of "letters to the editor" section if there is 
enough response and comments to warrant it so feel 
free to sound off. 

The Website 
You've probably already found the magazine's website 
in order to download issue 1.  If not, you can find it at 
http://frontierexplorer.org.  In addition to providing 
download links for the various issues, the site allows 
you to submit new content and provides several 
additional resources. 

Forums 
There are forums for discussing the articles and 
providing feedback.  These are public discussion 
forums but they do require you to be registered with the 
site in order to post.  The forums are organized by issue 
type (magazine, module, special issue) and by issue.  
Plus there is a forum for general discussions as well. 
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On-line version 
In addition to the PDF version of the magazine 
available for download, we have each issue of the 
magazine in HTML format for referencing on-line and 
linking to from other sites.  Each article will be on its 
own page and these will be organized into on-line 
books for you to browse.  In addition, where 
appropriate, these articles will be cross linked, wiki 
style. 

High Resolution Downloads 
The website also contains a special hi-res download 
section.  Many of the maps, diagrams, and images that 
end up in the magazine can’t be reproduced at their full 
resolution or size and have to be scaled down to fit on 
the page.  Many of these maps are designed to be 
printed and used with counters or miniatures.  And 
sometimes you just want the full resolution picture.  
The hi-res download section of the web site will 
provide the full sized version of each item so that you 
can get it in all its glory.   

Site Registration 
Unless you want to post in the forums, you don't 
actually need to register at the magazine website to 
enjoy the magazine.  The issues are free to anyone.  
However besides providing the ability to post in the 
forums, registration has a few additional benefits.  By 
registering, you gain a "subscription" to the magazine.  
This means you will receive an e-mail whenever a new 
issue of the magazine or special issue is available.  
Now, I don't like getting lots of random e-mails any 
more than you do and this subscription channel that you 
are automatically signed up for will only be used to 
announce new issues.  Plus you will be able to opt out 
from your user profile page if you really don't want to 
be informed about new issues.   

If you do want a few more e-mails about other news 
and special events, there is also an optional news list 
that you can subscribe to as well when registering (or 
afterwards if you change your mind later).  This list 
might see a bit more traffic but the volume will still be 
very low.  The last thing we want is for you to consider 
us a spam source. 

Finally, and maybe the biggest perk of registering, is 
advanced access to the upcoming issue.  The e-mail to 
subscribers will actually go out a week before the issue 
"hits the newsstand".  The issue, possibly sans the final 
covers or with something to denote it is an early 
edition, will be available for download to registered 
users only.  The reason for this is twofold.  The first is 
to reward our loyal readers with the edition a little 

early.  The second is a little more prosaic.  We know 
some of you are amateur (and maybe professional) 
editors at heart and it never fails that despite our best 
efforts, mistakes creep in.  By releasing a little early to 
dedicated readers, some of those errors will be found 
and communicated back to us.  This will allow us to fix 
them before the official public release of the magazine 
and submission of files to the printer for the print 
version. 

Submissions 
The Frontier Explorer is a community magazine.  That 
means it will only truly flourish through community 
contributions.  While the editors will also be writing a 
lot of content and have a lot of ideas for things they 
want to publish, we both want and need input from our 
readership to really make the magazine the best it can 
be.  We don't have all, or even necessarily the best, 
ideas.  We welcome and encourage submissions from 
our readers.  These can be articles related to gaming, 
descriptions of encounters, locations, creatures, or 
equipment, fiction, art pieces, or anything else you can 
think of. 

If you have something to submit, head over to the 
website.  At the top of the left hand column on every 
page is a big gold "Submit New Content" button.  Click 
on it and you will be taken to the submission form.  If 
you want to talk to us about any issues or concerns 
related to your submission before sending it in, feel free 
to use the contact form on the site or send an e-mail to 
editors@frontierexplorer.org.  

We only have a few absolute requirements for 
publication.  The first is that you have permission to 
submit the work for publication.  This usually means 
that it is your own creative endeavor and not something 
you've just found.  Or that you have obtained 
permission from the original author to make the 
submission.  In either case, you assume full 
responsibility for the content of the submission.   

Second, the material must not have been published 
elsewhere in a copyrighted format such that we can't 
use it.  If it is your work and you've published it before 
and want to publish it again here, we can do that as 
long as there are no copyright issues with the previous 
publication.  Beyond that, everything is fair game and 
we look forward to helping you get your material out to 
the community. 

While those are the only requirements, we do have 
some guidelines (see below).  And while you don't have 
to follow the guidelines, doing so will both improve the 
probability of getting the material published as well as 



Frontier Explorer 

45 

speed up the publication process.  Our time is limited.  
The more you can do to help get your article or art 
ready for publication, the easier it will be for us to 
include it, and the more likely it will be published 
sooner rather than later. 

Attribution and Copyright 
One of the goals of the magazine is to provide a venue 
for authors and artists to showcase their work.  We 
want to give you credit for the work you've done.  Part 
of the submission process is to provide us with the 
information we need to properly credit your efforts.  
We will publish your work under whatever byline you 
wish, either your real name or a pen name if you prefer. 

Although Frontier Explorer is publishing the material, 
you retain the copyright to the material itself.  We don't 
require you to give that up.  The magazine will hold the 
copyright on the actual printed form and layout of the 
particular publication but you retain all rights to the 
actual words and/or images and can reprint it elsewhere 
if you desire. 

If the material is not your own but you have permission 
from the copyright holder to make the submission, 
please include that permission with your submission.  
We don't want to have any issues along these lines and 
if there is any doubt it will delay the publication of the 
material until we get it figured out. 

General Guidelines 
Full details on what is and isn't acceptable content can 
be found on the magazine's website in the submission 
guidelines document (linked from the submissions 
page).  However the basic rule is keep it clean and 
remember that this is a family friendly magazine.  
Many long time players (including the editors) play 
with their kids.  If it is something we wouldn't want 
them seeing or reading, it probably won't make it into 
print. 

Article Guidelines 
Submissions should be in an editable format, ideally a 
Word or Open Office document but even a simple text 
file would work.  If you are using a word processor to 
prepare the document, just use the default fonts (unless 
the special font is part of the article's content) and use 
heading levels 2, 3, 4, etc. for the headings of the 
various sections of the article.   We'll take care of 
getting it into the final layout but just following those 
rules will save us a lot of work.  Full details for article 
formats and submission guidelines can be found on the 
website in our submission guideline document. 

Art Guidelines 
Art for The Frontier Explorer should be science fiction 
themed leaning more toward hard science than fantasy.  
While the primary audience for the magazine is adult, 
we have a goal of producing a family friendly 
magazine.  Or at least one that we are not worried about 
our kids finding.  To that end graphic depictions of sex, 
violence, or gore will be probably be rejected. 

What crosses the line will be based on the subjective 
judgment of the editors – a famous quote from a 
Supreme Court case concerning obscenity comes to 
mind, "I know obscenity when I see it."  This is not to 
say that all sexy characters and depictions of violence 
will be banned, but that individual submissions may be 
rejected if they feel unsuitable to the editors.  If there is 
a question as to whether a particular piece of art is 
suitable please contact us via the website's contact form 
or e-mail us at editors@frontierexplorer.org.  We will 
be more than happy to work with you. 

As for style, we are open to just about anything.  The 
Frontier Explorer will primarily be distributed in full 
color electronic PDF format.  Although we will have a 
print version, it will be full color as well.  As such we 
can print just about any type of artwork in the pages of 
the magazine.  Our only caution is that in our 
experience with other publications, some computer 
rendered graphics tend to be dark and may not 
reproduce as well as desired or may be hard to read for 
those viewing the magazine on e-ink readers such as 
the Kindle and Nook.  Keep that in mind as you are 
creating your art and you should be fine. 

Final Thoughts 
We hope you enjoyed this inaugural issue and are as 
excited about the new Frontier Explorer magazine as 
we are.  We have a lot of great things planned and look 
forward to exploring the various frontiers we discover 
with you. 
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