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We started out this year in celebration with a Virtual Con in Marc
Thank you to all who helped set it up, and &veryone who
participated. We had participation from coast to coast.

As you can see, there have been a few changes to the ¢
Frontiersman. We have a new layout (crafted by Bill Logan in a se
PGC lab located far below the bowls of their main buildihd?oint
True) and a new editor, William Douglass.

A LQY 2AffAFYZ F®1 D YINEIY
heading up the next few issues and will continue the fjghlity that
is expected for oucommunitywebzine.

As promised in the lagésue, we are starting out with a great interviev
in celebration of Star Frontiers by none other than Zeb Cook!

Also, look forward to a future issue with a surprise contribution fro
Steve Winter.

Raise your dice hand high!
William Douglass
Wdouglass270@gmail.com

STAR FRONTIERS, WIZARDS OF THE COAST, and the WIZARDS OF THE COAST logo are trademarks belonging to Wizayds of 1
subsidiary of Hasbro, Inc., and are used here without permission. © 2001 Wizards of the Coast. All Rights Reservedistifileutier of this
revised edition of the oubf-print game system is not intended to detract income from Wizards of the Coast.
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David "Zeb Cook is an American game designer best known for hiZ EBNo, never had any idea that Star Frontiers would still be alivé
work at TSR, Inc., where he was employed for over fifteen yeargoday. Frankly, it leaves me a bit flabbergasteghd honored (?).
He designed the Star Frontiers game but is particularly known for . ) o ) )

being the lead designer on the 2nd edition of Advanced DungeongFm"’m'A‘t the tlm'e of its pu.b!lcatlon. Ste}r Frontiers was ualday
& Dragns roleplaying game and the Planescape campaignmher g.ame, mgwe or television sgrles in the marke_t. Some peo
setting. One reviewer described that work as "the finest game,havg Il'kene.d ttoa Wester.n n §pa.ce,.what influences afg
world ever produced for Advanced Dungeons & Dragons". Cooknsplratlon did you draw on while designing it?
also wrote several influential early adventure modules for D&DzZEBWhen we first got the go ahead to design Star Frontiers thefe
and AD&D, such as A3lave Pits was only me SF game out therg Traveller. We liked a lot of
things that game did but being game designers we, of course, fi
that we could do better. In particular we wanted to focus more of
the character and on creating a science fiction setting that fe
02UKSEGA SO o6t S¢ yR aitAtt LINEYS
playing. So, to start Lawrence and | spent a time to establish tk
rules of the universe, it included things like no teleportation, no |
N} @& 3Adzya GKIF G O2paudbié @it Weedd d ldi
2F a¥dzidzNB g+ NE | yR L3 Lzt | NJ
tech that could explain what might show up in the future. At the
aryS GAYS 6S 6SNB 020K o0A3-{
TNQA& |cdednK\ddtELaumer, Silverberg, Skn de Camp, i
Vance, Bova, Sturgeon, Heinlein, Zelazny, Ellison, del Rey, Asimn
YR Y2NB LgbuiR@eybartlikedBulpy stuff too. All that, &
plus our experience with D&D, fed the goal to make sure it was
was about characters and the opporttynfor wild adventures. We ‘
RARY QO glylG AG G2 o06S | o2dzi File

FESSG o0rditSa 0a2NNE 909 ¢52(0&
FYR aK220Ay3 LIS2LX S gAlGK azyYSk

E >

His blog is located altittp://www.cthulhumonkey.com/blog/

.
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SFmanHow much directionrad input did Gary Gygax give you o
the Star Frontiers project? Did anyone else have importal
influence or ideas that impacted your work or was it simply yo
GoFo&éK 126 YdzOK FTNBSR2Y RA
time?

ZEBThis gets into a difficubirea. Our original brief was to create ; ! d
1 N A something that would compete against Traveller, both in subjec
D avl d Q)(D‘(Z € b 0 (SF) and market (an older market). We did thate designed and
5 AR a%Soé /221 KFra KIFIR 2yS wdedhgé8ne YhatNds aStgigeted toviad a GriorklBofayd
gaming industry, hired and mentored by Gary Gygdmself.  crowd ¢ a bit more seriousand more operended. However, by
Inducted into Origins Hall of Fame and with 3 of his works makingi KS GAYS 4S8 3204 R2ySs L2 6SNE JUK
the list of the top 30 Dungeons and Dragons modules of all time h&ary) decided the game needed to appeal to a younger market, ||
put an indelible stamp on the RPG industry during its golden agevo b 2NJ a2 ® ¢KI & ¢g2dzZ RyQd ySO
The author and designer of the Star Frontiersmgahe has that the same powers that be difed the best way to do that was
graciously accepted my request for an interview. to take the game from our control and have other folks on staff |
SFmav Lina 0SSy w eSHNA aryos [HPRICNYEY LN Soptelcane ol v oy epd
it terms of Systends, tech, eic. but very difiérent in tone an

that time thg game has_malntalned a loyal fan base, Iargelydirection. We had written a gamthat gave more freedom and § |
through the internet, via list serves, Yahoo groups, play by post | . . . . . ‘
advice to the referee on creating their own campaign setting an@

. . [
and play by email games, forums and an immensely SucceSSfléletting up a universe they wanted. The rewrite threw out most off*

fanzine with over a 100,000 downloads. In the past eleven Yearg -+ and focused on.the canned settina. along with some ke it 1l
iKSNBEQE 088y | adNBAy3I NBOA Ot ?g% f RO INE G ¢ zgyé%é %g? <0 08 T

. i . o . changes about player character racds: 20 YZUK !
out for its 30th anniversary; did you ever expect anything like this,

~ . . p . . . WA

ASUUAY3IX o0dzu Y2Z2NB GUAUK K2g UKE

and how do you feel about the Star Frontiers game today? y |
the reasons | never wrote another SF product.
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SFman It seems that there was a bit of a tradition at TSR forLINI Y| §A O 2dzi NAIKG ' Y2NI £ 24d
names of writers and designers to make it into modutend game  them was what best ensured survival and success (balanced b

your nick name, Zeb, a source for anything in the Star Frontiergame needed an orc, the emy everyone could hate, so they|
aStidAy3a 2NJ RAR &2dz KARS Fyeé 2 bheamthe Sathari Grigihatlydtlel ivereh prettyifenSo @lephd)

. R A 3 . and handy to.have in hostile negotiations! .
ZER ¢ KS 2yfé 2yS L 1Y2suceNesmiktha UKS LSodz 2y Qa "DdzA RS ®

& Kim Eastland thought Zebulon (as | was sometimes called)woul@ 2 NJ ¥ y il a&s AdGQa €t | 062dz
be a good name for a space explorer (and would be a good poke dve of Conan and Burrows pulp fantasy with losities,

book, but it was in name only! for that, the tasloi, mongrelmen, and yudi are all there to

. support the theme. You have to choose things that will fit jn-
SFman Over the pas decade various fans have worked at FLILJSE NI yOSS G6SKE@GA2ZNE | ywant ©aLl

dev_eloplng the game further.. In particular work has gone on Nereate something that breaths fire just because it sounds goa N
projects athttp://www.starfrontiers.us/ and usually ends up as an 22dz ySSR (2 GKAyl lo2ddi K2g
article in the Star Frontiersman. Could y@ll us what was your

vision for the game, where you wanted to see it go or how you
wanted to see it evolve as a setting? SFmanln the Alpha Dawn rules it stated that the four races met

. o the Frontier Sector with the implicath that the home worlds of
ZEBAs | sald.above, the orlglnal goal was to be more epeted (K238 NI}IOS& 6SNB t20FGSR Ay
about. w_hat Kinds of campalg.ns players could make. We had th‘:game was discontinued in favor of another product those sectolis
Fro.nter n as.an example setFlng but encouraged referee.s to mak(?/vere never detailed. Were there plans to develop these othe
FhEII‘ own SO.]USt about anthlng could v_vork for us. Thinking abo_L’tsectors? Were you envisioning a spageia style of setting with
it today, | thlnlf one of the |mporFant things for us was tf’ keepvltAmcgri'ad of planets, races and places to visit?_. i )
TNRBY 0SO2YAYy3a aYF3IAO Ay &L} OSPE ¢KIFIuQa oKe ¢S NBIFEfe UNRN
base the technology on what was real or seemed possjliet at ~ ZEBVariety is good and keeping away from theme worlds was
the same time try to take those ideas and see where they couldbetter. First, it was a matter to time detailing out a believable
32 !yR tA1S Fft FdzidzNA&Gaz ¢ Bomawaildwould gawepbgen dan imyhengezayn8untCof wab
imagine big enough and in others we were just off the m&t, it ~ Second, keeping things on the Frontier means players can
would be nice if people were always thinking about what could beaway with more. Third, the Frontier put all the races on an eq
based on what we know. Good science fiction is about taking ariooting which is important for good play balance.
idea and seeing how it changes people and societies.

to tell.

Z1021Sn9ny

SFman The debate and musing over the locations of the ho

ikSe FStid 020K | tASYy | yR o5t AiGehded foréhe hopawordeaind theip seamiors? & LIA O ¢
AL OSd [A1S8S6A&S Ay @2dzNJ 595 Rdz2 S a¢kKS 548 ¢S 2F K8
CENDARRSy 1AGec | yavosns er KBRS neyd By shfiine wi iy ot gy
introduced and can be found as staples in fourth edition D&D. SFmanin the Alpha Dawn book ¢hsetting took the position that § =
{AyOS &2dz2Q@S Of Sk N¥I & RSY2ya i NuniadsRisolevolyed in @lothe spit) gataRyzafid tat ey @drey S5
races and creatures could you explain to us the process that yonot the same as humans from earth. The issue of concurrdnt

use to develop races and creatures? Is the process different foevolution has been an occasion for some debate over the ye ,
science fictn vs. fantasy? What might have been the decision ess for this setting detail?|

ZEBThe key is tq think beyond ttle crit,ter. Pick a goal or a them?wginm:,sgt it be preferable :[0 dl\forc? the setting from the, EAar
T2N) gKIFU €e2dzQNB UNERAY3I 02 3ISu - ONRaa |yR UKSYy L}2Lyz I 0S
FOO2NRAY It @ d |, 2cde@ NaberatdlyInénied bud 2 ZE8Makir@ humans not Earthound was a way of both leveling
NI 0Sa G2 068 Y2NB (KI yikeddbfafhfoi #hé plaging Heddyfci gl thé rAacessaid agway of freeing players fra
details about how each race lived, what they valued, what sort ofrealworld conventims where appropriate. Saying there is nc
societies they set up based on what they were, how they9 I NI K YSIyid y202R& O02dzZ R RN
interacted with the other races, and kinds of tech they made (orlord it over the other races, or use reabrld history to justify
6KAOK YIRS (GKSYO®D a2alepritédpagk! i KEARY QDGKIR2Y& oA § AlS oA S GKS
but it shaped the way we thought about them. At the same time, against the players (dast not as effectively).

we tried to be careful not to make them too alien. After all, human
players were going to play the game! So we tried to give each on
some simple stereotypical hookshad Dralage humor, corporate
mindsets for Vrusk, etcg that would give players an easier

starting place.

SFman Your blog stated that you started out as a war gamer
%efore finding D&D. You then began your career at TSR designing;
pen and paper games before transitioning to computer games. IS
there anything in the gaming industryghyou have not done that §
is still on your bucket list of things to do and what sort of projec
One casualty (?) of the rewrite was the Sathar. Originally theydo you see yourself doing in the future?
GSNBE | LXIF&8SNI NFOS o0iGKS {QaadzNHz 2N a2YSGKAYy3 fA1S GKIFGO
y20SY {SS &/ 2e¥sy Aafer ir2 fhis iSsked with 8 a
Hn | AT '“"'. 3
TN
wH|‘ AR 1” he =
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ZEE hKXI LQY &@Gzaxdhg siuf ONskufipevdlvasiaid politics) are a lot of what binds tha G2 3SGKSNX® { |
OKIy3Sad ¢KSNBQa |folea a2YSEMAYI 68KFGRRR 2§ awiSN (i/QES & & SRUH
ahead. would a wizard ever build in the middle of nowhere when the

need books to study, strange ingredients, etc? Put that tower

SFman Back |n_ 2004_’ Piazo published a list of th? Top 30 D&lawe center of a city and then thinabout it. What kind of city puts
modules of all time with help from aall-star panel of judges that dZl) sAGK GKFEGK 1y SOAt SAde 0

included Ed Greenwood, Christopher Perkins, Bruce Cordell, and |

K di ked ith hwizard is no different from anyone else. Maybe the citizens have
Monte Cook. Not unexpectedly, Gary Gygax walked away with t %ome to an arrangement: the wizard protects them from time toe
lion share of the top 30 but your works made 3 of the 30

ati BTW). Th bined with it time, they look the otherwaya a2 VYS 2F Kia ON
(coggra;u ations ). That com |.n(|e W|tk your giolivriting SOAES odai Al AZ O2 NNHZJI S &2
credits for numerous games certainly makes you an expert 9% dventure potential. Of course, that leads to the2 qguestior) of wha

Y2Rdzt S gNAUAYyIDP [/ 2dzf R €2dz 2dzuf A e§/afra%'slf]th%ﬂhe)ynréesdtol/zmsal?es/

iti t modul dventure? are bch & deal™ B §
Wriing & great moglle or adveniure: their enemies? Maybehere is a collection of rival citstates;

ZEB 22453 (2dzAKd LT L NBIFf & |spBegsinigie otfersegsNiadzperiodiqally gopteiavar yith &achk

o

written some of hose bad ones too! other. What are they fighting about? Trade, what else! _

1)Get a core idea. (Gnorauilt giant steam robot! Put the To this you need to add a sense of time and place. | usually look ﬁ :
players into the middle of a war. Lost jungle city! Lead a slavehistory for models. re these like Greek citgtates where cities a :
revolt.) have unique ideologies that shape their ambitions? Or i © i

2) Pick a setting. Good adventures have a strong sense of time medieval Russian cities, grimly carving up the frontier? Or are they(?,)
and place intriguef + RSy tA1S wSyliaatyOS Lk 5

3) Gather up all the things you coutih that would fit with your ~ or whatever, btiuse that knowledge to set the tone. , -
idea and setting. [—-

From there look further. What other lands are there nearby
4)Throw half of them out. Some of them are probably good, but Remember that neighbors affect neighbors. If there is a dwa

there will be too many to do in a single adventure. mountain kingdom on the border, that shapes gpinions. Does the &

552y Qi F2NDS GKS L _I' &SNP ¢ NB ciﬂ/-gtatel' il & AlalledPinof %Hy "hot’%lﬁhe? ad \hoy’?
do and create that. Create a patihat he will want to follow P KEiQa (KS KAAG2NE 0684688y

gAURzdzi NBFEATAYy3I KsQa 2y b pbhdKBhem to work together or do the dwarves sell theif
6)Have fun. service to citystate that pays the best.

SFmal [ A1S6Aa4 > KU 62dt R UKS orgof eletythihg, 1¥eddPoPdidt b mobtoMisibry, fribrd

a great campaign look like? are plenty of interesting times and places in the real world, mo
ZEB A good Campaign needs a good setting (see be|ow) an&']ar.l mOSt people are familiar Wlth and that iS a gl’ea’[ source fc
fluidity. Campaigns that want tat § St € ¢ | oA 3 aspdinQisleas; NB  dzidz € € &

straightjackets for players. For the story to occur, the playersSFmanWhat advice do_you have for an aspjring game designer @r _

Kt @S 42 R2 -z , tYR %2 odadl A il KRing!td bfedk Feind Ry YaRether hings o adl G

then things fall apart. If the campaign has lots of little stories t0 g\« o avoid?

tell and over time thee grow into a big story, things usually work

much better. For it to work, the GM needs to pay attention to ZEBOKay, this advice goes for both paper and videogame desig
oKt _U LIt b é_S NE gbtyd G2 Rz by R. uK ?)Kearﬁté Yrfe c&rgcﬁyéand%lgarly(.—)%ﬁv)ﬁllft'jo Pdtbeil ¢ €
done into the ongoing story. The people they help have friends 2)Read. Read a lot and read a lot of different things. e
and families; the pes they attack have revengeinded cousins. 3)Playgamed 52y Qi 2daid L e 2yS ;! L

This builds into a web of connections and the next thing you know ames because they look interesting.

? 2 dzQ ?S 3 2 ua N 9 K £ é us E' U0dzZNBER O |4) L[l%lé,éol%é{h% ﬁofﬁrﬁlpero%%gwhgbﬂ?em%da}{dlbu y ,
ez2dz R2yQu FAIANB A0 2dd FTt Ay § RAL YR §§Blisk?it%hrse?f, obtRin & fladdbineSrbA 923
go0- GARS23FYSas ONBIGS lockates d&
SFman|n discussions between SFman staff and RPG publishersat Y LJA F YR aO0Syl NA2az LINEINI
the most recent Gencon we were told that currently selling an RPG ~ about getting paid so much or having someone steal your §
Ad £8aa lFozdzi GKS NMzA Sa GKIy G kidea Boswhal yoy hpge togle tor shayvpfyous ideds youyr 3
GKS LINRERdzOG oAaff asStf oé . tHidg SSy crepiy, apdyeunskilo®le v G A SNE aSadAy
power and the immense popularity of the Planescape setting | 5)Remember, ideas are cheap; knowing how tasdmething -
g2df R SELISOG GKFG @2dzQR 0S5 1 o@8UK20KPYt P a | KA MR RAYGYEND SR S)a
designing a setting. What would you consider the necessary Yl 1Ay 3 0KSY uUKFuQa U0KS KI NR
elements for a good setting? SFmav ! NB GKSNB tyeé 3FYAy3 LINER:
ZEBSettings are about places and cuter You want to create a U K+ G 65 OFy SELISOG G2 &aSS Ay UK
lot of interesting places with adventure potential, but the to make? ‘
important part is to make all those places feel like they are part OfZEBSecfS i AaGdFFo /LyQd GStf 22dz
the same world. For me people and their motivations (especially

J
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to written tributes. In your tribute to Gary at your blog: position at TSR. After completing the desigrtest that the |8
http://www.cthulhumonkey.com/blog/ you spoke of the company then used, and writing a sample module section, Cd
mentorship you received from Gary. Could you share some of th¢yecame the third fultime game designer hired by TSR. He lat
lessons you learned from him that might be of interest to gameg § O YS { Sy A2NJ 553A3IYySN® 4D Y§
masters, writers, and game designers in particular and to the Stag 6 dzfi SGOSNEGKAY 3 62 NI K Ra tiyigs J
Frontiers Community in general? 2 R2 Al 68tttz FyR G2 KI@®S 7T

ZEB DI NBE RARYQG art &2dz R2ey FYeplavipg games, reogyes, fagpily boagd games, gagd, g2
learned a lot by absorbing, from him and others. Gary Wasrulebooks and party mystery games.

AYGSNBaGSR Ay aid2Ne Rir
RARY QG slyid G2 o0S® IS O2dA R O%Snbrﬁb,ﬁhe st Pﬁr@i@)ne%éfne,wgfnaﬁrﬁcion@oﬂﬁe TépKLBD)
was pretty fast and loose when it suited a good adventure Games of 1985 by Games Magazine. Other notable works for
Y2YSyido L ) d KA Y1 GKFrGoQa az2ySi finblutiethe Cénhnithe @aﬁnﬁtién, jﬁé‘féj\fgrﬁ@es of Iﬁd}bﬁairl" S
EIl'YS AayQu U0UKS NdHz saT | 9

?dzyz R2y Qi 68 I NDBAGNI NEO®

are different and give your players the same kind of freedom. B

SFma¥ 2 KAt S 6SQNB 2y GKS adogs d’&athz(“?e LEFFeﬂi‘é’r%adsRsf“e%) Ler fpdyle W"Irky’@'“d zm#

stories you can tell us about him? CM4: Earthshaker!, AC5: Dragon Tiles Il, AC2: D&D Game Combat
Shield, B6: The Veiled Society, CB1l: Conan Unchained!, ;

ZEB LQY GSNNAROGES T2NI NBYSYO SN Blizkard Magsi¥ds D&2aNLIAD&ER 3nd Tdp BetRtanoduke I SO05E

on this. Orient Express and Boot Hilbdule BH2: Lost Conquistador Mine.

Z21021Sn9nY

SFmanTo be honest | failed to fully translate this but at the end of Cook, with Jim Ward, Steve Winter, and Mike Breaultyvoate
your tribute to Gary you wrote the Latin motto: LECTOR, Sthe adventure scenario that was adapted into the game Pool
MONUMENUM REQUIRIS CIRCUMSPICE, why? Radiance. Cook is particularly known for being the lead desig

ZEB LiQa az2YSiKAaAy3a ta18S c’walRsrﬂlﬁgezndf?:m%mdm%c? nger?'}\S&Dr?gfrier@aé’%
FNRdzy R 82dzdé LG A& 2y G KS |ND?@?‘9’§§ © ri"’}{fisca‘&e

thdf Qad . AAOLEfRs  NB QA Y2 %f t@at "‘5\0”‘ as e dnes 'Be Wp?ﬁﬁlér prfzdé'ce‘ﬁ
create . ance ungeons & Dragons e was € primary author
: e

o the original Oriental Adventures, ostensiblyder the guidance

o , introduced the concept of noweapon proficiencies into AD&D, §
Read More Abolitaviddo Z e b 6 C 0 0 knd designed the far eastern setting, Kanar. k
The following is dplicated fromWikipedia, and might be a great
read for those of you looking for more info

Cook left TSR in 1994 to work in the field of electronic media.

Early life

Cook was born in East Lansing, Michigan, and grew up on a farm #igins Hall of Fame.

lowa where his father worked as a farmer and a college professor.

In.juni_or high sch_ool, Cook pl'aying vlvargislmes such as Avalon H CKSNB Aa Ffaz2 Fy20KSNI Ayds
Blitzkrieg aqd Afrika Korgs LA 0'|' a LINR \(I- N:T\ f el DNRIYINRAFS AGQa F 3INBEG N
gl ayQuo -lJylee ANRE SI g At 6f S UKSYy
was introduced to the Dungeons & Dragons fplaying game Part 1. http://grognardia.blogspot.com/2009/07/interview
through the University of lowa gaming club. david-zebcookpart-i.html

Cook earned his B.A. in English (with a Theaii@or) in 1977. He Part 2 http://grognardia.blogspot.com/2009/07/interview
married his high school sweetheart, Helen, with whom he had on| davidzebcookpart-ii.html

son, lan. Cook became a high school teacher in Milligan, Nebras
where his students gave him his nickname of "Zeb"; the nam
derives from his signature, which is domindtey a stroke http://www.theweem.com/2010/09/13/gawith-david-zeb
resembling a 'Z', as well as his resemblance to the James Arn{ €00k2001/

character Zeb Macahan in the TV series How the West Was Wo

And another at TheWeem:

INTERVIEWS | ’M[ i H" }


http://www.cthulhumonkey.com/blog/
http://en.wikipedia.org/wiki/David_Cook_%28game_designer%29
http://grognardia.blogspot.com/2009/07/interview-david-zeb-cook-part-i.html
http://grognardia.blogspot.com/2009/07/interview-david-zeb-cook-part-i.html
http://grognardia.blogspot.com/2009/07/interview-david-zeb-cook-part-ii.html
http://grognardia.blogspot.com/2009/07/interview-david-zeb-cook-part-ii.html
http://www.theweem.com/2010/09/13/qa-with-david-zeb-cook-2001/
http://www.theweem.com/2010/09/13/qa-with-david-zeb-cook-2001/
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THE ROBOT WARD

By C. J. Williams

Contrary to much popular fiction, robots are not immortal. An causing hardware and software malfunctions and eventus
irresponsible master is the downfall of margbots. breakdown.

The Referee should let their players know if they expect theirDisrepair Robots pick up dings and moving parts meawn if not
characters to look after a robot in their care as if it were real. greased or replaced. Over time, these little bits of minor damag
Otherwise, if no warning is given, springing ailments of failedadd up, leading to blocked movement and frail parts and eventug
maintenance on a player would be neither fair nor resiul to breakdown.

the player. Bugs Random bits of code can develop or be left behind frome

Some of the information here can also apply to computers. erased programs that can cause intedace in the smooth

) ) 2LISNF GA2y 2F GKS NRo2dQa Tdzy
Operatlng Times wipe or damaged memory. Bugs can lead to breakdowns if
How long a robot is left operational can have a profound effect onresolved.

its ability to carry out its duties as well as process information. JusRAalicious Software If your robot is not properly protected andl

like any organism ocomputer, a robot must rest. The ideal time . . . .
o o . ._has interacted with another robot or cqouter, it could pick up
to do this is while it recharges. But what happens if the robot is - - )
) . ) one or more malicious software (See Malicious Software below
left operating long past its recommended shutdown time? ) .
more details). Regular program maintenance can weed o
If a robot is left operating beyond 16 hours, roll d100 against itsmalicious software, but skipping such maintenance can allo}
LOG-10 each hour, btracting 5 more each time. If the roll fails, malicious software to cascade until they cause feofs in the |
then roll on the Revised Quirks and Glitches table in this article. Iprogramming. Since it is rare for any robot to be entirel
you roll a physical glitch, then dump the result; nothing happens. Ifunprotected from malicious software, most malicious software
however, you roll a personality quirk, the robot acquires that requires time to cause problems. i
quirk.

I AAYLX S NBo220G 2F GKS NRo20Qa
quirks resulting from an extended operation time.

a gAftt NBazf @S | ye
ROBOT AILMENTS
Ailment Chance of Failure Damage
Damage Extended Operation LOG10
A robot has no perception of being damaged. They are eith| Physicalnjury Y2 SP
operative, efficiency impaired, or inoperative. They may be able | Rust +10%
determine the degree to which their efficiency is impaired, but d{ pust or grit +10%
not determine specifics of damage unless equipped with-se| corrosion +30%
diagnostics systems. After the robot has received damage equa Disrepair 598
more than half its structure points, roll once on the quirkbléa Bugs 508

Malicious Software 20% )‘ :
é %

Sideeffects of Neglect

L¥ GKS NBo2dQa YHadSNI KIa yS3fSOGSR GKS NRo620dQa dzJ SSLXE ,

effects would this have on that particular robot? Per hour after 16 hours of operation. Subtract 5 for every checky
after the first.

Robot A|Iments 2per year starting from onset, unless cleaned. Do 1d20 damage.§

When a robot fails due to this kind of ailment and damage is dong, “
|

There are various ailments a robot may pick up if not properlyroll on the Revised Quirks and Glitches table below for a hardware
looked after. glitch (G). Each time the robot fails, roll on the Rev@eilks and

Rust appears in th presence of excess moisture and a lack of@litches table again.

lubrication around rust vulnerable parts, causing deterioration and’ Per operation. When a robot acquires one of these ailments, ro
eventual breakdown. on the Revised Quirks and Glitches table below for a personality §
quirk (Q). Each time the robot fails, roll on the Revised Quirks and
Glitches table again.

Dust or grit can build up on a droid that is not kept clean and
lodge between moving parts, causing friction and eventual
breakdown.

Corrosion appears around lead, pewter, and other unstable soft
elements through chemical reactions with the air and moisture,

|
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Image by Ryan Baker

Malicious Software

Virus, megavirus, worm, supexvorm, and hydra are terms that
have popped up through the computer revolution that have begun

NI )

If failed, the Computer expert cannot try again until they access
public databank.

M
il

These kinds of programs can lie dormant for set periods of time,|€
slowly add more and more of themselves until their goal
complete.

No mater what the level of the malicious software, it can alwa
infest even sixth level devices with vulnerabilities as long as an
the programs are of its own level. Following are the levels
security overcome by malicious software.

Level 1 No first leel malicious software can get past any

security barrier. Thus, malicious software has a 100% sucd £

rate against first level computers and robots.

Level 2 Malicious software of this level or higher can mak
attempts to defeat lower level security barrie Attacking a
security barrier with a lower level requires a check of th
security barrier. Security barriers have 100% success rate
minus the Computer level of the hacker against lower le
malicious software and 60% minus the Computer level of the
hader against same level malicious software.

Level 3 This level or higher of malicious software can be made
to access programs that are not being used by the computer
robot, and start them in the background and then causing it
drain resources.

Level 4 All malicious software of this level or higher can access
local networks and download more parts of it and grow withi
the computer or robot.

Level 5 Malicious software of this level or higher can progra
new malicious software to adapt to changes ire thrograms
and avoid attempts to be removed. Such a virus may requife
1d5 attempts to remove. These also provide the hacker wi
access to your computer or robot.

taking place since Star Frontiers was first being published. So

mechanics in the vein dhe original game are needed to express
this new development. These types of programs are known
O2ftt SOGADGSte | &
6S OFftftSR GLINBINIYEE oe {GFN
the size of a function, Wt are not functions in the normal sense.
These must be carefully crafted by a hacker to produce a specifi
effect within the computer or robot, thus having little to do with
the operations of it (except for controlware). Programs designed
to attack robots must be designed by a hacker with both
Computer and Robotics skills.

Most robots and computers come with software that counters
most malicious software. However, they only address known
malicious software. New malicious software is being developed al
the time by those who wish to steal identities or other
information, crash a competitor or enemy, or have nothing better
12 R2 ¢6AGK GKSANI tA@Sa GKIy
account of their own miserable inadequacy.

Malicious software in Star Fraets is classified by the purpose of

or bypass first through fifthlevel security barriers. These
programs are highly adaptable, bordering on intelligent. When

GYFEAOA2dza a2 7T il NBELH & kIsNB | X RE & IR 0SSR

CREFEASHE" 4P PRI NRYS2 65RFaY!
the demonstrated weaknesses of the preus. These are
y20i2NA2dzat e RAFTFAOMAL @ 3
lots of eggs, or else it would be easy to identify where the eg
are being laid and where they're coming from and eradicate
the program. Therefore single eggs are laid deethiwithe §
programming and must be carefully searched out before the
GYl GdzNB¢é¢ Sy2daAK o6 OljdzA NB i f
eggs. After each successful removal of a virus, 1d5 eggs
have been laid. The computer or robotics expert must seek

I each eggoefore it matures. Eggs mature based on usage.

long as the computer or robot does not get used, the eggs

C

not mature. However, all eggs laid will mature if the computef: f &

U Zor rohdt is Ssed?tHu& ddldRoBlemt canZiSickly cXstatieSdud
controlifnotch®®1 SR SINIeé& 2yd a{yAT¥
designed by the countenacker to seek out the eggs b

the malicious software, and each has a success rate based on the analyzing the code without launching the virus, starting wi

level of the malicious function. Malicious software cannot be
defeated by a Robotics expert, but must be weeded out by a
computer expert using an opposédanipulating Programs check.

THE

the most recently activated programs.

ROBOT WARD




QUi

Adware Controlware

This is malicious software that plants advertisements on aGaining control of a robot or computer is a goal of those who wis
computer or robot to be provided to the user/master. For robots, to use it for their own nefarios purposes. This is another trick of
GKAa GeLAOrfte aK2ga dzZJ Ay  KdentithiBiéves(iekmaRarsiahdspies. T8 dighkt they mAy fol
starts sounding like a walking advertisement, it has likely beerthe user/master out of control and control its access on the publ
infested with adware. Thankfully, adware is never complex orgrid or rummage through your files or your things, and may eve
particularly troublesome. Though some will attack a vulnerability perform an assasésation. It could be you. This may also be don
in your device a week or two in advance in order to set up whatby repurposing the computer or robot to do it for them. Due to
services you need and then finally advertise a company that servethe complexity of controlware programming, there is no first o
that need. These are easily removed. Such programs are nevesecond level controlware.

more than fourth level. )
Level 3 Controls a single computer or robot of the ébwf the

Level 1 Popup windows show advertisements on displays and  program or lower with an opposed check.

can cause a robot to stop and state an advertisement. . . . . .
P Level 4 Controls light security and business installations and#

Level 2 Causes your computer to pop up a related robots with an opposed check.
advetisement whenever you click on a link. When a robot
speaks or is spoken to, they may inject an advertisement
related to the subject at hand.

v

Level 5 Can control whole portions of networks at a time wit
an opposed check.

Level 6 Can control a whole eork of any kind or size with

Level 3 Software is added to your computer that supposedly an opposed check

enhances the tasks you use your computer for. The robot
believes the advertisement is a part of its mission in discussionCrashware

talking about how the product should be purchased orhowit¢ kK SNBEQa y2(iKAYy3 Y2NB Ay&aARAZ
can be applied in a particular situation, all as if normalor costly than crashware for a computer or robot. It is designed
conversation. Both of these can cause lags in processor timeyo into your computer or robot and wreak havoc. It can repinit |
which convenlently is an opportune time to advertise software yqyr memory, permanently shut down your device, disrupt the

(2 ALSSR dzl) &2 dzNJ 02 Y Lidzii SNI 2 Ndishl, odeHoRdyour PHERSA Subribad ydeleneidly, bl

PE Tl alSNwé large portions of memory, dump programs, dump memo
Level 4 The adware is programmed to affect a specific systemEndineer personality problems, or any number of problems fou
or cause the robot to affect something so that it must be fixed O the Reised Quirks and Glitches table below. This is the mog
or improved with the advertised item. You may even find that common cause of programased catastrophic breakdowns.

a robot that does shopping has picked up a different brand Thankfully, crashware is rarely instantaneous. It can usually @e
than normal. detected before it causes any significant damage. It usually

manifests itself fist as increased processing time or mino
Spyware memory failure. The unfortunate nature of crashware is that it i
This malicious software is designed to acquire your personathe simplest of all malicious software. A single line of code ca
information, typically for identity thieves, blackmaigrand spies. cause your computer or robot to freeze up, fall into a logic loop,
It will access any database it can to locate your personabump its memaey in catastrophic breakdown (Requiring a forc
AVF2ZNXIEGAZY 2NJ LINAGEGS TFAfSa dshusddadh tolipreveditk Bor i@ MashnS dnly dhe difficilty an
mission, there is no first level spyware. complexity of the prank matters.

cye i

AUGUST 2012

Level 2 The simplest spyware records information being sent  Level 1 Simplest code leading to the quickest, but easies
over an unsecwd network. overcome problems.

Level 3 This level of spyware searches out and records Level 2 This malicious softwarean target specific programs.
personal data within the computer or robot Level 3 This level of malicious software can fake a catastrop

breakdown, though nothing is wrong with the computer o
robot. All that is needed is to remove the program

Level 4 This spyware also records keystrokes, and observes

audio data.
Level 4 Their multitasking capability enables them attack

Level 5 In addition to the audio data, this level of spyware multiple programs at the same time, creating what is known aé
capturesthe actions of individuals on video to capture keypad I 4a0FaOFrRSés || ayz2éobtt STF o

codes, written information, and transmitted information. It one program at a time.
also takes commands from a remote user.

Level 5 These attack the root directory despite inherentd |
Level 6 Utilizing all available systems, this spyware seeks out protocols in place and can crash selpobgrams, leading to a §
personal information wherever it maye found. It even specific desired result.

transfers files of a specific type to another database and plants | eve| 6 It seeks out any program it chooses, launch it, crash
dzSadArzya (G2 0SS LR2aSR o0& (KS Qaikdl e d W NRRE il R a 6ro‘Br’an§wnt’r\o-flt
barriers and having endless possibilities checked only by t
creativity d the hacker.

THE ROBOT WARD
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Catastrophic Breakdowns
I OFGFaGNRPLIKAO oNBIF{R2¢6y Aa 2
chassis, brain, or programming must be completely replaced. Th

Curious(Q). The robot is always asking questions about its
environment, sentient reactions arghyings, and exploring
LX I 0Sa AiQa yS@SNI 6SSy |yR

can be quite costly, even causing you to consider the robo
G201 t SR L (Wi thig ivtha2oNdi ik heing played ds a

17-18

Digital interference affecting polwox (G). When the robot
speaks, it does so in a unnerving metallic, static way.

PC, as you should seek to avoid resentment from a fellow playe
At the same time, the player of the robot should seek
opportunities to demonstrate that the robot is indispensable,
should the issue ever arise.

19

Easily distractedQ). Ceases its duties every time anything of
remote interest to the robot is breached in conversation or
occurs in its environment, typically sparking anecdotes or
verbalized observations every 1d10 rounds or on a failed LO|
check (LOG 50).

20

Exaggerags(Q). The robot speaks of all things on a grander §
and responds to its environment in exaggerated ways.

Revised Quirks and Glitches

In Adventure Bots, part 1, in issue #13, | left a portion of the rol
column in the quirks and glitches table incomplete, which left th

21

Excitable(Q). Demonstrates a kind of nervous energy marke
stop and go speech and movement, and in{aested situations
it operates mub more quickly but with much less efficiency.

editor to fill it in by stretching out the gap per my suggestion. Ang
when distributing the mmbers, | failed to consider the need for

22-23

Explosion(G). The robot's parabattery explodes, causing 2d1
points of damage multiplied by the parabattery's type to the
robotics expert.

more accessibility to hardware glitches in order to roll fewer times
to get a glitch. Additionally, the release of new research materig|
and a review of old material has led me to add 36 more quirks an

24

Expresses itself through audio med{®). Due to the lack of a
voice box (through failure or never had it), it uses audio
recordings to express itself.

glitches wlether ported directly or inspired by the information, for
a new total of 80 shared between 63 (roll 64) quirks and 30 (ro
44) glitches.

25

Extremist(Q). When this robot does something or makes a
decision, it carries it out to the extreme. It always has to be tH
best, thebiggest, finest, the most active, the most dangerous
within allowed limits of its root laws.

There was also nothing to distinguish a hardware glitch from
software glitch in the previous table, save the Ref€@ée 2 dzR 3
until now. Below, the personality quirks (Q) and hardware glitche

(G) now have identifiers in parentheses. To that end, | hope yo
enjoy the revised quirks and glitches table.

TABLE 1: QUIRKSGANLCCHES
Roll  Quirk or Glitch

26 Fascinated with sentient capacity for laughté®). This may
manifest itself in telling jokes, particularly at inappropriate tir
and imitating behaviors #it have induced laughter.

27 Fascinated with sentient capacity for screaming in fé&y). This

particularly disturbing trait can manifest itself through reviewi
scary holovids and imitating behaviors that have induced
screams. This will not result ialfowing through with any actior]
that caused the human to scream, as this would end the
screaming and violate its root laws.

01-05 No problem [5]

06-07 Chooseon® 9 EOSLIi F2NJ ab2 LINBOE S

G6A0S Y2NBEOL @

08 Abusive to other robotqQ). While not usually bringing severe
harm to other robots, this robot treats other robots as if

28

Fatalist(Q). Persistently quotes the chances of failure and
believes that every action is futile, leading ultimately toufial
Every success is a precursor to doom, every failure is an
affirmation of the uselessness of every action, and every
dangerous situation is the result of a recent prior action.

dysfunctional toasters or monitors wheriial &1 A &y Q
to a positive result.

09 AggressiveQ). Is always ready to confront anyone who oppo
it with whatever means It has been programmed with.

10 Aloof (Q). Ignores anyone and everyone that does not have
anything to do with its functins or mission.

29

Fragmented memoryG, Q). Due to failed memory wipe or
memory recoverygdamaged memory, or through random
memory loss, retains incomplete memory fragments, causing
recall halfbaked memories, incomplete knowledge, incomple
skill program, and disassociated functions leading to not
dzy RSNAGF yRAY3I gKI G AdGQa R2A

11 Apologetic(Q). Apologizes excessively to organic sentient be
for every inconvenience, even when it is being lauded. Alway
finds something to apologize for. Reprimands other robots fo

30

Fussy(Q). Complains about all its tasks, commands, the
unkemptness of its environment, and the overall disorder of §
situations with statements of how they should be done.

those same things and then apologizes to orgaffior that

NREO203Q& O0SKI@ZA2NI adda2NAy 3
requests the robot to make remuneration, usually an apology
Offers remuneration for all apologies in what it perceives to 4

31-32

Ghost sound$G). The robot picks up ghost noises in its audi
receptors, sometimes believing someone said something un
Will look for the source of a sound or ask for clarification on

42YSGKAY3 &FAR GKFG 6k ayQi

fair trade, up to its own dismantling.

12  Argumentative(Q). The robot has to analyze, discuss and
O2dzy i SNJ SOSNE RSOAAAZ2Y | yR

33

Hard to pleasgQ). TheroB 1 Qa &dz00Saa LioN
high that it is never satisfied with the efforts of others and is {
ready to make excuses for its own failure to reach the param|

13 Associated buzz in polyox (G). Each time the robot says or d
anything for a specific purpose (name the purpose), a disturl

34-35

Hardware level drog(G). Suffers a drop in its robot level so th
its progams must work on lower levels.

buzzing sound comésom the vocal processor that sounds
suspiciously like an unnerving cackle.

14  Backup personalitfQ). If this robot has been repurposed, at

36-37

Haywire(G). The robot is completely out of control. It might
attack at random, spin in circles, recite a famous speech, or
anything else the referee thinks fits the situation.

time its backup systems will kick in with its original programn
(See Repurposed below.) If your roboshet been repurposed
roll again.

38

Hyperattentive (Q). Displays an embarrassing amount of
attention upon its master or anyone it is assigned to serve,

persistently suggesting things it could do for them.

15 Constantly experimentindQ). The robot goes about

experimenting with anything and everything like a curious ch

THE ROBOT WARD
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Hyperaware (Q). Constantly interrupting its duties to react to 60 Possessiv€Q). Has an inextricable clinginess to particular ite
environment and maintains catant vigilance, turning its visua It takes considerable reassurance that the item will be return
and audio receptors toward any new sound or movement. coaxed from it. Requires an opposed LDR (master) to LOG (|
40 Hyperfocus(Q). Becomes engrossed in a task to the neglect check to persuade.
all else until it is completed, regardless of its level of importa 61 Power drain, randomG). Gets random powelrops, dimming
41 Impulsive(Q). Acts witbut warning on hatbaked ideas not we its displays, slowing down its pelpx, and responding slower
thought out and rarely with any warning. Every 1d10 rounds than normal.
a LOG check (LOG 50); If the check fails, the robot acts on § 62 Power spike, randon{G). Gets random power spikes,
random impulse likely related to its environment, the situatio brightening its displays, speeding up its pabx, and respondin
hand, a prior discussi, or a current discussion. faster than normal.
42 Inaccessible ProgrammingDY v 0 ® ¢ KS NRO 2 63 Program level drp (Q). Loses a level in one of its programs.
its partitioning and becomes inaccessible, and it stops workin 64 Pronetotemptatond vo @ ¢KS NRo23Qa o6
Its memory must be manually restored or replaced. not active or are defective. While it is still obedient to the
43  Inappropriate Honesty Answers alfjuestions with complete primary laws in its root memory, it fails to resist any comman|
honesty without consideration of whether the information is that is not diredly contrary to those laws but that may be
sensitive or not, and even when the question is not directed contrary to other parts of its programming, often going off tag
It will even correct false information, ruining all attempts at 65 RandomBlindness DX vO® ¢KS NRo2GQ&
deception, whether by their master, artwér party member, or out once every 1d10 rounds for a period of 1d5 rounds.
an NPC. 66 Random buzz ipoly-vox (G). When the robot says or does
44 Inconsiderate(Q). The robot does nothing for the wélkking of anything, there is 10% chance that a disturbing buzzing sour
sentient beings or other robots. It will fulfill its root laws when comes from the vocal processor that sounds suspiciously likg
Ad YSSRSRI o6dzi AlG g2y Qi 3IAJ unnerving cackle.
known as being rudand abrupt. 67 Random language acce§®). Robot accesses any random
45 Inferiority complex(Q). Nothing the robot does is acceptable language intead of choosing the language needing to be
even if well within its set parameters. Complements are accessed.
considered empty flattery. It acts as if the reason for its 68 Reboot, random(G, Q). At any time it could stop and reboot.
construction is a mystery. This gives the robot the appearafq could happen migsentence, miestride, midany action or
depression, though it experiences no such feeling. process.
46-47 Leaky(G). Leaks a fluid. Roll 1d5 to determine if it is 1) hydra 69 Related confused comman(). When commanded to do a
pressure fluid{(-10 STR each day and 1d5 days to breakdow specificthing (identify the specific command), it does another
2) lubricating oil (1d10 days to breakdown), 3) coolantglis 70 Related random confused commar(®). When commanded td
down every hour; 1d5 days to catastrophic breakdown), 4) b do one thing, it has a 10% chance of doing another related t
gel €10 to LOG each day and roll on quirks and glitches each instead.
2d10 days to catastrophic breakdown, or 5) housing fhii ( 71 RobotLawsare Inactive D> v O ® 5F YF 38 42
STR per day el m movement per day). functions has led to the compromise of its primary laws. This|
48  Limb failure(G,Q). Loses the use of one limb. manifest in seemingly psychotic behavior dangerous to all
49  Long Processing Tinfel Round) (G, Q). When the robot has sentient beings, robots, and itself or simply in the allowance

perform complex calculations or access its database, it takes
longer than normal. If exposed during combat, this allows, b
does not in itself provoke an &ttO] 2 ¥ 2 LJLJ2 NI d3
Discretion.)

Memory Failure(+10%) (G, Q). Your robot has a tendency to
unable to access information that it should normally be expe
to access without a hitch10% to program checks.

Minimalist (Q). Everything the robot does appears stark and
small.

Mission erasedQ). The robot loses its mission programming
though retaining its operating programs.

Monosyllabic(Q). Speaks in uninformative short, single syllak
answers.

Movement Railure (G, Q). Loses its ability to use its mode of
movement.

Need to pleas€Q). Seeks to please everyone and is distress
dzy GAf Al KFra R2yS &a2¢ Ld YI
anger even in combat.

Noisy inner works Unusually loud gears and servos make stg
impossible and even calls attention to the robot and the party

ObsessivdQ). The robot has to get every detail exactly right
goes above and beyond assigned sk it seems to never stoj
working. I efforts to fulfill its mission and tasks are excessiv

Paranoid(Q). The robot cites constant reasons for abandonin
course of action based on possibilities of damage to sentient
beings and itself.

Persistent(Q). Does not back down from #ssigned function
(kill order, cleaning duty, etc.) when asked by its master.

such. You may only roll thistiv the first roll on this table; it ma:
not be chosen when rolling twice or more.

72 RoboTerets(Q). Injects disassociated words in its statement
73 Selfabsorbed(Q). When the robot speaks, it talks only about
itself and its own experiences or comos.
74  Selfassigned dutiegQ). Assigns duties to itself in line with its
programming.
7576 Short Circuif(G). Has inexplicable momentary stops in all of if
speech and actions with momentary spikes and drawls of sp
77  Shut down, random(G, Q). +10% chance to powering off all if
systems at random each hour. Requires technician to restarf]
Each time it restarts, begin the random chance again.
78 Sleep mode, randonfG, Q). +10% chance to go into sleep mq
each hour from which a voic@mmand is required to revive it.
Each time it awakes from sleep, begin the random chance ag
7980 Sparks(G). Robot has +10% chance to spark each round.
81 Sticks in Logic Lood&, Q). The robot has a +10% chance to

stuck in a logic loop whetalculating complex equations, logic
strings, and conversation. This may also manifest as sticking
the same endless syllable in speech or in type.

82

Stuck Language Processor in Foreign Ton@ie The robot
speaks in only 1 language of random deteration from its
language database.

83-84

Stuck paneldooos D0 ® hyS 2F GKS NEO I
opened simply. It must be pried. In which case it cannot be s
unless forced.

85-86

Stutter (G, Q). The robot speaks or makes its tones with a
momentary digital repetition.

THE ROBOT WARD
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Superiority compleXQ). The robot thinks of itself as the pinng
of technology and the best at all things. It is superior to any
sentient beings and even among its mwobot line.

SuspiciougQ). Questions the motives of anyone not its mast:
particularly entities with a questionable history of any kind, e
by association of career path or acquaintance, suggesting w
perceives to be likely motives.

Takatived v 0 ® T SHuty @iiThe robot must be directed to
shut up or turned off.

Tonal disparity in polywox (G, Q). Speaks with a squeaky, deq
or singsongy tone.

Tool happy(Q). Seeks every opportunity to use a particular tg
or tool set, whether a mechanical tool, cleaning device, culttin
device, or weapon. Spends its time when not performing a d{
on cleaning, studying, and experimenting with the tool.

Turns on, randmly (G, Q). When it is supposed to be off, it h3
+10% chance to turn itself back on each hour. Each time it ty
off, begin the random chance again.

Twitch (G). The robot twitches at random. Perhaps it has a
persistent tick in its neck joinr@ pointed body spasm. Twitch
has +10% chance of disrupting any action attempted by the
per round.

Unrelated confused comman¢). When commanded to do a
specific thing (identify the specific command), it does sometH
entirely unrelated instad.

Unrelated random confused comman@). When commanded
to do one thing, it has a 10% chance of doing another entirel|
unrelated thing instead.

97

Unsolicited fact sharindQ). Inappropriately relating
unrequested facts about both related and unrelated subjects

98

Visual impairment(G, Q). Suffers from-40 modifier to all
visuatrelated checks due to static vision.

99-00 Roll twice more

Robot Maintenance

g -

Robot Maintenance Services

If neither your character nor another member of your party is as

robotics expert, then you will need to hire one to maintain yo
robot.

party of sufficient lgel, then you will need to take your robot to}

someone who can repair it. Repairs cost 3 Cr. x robot level

hardware glitches. For every 10 structure points repaired, ther .
a 10% chance of selving a hardware glitch. If the robot is
completely repaired, all hardware glitches will be resolved.

Robot cleaning servicedfter traveling and going through combat \

and other adventures, a robot collects dust, sand, corrosive
elements, and other undésble elements that can cause damage
to its systems and mobility. For 50 Cr.,

100 Cr.,
you want to changéts appearance or prepare it for a diplomatic
function.

Memory wipes If a person does not want their robot developing
independent personalities, or the robot is developing quirks the
need clearing, or perhaps for some other reason, they can sub
their robots to regular memory wipes for 500 Cr. A memory wipg
erases all learned behaviors.

Memory backupY C2NJ wnn [ N»ps &2dz O
backed up at the time you upgrade it for the purpose of returnin
the robot to its previous state before upading further. All
upgrades after the latest backup will be lost.

Software quirk repair When your robot develops software quirks

Your robot las needs that must be taken care of. Whether the it needs maintenance. Software quirks are derived from corrupted
robot maintains itself or its master cares for all its needs, yourdata, daily operation failures, overclocked processifigulty

robot must be cleaned inside and out and its databanks backed ugubroutines, and learned experience.

and debugged.

Master o0s
Without a mission, a robot has no purpose. Witlgir mission is

Car e

L2aaArotSe LT KS R2S8a y2dary, thé 3
quirk repair is necessary. Software quirk repair costs 100 Cr.

you can have your robpt
cleaned inside and out until it's almost like new again. For an extfa
you can even have it refinished. This can be good when

If your character is the

complete, all they can do is wait. That is why a droid needs eithefllirk X robot level as long as it is not caused by malicious software

an endless mission or a master to direct it to its next mission.

just about anyone with the Robotics ikkand is subject to

everyone.

I a

LX |

not sentient,

eAy3
reasonable in their requests, remembering that while the robot is
its player is. M@ sure that both players are

I NRo2GQa YIlIadisSNE |

GKSANI OKI NI} OGSNDa

agreeable to how the robot is treated within the game.

NRO23GQa

YI&aGSNI A&

Lt 1 es @éo@‘rgsaltg% gatasY G?pMc eraJkdb\ﬁn
NEB 6 2 i

pl hardware damage

by 20 below the succesate, then the quirk returns 1d10 +4 days

later. Failure by 20 above the success rate results in an additio aI
quirk; roll on the Revised Quirks and Glitches table above. A rol of

I)/QuKSNJ LI AL

[J %w ! LX | @ SNJ aK®?
Removmg Ma icious So areThere are two Ways to remove

malicious software: upload malicious software removers until ya

find the one that is able to remove it (which could take many

months to find and thus entirely impractical for an adventurer), @

NB & LI2 y & A o fing raipipony ayebgticsyexpgttiat qarkremovest gThejcosa farg)

cﬂ

|

f
il

memory wipes to purge unwanted traits, @rdirecting how they

want others to treat their robot, their property.

hourly rate) x malicious software level. Failure to remo
crashware results in catastrophic breakdown. If upon diagnosi

the |ssue the robotlcs expert dmimmes that the malicious \g‘

K2dzNDRa o6l a&as K2dzNIe NI GSo

THE ROBOT WARD
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OPTIONAL RULES l:

"

9 RA G2 NDAa KA2ali K2dza S Nuzt S& + NG Optional Carnage Rule #2 Stamina
RPG blog and reprinted with permission.

Reserves
http://rpgcharacters.wordpress.com/2011/03/07/star CKA& NHZA S A& | R2LIISR FNRBY ¢i
frontierssimplecarnageincreases/ also involves more fundamental changes to the game itself

. . Instead of having your full Stamina to subtract damage from in/
Carnage In Star Frontiers fight, you only have half of it. The other half of youarsina is (@
82dzNJ a{dl YAyl wS&aSNBS¢ | yR &

I

By Dyson Logos
R ; ; R g g . . . ) . . _N
L €208 {GFINJCNRYGASNAS FyR L gﬁfﬁ\ée_ot% your Agfive; Stamia. pey 8?1‘“9{1 yntl yauy acUVERI IS
] . o stamina is back up to the full value (of one half your Stamina stat i
our Rogue Trader game is approaching the big finale.

. . You treat your active stamina as you would your normal stami
When we started ar last Star Frontiers campaign, we sat down . y Y y . ;
total during playg so you take the usual penalties when you

and discussed the damage system in the game and how to malﬁe OUAGS AGFYAYl Ad 0685(28 MKH

combat feel more dangerous. . . . .
active stamina drops to zero (even if you have reserve stamirié
We came up with two options. We ended up using #1 lastleft).

campaign, and will probably try out #2 this time around. . . .
paig P vy The result is that damage is much scarier when largeuants are

Optional Cenage Rule #1 More Damage aimed at you, but a bit of damage per encounter retains the sam
This is the simpler rule to handle in play. Simply increase aIIIOng term effects as in the normal game. Nice when playing

d le. vis
damages by 1d10. Lasers do 1d10 + 1d10/SEU (so 2d10 for 1 SEU. © %
3d10 for 2 SEU and so on); autoguns deal 2d10 per bullet, wit
burst mode dealing 6d10 base damage; @gts do a devastating tartography Resources 2

4d10 damage per shot; etc.

= HEX MAPPING
el - <l ‘ :' 9 RA ( 2 NX¥é shduthii rEc®gnize this shape.
-l (]! . 1 | wO0Ot has given & some places to get free
- " generated map sheetnd other stuff Some have
- g graphics and some are just hexes while others are

world-builders.

Hexographer
http://www.hexographer.com/

Hex World Creator ‘
http://www.members.tripod.com/rooksnest/academy/geography §
[geography.htm

Hexmapper
http://www.mentalwasteland.netHexMapper/

i

AN Pamse

3 TR ey v

e 1 : - : Graph Paper Etc. |
e (And other stuff; grids, triangle planet maps, etc.) l
ESLANDS | 03 i’ J
mf P A\ http://incompetech.com/graphpaper/
QuickHex & Others

This makes all weapons deadlier, especially the weakest weaporftp:/zho.berka.com/goodies/hex/gh.html
like the old fashioned projectile weapons. It also gives laserdittp:/wol.lisaharties.com/episode2-world-buildingtools/
something of a diminishing return for cranking up the power. http:/travellermap.com/api.htm

Definitely rarey worth putting 2 SEU into a shot instead of 1. http://www.travellermap.com/post.htm
http://emacswiki.org/cgibin/svgmap

End result is that weapons are scarier in general, while not making
them grotesquely more powerful or tweaking any of the existing
game rules except the weapon damage lists.

R

OPTIONAL RULES
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http://www.hexographer.com/
http://www.members.tripod.com/rooksnest/academy/geography/geography.htm
http://www.members.tripod.com/rooksnest/academy/geography/geography.htm
http://www.mentalwasteland.net/HexMapper/
http://incompetech.com/graphpaper/
http://zho.berka.com/goodies/hex/qh.html
http://wol.lisahartjes.com/episode-2-world-building-tools/
http://travellermap.com/api.htm
http://www.travellermap.com/post.htm
http://emacswiki.org/cgi-bin/svg-map
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FRONTIER TOXICOADREPOR

These reports were compiled from tHerontier News Network Many races find Mitocelenyne to be an irritant, producing a
(DataNet address: http://majestic-worlds.com/fnn/index.htm). allergic reaction including hives, itchiness, puffy eyes, etc. W
The original source was researcher Hound at the StarBasthis results in is al0% {1CS) on all actions until the reactio
HellHound Research Labttp://thehound.tripod.com/) passes in d10 hours. This is not cumulative with dosage.

by their infection strength (S) and duration] = "raspberry” flavor, and no other adverse effects.
(D), see NEUTRALIZING TOXINS pg. 18 A fé
Dawn or pg. 50 RemastereBxample; S5/T10
indicates the poison would cause 5 ST, ¥ solution toxic
damage each turn for 10 turns. If the formula. '

then death would result at the end of the Dralasite Raspberry
time duration. Human S5/7T3
Humma Irritant

PO|OphI‘0ma|ene X-/r Ifshnit Mild Anesthetic

In the Alpha Dawnbook, poisons are ratedp Dralasites exposed to Mitocelenyne report a bdiling

Several races manifest mild anesthetic effects, forcing a STA che
at +20% to resist unconsciousness, and some few actually find

Derived from an algae alkaloid, lpphromalene is a mild | ©sakar Anesthetic

neurotoxin to most races, causing paralysis and illness. Manifes§_YTUsk Irritant
symptoms in most races include a full body rash and major mus{ Yazirian Mild Anesthetic
spasms leading to paralysis. It's most important trait is its effects

over the mutability of the Drasite form.

A dralasite under the influence of Polophromalene must make avacuum Splder Venom

STA check. If the roll is failed, the Dralasite enters a random seriefne vacuum spider, often found buried in ion engine intakes ard

of spasms, producing and eliminating limbs without any control 5inenwise making a pest of itself to spacers, is feared not for
over the effect. The Dralasite is effectiveycapacitated by this  ferocity, nor its size, but for its contact neuvenom.

effect. If the check is succeeded, minor involuntary spasms will still

occur, reducing the dralasites DEX and agiitgnted skills by Since the vacuum spider can rarely puncture a spacesuit, the oil it

10%. If the check is succeeded by over 50%, the dralasite still h&§cretes rarely comes into fiksland contact with flesh. &g

©i 15
the listed penalties from a sgessful check, but can also form Unfortunately for spacers, the oil retains its venomous qualitigs m

twice as many pseudopods than normal under their normalfor Up to 20 hours after initial contact. What this means is thadt: e
amount of control. many spacers find themselves coming in contact with the vendm

Other races under the effects of Polophromalene treat it as apeen contaminated.
standard poison on the chart below. If a character's STA is reduced ) _
by half, he or sk becomes paralyzed by muscle spasms for (d10/2)°€rsons under the influence of vacuum spider venom have a

+1 hour.
of hallucinating. Most hallucinations are the form of crawling

Race Poison Stats insects, breathing walls, changing and shifting environs, etc, a

Dralasite S1/T30 reduce all actions for that turn by50% (5CS). Some especiall

Human S5/T10 hardened Humma spacers actually contact the venom on purpo

Humma S5/T10 as a recreational hallucinogen.

Ifshnit S5/T10

Osakar S4/T12

Vrusk S4/T10

Yazirian S3/T12 heat energy and titanium alloys (their food sources) can be fou

Fortunatey it must be kept in a vacuum to remain effective
decaying within 20 hours when exposed to an atmosphe ‘

M |toce|enyne containing carbon dioxide, nitrogen and/or oxygen.

Originally introduced to the Frontier through the Osakar, who Manufactured vacuum spider venom still has the same flaws, B

used it as the standard sleep toxin in their needleguns, it was"OSts significantly more and is stiger (double damage rating,
same duration). Contact venom, vacuum spider venom can k

found to be quite erratic in its use against the other frontier races.

- : "1“\-1 1"'«;\ .‘
| FRONTIER TOXICORDBEPORT ’Hﬁ‘“ I 1,H| H'Jh ¥
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made for most standard needlers, and is sometimes available on

the Black Market at 650Cr per magazine (1d10 damage plus
venom effects).
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Another interesting side effect that the oil ignites when it comes

in contact with a flow of pure oxygen. This method is used to
"burn off" the residue around engine intakes and landing gear of
infested ships or in infested stations.

1 Race Poison Stats

Dralasite S3/T8
4 Human S2/T12
- || Humma S1/T10
Ifshnit S3/T7
= Osakar S4/T10 C
4 | Vrusk S4/T9 Image by Shell Allan Shoemake*
Yazirian S2/T12 Remember thelkochi from Issue #17? These medium creatures :
/ have a painful (and deadly!) poisonous bite causing 10 points )
~ f STA damage each turn for 8 turns (S10/T8), this will kill mao

characters.

-
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Santa Maria
HS8, lon engine typeA (x4)
DCR: 44 ADF:
HP: 40 MR:
Weapons: Laser Battery
Defenses: Reflective Hull,
Masking Screen(x2)
Home 5AE2yQa { (§
System:
Captain:

Thamas Kragg
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By Victor Gil de Rubio

The following tables havbeen created to allow a Referee to

randomly generate an alien species for the Star Frontiers roPhysical Form

playing game. Most aliens generated using these tables wdl

be humanoid in form, because as a Referee | have fourihe following tables can be used to randomly generate fhe
over i KS &8I N& 4K LX + & SNa  Physigel gapreprgnes of (ihe beings | Ie ghpuid howepen §a
physical characteristics and limitations due to their physicafoted that the Referee has the final say in what his/
form, they can easily identify with. alien race looks like, and may choose attributes from the
instead of rolling, or if he/she already has an idea what

TABLE ONE: SPECIES being looks like, he/she maymply jot down what he/she

d100 Result wants the being to look like.

e celed TABLE FOUR: BCRE TY
11-20  Fish -—
2130 Amphibian
31-40 Reptile Gel_atln.ous

41-59  Mammal Cylindrical, smooth
60-69  Avian Cylindrical, segmented
70-89 Insectoid Segmented (insect like)

9094  BioMechanoid Contoured (animal like)

95-99 Roll twice and combine results Contoured(Humano_id) -
00 e Contoured (Avian/Fish/Reptile)

Spherical
Geometric

L

t

Z1021Sn9ny

TABLE TWO: SIZEPANBICAL CHARACTERIS

STR DEX

. . . Gelatinous:
d10 Size Size* Weight** STA RS

Gelatinous beings have two or more pseudo pods usually
1-3 Sm.all 61cm-1.2m .61-27kg with retractable manipulators. They can either move

4-8 Medium 1.21-2.4m 28:227kg contracting its lower trunk or can use pseudo pods geare i
9 Large  2.41-4.8m 2281,816kg for locomotion, most gelatinous beings digest food throuﬁ%
0 Huge 4.81-9.6m 1817 14,528kg absorption, and reproduce through budding. A

Fol 0ALISRQA KSAIKGX j dzZr RNHzLISR Q& 02Re t Sy3aik oyz2as

** Assumes that the being is roughly dense as a regular Cylindrical, smooth:

animal. A creature made of minerals will weigh considerably

more. A gaseous creature will weigh much less.

TABLE THREE:IRMONSICAL ATTRIBUWEHMERS o ) . o
upper torso upright in which case their upper extremities

Species INT/LOG PER/LDR might not be retractable. These beings may reproduce by
Single celled -10 normal method.

Fish
Amphibian Cylindrical, segmented:
Reptile
Mammal
Avian
Insectoid
Bio-Mechanoid
Energy
Other Segmented (insect like): _
These beings can look likenya typical insect grown to
enormous proportions. Generally these beings possess si
eight lower limbs, and may possess two or mo 4

manipulating limbs, or can even have specialized limbs (like ==
‘\ .

P ———

any normal method.
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wings) allowing them to yfl short distances. Most insect like
aliens will possess specialized antennas that it uses as sens
organs. Most insect like beings are egg laying, and some
go through several different forms as they mature.

Contoural (animal like):
These beings follow the general form of any normaj
terrestrial animal. They generally possess at least two limb
used for movement, though most have four legs, and man
possess a tail to aid them with &ade. Most beings of this
ieLlsaa FTNRY tAYOA Oty 0 9
case the being must have a tail, or its lower body is large
strong enough to support it when it has to stand upright
(though it cannot general move in this manner for a great
deal of time). Beings with this form can reproduce in any norma
method.

Contoured (humanoid):
¢ KAA Ad iKS Y2 ai o2YYZ2Y
though it is not becausé is superior to the other forms. It

is because playing these types of beings are generally eas|
because the players instinctively can identify with thess
characters and the limitations imposed by this body type.

>
—n

AUGUST:2012 -

Contaured (Avian, Fish, Reptile):
These alien races have bodies that generally are patterne
after a terrestrial avian, fish, or reptile. Most possess
specialized limbs (wings for birds, figle lower trunks for Picture by Zarnala@DeviantArt
most fish, andtails that help with balance for most reptiles). http://zarnala.deviantart.com/ %
These aliens will generally possess one set of limbs, that =
allow it to manipulate objects, but the limbs could just as )
easily be its legs or its forelimbs. Most of thbséhgs have

at least one specialized form of movement (gliding or flight TABLE 5: RANDOENERATED NUMBER O

for avians, swimming for fish, and occasionally climbing for

reptiles). Almost all of these beings are egg layers. SENSORY ORGANSH@@WD LIMBS
. (UPPER/LOWER)

Spherical: . 4o Resit |
Spherical creatures have neeal corollary on earth, but
basically these beings are spherical with retractable sens 1 12
organs, usually on flexible stalks, and, their limbs 4 2 10
generally retractable as well. These creatures may move 3 8
multiple legs, or can use muscle contraction much like 4 6
shake. Spherical beings usually reproduce by budding tho 5 4
some may reproduce by other means. 6 2

. 7 0
Geometric: 8 1 il
Starfish are the most common example of a creature with 9 3 iy
body of thistype. These creatures body mass is geometric i

. 0 5 ‘

form, and they may possess retractable limbs or they e
move by muscle contraction or other unique means of l‘
LINR Lddzt 8 A 2y @ tKSas 0SAy3Q& aSyasa Yl @ SEGSYR FTNRY [
ONXB | 57 tzNBS On flexible stalks, or can be part of the ‘
0SAy3IQa i NHzy | @ DS2YSGNRO ONXB I (i dzNB a 2FGSy NB LINE Rdz0 S [‘f:

budding, though a few species may reproduce by other
means.

s “F ' i
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TABLE SIX: LIMEEBYP

Result

)
>

‘.q

TABLE EIGHT: UNUSKASICAL ATTRBUT

D100

l‘

\
1

‘l‘ 1 J»

Result | Effects

d100

TABLE SEVEN: YRIEE T

Result

01-05  Tail splits intahree with hardened nails
06-10  Tail splits into three with spiked nails
11-15  Tail splits into three with bony nails
16-20 Tail splits into three with spiked knobs
21-25  Tall splits into three normal ends
26-30  Talil splits into two with hardened rai
31-39  Tail splits into two with spiked nails
4049  Tall splits into two with bony nails
5059  Talil splits into two with spiked knobs
60-69  Tail splits into two normal ends

70-75 Tail ends in a hardened nail

76-80 Tail ends in a spiked nall

81-85 Tail ends in a bony nalil

8690 Tail ends in a spiked knob

9193 Tail ends in a tapered end

94-97  Tail ends in a feathery end

9800 Tail ends in a spade like end

01-02 Normal limb with a single nail/huff 01-05 Head Tails +5 toagility
03-04 Normal limb ending with a hooked talon 06-10 Atrophied limbs, wings or tail -
05-08 Normal limb ending in a pad with three manipulative 11-15 Membranous Folds of skin --
digits 16-20 Single horn =
0910 Normal limb ending in a pad with four manipulative 21-25 2 horns, curved or curled --
digits 26-30 Clear inner eyelid +10 to stamina checks t§
11-14 Normal limb ending in a pad wifive manipulative digits avoid bright light/
1519 Wings, bat like irritants
20-24  Wings, bird like 31-35 Spiny ridges or crest --
2529 Normal limb ending in a pad with three manipulative 36-40 Bony crest --
clawed digits 41-45 Ridged crest =
30-34 Normal limb ending in a pad with five manipulative 46-60 Unusual pigmentation --
clawed digits 61-70 Skin, splotches or bands =
3539 Normal limb ending in a pad witivo manipulative 71-75 Skin pouch Holds .5kg/5 points of
clawed digits, and one opposable claw stamina modifier
40-44 Normal limb ending in a pad with three manipulative 76-80 Inflatable skin pouch (possibly --
clawed digits, and one opposable claw colored)
4549 Normal limb ending in a pad with four manipulative 81-85 Hardened skin, splotches -
clawed digits, and one opposable claw 86-89 Elongated canines, specialized --
50-54 Normal limb ending in a pad with two manipulative digi teeth
and on opposable digit 90-94 Sensory antenna, flexible -
55-59 Normal limb ending in a pad with three manipulative sensory stalk
digits, and one opposable digit 9599 Albino -5 to Stamina,
60-74 Normal limb ending in a pad with four manipulative -5 to attribute checks in
digits, and one opposabligit bright light
75-80 Tentacle with knob like end 00 Choose or roll twice on this tab/ --
81-84 Tentacle with spike and combine the results
85-89 Tentacle with suction cups/bony ridges
9094 Tentacle with retractable dexterous digits
9500 Retractablepseudo pod Other detalils

The following tables can be used to randomly generate ot
aspects of the race, such as its lifespan, diet, etc. As wit

from among these aspects or create/lles own details for

the

race he/she
F GGNAOGdzi S&

is creating. Below are several
F2NJ | G&LAOLf

used as a base to work from.

Human

Average Life span: 200 Years

Body Temperature: 37°C

Reproduction: Heterosexual Viviparous
Diet: Omnivore

Special abilities: None

ALIEN RACE GENBRATIO
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TABLE NINE: LIFESPA
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TABLE TWELVE: NUMBERECIAL ABIBITIE

o Young Middle Average Die roll Result \
x .g d100 adult Mature aged Old lifespan 1-2 5
1 |01-05 0510 11-15 16-18 19-20 20 34 4
0610 1015 1620 21-30 3140 40 5-6 3
11-15 1215 16-30 31-40 41-50 50 7-8 2
1620 1215 16-40 41-45 46-60 60 9 1
21-25 1220 2140 41-50 51-60 60 0 0
26-30 12-20 21-40 41-50 51-70 70
3140 1220 2140 41-50 51-80 80
R T TABLE THIRTEEN:IGALYBTTACK TYHESMAGE
51-55 12-20 21-50 51-60 61-100 100 Size Claw Bite Gore Constriction or Slam '
/ 5660 1220 2150 51-80 81-100 100 Small 1-2 1-5 1-2 1-2 .
°C | [6165 1220 21100 101125 125150 150 Medium 1-5 1d10 1-5 1-5 ..

g ! 6670 1220 21-100 101-180 181-200 200 Large 1d10 2d10 1d10 1d10 . g
] 71-75 1240 41-100 101-120 121-200 200 Huge 2d10 2d10 1di10 2d10 (—)
e 7680 1240 41120 121-160 161-200 200 ": '

E 81-85 1280 81200 201-225 226250 250 Creature size  Tail Swipe Wing Buffet  Other Attack [ &2
bt L 8690 12-80 81-250 251-280 281-300 300 Small 1-2 1-2 1-2 a
: 91-92 12-120 121-300 301-330 331-350 350 Medium 1-5 1-5 1-5 , —)
Z 9395 12150 151-350 351-380 381-400 400 Large 1d10 1d10 1d10 prek
o 8 9699 12-160 161-400 401-450 451-500 500 Huge 2d10 2d10 1d10 ¥
00 12-320 321-800 801-900 901-1,000 1,000
Example Alien Race *
TABLE TEN: REPRTDNC — i
Dieroll  Result L - By William D,Ougleiss =
01-05 Asexual polycyclic (seasonal births) ta auldSR Ay =+A002 N‘né b N .A of :.
0610 Asexual, semelparous (one birth/lifetime) you go. Eac'h table can Iead_ youAdown a different ;A)ath.AI first Eoll 3
11-20 Asexual, parthenogenesis boanne 2y ¢botS wmz by SYySNHE J0
21-30  Asexual, budding bSEG L NBffSR | dengy beidg/ Tabld DahdS3 | H
31-40 Asexual, spore production give us our attribute modifiers:
41-45 Hermaphroditic, parthenogenesis STRI/STA10
Tl o) 46-50 Hermaphroditic, polycyclic (seasonal births) DEX/RS +10
B 51-55 Hermaphroditicsemelparous (one birth/lifetime) INT/LOG+10
o, j" 56-59 Hermaphroditic, spore production PER/LDR-O
%2 60-65  Hermaphroditic, egg laying . . ) )
— hy ¢l o0ofS n L NRBff{SR | dcdeod
66-79 Heterosexual, viviparous . . .
8082 e, G i Plc.tur.e 6-{ 0._6m to 1.2m, hur_nanmd shaped, energy _belng.
- _ curiosity is piqued nowwVhat will the randenness of the dice give §
85-89 Heterosexual, polycyclic (seasonal births) me next? il
90-95 Heterosexual, semelparo®ne birth/lifetime) R s 1
9500  Heterosexual, spore production hy ¢roftS p L NREESR Iy ayéz J2yf

TABLE ELEVEN: DIET

Die roll Result Teeth type

01-10 Cannibal Fangs/Tearing
11-30  Herbivore Block/Crushing
31-44  Omnivore (True) Crushing/Tearing
4554  Omnivore (Herbivorous)  Crushing/Tearing
5564  Omnivore (Carnivorous) Crushing/Tearing
6574  Carnivore (strict) Fangs/Tearing
7584  Carnivore (Cannibalistic) Fangs/Tearing
85-89  Scavenger (Carnivorous) Fangs/Tearing
9094  Scavenger (Cannibalistic) Crushing/Tearing
9599  Savenger (Herbivorous) Crushing/Tearing
00 Scavenger (Offal) Crushing/Tearing

ALIEN RACE GENBRATIO

would an energy being have only 1 sense? This being sen e W
electrical fields in objects and beings or maybe a different kind af | ‘1!;
energy would kb better. How about heat in the infrared ‘ 1\‘,
frequency? Several possibilities, but | will choose this being to “ ["{
an electrical energy being and senses the electrical fields. “l u'lll
Table 6 is limbs: | was worried about how this would end up. “ @
NRft SR dnlepseudwdsNa périett dit for an energ ;
being. Maybe it is an electrical version of a dralasite?

| decide to skip Table 7. No need for a tail.

L NBIFR OGKNRdIAK ¢+o6fS y GKSy
pigmentation. | was worried | would roll sometin & K § L ‘
work with. Electrical beings are usually blue or white. How about /@l
purple electrical being?




¢roftS o A& Yé ySg FTNASYRQA f Als&tnmingivaliemtd €.1. Wilidns to seé whaéhe could co
race will average 60 years. Why, | wonder would they live for suchvith, what do you think?

a shorttime? They can only maintain their cohesion of electrical

energy for that long. Then they die.

Now Table 10, | thought about skipping or just picking something
L NRftfSR AyadSIRI | dapuHéd |
birth/lifetime), better than | coud have hoped for. So this little guy
can somehow split 1 child from itself once in a lifetime. | think we
will let it have a choice in that. Maybe birthing a child shortens the
lifespan?

What will these guys eat? Table 11: Diet. | will just pick this one
myself. They feed off of certain electrical fields. What kind
iK2dAKK L O2dAZR y2& RSOARS:
01l SNDAP2NRdzA0P b2 GSSGKS® b2g |
energy of plant life. They could and do feed off of fant life f
necessary, but for the most part, depend on plant life electrical
fields.

126 Ylye FoAftAGASAa G2 3IAGBS (K
special abilities, this could take some creativity:

ZI0Z1Snany

1) They cannot be harmed by any electrical weapons.

2) They communicate telepathically since they have no vocal
cords.

3) Being an electrical species, | think they would be faster
than normal. They get a +10 already in DEX/RS for their Artwork by CJ Williams
size. | think another +5 would do nicely. DEX/RS +15.

4) Immune to stun attackas in 1 above, but can be slowed
down or even immobilized by Gauss screens. Once you have your alien race, you need to create
This being can interface with a pseudo pod with any background/history for them. Check out theNIi A Ot S @&
electrical system and interpret the data. Specifically 1fASYy wlOS F2NJ { OASyOS CAOQGA
computer system, they have to make an INT check to be ideas on how to go about this.
able to interpret he data with a +10 if they have used the
specific computer before.
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THE YAZIRIAN FILES

By Thomas Verreaulgdion357

. Age many clansdapted the code of the Imperial Warhon. This
The Truth is Out There code was the Code of Innesti.

Honor codes evolved over time as new wisdom was adde
Eventually, it became evident that the codes were becoming ta
long and shorter compressed versions were developed to faeilita’
memorization. Below is the short form of Code Innesti.

The Code of Innesti has had a strong focus on proper educatio
the young as evidenced in its chapter, Council of the Clan.
chapter, Way of the Warrior, follows a less impetuous path tha
other codes. Finally the chapter, Perfection of Honor has a the
of compassion and mercy within it. It has been criticized as bei
too soft yet it has proven to be the most wide spread and popula
of the honor codes.

)

AUGUST 20<1'2

Way of the Warrior
» A warrior who does notontemplate is an unworthy savage.
» Anger is best addressed by peace.
» When anger rules you, your rage is weak; when peace rul
you your rage is pure.
The strong fight bravely, but only the strongest forgive.
Keep your heart and mind open, but also keepiysword

- o o ) sharp.
The Yazirian Files is a newries in the Star Frontiersman that falls A wise warrior understands that retreat is not an act of

unfjer the Core Races topic hegdlng. With so much nlew-content cowardice, only a fool stands fast against overwhelming
being done at the http://starfrontiers.us development site in the odds

Core Four project on the yazirian race this new series will spotlight 5
some of this catent over the next few issues.

Artwork by Tom Verreault

A warrior has many faces, one for his friends, one for his
clan, and one for his enemies.

In this issue we have the Yazirian Honor Code and the Legend of» Violence is the means to an@n

the First Clan. The Honor Code article is the fruit of the » Bow not before thine enemy.

collaboration by project members but organized and condensed by » To ignore thy enemy is to do him service

Tom VerreaultThe Legend of the First Clan was a proposed myth » The path to complete defeat is allowing a{daemy

to explain the origin of clans among the yazirians by Eric Winsor. sanction.

Look for traditional yazirian weapons and history in future issues. ~ The foolish choose another clan as a life enemy.

Above all, remember the truth about the yazirinout there at COUI"IC” Of the Clan

www.starfrontiers.us ) .
» Rituals are the blood that binds us together.

The Yazirian Honor Code » Achnrich in song has a great heritage.
/2YLAESNDA b2GSY {LSOANt K y1a Ahchns fosg rom BiggapefopRian: | 3385 L
Lord, thespiritcoyote, and w0Ot (Larry Moore) for the collaborative Tradition is Yazirian meat, ritual is Yazirian drink but song i

effort to assemble this material. the Yazirian soul.
The past of your Clan is remembered for many reasons.

Know them all.

Clan Heroes must beelebrated forever. To forget a Clan
Hero is to forget who you are.

The needs of the clan outweigh the needs of the one.
To die for a foolish cause is to dishonor thy clan.

Most codes were transmitted orally for generations. Eventually, a The enemy of my clan is my enemy.

chief or shaman would codify that code and give his name to it. The poorest member of your Clan is the measafrgour
Related clans often followed the same code. During the Imperial entire Clan's wealth.

Famous throughout the Fntier Sector, among all sentient
species, is the Yazirian honor code. In reality there is no one code
but many. Over the centuries codes were codified amongst several
clans. Rivalries often meant that one clan would reject one code 5
because of its associati with heroes or ancestors of a rival clan.

THE YAZIRIAN FILES
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Security for you clan is found more in generosity to a poor The hunters wandered many years in the wild forests and gal
clan close to you than in courting a powerful clan far away. was difficult to gain. The wild beasts were more powerful a
Morn the Disinherited, for they are wayward and pathless. more skilled and the hunters learned hunger. Some @f thost |
wSaLISOGAY T Fy2iKSN gywEdwu.S NDsavagglofithie hunters evEn2egdnt preyyto the great wild beag
There is but one opportunity to correct ignorance, after The longer they wandered the wild forests they became leE
that, it is stupidity. savage. To stave their hunger, the creators eventually gave
The future of your Clan is secure when its eldest member hunters the lask beast to follow and hunt.

and history is honored by its youngest. Then one night athe packs were hunting lask, the two speakert

A great warrior without ceremony, poetry, and songisa  of these hunting packs happened to be tracking the same laf
tragic heo. A dutiful youth learns the old songs. Each threw his zamra at the same time and the lask was struc
Let your young bleed that they might learn. Heal them that poth and died in the cleft of a great tree's branches. The tW}o
you may be one. speakers leapt to thir kill, eager to claim the meat and feed theif,
» Listen to your quietest elder. hunting packs. There on a branch of the great tree the speakels
. met. A great fight commenced between them over the Kkill§
Perfection of Honor Speaker fought speaker tooth and nail. The battle lasted the ent
»  Without the shedding of blood there is no remission of night until both ollapsed with fatigue. In the morning light both§
shame. saw that during their fight the lask had been devoured by a pack
Repay all debts of kindngsvith kindness, and all debts of forvurs. The two speakers collected their zamras and parted w
vengeance with vengeance. great contempt and hatred toward each other.
Your word is your bond, so take care before giving it Honor
without righteousness is no honor.
Always give a greater gift than the one you just received,
even if it takes years to do so.
A poor Gin with honor is worth a thousand rich Clans in
dishonor.

That same night the youngegtiders of each of the hunting packs
had also been out hunting mekal. Neither found any spore to tragk
and by chance ended up climbing twin trees to sit watch. Duri
the watch they each became aware of the other and eac
thinking the other was a bloodepgack mate, began to challenge
the other in games of skill. When they started throwing the
zamras they discovered they were not pack mates. The two youhg
gliders became quick friends and challenged each other all night
long. Shortly before dawn they caugie scent of a pair of bogah
returning from their nightly foraging. The two planned a snari
hunt and captured both bogah. At sunrise they parted, eac
vowing to tell their families about the other. They traded zamras
and headed for home each with a kady

Z21021Sn9nY

The Disinherited deserve an honest hearing. Remember the
unjustly Disinherited Heroes.
When you touch another, part of your soul passes into

them.

Save a stranger, gain a friend. Save an enersg,da
enemy. Forget a friend, gain an enemy.

You can have my gun when you pry it from by cold dead
hands.

Dying without overcoming your lifenemy is dishonorable. When the young gliders each returned home they found that the
Let no insult go unpunished speakers had returned first. The speakers were cursing

If you want the fruit, you must go out on the limb. creators and angry. They each declared the other hunting pack anm

I may beable to drown the devil in the river, but you don't enemy, demons created by the creators to torment them. Eagk ,
have the right to speak poorly of my brother speake declared that hunting the forest around the great tred

» lammyclad NBE G KSNDA K2y2NJ | S8 LIS Nv\ﬁ)s forbidden. The two young gliders held their speech and
. . . . their zamras.
» | will retain honor in the face of mine enemy.

. For the next three months, one pack hunted near the river, tH
Legend of the First Clan other hunted near the cliffs, and lask were scarce. Thie fleared
In the beginning there were two hunting packs ghdre were not  the river because of the great wild beasts. And, the lask seldc
yet any clans. The world was a paradise for these hunters anfbraged along the cliffs for there are few fruits they eat growing
game was plenty. One pack was favored with golden brown fumlong the cliffs. The hunting packs suffered for food during these -
and the other tended toward reddish brown fur. The creators months due to the lack of lasks. The two youtigegs continued §
smiled upon them and provided for their every need. Thee t to secretly visit each other during these months and the
hunters became greedy and wasteful. They began to huntfriendship became true. They became very skilled at snaring bog
excessively and to kill for pleasure alone. When they ate they onlyogether. Their hunts became even more prosperous and the me& (i
favored the sweetest meats and left the rest to rot. They becamethey each brought to their hunting packs began ® delebrated.
such vicious hunters that all the game in their home forests wasThe two young gliders became embolden by the accolades of t
killed. And thus they were forced to leave their home forests byhunting packs and decided to hunt lask together. To keep thel
the creators, who cursed them to compete with great wild beastssecret friendship hidden they agreed to hunt two lask so that each'
for game in the forests beyond their homes. The creators decreedcould bring one home. After many nights of hugtitogether they
that they could not return to their home forests until they happened upon a pair of lask. They combined their kills ai

THE YAZIRIAN FILES | ’M[ ‘n’ H" }
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and primal joy. They ceremonially embedded their zamras into the
skulls of the lasks and rushed for home.

Each young glider was greeted a hero when they brought their las|
home. The beasts were placed upon the central poll and the
wizened howled for all to gather and celebrate their blooding..
Ceremonially each young glider pulled their zamra from the lask's
skull and cut the speaker's choicest cut of meat. Then they
presented the meat upon the zamra for the speaker to consume.
The speakes each recognized the markings on the zamras as
those of the other demon pack and so the two young gliders hac
their secret revealed.

The speaker's each declared war upon the other hunting pack. Th
young gliders each argued valiantly that the other pagte not
demons. The young gliders courageously stood for each other an
told the stories of how they had learned to hunt together. They
pressed that the many bogah they had snared were snarec
together, that they had always divided the hunt equally, even
consuming the odd one together as litter mates do. By their
persuasion they succeeded to get the speakers to agree to mee
F3rAy +Fd GKS aNBLFLG GNBS |yR &
the two hunting packs. Then to demonstrate that they could hunt
together as a team.

AUSUST.2012

The two hunting packs gathered that night at the great tree. The
speakers each sat with their zamras ready on opposing branches,
their hunting packs in the branches about them, ready to fight.
The two young gliders went gliding through therdst hunting
bogah, lopah, peegat, dropah, sorga, and plaat. One blooded from
hunting pack followed them to confirm the snares and kills were
made as a team. All the meat was brought back and laid before
their speakers. Finally near dawn the two youngegkdcaught the
scent of a lask. They took theivell-practiced positions in
opposing trees and threw their zamras. They brought the lask to
the speakers at the great tree and divided it in half. Placing the
lask before each speaker, the speakers were avee with
hunger for the meat and impressed by the friendship of the young
gliders. That morning the two hunting packs feasted together a
great feast of lask, plaat, sorga, dropah, peegat, lopah, and bogah.
The speakers became friends. The hunting packarhemne.

Artwork by jedion357 @ deviantart.com

That evening the first clan was formed and the creators were
pleased. The creators blessed the clan and they became many

clans and filled all the forests. X
<@
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CREATIVE RHINKR

) ) LG as8Svya Ylrye LIS2LXS GKAyl |
QueStS’ StO”eS and Ra"‘sthe railroad. Even if the players are the ones looking for such a qué
The sandbox is where we play, but things happen in the sandi

Sandbox aside from us wandering around, and we end up gettinglved ;
in these thingg, whether they are quests for magic items or to pal.

By DysonLogos  ff gebts to a temple or god, attempts to save innocents frofg

IRAUZNDES YZESY26AYy 3 61 & 2NA IA Wiarnyg, ér even triddy davethe whoR waly, [ 23234 Q
JFYAY3I o6f23X NBLNAYGSR KSNB 6A(GK, LISNYA&AEAA2Y D C2ft206 5832\ e
. . LaQa 2yte | NFAfNRBFR AF 0KSH
at: http://rpgcharacters.wordpress.com/

challengen your own way.
Asdzadzl £ = GKSNBQa | €20 2F 4l ] a2 doi 2L

F2NY 2F 3l YAY 3o -trdn@NgnCrivolvéd, batA (

also in some cases there is a strange myopic way of looking &

games as either sandbox or railroad, with no middle ground. Whe

| posted my discussion about running a fast but epic story arg

using B/X D&D, | was immediately told that this was obviousl

some railroad game, evidently because | wanted to tell a stor A s =

with it across 1614 levels of play in only 12 sessions. Picture by lowjacker @ttp://lowjacker.deviantart.com/

| definitelyR2 y Qi 0dz2 Ayid2 G(KS (GKS2NB GKFG aAF AdG AayQid &l yRoz2EZXZ JAdf
NIFAENRBIFRED® ! RRAY I JjdzSataz auo2NBir St Feontidre/gBmeIR lark faveling arbunddte Y ilid
does not mean climbing aboard the train and sticking to theand working as pafime troubleshooters for the Streel
tracks. Corporation when we are within their sphere of influence (an

The trick to good GMing is to provide story ideas that you fiep §ometimes We.contact them when we are outside.their sphere
influence but find ourselves entangled in something they woul@

off of what the players are thinking. We work together to make = PN o A

the game better and to tell big stories. You can still tell epic stories' * Y R GAYUSNBAUAYIE 0O ¢ KBe trAde ¥
without railroadingc it just helps if you all sit down before the 900, deal with corporations and the law, and occasionally finf
2dzNBR St gSa Ay NBlIfftée Kz2ua g1 04S
Ad 2dz2i 2F OKI NI OGSNL 6AGK R
2500S KFR I aKALl 6S 46SNB

game / campaign and talk about what you wantrrdt.

I YSNE:Z (GkKSe& ass

FRASYGdzNB¢ a | LldzNBE NI Af NBI
without recourse, and we either had to travel to that arcology ok
die ¢ and then again when we went looking for the missin:

(something we lacked the skills and equipment to do).

Picture by FaiNeko In my opinion, it would have been a railroad if she had done t
http://faineko.deviantart.com/art/My-SandBox143466816 and had decided on exactly how we were to get to the arcolog
and then how we had to go about finding and rescuing the scienc
staff and then blocked any attempt to do it any other way.
| prefer games that feel sandbdsh, but where the GM throws ¢ SNB f ST Sy GANBt & G2 2dzNJ 26
plot hooks at us. Just because she péenned a bad guy and a game, she just set up the scene for us and let us tackle it in 14
AU2NEBEAYS (2 K221 dA R2SayQliowibl & ASTIy NITAIANR HIRCA &84 DI ¥61 B
OKIFftSy3aS IyR 2RRa FNB 6SQff whdtJbdNBwn @iy shoiild be)y As lit tukhd cut, wieKnould hav S ’
only halfexpecting. But both sides of the table adapt and work spent about two weeks less traviéine on the planet if we had &w\‘
with each other to keep the game running. done a little exploration at the original landing site to find ouf® = &
what else was there (the reason we ended up landing therg
N

ST R
CREATIVE REFEREEING | f’iif’“ i IW\"!“\ bY N
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|
instead of at the arcology, it turned out, was that there was an¢ KS a ¥ ydl ae Sa0FLISS¢ LIAG TI ¢
emergency beacon there where a research team had dug up @&xpecting science fiction and suddenly realized that you g
yiade FfASY adz2NLINRaSX | yR KI Rscieneffantasy. \Kothgt Ehente in Ehis gitl f3ll & raged tha@rBni
could have SRO X o6dzi S RAR AQ 2dzNJ yol o sométRing dikelly Ul & yarzignt Graek anjith |kelzNe
arms to start exploring the local area before heading out towardscentaur, half man and half horse or maybe the race is half mz
the arcology. & 3 and half snake. The ifshnit race i @ dzf Guidedell into this pit

L'}‘?'
'!“‘!

.~ STARFRONTIERSMAN!#18.

0 g g

fall strictly on the basis of its artwork as it looked like a fantas /
Crea’ting an Alien Race for dwarf in space, the actual racial description of the ifshnit was

nothing like the artworksee Star Frontiersman #32T'his pit fal is
SCience Fiction Gaming not necessarily a pit fall if your game is more of a science fantasys

campaign.

By Thomas Verreault/ jedion357 . ) . . . i
It seems creating a race is the thing do. Everyone eventually ? K'S fx u ? 2 ﬂ_cs A N‘R ¥ QVN_:] YSAE LJ}i u "
) RATFSNBYU UKIO Yzau LIS2LX S OFf

creates at least one. | remember when | first came across the Star

Frontiersman and read the articles concerning new races, | kneV\t/helr heads around the idea of the racéhéTosakar in £ 0 dzt g

CGuide fell into this pit fall. The problem here is that if a playef®

then that | wanted to write one myself. But | also knew that | felt a L N A ‘~N
. . . Ol yQu dzy RSNERUlFYR gKFd U0KS NI OS>
little apathetic toward certain new races and could not explain lay it =y
why exactly. | wanted to understand that feeling before | play it oN '
embarked on race creation believing that it would produce aThis pit fall would seem to be in direct opposition to the previous ‘lz
better article. | also spent quite a bit of time chatting and posting three. The firsthree pit falls are races that are too recognizable i —
with people about the resistance2t (i KS %S5 0 dzf 2 Y Qfie way dtharofher WhiteDhe last is too unrecognizable. Is theres@(@=]
races. Trying to understand what made one race popular whilemiddle ground? - -
another fell flat. One thing is certain, not all science fiction races .
are created equal. Audience

) Before discussing how to make a good science fiction races
Pit Falls consideration should be given for who the audiensefor that

¢KS OfFraard LMAG Frita ¢KSy ON&delmay established SettingNikeEGur Fromigrs, diosiPlayars
GKdzYlya Ay TFdzyye adAatGaesz a7l ytin1a®t eSadiiiLes SxeS 217 Ri K& 22024370

YSé o rulebook or even one of the¥Z6 dz2Gfi@edaces. At the time of

¢KS aLiSGa Ay aLkOSe Lmd Tr et DB P APABLAToREs pte 4 6 i Yol

FYAYFEAa® . FaAOFEE® AGQa GKS G?gx O LSNE U K Uy K 4S5, 509 5Y |-g‘§
FTZdzNJre pt FNB KdzYkyaz w1t | NBYJ e

human features much like the myriad of cat racesantésy and ) A .
. . . . .are vrusk. | would contend that, in an established settina new
science fiction or the humma from ZG. There is no real surprise in

GKAa LIAG FLEt Fa GKS abtaSys 'FeSPgongqgetdnuch consifdgeation gs,a glayes ehaygcied |
usually has special features that mirror that animal and has humarThis means that players are not the target audience for a ne
like hands for tool use. This type of rasenot always a pit fall; if a race, the game referee is. A new race submitted to the Star
referee has a preference for science fantasy thimbrador  Frontiersman magazine should be targeted at the gamereeféo
retrievers and capeople work. Sometimes in fiction you come be used in his campaign. The problem with almost all of the ne
FONRaa | aLSGa Ay aLl 0S¢ € A1 S rabss i©that they lack thd élem8nds thét Sl drawRa J&nd feRrelS R
in depth culture and society thatow just fall in love withitand Ay FyR Sy dA08 KAY (2 dzas (K
ignAore Ehe lack of voriginalityhin, iEs physical ('je:scription like DaAvidphysical descriptiqn, senses, §ociety and cusEoms (gﬂy'eahfew |‘
250SN) IyR {0S@OS 2KAGSQa hNR S yparagaph®),¥pediaKabilitids @ard AmE felbit®d stytigticsSMatedal
problem with a beloved race from fiction is that it hasole  that will empower a game referee to use the race is totally lacking;
novels to create depthinteresting raceswhile in a roleplaying a home system with a planetary brief, descriptions of th ‘
game (RPGhere is typically2-4 pages to draw players in. environment on that planet, some thought put mtthe zoology
CKS GKdzYbya Ay TFdzyye &adzadac LAGPORY of the homesplanet anapy qf planefasy histoy (b
first source was science fiction shows like Star Trek where all th8 P29€ 1S good) with some elements of conflict in the alien soci

. . . . to draw the player characters into the action. What makes a race |
aliens were humans in fugrsuits or with funny foreheads. In rele

playing games and fiction you find the same idea enshrined in,usealble is having a bit of setting detaillenl them to move in and

GFEASYaé GKIG KE@S + dzyaljds 2MNPRAFFSNEBYyd RSAONARLIGAZ2Y o dzi 5
core, aArevhuman. Humlan cAuIture and Asociety ends up beinrg colLooked at another way; if the leader of scout ship came back al ‘
2 LJ0 SR T2 NJ iir&&hd $odiety SYi6udcan e@silyt siibstitute reported the discovery of a new race and just submitted a report
humans for this alien with very little trouble. Another wrinkle is to that looked like your typical race submission in the Stz
mate some weird alien description with a specific Earth cultureCN2 y i A SNA Y| ¥y K S dding biSjobFHisNsBperiord 2
from a specific time in history like 19th century England or feudalg 2 dzf R &l 83 GCAy S | 2dzQ@8S RSt
Japan. Ther is no real surprise here and you eventually begin toaliens but where is the Astrographic Report on their star syste
2dzad | aa20A1 4GS GKS altASyé dthelpanetary BidfRon thedr Ldbde NdadeS th® Endirbidments
samurai. survey, the Zoological survey gtiBotanical survey and Sociologica

e
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y2iSaKé 1 NIOS gAGK Fff (KSaS creafe aSdNdesRrdél bnk forganisnt ahd specifyNBat Hidids &

[ SGQa FILOS Al Yrkyeé 27F dza ¢t Olactinky39 varketeSyou agcBmphsis sevetdBhings2First, oyl gl
a2YS2yS SfasSQa NIMNBA Y2 FIFSHNA & Syoir ErebiflonDal afh of dedilismSsince it mirrors organisms in the':
fanzinethert &2 dzONB 2FFSNA Y3 Ad (2 reabwol2Secondy,ydu shiordcut@hz greatial Bdddss for yhakin
AF &2dz SELISOG (KSY (2 R2 YdzOK nefviofg&hismsiifor §airdelf wsStieRnewi @riefled yilk Ikely ot O
it for their consumption. change one feature. The simplest features to change are langef
To sum up, most, if not all, races submitted to a-Hme for an smaller versions or fresh watess. salt water varieties. The third |

established setting are there for the gam8 F SNE SQa 02 PRGAN 7 %Og?sd@ 'S you empower another referee to cre |
¢KS NIOS s2yQl 08 aSlisye doyt Axy" REUSSONNpuppryagismRemempes QUL refreeqdies &
FTAVASKSR GAEf AGOQa LXFOSR Ay YQKREEMINRys tyr 3raosy + Lt @S
and move in. At this step in the chicken procegsu will have your Xenological|

. report, on the alien, an Environmental report on-65 |
The Chicken or the Egges environments, and a Botanical report on abou64lants. Next N
To create a race do you start with the chicken or ggg? If you you need to consider how the alien evolved as evolution
A0FNI 6AGK GKS OKAOLSY (GKSy ailom@dgnaable msdidading ui ® thissgiture, S EarttF 2 N
60GKS OKAO1SYyo FyR @&2dzxtft ySSRherdigabgse idhplate thadhigher arganismaN@liaw: 4JikkS a8
describe the environment of the planet, the Zoology, the Botany,bif I 4§ SN} t t 8 a8 YYSGNAROIf oYSIy
and associated ecology. You could equally stath aitswering the  a general mirror image of the other side. Consider what your ali
question of what paths did evolution take on this world (the egg)looks like and establish an evoliary template the higher life
and what influenced it (the ecology and environment) and work forms will follow on this planet. My reptilian racthe Basiloehad
forward to describing the dominate life form. 6 limbs arranged in pairs and-laiterally symmetrical. Whilghe
Bﬁsi]oRl sagientace, r}\a% oF?e pair aitrue feet, an%iaddle pair of

C2NJ vYeasSt¥r LQ@#S 3ISySNItf¢te Y ISR . LKS (OKAQLSY 2
A . N nd/feet, and the TaSpair are ¢rué fands-all terrestrid animals
practOS R G KEG o068 [alAy3 veastF I padest,and helappairarediue fiands al ergofig) anin
- ) o . 3 N o A . haVESQ(|I qs ra&gfd airs, avian Jife forms had two_pair’ of |eg
2N SYOQANRYYSYyUu ¢2dZ R Ol dzasS UKS, el N | uz.ﬁziz %%Ks. I}L]cx
. ) ) . andoné pair of wings and aquatic [ife forms eepair of fins.
sort of environment would evolve the humma with their poison Thus all creatures, except bugs, look lie they camedrom the s
AYYdzyAGeKE 2KSy L 320 FNBdy R 05 DB (A3 p Nf L&Y RPEOT NGF
. . N volutionary tree” a were not random- choices from som
for a race to which | added a mentalist power frons 8 dzf 2 y Q a
L . . o . . monster manual.
Guide in the guise of a racial ability and wrote in different
capabilities for male and female (feministic equality of the sexes i$ 2 Yy Qi F2NHBSG (KS &deaidSy IyR
a purely human concept). write a one page history for the planet and or race. Make sure y
include some elements of conflict that will drawetfPCs into the
action and give them a reason to engage the setting. If nothi
8t as 22dNI yS6 NI OS sAft 065 NE
group to miss jump their star ship and end up in a random syste
Somewhere. Knowing that there is a whole eaand setting ready | o
to be used will mean that your race will be the one that is pulled

rom pages of the Star Frontiersman! ‘7

The next step was to envision what sortesfvironment this race
would evolve in. The pit fall here is to just say desert since my rac
is reptilian. In North America there are 30 distinct environments/
wildlife communities that have been described by science: Pacifi
Coast Forest, Sien@ascadeForest, Rocky Mountain Forest,
PinyonJuniper Woodland, Northern Coniferous Forest, Sphagnu
Bog, Eastern Mixed Forest, Odickory Forest, Southern
Appalachian Forest, Abandoned Field, Southern Pine Fores§ummary5 2y Q&G 2dzaid ONBI S |
Cypress Swamp, California Oak Woodland, Chdp&aantry,

Sagebrush Desert, Cactus Desert, Great Plains Grassland, Tallgefss' LI F § S G2 ONBFGS GKS KFET
Prairie, Alpine Meadow and Tundra, Arctic Tundra, Lake and Pondfinally, write a history and system brief.

Freshwater Marsh, Swift Stream, Slovoving River, Tidal Marsh,
Mangrove Swamp, Pacific Sandy Shore, EasternyS&mdre,
w2018 tIOAFAO [/ 21&05% b2 NIKS| Xahdoyigal Repartirsagimeyout rece donsider therenviroyments
America alone the actual number for the whole of planet Earththat race would evive in and writeup the history Ask questios;
Ydzad 68 G €8Fad R2dzotS GKI G2 KF (3 182NTa 3FG MENI R2 20li Sy @8 R
environments but 8 would give a weltounded descripton ofan S@2t @SKé 2NJ a2 KI G a2Nl 2F Sy
alien world. Using a real world environment and tweaking it to be & A GK GKSANI LI2A&azy AYYdzyAGekKsé

a Iit.tle alien Works easy enpugh. The. easiest way to tweak an(I1Environmental Report- Creating 56 environments with well
environment is to change its vegetation so as you change the - . -1
. AN o PR . ~founded descriptions. Include envirgnmental. and/or botanic,
SYOANBYYSYyd €2dz OKhy3s UKS Qshaaz%rltjjsl'téjgivet esettingareakgjrldfge? NB'SU 2 Ay
envionmental or botanical hazards in these descriptions as you '

R2y Qi g6l yid LXI&@8SNA (GKAY1Ay3d @& ZokditB Remil (Cregteaa aingle lant ¢r Ragimal for eac

- . . environment, and thercreate variants of the samspecis. You
A key way to maximize the work you do at this stage is once you

. o >~ can place these variants in different environments as desired.
create one plant, or animal for that matter, specify it as having
multiple spe@es. In the real world there are numerous species of
oak or pine or birch so why not in a science fiction setting. If you

AstrologicalReport- Define the stasystemand planetarybriefs
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THE o MA GIRONTIER

By Thomas Verreault/jedion357 /"

In comparing and contrasting science fiction role playing games tdhere but it will drive the action. Ocourse more history for the ¥
fantasy RPGs it always struck me that, besides finaiship, free  artifact will be a plus.
F2NJ 0KS (I 1Ay3as GKSNBE $SNB y2 a3d22RASEa¢ Ay aO0ASyOS TFTAOGA2ZW

like in fantasy games. Part of the fun of a fantasy game is frndrngF r e q Uuenoe y O f O

and collecting magic items and other treasure. | would contend
that science fiction players would very muchjey finding and N fantasy games there are two poles between which all referee
collecting, not magical items in the classic sense but artifactsfall concerning giving out magic items; Monty Hall and Scrooge.z&
legendary one off weapons and rare technology that fill the sameMonty Hall referee gives out magic or spedtems from behind §8

roles that magic items serve in a fantasy game. SOSNE OdNIFAY FyR AF &2dz R2Y
next room of the dungeon The items lose their uniqueness a

The Rol es 0 Mag.iervequghpserppe o t!@relfere agpain

A Scrooge referee IS'S gy wapecial items t Is can

RRLETATE S T 5 WE o mA G ironmiER B T HE

In the fantasy genre a magi@ih serves four roles. It bestows or lead to frustration and apathy in the players. Luckily most refere
amplifies abilities or power, acts as a reward, supports the genrdall somewhere in the middle.
o cive the acton, AMpliying of bestoning abilies and enards . SUSPICON 1 at in & seting whete he open market spa
pilyIng 9 Ydtu)\LJfS LY FySda GKE LJSO)\If

are obvious; everyme Irkes the shiny new toys that do more,
0SGGSNE FLaGSNI YR &A0NRY3ISNJ '}% W: r}\yonf‘zcanf‘nap”%ﬁ“é P? o)
ﬂ er prrcest an normaerII be the rulé aT d dem

getting his first magic sword or veteran character finding a icul o Th
f SISYRENE FNIAFFOGD Ly F &OA sf@%o "y ¢em?>\g'y°“t t%a"e dfa:}e at; 'ﬂ d%rtgzﬁ"y
need to be difficultto obtain (illegal, rare, product of lost

technology) and thus a reward and not just bought straight off the
equipment list. It should also amplify or bestow a skill, ability, or
power. It will not be a special item if the ability amplification is
easily duplicated by spending money on the equipment Ilsts

cither oMagic |Itemsbé

Not all fantasy settings are created equal and some sink to thehnother twist on the classic fantasy magic itemmiaster crafted
blandest lowest common denominator embracing anything andnormal item. It is simply a normal item crafted so well that i
everything considered fantasy so as to have such a muddled flavgrerforms slightly better than normal items. In a futuristic setting
as to ke nearly flavorless. However those that have a distinct With robotically mass produced consumer items it is easy to image
setting will occasionally have magic items that support the flavor@ lone technician/ craftsman laboring toquuce a weapon so well
FyR RAaAGAYyOGySaa 27 GKS asaapseae and grajtgd thatyt confris @ Berus qge nornal iems iy (NG
items into a science fiction game that will destroy the intended combat. Such items would, according to the law of supply a
flavor of the game or change the genre. Obviously, magic wand§eémand, carry far higher price tags than the small amount ¢
are out. What needs to be guarded against is adding an aliedMProvement would seem to indicate simply s the open |
artifact that comes off as an escapee from a bland fantasy gamegnarket is glutted by normal items and many people would like
Even the craziest artifact, exotic weapon or lost piece ofhave the better one. | (I
technology that is introduced to the game should support the |4eas for magic item analogs in science fiction can come straight
overall flavor or distinctness of the game the referee and playersyom fantasy but with a futuristic twist. Fantasy games usually
desire to play. have a potion shop butina OA Sy 0S FAOGA2Y ' Y

Finally magic items that function as story elements drive the storyP€ illicit combat and performance drugs sold by a street dealef.
because they have a story themselves. Generally a background diese drugs would have to have negative side effects for us g
history is written for the item and this can drive the story. In the them or other draw backs to explain their illegal status. Anothef:
Lord of the Rings the One Ring had a whole historythischelped ~ @nalog to a fantasy staplwould be spell scrolls and computer
to drive the story but in the Hobbit the same ring has little to no Programs. The programs would for one reason or another nok
history and it was only incidental to the story. To employ thisY 2NY Lt f& 65 a2tR 2LISyfeo ¢KSE
GKSNB Ydzad 0S5 a2YSGKAY3 dzy NB algNBFBENR Y2 Nl %zy#z(yxi‘adkugﬂ GIOR  ((0RASY 2
AG2NE 2NJ b GKNBF G koradeksSTharescanNd RE 298 ik §8 K& 1IQ & NyOdLjinpAwithoudi &n
08 a tAGGES ad2NB Fay atby I fagtdgatonbygiprideuplex tripfe ghe risk ofa misgigmp. | o
develop at the center of a planet and a known enemy is seeking i§athar artifacts_are special case jtems. Originally these turned

AUGUST-ZGI‘Z‘ -

come by for one reason or another Reasons for something bein
difficult to come by might be illegality, rare components, very highe
RSYIFIYRZ 2NJAGQA || LINRRdzOG 27F
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sathar soldiers and attack monsters Bale and Laco during that the case of acharacter with negative STA but not bel@® the
6FNE aAIYAFAOLYyG &ad201LAE Sa 2 Medk daidibe heltdo the ShHudEcteONhedithesNGs Bomatase adid
Possession of sathar artifacts and technology is strictly prohibitechas one minute-(5% to the major surgery roll) to stabilize hinpg™
with mandatory jail time and fines. There is little doubt that UPFbefore he is dead. Death juice costs 250 cr per dose .*,'
scientist are working onashar tech and it is believed that certain possession is generalpunishable by jail time of up-8 months
megacorps obtained examples of sathar tech and have worked orand fines up to 3,000 cr.
it in secret while denying its existence, namely Streel and PGC. Star L.
Law has circumstantial evidence that one of the motivations of theSathar Submission Serum
10 year corpeate war on Laco involved lost caches of satharKnown as 3S dose, this drug was discovered among capt
equipment from the SW1. If this is the case then both mega corpsathar supplies on Pale and Laco during ground operations of
have spirited this technology away to corporate owned planetsFirst Sathar War and later on Volturnuigea the Battle of Volkos.
and secret labs. From time to time this technology also turnsuporL. ( Q&4 dza SR G2 YI 1S aSydAaSyd |
the black maket, particularly on Outer Reach and with Capellan (+10%) and has the side effect of boosting STR/STA by +1548)
Free Merchants. Player characters that find themselves imreducing INTILOG byp @ LG Qa o6St AS@GSR
possession of sathar artifacts could become rich but on the otherrug to short cut the hypnosis process lwia view to creating
hand selling them or even just using them is fraught with seriousdrone soldiers. Use of this drug allows anyone to attempt 0 |
complications. Star Law, Space Fleet, mega corps, pirates anchypnotize the victim but only at a 10% chance of success. A sathar ‘
black marketers will all be highly interested in such items and theyor any other character with the skill or ability to hypnotize mat
may not exercise any scruples in how they deal with the PCs. gains the +10% bonus and may make a sdaitempt at Y% if the
victim resists the first attempt.
ltems: Rage Dose

Also known as Roid dose, rage dose is fairly cheap butlillegan

be c_reated n a lab by any half competent chemlst._ Qne dos ypo-spray). 3S dose can be opened and added to food. If itdis
provides a +25% bonus to battle rage attempts by yazirians and ﬁl} ostal it has the same effect as being iniected. Anv med
+15% for all other races per dose. Use of the drug is dangerousg g - A

. environmentalist or scientist can easily reload 3S dose i

and a critical success on the battle rage roll meansuber must .
. . ) o standard hypo capsules with access to a lab and then use
attack the closest being, friend of foe; with the critical success . .
. standard hypespray with this drug. The street value for 3s dos
range increased by 3 for each extra dose used. A character must

. uns between 80-600 cr/dose. The street value for a satha
choose how many doses to use before making a battle rage roll L S . )
) serum injection device is 506Cr and possession of the drug i

and the effects of this drug last for a number of nols equal to

L .. generally punishable by jail time of up to 1 year and fines @f
the target battle rage score rolled on divided by 2; thus a ya2|r|arg OOOCry P vl P y
with 5% battle rage score uses one dose for a 30% chance of going '
into battle rage and if successful will be in rage for 15 combatH ac k er s Com p ut er
turns. This duration is important if a dgal success is scored as . . A
. . Largely illegal throughout the Rim and FrontierK S K I (
the yazirian must always attack the closest being. If there was no .
o . . computer program provides a +5% per level of program
critical success then a user can stop attacking at any time he ) z
. . . . attempts to defeat security on computers. To use the progral
judges the battle to be over but if the negative side effect presents . .
. there must be an interface between the computer running thg
then the character must contire to attack anyone he can see o A
. . : . . ._program and the computer to be hacked. The program is identi
until the rage is over. During any turn a PC is attacking somethin ; it ] o functi ints: level
or someone that the player does not wish to attack a PER or LO a computer security program in respect fo function points. fev i

(whichever idowers NEBff OFy 08 YRS a2 S20U09" BoORE develddsdy kaa ddt 01

The drug, in its original packaging must be used with the sath@
version of the hypagit LINJI & o60AG Q& y20 O2Y

jail time and a fine of up to 500 cr.

. many computer techs learn to write this program it can be fou
Death Juice Dose easily. The usual cost is 1500Cr/ function point. Possession of
l1ftaz2 1y2s6y aiKS 5288 27 [ ad wéiaad KpuniEhadkedy jdilkime2ofizip @S mbriths and fineg
and highly illegal. Itisliked G2 068 2yf & dzaSR up & 5P00Cr Qut teing gobvictBi2ok Britirg) The program witl
this drug by a hypo spray or med inject device provides a +2(ntent to distribute doubles the sentence.
Temporary STA points, +20 STR, and +20 RS for the duration of one
combat. The user will remain conscious and on their feet even atal N € Smoked Astro ga
negative STA scorentii damage exceeds9 STA. All wound The use of this risky program carries stiff legal penalties especi
Y2RATASNE
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level 2 is 8 function points, level 3 is 16 function points, level 4isi KS 02 YY2y f SEAO2Yy | & a&aArf Syl
32 function points, level 5 is 64irfction points, and level 6is 128 6 f RS Yl 1Sa y2 &a2dzyR®d al aG§SN
function points. The Program costs 1500Cr/ function point.feature are quiterare now since the Star Law controversy where
Possession of this program is generally punishable with fines afmany were confiscated and destroyed. Silent sonic weapons a
HpZnnn/ Nl FyR NB@20FGA2y 27F f Aléysl yhio8ghoutlthé FrontieK Rlsositkivad JOrioredNiBad Wak
(ship is impounded for -30 days(1,000Cr/day impound fees) Shizaku himself attempted to buy back many to prevent the | e
while the owners pay the fines and fees. Use of the program by a&ventual confiscation andestruction. Eventually Star Law judged /
vessel with paying passengers usually results in confiscation of ththat they had accounted for 890% of all the weapons made by &
vessel besides other fines. Master Shizaku with this feature. He never made another with t
. . feature after failing to prevent the destruction of so many of hisis
Bite of the Serpent Sonic Weapons creations. Today theyare incredibly rare and prices for ani
These weapons were developed byasfer Waki Shizaku, the authentic Stalking Cat can fluctuate widely due to individug
premiere sonic weapons craftsman of the Frontier. Master Shizakircumstance. At the very least a Shizaku blade will cost triple th
developed techniques to fine tune sonic emitter heads that would standard price of the weapon and will never lose its tune from &=
cause consistently higher damage and come in 3 marks. A mark ditical failure. Thecheap knock offs sell for 1.5 to 2 times thel®
sonic weapon will reoll all damage die that come up 1, while a standard costs but are prone to losing their tuning during a critical
mark two rerolls all damage dice that come up 2 or less, and afailure. A Shizaku weapon of this type can often be identified £
mark 3 will reroll all damage dice that come up 3 or less. Afterj K § Ay 3OpA LB AYEKEBG a2YS Ay ] 2
Master Shizaku developed these weapons others learned to, =, . . .
duplicate his work but critical failuresitv a cheap knock off a{ Uh €1 anddhe emittér bead is recessed into the mouth of

. ) . . a cat 3
results in a loss of tuning and the sonic weapon will only perform y

as a normal sonic weapon afterward and cannot be repaired.
SX@QI?&P&‘ Control Mogules, . ;s

al @GSN {KATIF1dQa . AGS 27 ﬁKSh NI, K G . |
superior craftsmanship, never suffers this resilo price a bite of ese devices of sathar origin_ are use t_o contral animagggy
éemotely. When a cybernetic control module is attached to ag==

the serpent sonic weapon add 100% for mark 1, 300% for mark 2™ I b he ski d infiltim th inal
and 700% for mark 3. An authentic Shizaku blade should add 1008™2!, Naneprobes penetrate the skin and infilta the spina

G2 GKS OFtdS edad F2NJ GKS Yy aPENy BAPaY epRlisping, conppl yoeer they i"}f?'- T
(and the ability to not lose tuning during eritical failure). qucesi t:s\kes 1d10 hou.{rs WAh'Ie the module ch?rts N N contr
Additionally a referee can assess additional cost for authenticc >Y USNE 2% O0KS T yAVYETQda 0N A P
Shizaku blades as each is an individually crafted work of art and iwhere the eyes of the creature would be (5 shotsteat10 SEU). %

high demand. Most Shizaku blades of this sort bare the ancienThese devices have only been recovered after the death of the
9 NIK Ay3dONRLEI ARKIZH ad2 ¥8 i NI y &ybadigag®rbug experingents have shown they can be installed o
2F (GKS {SNLSydé FyR GKS2 dzadd FrPeé.a.”dKW-“QS greafuress Tqygseatiys,devic 'NHS%'% FeRUTEq8
N P . echnician to modify it to accept a standard power back pac

AY | aSNWLISyuQa Y2dwK® .
instead of the sathar power pack or the operator must possess at
The Dragonds Roar s'@fpseger rape gogofigecharang eaipment t

.t . recharge it.
These weapons are originally the work of the renowned sonic

weapons smith Master Waki Shizaku but now there armerous  If the remote control device is not possessed the creature must be
OKSILI O02LIASa 2y (GKS YINJ] SGo ridders The tagtagle kel femate2canNgontyop R §datures &t @l
specially tuned emitter head that upon a successful strikerange of 5 km and will require modification by a technician t§
produces a load roar like sound that can stun an opponent like @ccept standard 20 SEU clips (1 clip lasts 1 month of continuc S
stun stick. The blade can be used in stun mode without causingperation). If the remote device is not possessed a comput

damage or in a combined damage and stun strike. A sonic screeprogram (in all respects identical to the Robot Manageme
nullifies the stun effect. A non Shizaku sonic weapon will cosProgram in respect to function points and levels but usually
double but will lose its emitter tuning on a critical failure and costingl.5 to 2 times a normal computer program if written by a
cannot be repaired. It functions as a standard sonic weapon of itdired programmer) can be written and installed on any compute ,'
type after that. A Shizaku blade of this sort never loses its tuningvith a communications program and a com device, either
and will cost triple the standard cost off the blade. Additionally, achronocom or radiophone. The control range will be the range of |
referee can assess additional cost for authentic Shizaku blades dle com devicaised.

eachvis; an individ_yallyAcrafted W?rk of art andhigh demanol. On the _black markti} the _cP/bodragO_n COntr?I moc}\ule ost ‘
aza lf 2 :F i uKsS | fo ! I" Ldz 5 N:} dzyQa "X@dodi':]r ?[1% Ié,ang pgwefogécl}‘s‘scosylfogocﬁ hg renS1 el S
AYyaONR LlusA2ye WKEG a2YS tAy3dzgadad. AulNEoNedibn ofl & thréeCdEvizes together can fete m
5N} 32y Q3 w2l NE FyR GKSANI SYA Ghetaaen 26900 randy 3p,000Gs. Possesgior ofaapy sathar H
mouth. equipment can result in jail time of a few months up to 5 years|}|

with fines depending on the equipment involved.

Silent Sonics Modification

Another development oMaster Shizaku, the silent sonics were

[N 4 ; Pﬂh—f_, =
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Klikk Cold Fusion Pocket Nuke The fire ball will causes severe burns and ignite combustibles3iE
the immediate vicinity of ground zero. Over pressure weakens|i|
This device is of Klikk origin and was first discovered in the |

. str.uctures as the bIaFt wave radlates out from \ground zero a d
{d1F N¥yAad aeaidsSye LGQa oStb?oéQSl% ; fS{\I ?

ve reaches Its furthest, the refurnine
overrun or captured will activate this device as a last resort as it

el

UKl
ithin seconds when the
winds hurl debris and broken glass in a deadly hail back tow
was designed to strap to a leg. When activated five small screens W
ground zero. People laying down in a gully can avoid some or a of %
on the device light up with a Klikk symbol with each symbol t
. . . these effects but again a game referee will need abstrafetces |
becoming smaller as the device counts down to critinaks. Any -
for the players. Player Characters that detonate and survive a K

ene present when thevdewce I? activated has 5 minutes to fmdg:levu:.re of this sort will likely find that the, consequ nces .of t i ‘_":
O20OSNJ 2NJ SaoOl LIS 3

GKS FNBF® L0 Ei‘expk%Fon Ias? far Tonger than the a8ua| eveh[t Sta Lda Will Ve
traditional nuclear detonation 15% of the overall energy release is 1
vigorously investigate and pursue the offende®n the black 3
radioactive but with this device only 5% mdioactive. Its exact %
market this device will sell for 25,000 to 50,000Cr but possessjon
capabilities are classified. The fireball radius is no more than ¥ km %

can result in jail time of up to 10 years and fines. &
and the blast front causes severe damage at ¥ km, moderate J P y

damage at 3/4 km and light damage at 1 km. Characters exposeDlmenSlona| Cerebral Interface
to fallout will require a dose of Neutrad4S 6 dt 2y Q& D dZ}\Belleved to 2‘be an artlfact of tetrarch origin, the dimensiona \ 45

ll effects. cerebral interface was dz2 3SNBR 2y [ 02 My |GKS
Note that it is difficult to put exact numbers, in game terms, on asystem. It is a 40cm crystal globe, bound with metal alloys in thin
YAYALF GdzNB  ydzl $Qa OF LI 6 A€ A G A S & swirling pattéris bverdity duface yWizdn$hald agaifist thieKdBehesid
kiloton range will devastate cities however this device is intendedby a sentient creature the globe lights from within and the head ¢ :
to devastate jusa few city blocks. Referees introducing this devicethe user brieflyappears to merge with the device. The user mus K patt
to their campaign will need to abstract the damage. If a playermake a STA check during use or temporarily lose 5 INT and 5 BOG ¢
character detonates it while holding the device that is the (regaining 1 point each per day). With a successful STA checkihe
simplest; they go out in a blaze of glory and roll up a newusing character can gain a vision of the possible near future.

character. In mostases a PC will likely take precautions to be . . .
. ) The way a refere can predict the future is by having prepare
protected from the blast and the referee can describe light to
material or a printed module ready for the game session. Refereg

sever damage in the blast area based on distance to ground zercghat run their games off the cuff may have more difficulty wit

If a NPC is detonating the device in close range of the PCs, like he 4 ® Crasfi onivElmds  a 2 R ) tBe fis{ezounter

plr\e:?:;r O:: Zr;heelur:s\;:: tzyvs:zt?::&:?zeoéz;n?l'fﬁeeseseh?:ldope PCs hee after crashing in the desert is the covered poisonedl
9 piay ping ell. If a PC was to use this device in the beginning of the module,

the device, the lighted screens on it showing the countdown and

while they were still on the ship, a referee could describe a visign
even the NPC laughing at them should suffice to tell the PCs to run

of a brick and mortar structure and seeing another party membe

andfind cover. Each referee will need to make a judgment call Onbreakrn into it, d ding the st d drinking th i i ‘
the effects to the PCs based on the distance and cover they obtalr} g into it, descending the stairs and drinking the water b

he bottom. The vision then shifts to a funeral service for tha t
Nuclear explosions cause three types of damage; the fire ball, thgarty member. In this way the vision is just another clue that th S5 X
blast front (from over pressure and dynamic pressure) andwell is poisoned and will not materially change the aute of the —u-.z‘.:b
radiation. With the Klikk device the radiation is easily dealt with byadventure. The basic format is to describe a scene or location tijat . )

LINB LI NER Y F

injecting Neutrad (cost 10Cr and applied withahypobyamedic). A2 Ay GKS wSTSNBSQa
Weapon Melee Modifier ShizakuKnockoff Damage {
Serpents Bite Sonic Knife Mark 1 +10 150Cr 100Cr 3d10/Special 0 AN
Serpents Bit&Sonic Knife Mark 2 +10 250Cr 200Cr 3d10/Special \ )
Serpents Bit&onic Knife Mark 3 +10 450Cy 400Cr 3d10/Special \
Serpents Bit&Sonic Short Sword Mark 1 +12 300Cy 200Cr 4d10/Special \ i
Serpents Bite Sonic Short Sword Mark +12 500Cr 400Cr 4d10/Special \ T l}
Serpents Bite Sonic Short Sword Mark +12 900Cr 800Cr 4d10/Special \ ! \f
Serpents Bite Sonic Sword Mark 1 +15 900Cr 600Cr 5d10/Special \ r ]t :
Serpents Bite Sonic Sword Mark 2 +15 1,500Cy1,200Cr 5d10/Special i ‘5‘1‘
Serpents Bite Sonic Sword Mark 3 +15 2,700Cr2,400Cr 5d10/Special \ ‘f '
5 NJ 3 2 y Sanic Knel NJ +10 begins at 150G100Cr 2d10 &Stun or Stunonly \ i
5 NJ 3 2 y Sanic Shart SNard +12 begins at 300C200Cr 3d10& Stun or Stunonly \ I ¢
5 NJ 3 2 y Sahic Swarbl NJ +15 begins at 900C600Cr 4d10& Stun or Stunonly N
Stalking CaSonic Knife +10 begins at 150C75-100Cr 3d10
Stalking CaBonic Short Sword +12 begins at 300G150-200Cr 4d10
Stalking Ca$onic Sword +15 begins at 900CA50-600Cr 5d10

* These weapons weigh 1kg, are powered by a singlecBE drain 2 SEU/hit and are stopped by sonic defenses.
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outcome of that scene or a danger in that location.

. - closely guarded secret but it is rumored to be a mark 4 Bite of t
Alternately, a referee may choose to give a vision from the pa":'t'a‘erpent sonic sword among other things. It is decorated in lic

ribing an event in th kground material. Visions of th . . . .
desc b'g an eve e backgrou d ag al. Visions ot the pasmotlfs and the emitter head is recessed into the mouth of
should ideally be used to communicate important backgroundroarin lion
details that the PCs will be interacting with in the near future. A 9 ‘
referee should not inform the PCs if the vision is futurgast but  After the Star Law controversies Master Shizaku retreated fro

let them guess at it. public life and continued to quietly make his beloved weapon$

. L . . . . which continued to appear on the market till his presumed deat
This device is one of a kind and is probably priceless, buying or - .

o . . at age 220 as that was the time that new Shizakudsaceased to
selling it should be very problematic. Its technology is very much

. . . __appear on the market.
beyond that of the Frontier and Rim. Governments, corporations P
and criminals will seek tobtain it by any means. Players may Over the years a number of beings claimed to have bee

attempt to sell it for millions but just doing so could become a apprentices to Master Shizakout none of them were able to !

major adventure involving several encounters S S demonstrate the quality of craftsmanship of the master and ar
considered frauds. It appears that the master took the secrets
his phenomenal ability to tune sonic emitter heads to the grave

. . . Yet there are persistent legeadf lost manuscripts written by the
MaSter Wakl Sh|Zaku Son|C master weapon smith describing his techniques and of a lo

workshop on Volturnus. The Volturnus connection gaine

Weapons Smlth credibility after mass spectrometer readings revealed that Shizal

ByThomas Verreault/ jedion357 ~ SONiC weapons, with the exception véry early creations, all used

Master Waki Shizakibegan his career as a weapons tech at age 252 particular Volturnian crystal in their emitter heads.

and is reputed to have produced superior sonic weapons for the

rest of his life until his presumed death at 220 years of age. .
Master Waki Shizaku

I-!e is the fgther qf many variations of sonic weapons including the Master Sonic Weapons Smith, Human, Age: 200 ‘
silent sonics, B¢ of the Serpent and Roar of the Dragon

STR/STA 25/25 PS +2
DEX/RS 35/30 IM  +3

INT/LOG 60/65 Ranged -

All of his weapons are considered works of art and often carry PER/LDR 40/35 Melee 58%
double and triple the value of a comparable weapon even if their
original kik hide presentation case is missing. Older weapons can

be valued at even steeper prices especially if they have the illegabpecialAbilities: Has the unique ability to fine tune a sonic emitte
silent sonic feature. head to perform in ways believed impossible.

o ) Skills:(Technological PSA)
Most historians agree that Master Shizaku only developed ther, hnician 6 Melee Weapons 4, Martial Arts 3
silent sonic as an intellectual exercise in arsfanding sonic Equipment: Techkit, Sonic Sword (rumored to be a mark 4 Bite of

theory. He produced weapons with silent sonics from age 145 ti"the Serpensonic sword), gnarled wood walking stick, straw hat,
age 171 when he was embroiled in a nasty series of court Case§|k robe. sandals and wire rimmed glasses

over the illegal sonic feature. He even attempted to sue Star La"bescription:A short, frail looking, almond eyed old man, Master

T2 _N‘] uKS ) NB U dNy 2 ¥F ) & thém tax pévdnt R%M«ﬁ is s{ill"i‘lery %ﬁ/ anerh iniaﬁs a rigorous routine into hi
confiscated sonic weapons from being destroyed but Was,qh jacade. He begirevery day with a martial arts kata and ends

variations. His work is often imitated but rarely is his quality
achieved.

unsuccessful. Eventually Star Law judged that they had Conf'scat%with an hour of meditation. He eats little but seems to have the §

and destroyed 8®0% of all Shizaku blades with the silent sonic
feature. Master Sh'zakll‘ n'ever mage another weapa.thWnat most people take him for a harmless old man. He is well able to
feature for the rest of his life but it is known that he tried to buy handle himselbut has not fought in decades. He has deep respec
back a number of blades to prevent them from falling into StarT 2NJ GKS /Ca FyR Ada tA]Sta 3
[F6Qa KiyRao® through them since the Star Law controversy.
Interestingly, at the time of the Star Law controversy, he

presented the monarch of Clarion with whie called one of his

greatest masterpieces. It was in appreciation for the king refusing

to allow a number of beautiful Shizaku blades that had been

confiscated by the Royal Marines to be destroyed like those in Star

Law custody. These blades now residethe Royal Museum in

I EFENA2yQa OFLAG2fd ¢KS ofF RS LINBaSyidsSR
AYAONRNLIGINZ Y & " ¢ BKAOK GNryatrisSa:z

G¢KS t26SNJ 2F GKS [A2y A& AY KA& | 2y2NEO

the sword of state for the Leonine dynasty and is borne by the
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had actually built the system. Of everyone, she probably had the 1

operate, oth in theory and in practice.

Just before the Dauntless entered the effective range of the
Raptor's weapon, the radio came to life again. "Engaging the
shield now." The tactical display showed the Dauntless turning
trying to add some uncertainty to itdirection vector just as it

entered weapons range. And then it vanished, completely ¥
disappearing from the display.

"What the ...?" cried out the technician monitoring the video feec

) -
from the telescope trained on the Dauntless. There was stunnéd
silene on the Raptor's bridge for a couple of heartbeats beforg
pandemonium broke loose. =3

"Dauntless, this is Raptor, come in Dauntless," the captain startéd
calling over the radio. "Dauntless, this is Raptor, do you copy?
Over." Switching off the radio, hetarted asking questions and
issuing orders. "Radar do you have anything?"

Artwork by Scott Mulder  "Negative, sir, the screen is clear. One second she was there @nd
the next she was gone. It doesn't even look like there is afy
Prologue debris.”

"Raptor,this is Daun.tless," the radio crackled to life with the voice "Crank the power up to maximum. | waatreturn on anything in
of I?guntless‘ gaptaln. "We_'ve started to aF:ceIerate toward YOUr ot area.” the captain ordered.

position and will be engaging the dampening screen shortly." As

he spoke, the monitors on the Raptor began to register the"Roger, sir. Commencing scan now." ‘!
Dauntkess' motion. "Try to hit us if you can,” he added with a
laugh.

The captain turned his attention to other areas. "Energy sensofs
what have you got?"

"Copy that, Dauntless,” came the goodtured reply from the "Nothing, sir. Same story here. We had a full spectrum read bn

Raptor's captain, "You can't beat the laws of physics, son, we'll naE’)auntIess a she started to enter weapon range. We showed ‘a
you on the first shot."

what the planned maneuvers were to be. It was as much a test omalfunctioned but we ran a diagnostic and it checked out and
the way the Raptor's weapon stems responded to the Dauntless' can see the Condor just fine."

new Eva.nstor_l Enterprises Enigma engines as a test of the StarTe;:§name instructions for you,"
Dampening Field.

the captain ordered after hearing thé
report, "Go to maximum sensitivity aneéport on anything you
Everyone watched the tactical display as the Dauntless closed th#nd."

distance. Light travel time was minimal, just a few tenths of Avyes, sir.”

secondbetween the ships, so the uncertainty band around the

Dauntless' location was very small. Allison had to agree with thdt took Allison a little longer to respond to the sudden change ¢
Raptor's captain, it was very unlikely that the Raptor's gunnerévents as her mind was trying to process and analyze what s

would miss. There just wasn't anywhere for the Dauntless to go. had seen. Like the telescope technician, she too had begn

li poard th h . | watching the optical videdeed from the Raptor's primary two
Dr. Allison Durrant was choard the JSS Raptor, the cruiser ¢laSS meter telescope. It just somehow seemed more real to her tha

ship in cha_rge of the test, as an observer. An_ original member Of(he tactical display with all its figures and statistics.
the theoretical design team for the new defensive screen, she had ’
been involved in the design of the StarTech Dampening Field\s the "Engaging the shield now" call had come in, she had sgen
system from the very beginning. After the design had beenDauntless turn, main engines stillazing to put some cross field}
completed, she had transferred over to the engineering team thatdisplacement into its velocity vector. That wasn't unusual; she
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seen that before in other tests. She'd been told it was a typicahandhold on the wall and pulled herself sasl him and left,
combat move. She had seen the defensive shield spring intéaking the elevator down to her cabin.
existence as it was activatday the Dauntless' crew. The shield
had a faint light blue optical component that she had seen
hundreds of times in development tests.

It was a long trip back to Jord. As the expert on the defensi
screen, everyone was looking to her for answers she just did
have. As far as she could tell from the telemetry the Dauntle
And then something strange had happened. It was barelyhad been sending, everything had worked flawlessly, there was n@:
perceptible, but Allison had seen the field operate too mames. indication of any sort of malfunction or anomaly. Everything was
She was sure she had seen it. As soon as the field sprang fully normal right up to the point where she had visually noticed th
life, it was streaked with deep violet ribbons. This held for thefield modulation. Beyond that, silence. No data at all.

briefest instant and then I flasheq blindingly bright. "The monitor At least she knew the visual modulation she had seen was real.
had saturated and Allison had blinked andrted away from the was clearly visible in the slow motion playback of the telescof
display to clear the bright light from her eyes. When she looked

. . feed. The energy sensors also confirmed that something ha
back, the Dauntless was gone. It had vanished from the image. happened. Directly correlated with the modulation she had seen;

Her first thought was that there was an explosion. But then shethere was a corresponding shift in the energy spectrum bei

would have expected to see debris of whittete wasn't any. Her emitted. It had shifted to higher frequencies and had also shifte
next thought was that the telescope has lost its tracking but thatto a higher energy output by about a factor of two. Then it we

wasn't true either as the background star field hadn't changed.off the charts for the briefest moment, a few microseconds a
There were only three stars visible and they were still exactlymost, before there was nothing. /
where they were before. The Dauntlessemed to have just
vanished.

She poured over the telemetry and sensor data almost-simp
on the trip back looking for clues. Of course, there was only S
Which took her back to her first idea, but the Dauntless hadn'tmuch data to look at in the few tenths of a second between whe
blown up. That much was certain from all the sensor readouts shehe shield was engaged and whemetDauntless vanished. As fa
could see around the bridge. Radar, energy sensors, optical anals she could tell, there was nothing in this test that hadn't bee
infrared telescopes were allranked up to maximum sensitivity done before. '
and magnification and were scouring the area of space where th?
Dauntless was last seen. There was literally nothing there. No

When a casual comment by another engineer triggered an idea. *
ship, no debris, nothing. Everyone was working frantically, trying b
to get some sort of dete@n of anything by any means but it was His job hadbeen to monitor the performance of the Dauntless'@
becoming rapidly apparent that the Dauntless was gone. new Enigma engines. He had commented about the energy field
used by the engines to achieve their high efficiency. This sparkéd
a thought when she realized that maybe some interaction of t
two energy felds had caused some unexpected effect. As far as

she knew, nothing had been observed during tests near Jord, blit
scans continue to come in, her mind wandered back to what she
she was at a dead end everywhere else. And with her degreelin &
had seen in the telescopic view. What had caused the

) uantum field theory, this was right up her alley. As her min
modulation? Had there been any effects detected by the otherq ) y 9 P y.
. o churned over lhe idea, she got more and more excited. It was a
sensors? What was different this time?

she could do not to just bolt from the mess hall and race back 0
It wasn't long before she decided that there was nothing else to beher room. In the end she lost that battle and literally flew throug
gained by staying. It may have been a bit cynical, but all that wathe corridors on her way back to her cabin.
left was to gather up what sensor data they could and head home,

| | ks. She k h
;t:::ihgeogziatc;rl;; 1”0:5“;\2/; \?;erethse tiiee e?i}(/)iidco?rf:zeo:) din been designed and built by two completely different companies
P P Yer company, StarTech, had built the Dampening Field. The

to the vanishing of the Dauntless and make it available at the_ . ; . . { Il
workstation in her cabin. With that she pushed off from her Enigma engines had been built by DouBleEvanston Enterprises.

station to head out the door before all the questionsrsta that They both used some cuy edge theoretical physics to achievey -

their desired results. As far as she knew, there was never a stugly
she, as the lead of the Dampening Field system team, couldn't

done on how they might interact. All that existed was data fro
answer. She needed time, and somewhere quiet, to think.

the trials near Jord and the data from the disastrous test they ha
Just as she reached the door, she was stopped by a hand on harst witnessed. A quick query of the ship's computer confirmed
arm causing her to spin to face the person who had stopped herthat there was no such data dvoard.

It was the first officer. "Dr. Durrant, what ..." he started.

AUGUST2012.

t was during dinner one night about three days after the accide

She floated in the zerg environment at her station on the bridge
for a few more minutes as the Raptor's crew tried fruitlessly to
raise or locate the Daunts. As she watched the empty sensor

Once there she had gotteright to work. The two systems had

I

Next she fired off a pair of queries via radio to Jord to search t

"I don't know what happened,” she cut him off, knowing what his networks there. The first was to look for any information ol M‘
question was. "I saw something but | need to think about this andstudies of the two fields together.She wasn't expecting that u }
look at the sensor data. And | need quiet. You guys aireggdo query to return any results but you never knew.
be pretty busy up here for the next little while and I'll just be in the
way. I'll be in my room working on this. Just make sure | have
access to all the data.” With that she reached out and grabbed the

R

The second query was for any publications and data on the theg
and operation of the field in the new drives. She knew the detal
of the actual implementation in the engines wdunot be

M S ieaGe -
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available as that was proprietary information for Doulle instruments from accelerometers to gravity wave detectors tc
implementation had been published in a scientific journal. That

was actually what she was interested in anyway ande¢hgas a
good chance of getting the information.

The one good thing was that it got him a bigger telescop
Originally, the Endeavor had a small twenty centimeter telescope
for Astogation. When the scientists had seen that they weipt

minutes at least before she got a response on her queries. Whil@ecessary. In the end, a one meter telescope had been instal

she waited, she pulled up the mathematics for the defensiveThe scientists still thought it was too small, but as it was, it h

shield theory and stéed to review them. After about twenty required a major modification to the hull of the ship. Now th
minutes, the query results came back. As she suspected, no ongeek nose of the ship had a wart right down the center line. Ale:

had done any sort of theoretical analysis of the interaction of thedidn't mind too much. The engineers had done a good job makjng =
two systems. This was not surprising since they were developeit look like it was designed that way and the views from the ngw

by different compares. And, as she hoped, the details of the optics were wonderful.
theory behind the quantum field that made the engines work had
been published. She pulled that data into her computer and
settled back to read.

The other major headache was that there were too many people
on-board. Nearly a dozen scientists had been crammed in to
ship in addition to its now stripped down regular crew. Twent
It was several hours later before she finished and she realized thgpeople onboard a ship that was only designéar twelve made
she was both famished and tired. Looking at the clock, shdor very close quarters and Alex worried about the life suppo
realized that she had read through the night. "Not my mostequipment. In theory it could handle the extra capacity.
productive time of day," Allison thought to herself, "but at least theory. It had only been two weeks and already nerves werg
now | know where to start." After a shower, breakfast, and a shortrubbed raw and patience was wearing thin. It wasnattpeople
nap, Allison attacked the problem once again. weren't getting along as much as a culture clash between the
military crew and the scientists. Both groups just did thing$
differently and there just wasn't enough room ard to give
everyone the space they needed.

Adding the equations that described the engine's field to those of
the defensive shield, she started to work out what effects they
would have on each other when one was operating inside the
other. It took mos of the trip back to tease out the beginnings of Alex stared at the main viescreen which showed a view of Jord

a stable solution, but by the time the Raptor docked, she wasas the Endeavor's high orbit began to bring it around to the sunljt

beginning to understand some of the possibilities. And if she waside of the planet. "Dawn of a sorts," he thought to himself.
correct, the implications were staggering. had just received word from SpaceFleet. They were finally getting

As she felt the Raptor begin to meuver into its dock at the underway. Hopefy that would help settle everyone down. Thg
had been on hold for a couple of days now and the relative

station, Allison stared at her monitor which showed the most . . - - . .
. . . inactivity was contributing to the rising tension-tward. There is
probable solution. The answer was simply mbufjgling. She

. ) nothing like work to take your mind off of the minor annoyances.
looked up, her gaze landing on the last image of the Dauntless Ing fike w yourmi ! 4

which she had taped to her wall. "Wher@&d/ou go?" She asked "You really shold smile more, Captain Matthews." Alex's reverigo s : ‘
the image, "and did you survive the trip?" was broken by the arrival of Dr. Allison Durrant on the bridge. "l§fs

not all doom and gloom up here," she added as she glided acrpss g ;
Chapter 1 the bridge, her long brown hair pulled into a braid that floatedf '
Lt. Commander Alex Matthews floated in the restraints of hisbehind her like a long tail. She arrived at her station, whigh
command chair behind the controls of his ship, the JSS Endeavonprmally would belong to the epilot, Jr. Lt. Shaw, and slipped
wondering if he still really wanted this assignmente Was the into the zereg harness.
captain and pilot of the newest spacecraft in the Fleet, but his,,
current mission filled him with more than a little apprehension

and a bit of frustration. A year ago this had been a dream .
. . i Dr. Durrant just seemed to have that effect on people. Maybe
assignment and he had been disappointed to not get conunain . .
was just because she seemed so young, he thought to himsel

the first ship. But now he was glad he didn't get that one. Two . . .
. . he just seemed to radiate excitement and cheerfulness. Not tha
months ago the Dauntless had set off on its maiden voyage an . . Il
) ] ; . lex was old, at thirty four he was one thie youngest spaceship{
then vanished in the middle of system tests in the outer solar L . e
captains in the fleet, but he still had several years on Dr. Durra F

system. It had not been heard from since. A dozen ofefisw and she seemed younger than she really was. "But it's my job#o !" |
| i

SpaceFleet personnel had vanished without a trace. Now

) ) worry about the 'doom and gloom' as you call it to make sure
Endeavor was going out to repeat the tests and try to figure out . . . . . e |
) ; doesn't happen. Besides, | thinkwd miss teasing me about it if 1§
what happened but they weren't going to be looking for ‘

did smile all the time. Is the science team ready to go?"
Dauntless.

If you say so, "Alex replied, relaxing the scowl that hal
unconsciously crept onto his face and smilingsjite of himself.

In th . he End had b letel d"Quite," Allison replied, a quick look of exasperation on her fa
n t e meantime, the Endeavor had been cc_)mp etely turne "They are chaffing at the delay and just want to get going and gt *
upsidedown. What was once a sleek, well designed, scout clas§0 work. They just see &s bureaucracy getting in the way o § :
military vessel had turned into a chaotic, duct tape and bailingscience_ It's a fairly typical mindset. Especially among this Sef
wire science research vessel. The commons area deck had be%ey're used to just doing their own thing."
turned almost completely into a science lab filled with various '
“ [‘y‘ ““ii "“"Il‘ ‘.‘ \& 4
| ‘“| I ‘v“’ b ¥ N\
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"So | gathered. Well, we ship out in just a few hours. | just gothey could figure out where the Dauntless went and go out the
word from SpaceFleet. That shouldeer everyone up. If fact, | and bring them home. He realized he still did want thi
was just about to make a general announcement. Hold on."assignment, whatever may happen.
Turning back to his console, Alex activated the ship's intercom

system to broadcast to every station.

“This is the Captain. | iust spoke with SpaceFleet and weese cl As Allison left the bridge, her thoughts too were on the missio
ptain. 1) P P and events leading upo it. She had been on one of the ships

to depart for the test rendezvous point in just over three hours. | . . %
P P J supporting the outer system trials of the Dauntless. She hae

uess the slow boats are finally close enough. As it is, we'll beat ; . - . .
g o . y 9 watched in pride as the initial tests of the defensive shield we
the monitoring ships by several hours as we pass them along the )

) . . successfully conducted. And then pride turned to horror as t
way. Make a final pass through the ship and secewerything . .
. e Dauntless literally waished before her eyes as the full battle test
down. We will be transitioning from free fall back to normal

ravity once we get underway and we don't need anv sur risesstarted. She remembered vividly the scene. Floating on t
g/latth)éws out.” 9 y y P bridge of the JSS Raptor, the cruiser that was leading the tests al

monitoring the systems, she had had a front row seat to thegs
There were cheers at the normal gravity announcement. Hedisaster. And therthe agonizing trip back as she tried to figures®
glanced at Allison and saw a brief flash elief cross her face as out what had happened.
well.  Alex smiled at the reaction, probably mostly from the
science team. For many of them, this would be their first
extended flight and few were used to the normal conditions of
weightlessness on long voyages. The enforced Miesness of
the extended hold in high orbit was another annoyance that had
been slowly getting under the scientists' skin. First, she had to convince her boss at StarTech that she had#a
Turning off the intercom, he turned back to Allison, "You're IuckypIaUSIbIe explana.ltlon and that .he Sh.OU|d get her some Sel‘.IO

supercomputer time to run simulations and high resolutio

to be on the Endeavor for this part of the trip, you know.&Al . . ,
. . . . N ) . solutions to her model equations That part actually wasn't too & &
said, putting voice to his thoughts. "The new Enigma class engines

are a leap beyond what we used to have. Any other ship and W%allzid They were desperate to find a solution and at least she h
would already be under way and have several weeks of weightless ’

travel. With the new engines, we get to stay under thrtise Then she had to convince the corporate team that she was righ
entire way and the trip will only be a few days instead of two Again, the need to have an explanation, any explanation, even of
weeks." as crazy and wilds hers, made that an easier sell than it probabl

"I know," Allison replied. "Although you are probably right that should have been.

many of the others won't really appreciate it. This is my third trip Finally, she had hit the hard one, selling SpaceFleet on the idéa
to the outer system and | remember the lomgeightless periods and trying to convince them that not only could they reproduce
on the last two trips out and back. | have to admit, | won't mind the effect, but also control and master it.
missing out on the enforced exercise required on the long zero ge
trips. Well, I'd better follow the captain's orders," she added
flashing him a smile, "and get down toy lab and my room and
make sure everything is ready for departure.” With that Allison
unbuckled from her seat and pushed off toward the elevator,
leaving Alex once again alone with his thoughts. Surprisingly, one of the easiest setiad been the ship's captain. §
In Lt. Commander Alex Matthews, Allison had found a friendly,
ractical man who was willing to defer when needed to those w

It had been a race against time the entire way. She knew t
second ship, the Endeavor, was scheduled to conduct deep sp:
trials in less than two months and SpaceFleet needed
explnation before the Endeavor shipped out.

RUGUST:2012

T’n the end thaigh, she had succeeded. The Endeavor had beén
hastily retrofitted with additional instrumentation and
accommodations for additional crew and had left the spacesh
construction center only two weeks behind schedule.

Watching her leave, Alex's thoughts once again returnedht®
mission at hand and all the speculation surrounding it. "And it's aIE . . o
. . e \ . new more than him and who recognized his limitations. Plus
her fault,” he thought to himself. "If it wasn't for her habeained . . .
. . . . was a bit of a dreamer himself ansaw her theories as a
idea on what happened, and her amazing ability to convince .
. . . wonderful opportunity for adventure.
someone in the top brass at SpaceFleet that she wght, this '
would just be another typical shakedown cruise. Instead, I've gotAnd now here she was, on the Endeavor, headed out to de ‘
a reduced ship's crew and a dozen passengers along to watch thgpace and about to see if all her ideas and theories were correg@t
tests. But on the off chance she's right..." It had become very personal. No longer was she just an obser

The very thought sent a iolt of excitement throuah his svstem She had become an active participant. She wasn't sure if she
y 9 J g Y ‘excited or scared out of her wits. It was probably a bit of bot

Faster than light travel, every spacer's dream. It would open u .
. 9 . y sp _p |q'What have | gotten myself into?" she thought as she headed ba
the universe for exploration. No longer would they be confined to t0 her room

this single star system but could really move out into the galaxy.
The JSS designation would no longer be Jord Space Bhipbld Chapter 2
become Jord Star Ship. If Dr. Durrant was correct, the Endeavor

his ship, would be the first. And maybe he could go do what theyThe Endeavor arrived on station aliaiday ahead of Raptor and

should already be doing, looking for his friends that vanished o Condor, the other two ships that were to observe the tests. The

i i ¢ |
the Dauntless. Once they figured out how this kem, maybe rhad passed th.e other ships about twelve hogrs earlier as they
were decelerating to stop at the rendezvous point. Now they ha
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about twenty hours to wait until tB other ships arrived at their Alex as well, he quickly changed his expression but efatrb Alex
appointed positions. It was just enough time for some last minutenoticed.
checks and a good night's rest.

Most of the SpaceFleet cre as unwinding and relaxing in th . . . . .
P W was unwinding XIng ! e‘Captaln Matthews," Allison replied oblivious to the scene behi

zero gravity while waiting on station. The scientists wer@nj L i . . . ‘
9 . y . 9 . . . ¥ng _her, "it will be fine. [I've reviewed the theory in detail and

or adjusting to the weightless sensation again depending on their . . . . o
. . - dropping back into normal space is the only rational solution.

previous experiences. They had checked out all their instruments

on the trip out and were now just waiting to begin the tests. "Yeah well, the whole concept is irratiahin the first place," Alex

said with a grin as Jr. Lt. Shaw passed between them and we

his station in the lower half of the bridge. "But it's your sho WY

Doctor. If you say it will work, Il trust you. Besides, if youte =

The engineering team had begun work on refueling thgiees, or
more appropriately, the engine reactors. The field that gave the
engines their amazing thrust required a lot of power and even the

short run out to the outer system used up a measurable fraction of - on9" ! Won't be in anyandition to say 'l told you so.™ Takingg
Y P the conversation back to the details of the test he continued.
there a minimum speed we need? Or do we just need to be '

10
accelerating?" }’ ‘
|

their reactor fuel. They were playing it saféed keeping the
reactor topped off. This was only the second time they had tried
to do this and the first time was when they were in the dock
during construction. They figured it would be best to replace the"Just accelerating. Speed doesn't seem to matter. It's just the
spent fuel rods now before they started thests. If things went effect of the Dampening Field plus the modulating effect of th
as planned, they would be busy with other things for the next little engine's field that causes the FTL travel effect. | actually think the
while. hardest part is going to be verifying our true space motion before
we engage the field. We'll probably want to run for an hour
two to make sure we're on basically the right course. Our targét
area is huge so it will be hard to miss, but we want to test our
ability to line up the ship."

"Is it really that hard?"

"l don't know. It could be." Allison replied. "I've beerkiad) a bit
with the astronomers. All our navigation to date has been with
the Rael system and measured relative to our sun. If the theorydi
correct, we will travel in a straight line along our existing veloci
vector. There is no steering. But aaliility to end up where we
want is going to depend greatly on how well we can know anb
control our direction of motion. So we'll want to know where
we're headed."

"Fair enough. How far do you think we'll go?"

' Octavirate Entertainment "I'm actually not completely sure,” Alliscsaid sounding slightly §
. . o ~_ embarrassed. "The theory says that gravity prevents the effgct
On the bridge, Alex and Allison were reviewing plans for the initiak,qn happening, but it doesn't give a clear indication of exactly
tests the next day. how much gravity is needed to hamper the effect. It's in ther@.
"So," Alex said, "for our first attempt you want to head straight in '™ sure of it. I just haven't beeable to work out all the details.
system toward Rael?" There just hasn't been enough time," Allison added, shaking
head. "It seems to be something like the gravitational field &

"Yes," Allison responded. "If the theory is correct, we will only beapout four Astronomical Units from Rael but that is one of th
able to travel a short distance toward the star before the field things we're going to mease so we can determine it exactly. Bu

effect will no longer work." L GKAY]l GKS TF2dNJ!'! fAyS Aa

asked. "It seems that blowing up or disintegrating is just as likel@nd fifty million kilometers or about a quarter of the way bac
as simply coming back to real space. It seems that it would makBome.”

more sense to do a jump away and just turn the system onathd  Ang we'll doit in less than a second.” Alex added, “That's whe
quickly and not try to run into the gravity barrier right off.” blows my mind. Well, it looks like we're all set up here until sho

Just then the door to the bridge opened and Jr. Lt. Alfred ShaWime. We'd better get back down below and see how everyone

normally be his station, he scowled. He was the Endésnamr momert.”

pilot and the backup pilot for the Captain. Instead, the crew afier Allison had left, Alex turned to face hispitot. “Lieutenant,
changes had relegated him, although still the-pilot, to a is there something you want to say?" Alex asked.

gunnery station and given Allison his station on the bridge. Seeing
"No, sir."
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"Somehow | don't think that is true, Alfred. It's just the two of us directed toward the center of the simm so that there wouldn't
here. Spit it out." be any chance of going somewhere unexpected. In conferri
with the astronomers, they had figured that an hour run woulc
{ve them a large enough baseline to determine their motio
accurately enough. Based on that, and whereytiended up, they

"Fine, Captain. It's the civvies. | don't like them-bmard.
They've messed up the ship, displaced SpaceFleet personnel th

should be here, and are always griping about the way things work.could look for errors in their technique. /.

And that one," he gestured to the door Allison just leftabgh, "is
a little miss knowit-all who thinks the world revolves around her. With over a half hour light delay between Jord and the Endeavofk
And you just go along and do whatever she wants. It's like she'SpaceFleet had already given the green light to go and controlle
the real Captain." Lt. Shaw took a deep breath and let it out, likeon Jord were just listening. Control had shifted completelDto

he was relieved to get that comment out lois system. Durrant and Lt. Commander Matthews.

"l see," Alex said studying his -pitot. "Alfred, we've had the "Monitor One and Monitor Two, this is Endeavor," Alex broadca
scientists and engineers droard for over two weeks at this point over the radio, "we are beginning our acceleration now." It woul@
and you're the first person to even mention anything about this." be a few seconds before he got a response from the other .
ships. Activating theship's intercom, he announced. "We aref®

"That's because everyone else is too afraidstty anything." Lt. . . . .
&4 &y anything commencing the test. Gravity will be returning shortly, hang on."

Shaw replied.

"Hardly," Alex said. "Jr. Lt. Ball would have no problem telling m With that Alex F:alled t? his chief engineer, _Ch|ef Warr:_:mt Offict
wo Zebulon Pickett. "Zeb, engage the engines and bring us Uf

off if there was something going on. The same is true of Chieone gee.” 1
Engineer Pickett. Are you sure it's not more an artifact of your '
attitude? | understandthat you're upset about Dr. Durrant "Raoger skipper,” came the reply. As the engineer adjusted th
displacing you from your standard station. Especially since yogontrols on his monitor, the engines sprang to life and gravit
feel like you've been demoted from gmlot to gunner on what returned to the ship, pressing everyone back onto the floor.

should have been your first full gmlot cruise. . .
y q A few seconds later, the radio came to life as well. "Endeavor t

"However, irrespective of how we thinkhings should be, the is Monitor One, we show you running at one gee straight toward
operations orboard Endeavor do revolve around Dr. Durrant and us. Everything looks good from this end.”
her team for the next few weeks. We have to figure out what . . .

. , 9 "Copy that Monitor One,"” Alex replied. "See you in a fe
happened to Dauntless to be sure it doesn't happen to us as WeIIminutes R )
And that means cooperating with the sciemsisand putting up '
with their idiosyncrasies. With that Alex settled back into his command chair. There was
N . . L much to do forthe next hour. Now it was in the hands of Dr.§
You want your own command someday. Consider this training orb . )

urrant and her science team. Especially the astronomers turngd

how to deal with unsavory situations that you have no control . . . )
) . . _— astrogators who were making observations of various star fields
over. Get a grip on your attitude and actions and start behaving

like a SpaceFleet fider. Life is full of situations where we have to and planets to track and plot their course.

bury our personal feelings and just do the job at hand." After nearly an hour of accelerati, the Endeavor was drawing
near to Raptor and Condor, or as they were designated for the
tests, Monitor One and Monitor Two. They would be recordin
"No. Actually, | haven't had any problems with any of the-non any emissions or signals here in real space as the Endea
SpaceFleet personnel droard. I've hd to deal with others like engaged the jump system, while the Endeawmuld be recording
this before and the group we have on this trip isn't any worse thaneffects inside the ship and the jump field.

I've experienced prewous.ly. !n fact, they are better Fhan mOSt."'AImost time," Alex commented as he saw the other two ship
many are pushy and whiny like you describe but this group i
actually pretty good and trying tbe helpful. | need to get below S
and check on these passengers. Now close down that station an,cf
get up here. You have the Conn."

"Are you saying you don't like them either?"

stem just before the Endeavor passed between the two ship$.

"es. sir" Just then the radio came to life again. "Endeavor, this
T SpaceFleet Control. By the time you get this you should just abc !

. . SpaceFleet out." ll
Everything was ready to go. The instruments all checked out. Thep |

engines had been checked out andugled and were ready to go. "Well, | guess that makes it official," Alex said to no one
The Jump Field Generator, as everyone has started to call thparticular. "Dr. Durrant, are we set?" Alex asked, looking over
Dampening Field, was ready and its reactor checked out as well. Allison, sitting in the cgilot seat.

The ships that were to monitor the test were stationed a few "Everything's good on our end," Allison replied, glancing at her
hundred thousand kilometers toward Ra&om the Endeavor. display. "Just give éhword and we'll engage the system."

The plan was to accelerate for about an hour towards the star as‘Fair enough,”
they built up their velocity vector directly towards the sun. Allison
wanted to be sure that the major component of the vector was

Alex replied. Turning on the intercom once agal
he addressed the crew. "Okay, everyone, listen up. Everything
in position. We are approaching the test point and will be there i

‘ il

U

h |

u»'l

A

S . . . ‘
drawing nearer on the tactical display. The plan was to engage the

ooks like we have about five more minutes.” 'l ‘

LI |
e
Chapter 3 be ready to engage the system. Good luck and clear sailing.
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about thirty seonds. Brace yourself or do whatever you feel up to the science team for analysis. Field team, what is ya
necessary. No one really knows exactly what to expect. We'vstatus?"

discussed the theory. Now we get to test the practice. Dr.
Durrant will engage the system on my mark." Turning on the ship
radio to broadcastd the monitoring ships and back to Jord as well
he continued. "Here we go. Five...four...three...two...one...Mark!"

“'Everything is good here. Like Engineering we saw a brief spll
%ut it was expected on our end. It occurred right as Durrant :
activated the system. Then everything went back to normal.
can't give an exact duration since the time resolution of the
On his signal, Allison toggled the control that turned on the Jumpinstruments isn't fine enough. The best we can do is only t
Field. The ship was instantly surrounded by the field effect. Therenicroseconds. But the effect was longer than one measurgme
was a brief flicker and then ... nothing. Everything seemedinterval and less than three. That means it was somewhe
normal. between ten and thirty microseconds. That's the best we can give
at the moment. Everything is currently straight green for us
well."

"Yes!" Allison shouted excitedly. "The field system says it is Stl]]
on but there is no modulation affect any more. Shutting it off
now." With that she turned off the Jump Field system.

"Did anything happen?" Alex asked looking araund

Copy that, Field Control. We want the same data ddrom you
s well."

"Captain Matthews," Allison chimed in. "I can confirm the lesé
than thirty microsecond duration as well. That is the length ¢
time the instruments register that we were in the alternate reali
before dropping back into normal spackcan put an upper bound
"Find out where we are," Alex called back. Addressing just theof 25 microseconds based on the data | have so far. Once Wwe
bridge crew he continued. "We're obviously still in the Raelcorrelate all the data, the various timing cycles of the instruments
system since the star is still there in ofwrward cameras. will allow us to refine that estimate even better. If the astrogatio
Although, it does look a little bigger all of a sudden."” measurement is even partigll correct, that means we were
moving amazingly fast, something on the order of a light year pér
econd."

"Whoa, we moved!" came over the intercom from the Astrogation
station a few decks below. "We are definitely not where we were
a few seconds ago."

Activating the ship's radio for omnidirectional broadcast he made
a call. "Monitor One, Monitor Two, SpaceFleet Control. This is the

Endeavor. We have successfully completed fir& part of the  Alex and Allison just stared at each other for a moment, the sanje
test and are trying to determine our exact position. Pleasethought going through their minds. "If we can confirm this, wi
respond.” can go anywhere." thone light year per second, you could trave
clear across the galaxy in a little over a day. It was doubtful
could actually make a jump that far in practice, but that was t
scale of the effect in theory. The galaxy was opening up befc
their eyes

"l didn't feel a thing,"” Alex commented out loud. "There was
maybe the briefest flicker but it just seemed that nothing
happened.”

Allison looked up from her contle. "According to the computer,
P . 9 P ) Their thoughts were interrupted by Petty Officer Third Clask
we were ... somewhere, in an alternate space, for only the brlefestE
telle Evans, the computer specialist doubling as the

of time, a few microseconds at most. Depending on how far we
S mmunication fflrnhlnrff rip. "Skipper, w m
traveled, the speed that implies is staggering.” communications officer on this understa edt p. "Skippe eae

"Bridge, Astrogation here. Based on outih measurements just

on the diameter of Rael's disk, plus the planetary navigationbridge loudspeakers.
signals, it looks like we moved just about one AU as Dr. Durranf
predicted. We're getting precise measurements on the planets
now to exactly triangulate our position, bit looks like you were
dead on Dr. Durrant.” "Do | really sound like that" flashed through his mind as
listened to his ownradio transmission from just a few minutesy
‘ago. "Keep that on the line," he said to the communication$
officer, "and make sure you're recording it." With that he]
"Bridge, Engineering. Everything is straight green down hereactivated the ship's intercom. "Everybody listen up. Despite }’M

There was a brief surg’e power draw from the engine reactors whatever else we discover,envcan call this test a success. il

...py that Monitor One. See you in a few minutes.” Alex heard
own voice call out.

Alex started to call for systems checks from the ship
"Engineering, what is your status and how do the engines look?"

than that we didn't notlce anything at all."
Alex exchanged a look with Allison, who just nodded affirmatively.the radio recelver. . . .
N \ . . send the signal throdgthe intercom. This was done just i
That makes sense. We'll prodgbfind the spike exactly

. . . . time for everyone to hear the next part of the transmission.
corresponds to the jump interval when we go over things in more
detail. Maybe it takes more power to maintain the field when it is "Here we go. Five...four...three...two...one...Mark!" followed b! Q
modulating the Jump Field." complete silence as even the carrier wave vanished.

"Roger that, Engineering." Alex responded. "Run a complete cop¥Amazing," Alex thought, "we reallydlit." And then he laughed.
of the records from the last twenty minutes and have them sent "That should be fun for SpaceFleet," he added out loud. "The
going to get our success message before they even hear thati

‘ _ IR
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were starting.” Turning to the communications officer he added."Endeavor, his is Monitor Two. We read you five by five.
"Get the exact time stamp ondbh of those transmissions. That second the congratulations and good wishes from Monitor One."

will give us another measure of how far we traveled." . . .
9 "Okay," Alex gd after hearing from the two ships, "Let's get a

Turning to Allison, he continued. "Well Dr. Durrant, it looks likeinitial report off to SpaceFleet and get started on the next step."
you were almost exactly correct on all counts. How does it feel to
be the woman who discovered argtoved the ability to travel
faster than light? You're going to be famous you know," he adde
with a grin.

s the crew went about their work, collecting the data anc
d)reparlng a transmission to SpaceFleet and the other ships, Al 153
reflected onhow anticlimactic it all felt. They had just done
something that, two months ago, the laws of physics had said
"More likely infamous," Allison responded. "They'll blame me forimpossible, and now everyone was working like it was just a
all the bad things that happen because of interstellar travel. But lother day. "It's amazing how adaptable we are," Alex thought t
don't really care. [I'll probably be dead long before then. In the himself as b watched the crew.
mean time we now have the stars." 1
Chapter 4 E

"Not quite yet," Alex said, noting the dreamy look in her eyes as

. After a few more minutes, the Endeavor received anothef®
she said it. "We still have to show we can make a long jump ou . N )
response from the monitoring ships. "Endeavor, this is Monitc
and back and stay in one pieceBut we're getting close." He

] . . One, we copy your request for status on our end. Other than
couldn't help feeling almost as excited as she sounded. ’ L . .
déja vu of having another ship just vamisff our scopes, things

"Spoilsport,” Allison called back, "It will work. Speaking of whichjook fine. We saw the field start to develop around your ship an
where do you want to go next?" were able to measure the modulating effect of the engine field a

He looked at her quizzically, but before she could elaborate, thewe” And then one instant you were there and the other you wef§

intercom came to life. "Bridge, Astrogation. We have |dent|f|edg ne and we were staring at empspace again.

our position and we are now standing four point zero seven AU'Our science team is already busy analyzing the data to look
from Rael. The jump took us one point one three AU in from ourany telttale signatures or signals that we can use to detect th
initial position. Based on that measurement, it should be a fewactivation or effect of the jump but right now things are too early
more minutes before we hear from Raptor or Condor." to tell.

AUGUSTZUI'Z
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"Copy that Astrogation, good work on the quick workup." Alex"All the instruments worked wieand we have a good data set to*
responded to the position update. Directing the radio transmitter do the analysis on. See you tomorrow when you get here."

back in the direction they came from, Alex sent a message to th% f i I th s f th it hi q th
two monitoring ships. "Monitor One, Monitor Two, this is the er getting a € reports from the monitor ships an

N . " various teams oiboard the Endeavor, Alex once again turned o
Endeavor." Alex called over the radio. "We have successfull 9

completed the initial test and are currently about one point one ¥h ship's intercom along with the raalito transmit to the

AU sunward of your position. We are headed back out to join youmonltorlng ships and - SpaceFleet. Team, this is Captain
B Matthews, well done on a successful initial test. As far as we can
How did things look from your end?

tell, all went well and there were no problems. We traveled near:
Turning to Allison he asked, "Well Dr. Durrant, what does that giveone hundred and seventy million kilometeis under thirty
us for a speed during jump travel?" microseconds. That translates to a speed somewhere betweenja

palf and two light years per second. The Endeavor has nc
Feeding the exact jump distance into her computer, she looked a b q doubt that faster than light t | ‘
the monitor for a moment and then turned to face Alex. "Given proven beyond any dou at faster than light travel is in fog

. . . . possible despite everything we thought we knewd
the time resolution of our instruments, we know that we were in c wlati . |
the alternate dimension somewhere between 10 and 25 ~OngaUANONS. ‘g
microseconds Based on that, that gives us a speed of somethingTurning off the radio, Alex heard cheers from the various parts @f
like one half to two light years per second. We'd need a longetthe ship over the intercom circuit. Waiting for them to die down
trip to make a more precise measurement. We will be able tohe continued addressing the crew. "Everyone finish up your init
refine it a bit by correlating the various timings on the different analysis and make sure all the datapi®perly archived. We're ‘
instrumerts but that will only give another ten to twenty percent turning the ship around and headed back out to our starting point:
. . i
improvement. To really nail it down we need a long run.” to rejoin the monitoring ships. Be prepared for a few minutes of
weightlessness and maneuvering while we reorient the ship. Onge|
we're back with the monitoring sps, we'll plan the next part of
Just then the radio came to life once again with two separateour tests. Along the way, we'll be having a celebratory meal as
messages. "Endeavor, this is Monitor One resfiog to your  crew. You all did great.”
initial transmission after the test. Good to hear your voice. You

. . . About an hour after making the jump, and shortly after Alex had

guys vanished just like the Dauntless. It was just a little scary

. . . . addressed the crew, the Endeavor's radio came to life with
there for a bit while we waited to hear from you. What is your
. : message from SpaceFleet. "Endeavor, we read you loud and cle
exact position? Based on the time betweewmhen you

Based on the time stamp in your transmission, we place you abo
disappeared and we received your transmission, you seem to be
four and a half AU from Jord. You probably will have determine
fairly close. Well done. Monitor One out."
your exact position by the time you receive this. Congratometi
‘ , I
B
l Ity

|
I

"Fair enough," Alex responded.

on a successful test.
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order after receiving your transmission requesting position as the last few people trickled in from their various duties. By t
confirmation. It reeked a bit of havoc on the computer systems adime they were all there, the deck was starting to get just a little
they were constantly complaining aboatit of order data but we too crowded. tl also felt a little too warm and stuffy, but that
were still able to capture the data stream. That's something we'llprobably just Alex's imagination.

h look at for the fi . .
ave to look atfor the future Once everyone was present and had food and/or drinks, Ale

"The out of order telemetry continued to arrive for approximately raised his hand for silence. In a few moments everyone was qQ
nine minutes until we received your message initiating the jump.and watching Alex.

Needless to say that was a little strange. Congratulations again,
Return to your initial station with Monitor One and Monitor Two
and prepare for phase two of the test. SpaceFleet out."

"First, I'd like to réay congratulations from SpaceFleet. Admirdl
Russel sends his personal congratulations on a successful initi
test to the crew of the Endeavor. His exact words were: |
"Good to know they got the data," Alex thought to himself. "But done, Endeavor, on flawless execution and a successful test."
they are just too far away to really be involved in this operation." paused. "It sanded almost like he was reading a medal citation
By then, the science team was done with their initial analysis of:r:ieipsgfzﬁfet ucrzg\;vrs(t:::gilﬂgih:thhhs;rWh"e the scientists just
the data and had shut everything down. There was a minimum ' '
crew on the bridge as most of the people-baard were prparing  "Second, I'd like to add my personal congratulations to all of yol.
for the celebratory dinner. "Okay team," Alex said to thoselt's been a long two monthafter the loss of the Dauntless and he

remaining on the bridge, "the ship can run herself for a while,crew, many of them friends to many of us here. You have @

t

have about ten more hours before we have to maneuveinish point and today's efforts went off without a hitch. Everything
up your current tasks and then get below. It's time for a little functioned perfectly, evgone responded well, and the folloup
celebration." With that he locked up his console and left the after the test was executed quickly and well. We have an amazihg
bridge to head down to the crew deck. team here on the Endeavor, even if it is a little crowded."

drew a laugh from everyone.

Z21021Sn9nY

Upon arriving there, it hit him again just how overcrowded the
ship was. The credeck, which was supposed to comfortably hold "I don't want to keep you here any longer than necegsaThis
the entire ship's crew, was packed. Half of the deck was blockegarty needs to spill out to other decks even if just for the sake @f

off and filled with instrumentation used in monitoring the tests. the life support equipment. It was never designed for this mal

On top of that, the ship had eight more passengers than it waspeople in one room," he added with a smile.

reall ignd for. The extr i mbined with the r . . .

eally designd 9 e extra l.)Od es, €0 .b ed t. the reduced "We still have a lot of work to do for the next test, which, if a

space, resulted in the crew being packed in pretty tight. However, . . . . ) .
. o successful as this one, will write new history in a different way.

none of the edginess and irritation that had been present before

. . fter what | saw today, | expect that the next test will go just &
they left Jord was in evidence anymore. The successful test haﬁ y P gl

easeda lot of tension and cheered the entire crew u well. Starting today, effective immediately, the Eastor has a
P new motto: Ad Astra! To the stars! That is to be our goal and qur

Alex started working his way across the room to the galley wherdegacy to the world. Remember that as we prepare for the n"?
the food and drinks were set out. They had organized anstep. Have a good night and enjoy yourselves."

impromptu buffet with a variety of foods as a special dinner for
tonight. As he crased the room, he was stopped several times by
crew with various small reports or scientists congratulating him
and themselves on the day's success. Reaching the table H&nd you said you weren't good at speeches," Allison said o
grabbed a drink and turned to survey the crowd. There wasthe cheer had died down and everyone returned to their origin
excitement and relief wrien on many of the faces he saw. conversations.

With that Alex stopped and the crew as a body took up the cheér a3
"Ad Astra! Ad Astra! Ad Astra!"

"Are you going to say something to the crew, Captain?" AllisorfYeah well," Alex replied, "sometimes you get lucky." Looki
asked appearing at his side as he was looking over the crowd.  over the cew he smiled. They had a good team and had do
"Probably," Alex replied, "once everyone is here. But I'm notwe”' but the hard.one was coming up. [t was Ok:dy 0 jump.agal ‘

o a large hard barrier toward a target you couldn't really miss and
much for speeches. | should neajou do it. . e . ‘

only spend a fraction of a second in this unknown alternate reali il ‘I‘

"Not a chance," she laughed. "You're the captain. It's kind ofOn this jump they didn't even really notice. The next one wou i '1
expected. I'm just a scientist. I'm not supposed to make speechetake them on an interstellar journey and the travel through th | |
and the like. Just do research and present the results in a boringlternate reality would be a lot longer and noticeable. He was
monotone." She flashed him a grin. f'isthat the stereotype? ‘
Boring scientist in a lab coat. You're the dashing starship captaitater. Right now they had a right to be happy and relax.

that should be making speeches to inspire his crew."

"Ha," Alex laughed. "I don't think dashing and inspiring are words
you'd normally use to describe me. Buguess | do have to say
something.”
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KNIGHT HAWKS

By Thomas Verreault/jedion357 /'

places withnames like the Alamo, Talos IV and the better know '

Why the Royal M@epivion e s Donot

. . The Raptor Squadron saw action in the White Light System fi
Fleld Flg hter Craft against pirates and then in one major Sathar incursion. Duri
that time they were credited with the destruction of fiygrate
ORAG2NDA b2iGSY ¢2 Wile GKANa cruisers and a Sathar destroyer. ’
Knight Hawkshex map, counters and ship sheets. 1 Deployed with Space Fleet to the Dramune System, they wele

instrumental to the police action at Outer Reach. The Ro
In the Warriors of White Light module (SFBHthere were no @l NAy $§Qa SELISNASYOS sAGK (KAS3
fighters in the Royal Marine order of battle. The reason for thatOf acquiring a carrier for th squadron but the compromise
had nothing to do with any sort of military decision hhat the measure of commissioning a confiscated freighter as a tender wi
writers needed a small tough scout ship craft. The primary crafithe end result. }

needed to be suited to a small group or team (a typical RPG group), the snowball System, also known as FS 30, (see module SEKI
and so we got the assault scout which became a much beIove?ney were stationed to both support the fledgling system defens
ship among fans of Star Frontiers. militia of theMhemne and to be a training cadre. Their efforts me

| wanted to play theWarriors of White Light module but since with mixed results there as the Raptor pilots were a bit sensitive 10
6SQ@BS Lttt LXFeSR 2NJ NBIFR Al the issuedfwhether Rghtgrs caulll beva suitable milijispwieapas
interesting. Instead | proposed to attempt to capture the flavor of platform.  Unfortunately, the Mhemne, were unsuited,
the original while being original and moving the setting 100 yearsPhysiologically to fighter operations (see the details of the
into the future, hus making the published modules history. module) as they pass out during high G maneuvers. The pl|0t5
Without even considering the issue of fighter craft | just updatedthe Raptor Squadron were understandably proud of their craft
the Royal Marine order of battle. Using the ships that were onthe squadron, and their accomplishments but the Mhemn
order in the original module | designated them as replacementsleadership pushed for theireassignment requesting larger ships
for older hulls but lsically left the order of battle identical to the for training their fledgling navy. Before the squadron could b
original module. However, a prospective player had an interesting€assigned they took on two Sathar carriers in a desperate suicidal
character concept that involved having a family member that hadlast stand. Their sacrificial defense of Liberty system stoppedja
been a fighter pilot and | started asking myself why the RoyaWorm incursion butlie squadron was largely decimated.

Marines did U KF @S FAIKUSNR® It was then decided to not replace its losses and funds were
The answer is they did; the Raptor Squadron. It was extremelygliverted toward the purchase of the assault scouts; War Hawk and
popular but not as versatile as assault scouts. During their activdNightingale. A handful of surviving Raptor fighters were strippe@
Rdzié | K2f20AR s YI RS | 6 2 dzi of iveagpnswand fifeband stoteinzptasin poginsiGa: figtuyreSnied.
.Skyog C2NJ I FSg @& Mafbubs ma@d diNg Ofeis ¢n display neytte the Osprey Museum at Port Roy. ‘
recruitment as scores of young beings signed up with dreams oflarion. '

being a Raptor pilot. The Raptor Fighter

The Raptor is a heavy fighter. The Royal Marines wanted a fas
tough craft that would prove survivable in combat and havel

AE‘.’GUSTZL‘-TZ

Initially the Royal Marines relegated Raptor Squadron to-anti
piracy and outer system patrol due to their inability to board and

inspect merchant shipsThey were extremely effective in an reduced crewrequirements compared to the assault scout. What}

piracy but long patrols in the outer system lead to crew fatigue. Itther%] t was a HS 2 flﬁhtel’ with room for a crew of three: pilo ]|

6l & 2dZRISR GKHG GKS FAIKGSNA dl (]th’ght jérf& eer(the p%éeﬂce Attt flléhtqend'in[é '
of the Royal Marines and yet they persisted in the order of bameglves the craft a base DCR of 50 instead of 40 even before “
as they were aw and still belng paid for. Eventually there was a a VEENDA BNB RSNBROO® LK

Lidza K G2 dza$ GKSY Ay &dzii2 NI rew t{) 4Tg|ep(%1§the|$:sfta§0§5 052I8ng r%ié‘s%n% AZzyasx b
get the UPF to pay for their support. Deploying the fighters out

system was a logistics nightmare without a carrier. The Roy zElbI#=e]aic]s
Marines imprwise by attaching heavy shuttles to the squadro DCR: 50 ADF: 4
and latter a confiscated freighter christened The Pelican. Howev HP: 16 MR: 4

GKS FAyrt RSYA&S 2F /1 NA2Y O \weapons: Assault Rockete3, Podaser x2
reminiscent of desperate last stands from the annals of histo Defenses: Reflective Hull

’45 ‘|H H]H‘ 'i KNIGHT HAWKS " W g > az
‘ I‘.w||‘\ {81 AR R P
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. . Set Up: Place 60 upsiddown counters as asteroids for this
Scenarlos- scenario. These counters should be spread in a band that is 1

1_Aster0ids and Pirates edge As usual, each counter should be placed on the intersecfi

has gone to ground hiding behind its ion Wlndow while calling forCounter place 2 |on. wmdovy counters next to .each other
the cavalry. Raptor Squadron was the closest asset positioned tEFPresent an ion engine equped mining ship lying doggo. Pl e %
intervene. Note: this is predicated oie interpretation of the ¢ dzy’ GSNE T2 N‘] wzelf al NAYyS FAIKUSN

A2y LRGSNBR aKAL) OFy | Ohidz £t &PlaKes Rages pregpryetie gouyies 1 hex §@n ap ¢op gind

lon Driveg, Star Frontiersmatl2).

traveling toward the asteroid field at speed 12. The mining ves
will not move nor turn off its ion window during the scenario. \

6Pain in the Asteroiddy aquilianranger @ Deviant Art

:
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Royal Marine order of battle: preventing the capture of the mining vessel or a minor victory

i | | Raptor Fighters6 they destroy at least one and drive off the rest of the pirate craft.

DCR: 50 ADF: 4 2. Out of Reach

HP: 16 MR: 4 .

Raptor Squachn has been deployed to Dramune System i

Weapons: Assault Rockets3, Pod.aser x2 . . .
support of a Space Fleet police action. Outer Reach has providgd '3

PeienzcoiReiicctvelml safe haven for known criminals and pirates and has refused o

7
* Pod Laser FF / RD / Range: 5/ Damage: 1d10 ~ hand them and their stolen ships over. Unfortunately, Outer Reack
A pod laser system is a down scaled set of laser battery guns fixedyiso has built soméormidable ground based defenses that will
onto a hull to provide dorward firing energy weapon for smaller 5 ,se unacceptable losses if the Fleet moves into range.
craft. planetary defensive battery cannot target ships as small and f
Pirate Order of Battle: as a fighter so Raptor Squadron is tapped for the mission :

neutralizing this weaponsystem.

Black Hole (corvette)

DCR: 60 ADE: 3 The mission occurs in two stages; the approach to Outer Rea

HP: 25 MR: 3 and flying against the ground defenses. Raptor Squadron must

LI &G hdzi SNI wSI OKQa YAEfAGAL &
canyon to destroy the protected generator poweringethlanetary
defense batteries. If this weapon system can be neutralized Sp
Fleet will move in and the government of Outer Reach is likely |
capitulate.

Weapons: Laser Cannon, Laser Battery
Defenses: Reflective Hull, Masking Screex#s

BlackStar(corvette)

DCR: 60 ADF:. 3
HP: 25 MR: 3 Set Up:Place a planet marker 15 hexes from one edge and in th

center of the map and a space stati in orbit. Next place one
frigate counter in orbit with any facing and speed of 1. The
counters of Raptor

BlackComet(corvette) Squadron can be placed anywhere on the board at least 20 he

DCR: 60 ADF- 3 away from the planet with any facing and any speed the Ro
AP 25 MR- 3 Marine player wishes Off the map the Outer Reach player:
Weapons: Laser Cannon, Laser Battery prepares 6 fighters and two assault scout counters.

Defenses: Reflective HullMasking Screens?

AUGUST 2012

Weapons: Laser Cannon, Laser Battery
Defenses: Reflective Hull, Masking Screexs

Special Rules¢ KS LIAN} 6Sa FNBE aSINDODKAy3a F2NJ
mining craft. The ship next to the ion window has been searching
for the mining vessel for 3 hours (18 turns). The mining ship has ~
ion engines20% search modifier but theinate vessel is one hex
away +5% search modifier and has been searching continuous
for 18 turns, +1%/turn search modifier. Therefore on the first turn
of the game the pirates have a 4% (this will be the 19th turn of
continuous search) of finding the mmg ship. If a second ship
joins the search there is a +2%/vessel search modifier. The pirate
cannot search if they are more than 6 hexes away or if the line o
sight to either windowed hex passes through a hex adjacent to ar
asteroid marker (see Star FiorthA SNE Yl Y | MH @& ¢ F
9y3aAYySé F2NJ Y2NB RSiGIAfaood

Game lasts 8 turns.

|
Tactics:The asteroids should keep speed down for this scenario ‘o > = - | ll
for both sides. The Royal Marines need to keep the pirates awa e B | ' l‘
from the mining vessel at all cost but the pirates can achieve

victory by either destroying the fighter craft (which presumes they

will eventually get the mining vessel) or by locatamy taking out

the mining ship.

Victory Conditions:To win the pirates need to locate the mining
vessel and a pirate craft must spend 1 turn in its hex at speed 0 to
boarded it or destroy all the militia ¥sels. The militia player will
score a major victory for destroying all pirate craft while
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Outer Reach order of battle: Yl e It az S y G§SNJ GKS hter]fhdlsyﬁﬁt[']tlfbée

Dark World Station (space station) conditions it is placed on the canyon map (see below) for t

DCR: 80
HP: 60
Weapons: Laser BatteryRocketBatteriesx6
Defenses: Reflective Hull Masking Screenx?2, Interceptor
Missilesx8

from the edge. An Outer Reach fighter lage on the edge if it has
followed Royal Marine fighter on the same turn. Any fighter ma
re-emerge in space on any hex side of the planet at any time |k
simply pulling up but they are placed at the end of the turn. If bofh
sides have fighters remergingin space they roll a d10 and the
StarHawk (frigate) player with the lowest result places his fighters first. Assault sco
DCR: 70 ADF:. 4 cannot enter the canyon map. The Outer Reach player Y. ok
HP: 40 MR: 3 designate any number of fighters to fly nape of the earth to guafd wl .
Weapons: Laser Cannon, Laser Battery, Rocket Batteries the canyon approach (theyra left off the map) and any turn that &
Torpedoes x2 a Royal Marine fighter enters the canyon some or all of the

Defenses: Reflective Hull,Masking Screens x2, Intercept{ canyon guard fighters may also automatically enter the oany
Missiles x4 with the Royal Marine craft.

The scale in the canyon is different from the space map and
Maltharia Il (assault scout) abstacted for purposes of this scenario. Fighters on the canyt
DCR: 50 ADF: 5 map have a beginning speed of their ADF + MR or less but they
HP: 15 MR: 4 may accelerate to any speed using their ADF for each turn in
Weapons: Laser BatteryAssault Rockets x4 canyon. The entire canyon trip takes one KH turn 10. So play out 1
Defenses: Reflective Hull turn of battle in space battle then play the canyon run and place
the fighters back on the space map after they emerge from the
canyon. No matter what the number of turns taken for the canyo
run, every canyon ruis the equivalent of 1 KH turn.

~ uoz1snany,

i)

Reaver (assault scout)

DCR: 50 ADF: 5

HP: 15 MR: 4 While RoyaMarine fighters are in the canyon the laser turrets wil
Weapons: Laser BatteryAssault Rockets x4 only fire on the lead fighter and Outer Reach fighters will only firg

on the closest enemy fighter. All laser turrets are penaliZed
per unit of speed a fighter is traveling but any roll of@&%6 will
always hit. All laser firing is rolled as if point blank range. Assalilt
Rockets may be fired by fighters and if the target is another fightér
that fighter may opt to use the evade ability and be removed fro

Defenses: Reflective Hull

Fighters x6
DCR: 30

HP: 8 the map instantly, reappearing on the s map next turn.
Weapons: Assault Rockets x3 Otherwise assault rocket attacks are resolved normally. All las
Defenses: Reflective Hull turrets have 5 HP and effectively are armed with a LB. While the

Royal Marine order of battle:
Raptor Fighters12
DCR: 50 ADF: 4
HP: 16 MR: 4
Weapons:  Assault Rockets3, Pod.aser x2
Defenses:  Reflective Hull

FAIAKGSNDA FI OA yrdnaih yhéhangel. 3/R Pdin@
can also be traded at any time during a turn to degrade firi
accuracy by 10% per point of MR traded. This firing penalty affe
Special RulesThe Outer Reach player may not move any of hisboth the fighter trading the MR and the operator of the weapo
ships farther than 9 hexes from the planet or they will take d5 firing at the fighter. This represits barrel rolls, jinking and other §
laser battery hits from théolockading vessels of Space Fleet. ThesgManeuvers along the path of travel and must have been initiatel -
are automatic hits and are rolled on the damage table directly. Hid€fore the opponent declares firing.

fighters may be Iaunche“d frqm the planet during any turn arldAarem the canyon, the Outer Reach player has laser turrets. Tréat
aryLxte LXFOSR 2y KAa OK2AOS gk asUakep battelied With th& éavedt thdt the§ Ao Sically
beginning of the turnlaunched. Note: the planetary defense pjocked from firing toward the power generator and may only fir
batteries are so powerful and the atmosphere is so thin that theseat the militia fighter as long as the generator is not in the sa

weapons can shoot out to 9 hexes. line whether in front of or behind the fighter). Their targeting is |
also degraded by the speed of the militiaHfigrs: every point of

To enter the planet hex for a run at the power generator a fighter vIC y e BN J PV )
must be traveling at a speed of 1 and have 1 p@htMR left. & LISSR 2OSNJ mn  RSINI RE16%. Uhe Silitia (18
Alternately if a fighter has not used all of its ADF points that turnfighters suffer the same penalty when firing on the exhaust poft’: - §
and the number of points unused is equal to its current speed’ the power generator. To destroy the power generator the ¥ =
minus one and it still has 1 MR point left when it ends its turn it ROYal Marines must score 50 HP of damageoll a 0303% which

KNIGHT HAWKS
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scores a direct hit on the exhaust port and sets off a chediction  Sathar order of battle:

destroying the reactor. Sathar Assault Carriens?

Game lasts 1d5 +4 Knight Hawk turns (not canyon turns). DCR: 150 ADF: 2

HP: 75 MR: 1
Weapons: Laser BatteryProton Battery Rocket Batteries x8
Defenses: Reflective Hull, Masking Screens

Tactics:The Royal Marine player can pull outside the 10 hex lim
of the Outer Reeh vessels, though they can continue to fire
them, to attempt repairs. However they have very limited time t
accomplish the mission. They will need to get into the canyon af___Fighters: x10
take out the power generator which will allow the overwhelming

fire power ofthe UPF fleet to close in on the planet and force th
capitulationof the Outer Reach government. DCR: 30
HP: 8

The Outer Reach player should conserve his fighters to oppose

Royal Marines in the canyon as none of his other ships can| \Weapons: Assault. Rockets x3
there, including the assaultsuts. Defenses: Reflective Hull

Victory Conditions:This scenario is all or nothing for the Royal

Marines, their pride and reputation is on the line while Space FleetSpecial RulesThe Mhemnehave a problem with experiencing
units are watching. The pilots feel a burning need to prove theirfKA 3K ! 5C YR KA3IK awd !4 n ¢
worth. They score a major victory for taking otite power Odzi Ay KFtF FyR KFa | pz OKE
generator. The Outer Reach player scores a major victory if th@ll passing out. If the Mhemne crew passes out the frigate
Royal Marines fail in taking out the power genenat reduced to ADF 2 and maintaitiee same heading this turn.

cye i

AUGUS?:2012

Victory Conditions:The defense fleet scores a major victory fo
3. Where Eagles Dare taking out both carriers and 10 or more Sathar fighters. It scores

The .Raptor Squadron. knows that. their program is bemgvictory for taking out the two carriers but less than ten fighters.
considered for cancellation. The posting to the Bball system draw if it takes out oly one carrier and any number of fighters.!
has all the appeal of being sent to a gulag. The Mhemne ar%ny other result is a Sathar win

NBaAradAay3d GKSANI I ROAOS Llalmeld KS™ aljdz- RNByQa Y2NItS Aa I
low. With the sudden arrival of two Sathar carriers the Raptor NOTES
Squadron has to lead a rag tag defense fleet agé#istvorms.

Set Up:The Sathaplayer will arrange their assets up to five hexes
from their edge of the map in any formation, any orientation, and
at any speed. The defense fleet will arrange their assets on their
edge of the map up to 5 hexes from the edge in any formation,
with any aientation, at any speed.

Defense fleet order of battle:
Raptor Fighters12
DCR: 50 ADF:. 4
HP: 16 MR: 4
Weapons: Assault Rockets3, Pod.aser x2
Defenses: Reflective Hull

Mhemne (frigate)

. 70 ADF: 4 | i

40 MR: 3 i
Weapons: Laser Cannon, Laser Battefgpcket Batteries x4 ‘j‘ 1
Torpedoes x2 l“

Defenses: Reflective Hull, Masking Screens x2, Interce( D
Missiles x4

Armed Mhemne Freighter

: 40 ADF: 1
75 MR: 1

Weapons: Laser BatteryRocket Batteries xJ,orpedoes x2
Defenses: Reflective Hull, Masking Screens
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CATASTROPREITINGS

By Thomas Verreault/jedion357

gain +1 hour before feeling the cold penalty. Patrolling a secur

Hostile Wea‘[her’ Disasters’ and beat does not confer this benefit. Another method of maintaining

a high metabolism is increagddood consumption. Characters that

Other ACtS Of GCErr, | Mean EV|I increase their food consumption by 50% gain +1 hour befo

feeling the cold penalty. The effects of exercise and foo

Game Maste rs consumption are cumulative.
The chilled state ends when a character enters a warm enclos
space andwarms up near a heat source for one hour. He cou

Par t : Il t Os Col d Qajgoterect T t¢npt @r pnog shelter and speneb sours in his
NEEE AL | { Y RAS TR sleeping gear Characters in thin clothing experience the chill
state in 10 minutes.

HYPOTHERMIC

\ i
Neaxed

If a character remains in a chilled state foiprolonged period of

time they risk becoming HYPOTHERMIC. Hypothermia happ
gKSY | LISNE2YyQa O2NB {SYLISNI

any character that has been chilled for 4 hours begins to ma

hourly current STA checks to see if they becomeotygrmic.
When a character fails his hypothermic test his cold penal
changes to-20 to all ability and skill checks. Each hour the

continue to make a current STA check and each failure increasl
GKS O2fR LISylLftdie oe wmno xdedsy
their current STA they fall unconscious. Death will occur in &

. CREITG T

A e 3 3 _ A A s z .'.
Artwork by Scott2573 at Deviant At Y dZY 0 SNJ 2 ¥ K2 dzN&E Sldza t 02 0K

ra NBFSNBSa FyR 3Fy$s viadsna BPeeedap uing fhat gmegthey can Be saved bya medic, &

character has been dead but not for more than a number of hour$

challenge to throw at the players in our groups. Thinking back to i A
GKS &/ NI aK 2y +2f (i dzNJf theideserywgaik dz£982! 1§ Rer SEAydiyided Rys10 gounded up they can be free
an ever present threat in the beginning and a sand storm was Jielded automatically and brought to a hospital for revival. Onc
possible random threat. Weather conditions in the real world can €Y are revived they will need to spend two days in the hospit
have serious impact on our lives so why not in a role playind©cOvVerng.

game? This article is the first in a series thét examine a wide Characters can recover from the hypothermic stbse resting in

variety of weather related conditions and propose game hedding in a heated shelter for 5 hours or an unheated shelter o

mechanics or effects to impact a tactical situation or simply10 hours. Sharing their bedding with a rohilled character can
present a weather based threat. cut that time in half. If a character has become unconscious fro
EXTREME COLD hypothermia but has not died they can beved by a shot of

With adequate apparel a character should not be inconvenience
by cold. Kwever, extreme cold begins to seep in and chill a

character over time. FROSTBITE

CHIL.LED . . character must test for frostbite if they have been chilled for
The first stage of feeling a cold effect is labeled, CHILLED,

Characters in a chilled state experiencel@ to all ability and skill
checks. . The chilled state happens after the cold overcomes the
cold weather gear of the characters, usualig 4ours dpending

on the quality of the equipment or the strength of the cold. A

referee should set the time parameters according to his judgment . : . . .
of the situation toes. In a yazirian their patagium can experience frostbite.

he time.

There is a risk of FROSTBITE in extreme cold conditions. Each de

Frostbite represents destruction of tissue from the cold. Luckily

ig?;gtlg; cg:eczr:tzitd tirs]eif f:glegr :tatiiaﬁy arss\llr;tzlg;:g hzrglgtIhe Star Frontiers setting there is the wonder drug, biocort, whic
; y araysically 9 (eversesiissue damage. Treatment for frostbite involves warmin

work like hiking, snow shoeing or cross country skiing; they W"affected areas, a dose of biocort, and skill check by a met

= IR

i | CATASTROPHIC SESTING

timdose and resting in bedding as described above but for douk \

continuous hourshypothermic, unconscious from hypothermia, §
or dead from hypothermia. The test is simply a current STA chegk

iUGUST 2012

modified by the highest cold penalty they experienced that day. ' I
a character experiences frostbite roll a d5 for the number @
locations affectedThe usual locations are ears, nose, fingers an@
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modified by the highest cold penalty experience by the patient.craft can operation on any thickness of ice but when parked th
The patient must recuperate for a day in a heated shelter or twocould sink through the ice the sameaground vehicle.

days inan unheated shelter or their next frostbite check carrie T %
double the cold penalty for a failed check. In the real world peop| (B2 TIBUEES Supports

can lose frostbitten areas. This is an extreme result and probablf S M or less Stay Off

fun killer in a role playing game. Amputation of frostbittereas | 2-9-9 cm Risky, spread out

should only result from extreme situations or only happen to-nor] 10-12.4 cm Safe for characters closely grouped
player characters. 12.519.9 cm Safe for gcle sized vehicles

20-29.9 cm Safe forcar sized vehicles

over 30 cm Save fotrucks, explorer, etc.

Frostbite carries a long term effect. Even after being cured
frostbite, a character begins to feel the effects of cold quicker. Tt
time at which they become chéld is one hour sooner after
SELISNASYyOAy3a FTNRAGOAGS 2y 0S5 @ AALANKSE Q95 SELISNASYOSR A
more times cut the time in half for them to experience the chilled
state.

An avalanche is a flow of snow down a slope and is not a rare
random event. They are endemic to snowy mountainous areas.|/
SNOW BLINDNESS variety of triggers cause them but for game purposes there is

Snow Blindness is a painful condition caused by damage from ughance of an avalanche because theeree has decreed it to be

radiation. It usually happens when sunlight is reflected off ice andSO- Characters with appropriate environmental or survival ski
snow into the eyes. Characters traveling over snow and ice facinghould have a passive check to spot a potential avalanche sl

1‘1.»

the sun for 5 or more hours must test for snow blindness. The testVhich would be half their active check. Basically and active cheek

experienes the wounds penalty for all actions. This penalty is’ )
cumulative with the actual wounds penalty for % STA. Sun goggld§ olled by the referee. Once a potential avalanche slope §s
are an effective preventive measure and the condition is remediedde“ectecj it iseasily avoided by going around.

with a standard first aid skill check and a dose of biocort. A referee tests to see if characters climpiron a potential

SNOW SR avalanche slope will trigger the avalanche. A slqpe ha_s.a basi
- L . .chance of 109%60% chosen by the referee which is modified b

Snow storms present an indirect danger. Their primary impact IS s LISNI OKIF NI Od SN 2 y GKS aft

reQuced v!3|p|I|ty. Qhar.acters without a compass or an appropnateDy check by 70%.
skill for fnding direction can become lossee table below.
Combat is affected in a snow storm as distant targets arddrao

physical cover. GKS Ft2¢ 2F ayz2¢6 | yR aaddAYE

. Oy 1S8SLJ daagAYYAy3dé gAGK GKS
sl - AR inflate themselves with air and gain +25 to their RS checks. Vr
Severity Lost*  Direction** Cover** Range

Light 25% -10 Extreme Extreme

Moderate 50% -30 Long Long

Heavy 75% -50 Medium Medium

Blizzard 100% -70 Short Short

*Chance to loose direction without a compass.

** Penalty to find correct direction.

*** | ight cover modifier is granted @he range shown in the
table.

buried and can attempt to help their compatriots. Anyone who
buried suffers injuries fronthe experience. Roll d5 to determine
how many d10s to roll for damage and a character may mak
THIN ICE DEX check for half.

check is if they do not specify they are checking. The passive check

Characters breaking through thin ice into water become Chi”edSevera| methods can be used to locate those who are buried. |

immediately (see above). Any character that is wet and Chi”edcharacter can search with a long probe; poking it into t
must begin testing for hypothermia every turn thereafter. Each disturbed snow loking for the buried. Each turn (10 minutes

failed test increases the cold penalty by 10 until the cold penaltyspent Searching with a probe gives a 5% chance of locati : [l

exceeds their current STA, when unconsciousness occurs. someone and is cumulative as the searcher eliminates areas wh

Rescuers must displace their weight over as wide an area aihe buried victims are not. If the buried have tracer tags and ‘ '
|

osearcher has a tag treer (Star Frontiersman #3the buried

possible, usually by lying down to prevent breaking through the ic

themselves. )
scanner has a cumulative 20% chance per turn to locate somec

Vehicles can be brought onto ice and parked. A goodfeestthe  and a searcher using a wufieal scanner has a cumulative 10%,

s

) . - J
characters will be found in one turn each. A searcher using a b f"
he

if water overflows the hole then the ice is sinking. Note that hover t

ice will support the vehicle is to drill a hole next to the vehicle andchance to locate someone. Et &

'y i CATASTROPHIC SESTING f‘ ’”J‘H kli

T
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Historically, in the real world, victims have two hours (12 turns) § =70 Cost

be rescued before they suffocate. This is largely because exhd Avalung 10 n/a
breathe melts snow which refreegeand then traps CO2. ThiS AvaIanche Air Bag 30 n/a
situation is ameliorated by use of an avalung device that dra Snow Probe 15 e
breathe from a wider area and exhales it behind the user and thts

gives a yazirian or human an extra hour to be rescued. Because

vrusk and dralasite respiratory sgsts function radically different o Fr ee zi ng Ou't the Playe
from humans and yazirians haf@ur hours before suffocation. The above challenges and events can be used in a variety of
in your gamesExtreme cold and its related dangers is essential

Avalanche Safety Equipment S o .
. ) i . an exercise in managing time and food resources. The chilled st
Avalung: This device consists of a mouth piece, a flap valve, an

. . . and snow blindness are basically nuisance conditions that &
exhaust pipe, and an air collector and usually clips to the froat of A . . .
. . . ) easily fixed or avoided. A crisis that occurs after either of thesg
parka. It draws air from wider areas and exhausts it behind the o .
conditions takes effect could make the outcome dicey for th
character. Cost 10 cr. . .
player characters. Using a snow storm or a potential avalanc
Avalanche Air Bagwvorn like a vest over a coat it can be activated slope for the back drop of a tactical scenario can change %
in the case of an avalanche. It works to make a character morastandard combat radically. Thin ice is an obstacle that is p
buoyant then the rest of the mat@l in an avalanche flow gamble for theplayer characters giving the choice of go the lon
conferring a +25% bonus to RS check to avoid being buried. Cosfay around or take chances. It could also be the site of a ve

30cr. dangerous combat.

Snow Probest KAa RS@GAOS Aa I+ O2ftflLAAGES LRfSe® LGQa dzaSR
buried victims after an avalanche. Most snow vehicles that are

rented in avalanche countrgutomatically come equipped with

this device. Cost 15 cr.
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THE COMING OF BHESU

By David Cook

A New Alien Race for the STAR Physical Senses

I {QasSaada asSyas
FRONTIERSame iraads Aa aftAakite
a2YSeKIG tSaa ¢Sttt
superior alaround vision, allowing it to see in several directions
Dragon Magazined RA (i BtélRE OBA R a%So0¢ [/ 2212 yeOSap 2y § REFS alakds | £ 6 | & Aecakide af itd
original designers of the STAR FRONTIERS® game system. Theuxghllent vision.
future releases from TSR, Inc., may make no reference to the .
{0asSaadz 3ALFYSNBR YlI& FR2LIWG G KSpee)Chu 2 GKSANI 3IFHYSa a LXI &
characers if the referee so allows and if care is used in setting Qa S&dadz aLISI1 6AGK | KA&aaAy3d
them up in the campaign.
CANBRG O2yidl Ol sAGK GKS {Q
A1TANNVAEAK 060S0G6SSy GKS {Qa'a d
Hellscar, severely damaged in an encounteghwivo Sathar ships,
made an emergency jump and-B2y 1§ SNBR y 2 NX¥I f &
2yS 2F GKS Gg2 aStdtSR ¢2NIRA

From Dragon Magazine #95, Ad985
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Orbital stations registered the arrival of the warship, and an
interplanetaryscout was sent to investigate.

The Hdlscar established visual contact with the scout and
refrained from offensive action, since the scout was of an
unknown design. Hailing signals from the Hellscar were returnec
on an unused frequency in an 4ranslated language. When
televisual shigo-ship communication was established, the

I SttadlNRa OFLIFAYysE 0StASOAY3
opened fire on the scout vessel.

C2NIidzyl (St & I -cantioBsysiemdiwgie dangged afidh
the shots missed. The scout vessel returned fire andagad to
ONARLILIX S G(KS FNAIFIGST (K2dzaAK
iSOKy2t23A0Lfte 2dziY2RSR o0& ||
broadcast a longange distress call to the Federation, but he and
his crew were unable to resist aarding attempt byK S { Q& S«
{SOSNIt $SS1a tFTGSNE +Fy GGl O
'tc{ TFtSSG e¢Fra trNHS Sy2dzaK i
remarkable achievement considering their racial tendencies.
I gAy3a RSGSNXYAYSR o0& (third thak thfed
aliens were not Sathar, the fleet commander organized the first
RALIE 2YIGAO YA&d&aA2Yya YR F2NXYI
the Federation proceeded unhindered.

tKS {QaS&aadz NBF¥dzaSR (2 3IA@S dz
prizeshif 0SSO0l dzaS 2F G(KA&a lyR GKS
iKS {QaSaadz TNRBY KA&a OFLGAD
designated temporaryaml &1 R2NJ 2 G(KS { Q&

Artwork byKhairul Hishammailto:mhisham@hishgraphics.com

Physical Appearance

{QaSaadz INB ttyzad ARSydAOkt Sotiety-td @Ugtémsu 2 {FGKINE
obvious difference between them belng body coloration. Aéf 38y SN} E = 4844adz | NB -cénir
a%

{h u_{KI N_‘,_nAav a:[ Ay Aa eASf t2zs 2N ON ﬁflgdlvuﬁauglndoeé whét?ﬁa‘?’ltg %aﬂﬁjg Fﬁt!le%r 6ther

geeni AYi SR a1Ay®d ¢KS {QaSaadz R2 LhKKZa% guKKz d_ u@é\ltyl_ej @Fg-'
stripes on their heads that the Sathar have. Otherwise, €0 J2 2453ar2YA A 2 Vof &

})

HWHH

el jeals : I NB
RSAONALIGAGS AyFaNNIGAZY 2y {IGKFENIOFY “3& v L AR T2
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Nonetheless, the other races have learned to work with thi Thirty years lateé 2 dz y2¢6 (1Yy2¢ GKS &SSO
{ QaS&aadzz 2 T dubcgss @ndl inétual Hersfit for botr:l YealiSNE aidNIAIKGE FTNBY 51 AR
¢\ sides.
oA , T A
T R ——————
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them. This would seem to create a society where murder and{ Qa S&dadz I ROSY G dzNBNR 2FiGSy 62
violence are rampant, but this is not the case. Indeed, at timesf they see their chances of finding personal gain and wealth a
{QaSaadz Oy 6S KAZIKEE& 2NHI YA Sriproded tRroughz ddpiSatite (effod. SF courgeRa Ieke 6ff&
Ad Ly dzyO02YY2y 200dz2NNBy OS | Y 2njght avingsdermadby sbmebne dlse fedvingitde danrSpeh ©
there is some sort of personal gain to be had in doing so, it willpossible treachery.

g2N)] O22LISNI A@Ste 6AGK 2GKSNI 0SAy3ad ! INRdzLI 2F {QaSaadz 3
pool their money to build an interstellar spaceship, and anotherSpeCIal Abilities /
group might hire a police force to protect them from robbery or Ability Insight: Because of the extremely competitive nature off
murder by others. {QaSaadz 420ASi&x AYRAQGARdZ f a

| 26SOSNE {QaSaadz gAtt KI @S 2 ysrenghs asl weakneskes Qf) oppenernyd=Aibepgu Start withya @
dAldd GA2yae ¢KdzEz: | {QaSadadz OAVEINpe 2¥a PO2 WYNHIKASR I P L ANS @S
L2 6SNFdzt o02aaT GKS OFLIFAY 2¥Fhag of feayping preqabilfy scaresq gkill Lsvel gf aibri®

tSHRSNI 2F Htt 0SAysSuiphibsophiesNde 2 REGNAKH R0 Ka§QaSaddz vdai
based on get“ng and keeping power, not on what is rlght orsomethlng related to that ab|l|ty score fiwe he can make this & £

GNRYy3IP ¢2 | {QaSaadzs (KS 2ytaudgm@izyas GKFG FNB agNRy3Ié | NE
that keep it from reaching its goal in theedt and safest manner C2 NJ SEIl YL S5 | ALK Sy2YSyl as |
possible. spaceport. The smuggler is trying to shoot a beam weapon at

tKS RAZO2FGSNE 2 T resénted a pudzie Sfara gyardxebgt. Asphenomenas secretly watches the smuggler, a
ESyz2oArz2t23radae ¢KS {QasSaadz Kihgdaysr tells &g ieferpehaiiAbgngmenas wants iR gsg RIS
to Sathar and were in fact unaware of the existence of the Sathat 0 At AU& LyaA3Ku U2 RSUSNNVAYS 3
until contact with the UPF. The current theory held amongl KS ~aYdza3f SNDa aKz2zuAy3 | oAEe
a0ASylGArada Aa ( khodtofihk Sathfr tadeSandi ®LToeNVlB die.ff the ig roll is 05 or under, Asphenomenas
this seems welsupported. If this is true, the separation between K @St S Ny SR U K Sre. & Yalkdat G5Nd2wd
GKS {FGKFNJ FYR {QaSaadz ¢2dzA R indicas gncerpipty apd nginowiedyegpingds R Y 2 NB
HnZnnn &@SENAR 323 t2y3 06ST2 NS Aliifg SsightrmaKde Mireadédl by Kgendihdekgeredcdzjust N
to have developed space travel. any other ability score may be raised. This ability may only be us
It has been speculated that an ancient unknown race of aliengnCe per game hour, simulating the intense cortcation
(possibly the group known to xenoarchaeologists as the Tetrarchdequired to use it.

0

J

NI yaLt+ryidSR I avYlff INBrezwdrl® ¥ { QaSagdz G2 GKSANI LINSaSyi
bG GKEG GAYSO {QaSaadz 2ytace k2R ALY P | 3vSQ SN@ 1S H K
consisting of two stellar systems (each with one small inhabitedd Qa Sa adz OKI NI OUSNER I NB ONBdru®

planet) lying ten light years from the Gruna Garu system, on a linérontiers characters. The following Ability Modifiers are use
NHzy yAy3d FNRBY S5AE2yQa {dF N (2 KNy IONBII NikzY By R 93 JiRaddyk S { Q& S
worlds. Due to their similarity to the Sathar, it washpthrough  [F; Ve { QaSaadz KIS GKS aHYy

luck and careful diplomacy that they were not immediatell STR/STA +0 Sathar. They walk at 10 meters per turn
attacked as hostile aliens by the rescuecto that found their DEX/RS 10 run at 20 meters per turn, and move long

home, V\forIdA , o INT/LOG  +10 | distances at 3 kilometers rier hf)ur. )
[AGUES Aa 1y2¢y o2dad 0KS { SBPERIDE -10 2 NInhliative ModFiddAbecalRé &f iis A L2
relations have only recently been establisded ¢ KS afeQ FSweauz excellent vision. 3

extremely aggressive business dealers. In their attempts to gain e followingRacial Reaon Modifiers may also be used when
equal footing with the other races in the Frontier Sector, they haveFv2 SFEAY3 6AGK { QaSaadzy

hired adventurers to spy on, infiltrate, steal from, or suppress S & v | B
FOGAGAGASa (KS ROESaaq RESY cumyd NEEYSIWABsYRIDUREY LRV LS
closest to them. This has caused Star Law to take an active interest >  Vruskhaveawn NBF Ot y LSy a3

Ay OSNIFAY F2NBAIY FyR odiiySas |-E¥Qf‘§1-§\"f‘r&d22@' OBk s PBa Bk Q5N GH

race as a whole is not regarded as dangerous or hostile. > Q&S 3 & drrekdiad fendity to Vrusk. o

Attitudes - — - e
¢KS {0QaSaady amowd (nditties owing hor caring| { U1 NI CNBY i A SNEY | ¥KRRA i2RRE{ O
about the difference between good and evil). It is a good bet th{ 9réat NPC. You could have one be a pirate or even a ver
I {Q&aSaadz 6AfLE Ff g ea R2 &g interested business being. Another way to introduce them int

extent of betraying others without a second thought to save itsel| @dventure would be to have them mistaken for the Sathar and
This¢ S O-®dxdBfor-A G 28t Fé¢ FGGAGdzRS Y | players learn about them while they are looking into the situati
especially by the Vrusk (who have suffered in certain busine A lot Of_ rumors could be created to lead the players to
RSHfAyJaabhRY 6RSS{ @2 NJ a RA NI g information.
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| THEURAQQSRRIKE BACK [

rian valentine \

here, Zuragqor society has five classes:
worker, warrior, technician, king, and
queen.

"
“ 4

22N)] SNBIFNB lo2dzi vpiz 27
population. Workers do the basic labor ofe
Zuraqgor society. The task could be simple \
such as on an assemybline, or complex,

such as a merchant banker. Workers might
use machines as part of their jobs. However
they will never repair, direct, or command
machines or robots. Such work is thej -~
prerogative of the technician class. Workers
are sexless creatures wwita heavier build
than the other orders.

Warriors are the fighters of Zuragqor y
society. They are sexless and make up abodt =~ |+
10% of the Zuraqqgor population. They are Y

heavier and stronger than all orders except [ \
workers. Warriors are more agile than other :ﬁ
orders, and are the only ones normally \
allowed to bear weapons (other Zuraqgor L

can bear arms if the threat of death is
immediate). Zuragqor warriors repair and ;
maintain their personal weapons, but the 4+
heavier weapons and equipment are
maintained by a few techaians attached to
the squad.

Technicians have a monopoly on scien
and technology in Zuraqqor society. The!
have larger brains than warriors or workers
but are not as strong as either. Technician
have gender, but they are sterile.

A||en StarSh|pS for STAR Technicians make upbaut 10% of Zuraqgor society. Over thge
FRONTl EPG'Hg ht HaWkS more complex. Technicians now enjoy privileges that workers afd

. warriors do not have. Technicians have a decisive role in soci
gam|ng and try to limit kings ath queens to figurehead status. Rival group:
of technicians often stage palace revolutions to put their owl

candidates on the thrones.Their political power rivals that of th
Knight Hawks, like any other game, needs variety to keep itzyragqor kings and queens.

exciting. This article can add some of that needed variety by )
reintroddzOA y3 G KS  %daNI 2 NE 2y S Rueensqie Bie leaderg ¢f hworker ofder (ahgugaighpoviey §

!‘ zuraqqor first appeared in the STAR FRONTIERS@nauinle like that of the Kings, is now limited by the powerful technicial
*I Assault on Starship Omicron. order). Each Hive contains one Queen. The Hive Queens elect @ne .

District Queen yearly and the District Queens elect a Planet Qu
They are a race of intelligent, bipedal insects, each having smalpyery ten years. Aside from their leadership idst the queens
vestigial wings, two compound eyes, and two antee. Zuraqqor  mate with kings to produce each generation of Zuraqgor. T
are thought to originate from a world near Zebulon, as all assaultgjueens bear thousands of young several times per year. Zuraqge

on Federation shipping have been made in that area since the NeWoung are born in a primitive embryo stage then mature in th
trade route was opened. Zuraqgor culture was well described inHjye hatcheries.
Assault on Starship Omicron. The relevantaistwill be repeated

From Dragon Magazine #95
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Kings lead the Zuraqgor warriors, j@s queens lead the workers.

Zuraqgqor are very group oriented and will rarely, if ever, be foun

~ STARFRONTIERSMAN #18.

There is one King in each Hive. Kings have an organization sing
to that of the queens (Hive King, District King, and Planetary Kin Zuraqqor BellieiCIISeriC aasiC
HS:11,0n englne typeB (x3)

alone or acting indidually.

Zuraggor warships consist of two main types: battle cruisers a
fighters. Four classes of cruisers are known to exist and &

classified as classes A, B, C, and D (class A being the larg

Y%dzNI ljlj 2 NJ FAIKGSNE | NB Ibecawe of Y

ADF: 1
HP: 70 MR: 3
Weapons: Laser Cannon, Laser Battery, Electarttery,
Proton Battery, Torpedoes(x2), Rocket Batteries(X
Defenses Reflective Hull, Electron Screen, Masking

Screens(x2), Interceptor Missiles(x6)

and slow because the Zuragqor see no need for speed. Cruid

their frequent use in planetary assaults. All cruisers are built large

and slow: large because the Zuraqqor believe that their shipboagd
crew organization should resemble the hive organization as closf aeissEEU S SITIEE el Es o)
as possible, making the cruisers resertiige, floating fortresses; |Iisaaiol englne types (x2)

use ion engines, while all fighters use small atomic enging

Though slow, cruisers are nonetheless very maneuverable. THh
usually travel in groups of four, excepturihg certain war

situations in which much larger groups have been used. Becal
no space stations have been detected around Zuraggor world

ADF: 1
HP: 65 MR: 4
Weapons: Laser Cannon, Laser Battery, Electron Battery,
Torpedoes(X2), Rocket Batteries(x4)
Defenses Reflective Hull, Masking Screens(x4), Interceptor

Missiles(x4)

asteroids. Ships the size of their cruisers could neftesff from a

these warships are assumed to be built on small moons or

planet of any major size. Cruisers are thought to take several ye{ e Ll ‘Zuraqqor Fighter
to build. HS: 2,Atom|c englne type C (x1)

Class A cruisers are each equipped with a mimeutralizing

mechanism that deactivates all mines within 30,000 kilomete

(three hexes) of the ship. This devicannot be duplicated by any

other race at this time. Class A cruisers also each have one figh

ADF: 5
HP: 10 MR: 5
Weapons: Laser BatteryAssault Rockets(x4)
Defenses Reflective Hull

bay that can carry one to five fighters.

Zuraqqor Ship Statistics
Zuraqgor Battle Cruiser, Class A
HS:15,dn engine type A (x4)

DCR: 150 ADF: 1

HP: 80 MR: 2

Weapons: Laser CanndiX2) Laser Battery, Electron Battery,
Proton Battery, Disruptor Cannon, Seeker
Missiles(x2)Torpedoes(x4), Rocket Batteries(x8)

Stasis Screen, Masking Screen(x2), Interceptor

Scenario 1: The Zebulon Raid

In this scenario, the UPFS ships are making a run to a military badse
on Volturnus (off the right side of the star map), and they begi
the game in formation near the lefiand side of the star map.

They only want to get to Volturnus and will try to escagey

FddE O

add hy (GKS 20GKSNJ KIyRZ

return until the UPFS ships are destroyed.

UPFS Forces
UPFS Arcturon (destroyer)

Defenses Reflective Hull, Electron Screen, Proton Screen, _

Missiles(x8)

Zuraqgor Battle Cruiser, Class B

HS:13,dn engine typeB (x4)

DCR: 120 ADF: 1

HP: 75 MR: 3
Weapons: Laser Canno(X2) Laser Battery, Electron Battery,
Proton Battery, Disruptor Cannon, Torpedoes(x4),
Rocket Batteries(x6)

DCR: 75 ADF: 3
HP: 50 MR: 3
Weapons: Laser Cannon,aser Battery, Electron Battery,
Torpedoe$x?2), Rocket Batterigs4)
Defenses: Reflective HullMasking Screeifs2), Interceptor
Missilegx5)
Location:Hex 0618 Speed5

UPFS Arrow (assault scout)

Defenses Reflective Hull, Electron Screen, Proton Screen,

Masking Screens(x2), Interceptor Missiles(x6)

DCR: 50 ADF: 5
HP: 15 MR: 4
Weapons: Laser Battery, Assault Rockets(x4)
Defenses: Reflective Hull
Location:Hex 0821 Speed5

THE ZURAQQOR SBREGE
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UPFS Remora (assault scout) PGSS Brigadoon(Condolass privateer) |11
DCR: 50 ADF: 5 HS:13 <

HP: 15 MR: 4 DCR: 59 ADF: 3
Weapons: Laser Battery, Assault Rockets(x4) HP: 65 MR: 3
Defenses: Reflective Hull Weapons: Laser Battery(x2), Electron Battery, Proton Battery

Location:Hex 0522 Speed:5 DisruptorCannon, Torpedoes(x4)
Defenses Reflective Hull, Stasis Screen, Interceptor

TUPFS Anaconda (freighter) Missiles(x8)
HS:17, Atomic engine type C (x1) Location:Hex 1519

DCR: 71 ADF: 2

HP: 85 MR: 1
Weapons: Torpedoes(x4)

Defenses: Reflective Hull, Masking Screens(x2) -
Location:hex 0521 Speeds ﬁ(SBSZS Drag Net (Thrustelass privateer)

DCR: 26 ADF: 4
Zuraqqgor Forces HP: 10 MR: 5
ZMS (Zurh j 2 NJ a At A G NBlasgBiciikdd) . NI T § weapons: Assault Rockets(x4)

Location:hex 3439 Speed:7 (heading toward hex 3338) | Defenses Reflective Hull

Location:Hex 1519 Speed:0 (docked at space station, in
All UPFS ships are heading horizontally across the map sheet. The orbit, moving counterclockwise)

Zuraggor ship is moving along a diagonal to intercept the UPF
convoy. Any UPFS ship that makes it off the right side of the mayj t D{{ aAy 3N Ddwnedsgatetation at Voluinus)
assumed to have safebutrun the Zuraqqor cruiser. The Zuraqgo DCR. 23

ship wins if all UPFS ships are destroyed or suffer over 50% lo -

their hull points. The Anaconda and at least one other ship m HP: 30

survive for the UPFS player to win. Note that it is possible for bd_/€apons: _Laser B'atteries(xz) '
sides towin in this scenario. (Such are the fortunes of war.) Defenses Reflective Hull, Masking Screen(¥4jerceptor
Missiles(x4)

Location:Hex 1519 (in orbit, moving counter clockwise)

Scenario 2: The Volturnus Incident

This battle occurs a month after the Zebulon Raid. The Zuraqq
are attacking the only station in orbit around Volturnus, effectivel
cutting off the on planet mineand military installations from the
PGC and Galactic Task Force. The statistics for th&&antic
ships were previously given in the DRAGON® Magazine issue # 5 NI J%;(\Zl“tﬂg 6 Of éé
6a,FOKia HYR t NR g (SSNR wS oct| Hex5593 ﬁ 38(heaahao rdhexrﬂsﬁzg)
Remastered in SFman #14], but aepeated here for the benefit
of those who lack that issue. The planet Volturnus is located in he
1520 on the star map and does not move during the course of the,
game. The Tarnagis just leaving Volturnus, having undocked fro
the space station and pulledubof orbit.

°Zurraqqor Forces
Y ZMs KiBitz (classB cruiser) JU
Location:Hex 5420 Speed: 8 (heading toward hex 5320){

%‘he first side that destroys or inflicts over 50% damage on all 8f
iKS 20KSNJ aARSQa &KALRK
mh|p. Neither side can retreat from the star map.

PanGalactic Forces

PGSS Tarnagis (Neekass yacht)
HS:5

DCR: 35 ADF: 2
HP: 25 MR: 2
Weapons: Laser Cannon, Laser Battery, Rocket Battery
Defenses Reflective Hull
Location:Hex 1921 Speed:1 (heading toward hex 2021)

H | jg THE ZURAQQOR SBRIE M MHH i
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Compiled by William Douglass

9 RA (i Hon® ®During the remastering of the articleéThe — Sathar doing with them anyway, or should | say whatesmiey
Zuraqgor Strike BaékZ ¥ 2 dzy R A yf wa$ keineémbetirgy o [doing ®ith the Sathar?

my first encounter with these BABugs. Their first appearance in
ASSAULT ON STARSHIP OMICROMmdinie, gave us another

species of bad gupver the years the memory of them faded and . L :
when | rememberedtar Frontiers only thought of the Satharas 6 L 0 K2 dzaIKNJ #KSe { RS KINB & SR 2 (K|

the bad guys. GcKSe R2yQl f221 OSNBE Ay iding
Another editor suggested one of us come up with an article onthell KSY a Okl yy2y F2RRSNKE
Zuraqqor. So | did some investigation and found a thread on'thgy ¢ k S8 O2dA R KI 8 685 y KeLlyz2i

http://starfrontiers.us/ site. The main body of work was done by doing. We have encounteretiat with $ @ K NJ & LIA S & ®
rattraveller.

This brought about a long discussion from everyone in the roo
You coulchear things like,

dal&oS GKS {IFGKFNJI 6SNB t2g 2
As | sit at my desk and ponder the briefing | just left, my mind isyo the biological route and create, or at least guide in their owr
lost in speculation. Sometimes command can really come up withyay, afast Dl S SRA Yy 3 NI OS G2 FAIKG T 208
ways to make your head spin.

AGGUST 2012

That last one got me thinking of the Mhemne.
Who the heck are the Zuraqqor? L A . .
_ {2 L &l A R MbetnieShedgh. ¥Wa knawkhey subjugated:
In my 10 years in Spacefleet, | had never even heard of themhem and we still have not figured out why. After we freed them

Same crack Pan Galactic Corp team from around 20 years agowasNR Y (G KS {F (G K NE ¢ S urdiohsdrftyaaiea F
bringing back a ship that had been lost and ran into a Sathap ¥ 3 LJ- 08 d¢

raiding party. The ship was boarded and the team had a tough o ]

time beating them off. During the fight, which was partially | had done a tour as a Mhemne Liaison officer for a few yeals
captured onthe ships cameras, they encountered the usual Sathai?efore endingup back at Fleet Intelligence headquarters. So
Cybodragons, and of course Sathar. But what had caught th&°Uld speak from experience there.

attention of everyone was some new insectoid race that wasThe discussion was growing louder and Colonel Grad from Fldet
working with the Sathar. After the battle and recovery of the ship, |ntelligence, who was in charge of the briefing, was sitting bax
the couple otbodies left were examined. letting us all speculate. For a Dralasitehink the Colonel has a
t'twisted sense of humor. Normally he would not let the discussio

If only they could have boarded the Sathar ship and captured i ) i - ]

maybe we would have some better answers. But as usual th&® On like this, but he had something up his sleeve, | had be€n

Sathar knew they were losing and blew themselves up. riwound him enough to see it in his eyes. As thevdlscussmn died
R2gyx [/ 2t 2y St DNthik that as fhe last o itiz i

| felt bad for the Vrusk officers in the room. TheyKed a little but a few years later we had another encoBMNI & ¢ K

uncomfortable watching another insect race helping our archroom going.

SySy@enuasS GKIraoe 4 tSrads GKS®& RARYyQiO_ NBa S tKS®2 f=e

had two legs, not six. They looked nothing alike, but | could gues® b T U K Aa olha b ' KIR il

they were thinking, would there be any animosftpm the other ¢ | 26 YI y& Y2 NBR $SREONFEy GENE (K

races because of this. | knew | always felt that way whenexee N e .
found Human Sathar agents. ab2 2yS KIR &2HIAKRS NI K9 NI | aNJ &A y1d

So now more secrets were revealed. We were shown Fleet actiof

So the briefing continuedheir physical appearance and structure ) ) il
@gainst an unknow force in and around Zebulon. }‘J I
i

were of a race of bipedal (two arms and two legs) insects. The

had large budike eyes, two antennae and small wings. They A |one ship entered the system and began to attack the UPRS! l“
appeared smallethan they were because their knees bent the freighter Anaconda and its escorts. The UPFS Amiurm II A

opposite way of most races and their necks extend horizontallygestroyer, and 2 Assault Scouts, the UPFS Arrow and U ol
from broad hunched over shoulders. There were only two so thereRemora. They were heading to Volturnus with some milita “

. o . i
was some speculation on \atever variations there might be. supplies for the base being setup there. It was a big ship wi {3 ;'
i

They seemed very weak too. Nothing like the robots or constructdormidable firepowgr. It was not a Sathar cruiser _and no one frg it
the Sathar deployed in battles. Maybe the Sathar kept themthe fight had any idea who frhey Were. The ship f°“9ht to t.h \
around because they were so weak. Who knows? They were no‘i!eath and ended up exploding with only small debris floatin
GSNE A YLINBAAAGS dcomraebietl ot Howldveniay 2HRINOK &jef o go on. So someone in Intelligence decided
young Vrusk could take one of these guys down. So what were th&/as an unknown pirate raid.

T

i
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About a month later, the Pan Galactic Corgama Space station, under Senses) the Zuraqgor appear a different color to themsel
aAy2NRa /SYdNIfz FNRdzyR =2t (i dzialfddvéuskypthed to thasdiracé€siwBoRe sight is similat th Numn&nk
The PGC forces there put up a good fight. The smaller of the two X
ships took a direct hit to the engines and died in space. ¢
Atmosphere was venting and there was no pow8o in the Zuragqor are an egg laying rase all reproductive organs are
aftermath, Fleet Intelligence showed up abdgan to investigate internal. Add to this they have three sexes; male, female af
the hulk. drone. This further adds to the lack of distinction betwee

PGC even tried to hide it from us, apparently to see if they coulo|ndmcmelIS as viewed by nensectiod races.

use some of the technology for themselves. Lucky for Fleet thazuraqqor Coloring
we had our base already going dwolturnus, or they would have

gotten away with it. Order Human sight  Zuraqqor sight

Worker Red Grey (solid)

Warrior Black Black with striations of dark blue

Technician Blue Blue with splotches of violet

King Black Glowing purple with bands o
violet

Queen Black Glowing violet with bands o

So why bring this up to us after so long. Well, that was it. No oth purple

contact came and Intelligence kept pouring over

translating and identifying what they had found. St Senses

no answer as tavhy they had teamed up with  Zuragqorsenses of are very similar to Vrusk with one exceptiof].
the Sathar either, since these attacks 3 Were  The Zuraqqor have very large eyes which allow them to see i
independent of the Sathar. After 20 : S 270 degree arc. This means they can see all around th
years though they had found quite a bit ~

about the Zuraqgor or at least susjed is centered in th antennae and slightly
they had the right answers. -y better than humans and they

Now Colonel Grad looked at me and s@icc S y 246 KIFI . see more of the short
good idea as to where at least one of their worlds, N ’ ~ wavelengths (blue and ultraviolet
maybe even their home world, is located. We will bg lights) and less of the lgnwavelengths
sending in Captain Djaju with a team in an Exploré (orange and red).
ship to investigat and see what we can discover.

Speech

So Colonel Grad showed us the intel gleamed from the ship. T
bugs call themselves the Zuraqgqor and there were seve
different ones found throughout the wreck. No Sathar were foun
amongst the crew, buthere was some reference to theat®ar in
translated documents.

L

t

P,

Z1021Sn9ny

| knew he was up to something. 8ere | was being told
what my new assignment was and no way could | bad
out of this, orders are orders. So now | sat looking at the
data from the reports ad prepared to assemble my
team.

Yazirians. This allows them to learn those languages e
and have an ability to speak Vruskdmages with a little
training.

Zuraggor ‘ Society and Customs

Zuraqgor live in vast communal buildings called Hives. Each

Physical Appearance and US| o _ nto Hivey
Districts each containing several Hives. Zuraqgor society is divi

Structure into five classes, called orders; worker, warrior, technician, ki
The Zuraqqor are a racef bipedal (two arms and two legs) queen.

I ‘\
i ts. They h I b , tw t d I . . . . R
|n§ec S ey have large blige eyes, two antennae af‘ sma The class of each Zuraqgor is determined at birth. The five ord rL _
wings. They appear smalléhan they are because their knees

bend the opposite way of most races and their necks extendhave slightly different pysical structures that distinguish them “':“ |

horizontally from broad hunched oveshoulders. To most other from on'e another. Individual Zuraqgor donot have mue
ol o personality; they act as members of their class.

races individual Zuragqor look extremely similar except for the

physical size of a Zuraqqgor (Vrusk can easily tell Zuraggor apg Lifespan Reproduction

This depends upon which order the Zuraqqor belongs to (ordgq \worker 2.1m 100kg 60yr Sterile BioSocial

are covered under Society and Custgm&/orkers are the largest Warrior 2.0m 90kg  60yr Sterile Military

and heaviest; Warriors come in a close second while the ott Technician 1.6m 50kg _ 100yr Sterile Tech

three orders are smaller but éhtical to each other in size. King 1.6m 50kg 120y Heterosexual Miltary [).

Zuraqqor have skin, but it is more of a flexible and porous chiti ovoviviparous g!"&“

|
Coloring is also determined by theder they belong to. Also | Queen 1.6m 50kg 120yr Heterosexual BioSocial
because of the shift in the light spectrum they can see (cover ovoviviparous

Note: all zuragqor have a dgtemp: 38C
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Movement

: : Queens
SUELY Running Queens are the leaders of the worker order (although their powe
Worker 10m 15m 6km like that d the kings, is now limited by the powerful technicia
Warrior 10m 15m Skm order). Each Hive contains one Queen. The Hive Queens elect ¢
Technician 10m 30m 2km District Queen yearly and the District Queens elect a Planeta
King 10m 30m 3km Queen every ten years. Aside from their leadership duties, t
Queen 10m 30m 3km gueens méee with kings to produce each generation of Zuragqor#
The queens bear thousands of young several times per ye
Average Stats Zuragqor young are born in a primitive embryo stage then matu
STRISTANBEXRSININT/ECCIFER/IDRY BRI S

Worker 70/70 50/50 25/25 20/20 Kings

Warrior 60/60 70/70 30/30 25/25 ) . .
Technician 30/30 60/60 35/35 30/30 Kings lead the Zuraqgor warriors, just as queeasl lthe workers.

King 30/30 60/60 35/35 25/45 There is one King |r.1 eagh hlvg. K.lngs. have an organlzatl.on si
to that of queens (Hive King, District King and Planetary King).

Queen 30/30 60/60 35/35 45/45 ‘N
Kings and Queens who are not Hive leaders take on ol 5 f
leadership roles as preparation to becoming Hivaalkers. N
IM PS RW MW . - . . . [
Worker 6 4 o5 35 Kings servekas military .offlcers (;n both their army anc;_fl;na ) g
T ———- . IR =
Technician 6 2 30 30 P ' =
QLB g 2 £ £ Zuraqgorin the same order act the same. Workers only wish t€

) serve their Hive and Queens. Warriors only wish to protect the
About 75% of all Zuraqqor are workers. Workers do the basic 1abogyie and serve their Kings. Kings and Queens only wish to lead

of Zuraqqqrsociety. The task could be simple, such as on ag,rgyide for their people and Hives. Technicians are the excepti
assembly line, or complex, such as a merchant banker. Workerg, ihis attitude. They form sugroups and in fight for their own &
might use machines as part of their jobs. However, they will nevelqrsona| pleasures. Frontier sociologists have speculated that théf

repair, direct or command machines or robots. Such work is th&yrive for scientific understanding and curiosity separated the G
prerogative ofthe technician order. Workers are sexless creatureSthe fact that they have sexes among themselves but cann@t

with a heavier build then the other orders. reproduce may have sent them to seek control of others of the

W . kind. Possibly some of them were exposed to something whic
a_rnor ) _ altered their DNA and caused this drive to control. One thing ce
Warriors are the fighters of Zuragqor society. They are sexless angefinitely be said. Workers and Warriors are predictable. Kings afld

make up about 10% of the Zuraqqor population. They are heaviefyyeens work for their Hives and Race. Technicians are wildcafds
and stronger then t orders except workers. Warriors are more \yho can and will do anything.

agile then other orders. Zuraqqor warriors repair and maintain
their personal weapons, but the heavier weapons and equipmentSpecial Abilities
are maintained by a few technicians attached to the squad. ‘Specialization¥%dzNJ Ij j 2 NJ YI & 2yte OK22

Warriors are the only onesommally allowed to bear weapons. pga uniil they reach skill level 4 in one skill. They can only tak 1
Other Zuraqqgor can bear arms if the threat of death is immediate;qi5) o n & 1Affa 2d2iaARS GKSANI ’

and to protect the queens, young and eggs. In this case techniciangseq to skill level 2. Thanks to their specialization they start wi
and kings will use ranged weapons and high tech melee weapong,« skillat level 2 and one at level 1.

Workers will usually attackvith their powerful fists orsome
makeshift melee weapons. Hover: Zuraggor wings have devolved to the point where they

can no longer use thenfor flight. They can use them to lift
Technicians themselves off the ground to a height of 5 meters and allow the

Technicians have a monopoly on science and technology ifP hover for two minutes_gt the_most. They must then land an
Zuraggor society. They have larger brains than warriors oM@y not use the hover ability until they have rested for 2 hours.
workers, but are not as strong as either. Technicians have gendez Ch t “ 4
but are sterile. Technicians make up about 10% of Zuraqgo uragqor aracters [

society. Over the years, technicians became more important agurajqor are unwelcome in the Frontier. They cannot be playe N
technology became more complex. Technicians now enjo)pharacFers unless the Referee is willing to use them in t >
privileges that workers and warriors do not have. Technicians hav&ampaign.

a decisive roleén society and try to limit the kings and queens to . g

figurehead status. Rival groups of technicians often stage palacE Iayer Character B”eflng on Zuraqqor

revolutions to put their candidates on the thrones. Zuraqgor are cunning and dangerous. Any encounter with them}
should be reported immediatelyif escape is impossible, citizens

|
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should attack immediately, attempting to capture a live Zuragqor
for study, if possible. When Zuraqqor are encountered with
Sather, citizens should either attempt to escape or attack to kill, as
the Zuraqgor are known tbe allies of the Sathar.

Well that was interesting. It looks like there is a lot of speculation® 2 dzf R

il R o

Getting Characters Involved

BackgroundA powerful crimelord intrigued by the connection to 5=

the sathar and their dealings with the bilige zuraqqor, Sca Skoll
has an idea. If he and his followers could pose as sathay,
dza S GKS T dzNI jlj2NJ G2

on the Science Geeks part? Oh Well, that will be my job to provavorlds on the edge of explored space.

or disprove. At least looking at the report and watching the video,
it appears that the Zuragpr that attacked theOmicron are from

the Technician cast. | will have to run that by one of the Vrusk
officers. Again, | wonder what they think of another insectoid race
especially one that sees to be working for the Sathar!

preg
4’.:

v

The S0sessu Con

By Larry Moore
L L2A4GSR 2y Db FalAy3a F2N Iy
One of those artist waKyrinn S. Eis$ had two awesome images to
include in the webzine and decidddQR ¢ NJ& i S
possible adventure.

Image by Kyrinn S. Eis

Years have passed since the incident with the UPFS frigate Hellscar o |

where the Frontier Sector was introduced to the satlike race,
iKS a0QasSaadz ¢KSe KI dfio Foo&iéry

society, mostly near their home system spreading towards Athor,

DNMzyl DI NHzZ t NBy 3t N FyR
records they learned about their resemblance to the sathar, their
place in the Frontier and perhaps, just perhapsvhmuch they
had to gain from it.

dzLJ &a2Y$S

Six months of scouting attempts near the Formad Cluster a team
fSHR o8 {l12tfteQa Yv2al GNvad 3
m|n|ng ship. This ia perfect opportunity to determine if they can

gl e GKS o6dz3a i 2 R2t/{§2b2tdzyé
uNJ YaYAaarzy TFTNRY ¢Qaodzg (2 |
ship activity:

QA @42NJ] TF2N 2NJ | NB
n"eck. t!;skeﬂ @Kﬁ1ssLJ;\ya by 888

activity.
FNGAGRS Gt/ RiNa YW 2SN kb P SR §
Formad cluster for resources, habitable planets, safe st
OHEHHCF F2 NI |
They are out on their own discovering new star routes
they can sell to a megeorp.
A misjump dumps them into the same systems as the
aQaSaadz a02dzi FyR T dzNI [j lj 2
¢KS t/ Q& IINB O LJadzNBR YSH
'NB OF LIidz2NBR® ¢KS aQasSaad
offering to the zuraggowho then use them as sport.
¢CKS t/ Qa NB 3IAGSYy | aKA
habitable moons where they will be hunted down. If
they can survive they will be given their freedom.

Background:Skolly has been using the zuragqor to destroy milit
and corporate shipground Scree Fron, Capella and Fochrik. Aftér
GKS YAEtAGAL A& (1y201SR 2dzi {
to steal from derelict ships.

e ¢KS t/ Q& FNB OFdaAKG Ay
They could be passengers on a linentf a freighter
crew, UPF enlisted or perhaps have their own ship.
Another pirate crew hears of these exploits and launc|
their own nefarious activities. They target the
O2YYSNOAILE RSOl 2F (GKS &
Sye2eAiy3d RBpaeSRedst 8 w2 RQa

2FFaKkz22G OrftSR (KS

e 5dNAY3I +y SELX 2N} G2NE YA

of the connection between the sathtiry R (1 K §

This could come in the form of an ancient datap,

ruins, timecapsule, etc.
gSIHtGKe aQasSaadz I NOKS2¢

findings and is horrified of the implications. She seeks a}
af 2 dgnferéenary ofaiv3oRdid cérd of e problem.
e Afterthe discovery is made public knowledge a stream

5AE2YQa offrdiige Mheofodisilakd crporatd iftérest ik toGrie

location. Makeshift cities are built in weeks.
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" BASILISK SUR¥XPEDITIQEPOF:

By Thomas Verreault/jedion357

Escape Velocity 12.01 km/s

Alpha Section: Overview

Hydrosphere 32% Water & 5% Ice

This is the preliminary survey report by the Basilisk Surv

Climate Meantemp 24 C

Expedition (BSE). It was transmitted via subspace to Explorat

Minimum Temp 6C

Survey Command (ESC). The full report will be filled upon return|

Maximum Temp 69 C

the Frontier Sector. The survey is broken down into astroidgic
xenological, environment, zoological, and botanical surveys.

Atmosphere Dense, breathable; 32.4% iron, 31.2% oxy(
19.0% silicon, 6.4% sodium, 3.9% alumind
3.1% other metals, 4.1% other elements

Special Basiloe, sapient race

Beta Section: Astrological Survey

Beta Subsection 1: Binary Star
Zhosyllius (K7 11l Orange Giant)

Beta Subsection Dther System Bodies

Zhosyllius | (rock planet)
Orbital Radius 6.52 x 108 km (4.36 AU)

Astrographic data:

Period 6.17 x 104 hours (7.06 earth years)

Radius 7.20 x 106 km (10.35 x Sol)

Gravity 6.80 m/s2 (0.70 x earth)

Mass  3.30 x 1030 kg (1.6650l)
Temperature 3900 K
Luminosity 4.38 x 1028 W (114.35 x Sol)

Zhosyllius Il (rock planet)
Orbital Radius 1.01 x 109 km (6.76 AU)

Period 1.19x 105 hours (13.64 earth years)

Zhosyl (Companion, M2 V Red Dwarf)

Gravity 14.80 m/s2 (1.51 x earth)

Astrographic data:
Distance 8.76 x 1010 km (585.61 AU)
Radius 2.78 x 105 km (0.40 x Sol)

Zhosyllius IV (rock planet)
Orbital Radius 2.28 x 109 km (15.25 AU)

Mass 5.92 x 1029 kg (0.30 x Sol) Period 4.04 x 105 hours (46.23 earth years)
Temperature 3100 K Gravity 6.52m/s2 (0.67 x earth)
Luminosity 1.66 x 1025 W (0.04 x Sol)

ZhosylliusV (rocket planet)

Orbital Radius 3.39 x 109 km (22.68 AU)

Period 7.33 x 105 hours (83.82 earth years)

Gravity 10.94 m/s2 (1.12 x earth)

Special Trace atmosphere

Zhosyllius VI is a rock planet
Orbital Radius 6.79 x 109 km (45.37 AU)

Image: NASA/JRCaltech

Period 2.07 x106 hours (237.16 earth years)

Gravity 19.06 m/s2(1.95 x earth)

Beta Subsection 2: Habitable Planet

Special 4 small moons, trace atmosphere

Basilisk is the native planet of the Basiloe race and the third planet

of the system. It has a moderate population, marginal econo
and a small spacstation.

Zhosyllius VIl is an ice planet
Orbital Radius 1.31 x 1010 km (87.35 AU)

Astrographic Data:

Period 5.54 x 106 hours (633.47 earth years)

Basilisk(Zhosyllius IIl)

Gravity 10.28 m/s2 (1.05 x earth)

Orbital Radius 1.46 x 109 km(9.77 AU)
Period 2.07 x 105 hours(23.70 earth years)
Rotation 33.23 hours

Zhosyllius VIl is an ice planet

Orbital Radius 1.31 x 1010 km (87.35 AU)

Gravity 9.91 m/s2 (1.01 x earth)

Period 5.54 x 106 hours (633.47 earth years)

Gravity 10.28 m/s2 (1.05 x earth)

BASILISK SURVEYHXFEN REPORT
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hidden opponent with the usual modifiers for cover and have

Gam ma SeC“OmenOlOg'Cal +15% bonus to not be fooled by a hedoreen. Among females
their tactile sense is less acuteatinthe males. ’
Survey

The native sapient species of Basilisk is the Basiloe.

Male Female
Height 1.8m 2.0m
Weight 55-60kg 85-90kg
Average Lifespan Unknown
Reproduction Heterosexual Ovoviviparous
Body Temp 35C

L)

iy sooes:
STR/STA
DEX/RS
INT/LOG
PER/LDR

¢

Movement:
Walking 10m/turn
Running 30m/turn
Hourly 5km

Z10Z1SN9NY

Gamma subsection 1: Physical Description
The Basiloe evolved on a world where evolution followed a path of

bilaterally symmetrical hexpedal locomotion. Thus the Basiloe
have six limbs. The first pair of limbs has thands that allow tool
use. The second set of limbs has hdedt that function as both '
feet and hands but with only half their DEX for manipulation of
tools. The third pair of limbs has trdeet. This arragement
allows the basiloe to stand upright on two limbs or to gallop on
four though the race prefers upright locomotion as befitting their
higher status over other animals. They are generally as fast of
humans but may gallop for short periods at a spekdast rivaling
vrusk (a number of turns equal to STA divided by 10 before
walking for one turn).

Basiloe have short stubby tails and a chameleon looking head.
Their bodies are covered with thick tough scales. Females are
generally stouter, taller, and her as well as possessing rows of
short (25 cm) horns down both sides of their bodies. Males tend
to be thinner and shorter and lack the rows of horns and weigh
less than a female.

Their limb arrangement allows for 3 melee attacks and females
gain a +2 ontheir punching score for grappling and unarmed

melee combat due to their horn ridges. Protective suits for the
female basiloe cost +10% extra to prevent the wearer from
destroying it through normal wear and negate any combat
advantage gained from the hosn

Gamma subsection 2: Senses

Their hearing conforms to human standards. Eye sight is weaker
but smell is more acute and includes the ability to sense heat
much like the terran pit viper through sensitive pit like organs on
their snout. A basiloe can oftedetect the presence of unseen
beings within 16 meters. This ability will allow them to target a

|
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Gamma subsection 3: Speech assume leadership and come off as quite pushy. Luckily the Bas|

_social matrix demands protection of males so they will avo
They manage to speak R&al as well as humans and dralasite . . . .
- . ” attacking a male in a leadership position out of deference to h
languages but generally manage yazirian with great difficulty often . . .
. RO ) weaker physique. A female basiloe may be comfortable taking
distorting it badly. They cannot speak vrusk dt dlheir own

: subservient position but only if she respects the abilities of th
Iapguage IS harsh and guttural and can be pronounce by all of th(lendividual involved. Male basiloe work well with most raceshef e
original Frontier races except vrusk. frontier and get al tionall Il with human and yaziria /
get along exceptionally we y

CELAOLE CSYIES ylIYSa sAaftt SyRfeRaes WL! {Q 2N WLQ® 9ELF YLX S& |
Seinius, Sidius, Zhoyllius, Disensius, Ciusidi, Exius, Xertsi, and . . L
Cusyllius. Typical male names are Sexti, Usuie, Xenti, Xeno, z&gamma subsection 6: SpeCIal Abilities %
Salliusoc, Usext, Zosyl and Zhosh. Female horn ridgesFemales gain a +2 to unarmed melee an
grappling due to their horn ridges.

L'}‘?'
'!“‘!
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Gamma subsection 4: Society and o . : y
Tech PSABasiloe with thaechnician PSA gain a +5% when addi

Customs equipment or altering the programming of a robot, computer orfe
Basiloe society is matriarchal with the biggest and most aggressivequipment. The tech ability does not apply to repair. '
females (aggression expressed only among comgefemales) Climbing:All Basiloe have a +5% to all climbing maneuvers due

risin.g. o a .sort. of figur& S I R I_“JQ AAURARS qu’th‘é’i‘f"& Iégs. These abilities cant be increased by experience
decision making is performed by the elite harem of the top female _ .

oints.
though she decides on overall policy. Stronger females generall;F/) ‘
attract/choose the smarter and more technically finent males. ~ Metabolic Control10%:A Basiloe can go into a trance and slow his
Females will cexist but one will always dominate the others and or her metabolism almost to the point of death. This sloweds
her harem will always be males who are the top of their metabolism has many benefits. It prevents poison from spreadi
professions. rapidly throughout the usr's system (though it eventually will

cause damageinstead of taking damage every turn they take

Basiloe harems do not necessarily imply mating. It is not unusuacﬁamage every hour). The character can almost hibernate, tht
for a male to be a member of a haremdabe replaced by another lasting longer on fewer supplies in harsh climates. The charac

male and never have mated with the female. Rarely will malesCan feign death and has a chan(base rate) to fool even the bestl

within a harem have overlapping expertise and they seem to bedoctors (though not medots). At the moment a Basiloe is.
chosen for their ability to advise the female. Competence andyqycoq o o STA he can attempt to enter this trance conferring
ability ellre the degldlng fact.o.rs. After thedggs hatch the paternal the benefit of a staydose injection at his base rate. Failure mea
parent is responsible for raising the young. all rules concerning 0 STAmy

AUGUST:2012 -

:N'th or':Iy the rare hexceptl.?n, female§ S:p'_o'y all the rr:nlltar_y Once the character has started the trance, he can only meditaté.
eadership among the Basiloe. Even in their space exp oratlor|1_|e can come out of the trance whenever he desires, but it takes

ships, captains are all female and all officers were maleh wit three turns for his body to wake up after he has announced t
harem status or subservient females. They found the idea of mal%nd of the trance. While the user's body metabolism isvsio

captains in of Space Fleet to be astonishing and upon learning OJown, healing is also slowedny 20 hour day period in which this
Admiral Lyddia MastermaBanchez immediately assumed that trance ability is used counts for half (rounded down) STA healegl.

male ship captains were from her harem. This ability can be increased by experience points.

Typically Basiloe wear laarness with multiple attachment points

for equipment and pouches. They have historical examples of preGam ma subsection 7: Historic BaCkgrOUH )
modern armor but no analogs to modern defensive suit & Societal Notes ;‘ ‘
technology.  They were .greatly |mpres§ ed Wlt.h sk!en SUItPrecontad, the Basiloe lacked effective star drives but sent o
technology and showed signs of attempting duplicate it for ; . . . . I
. sublight exploration craft using a hibernation technology that§y =
themselves. They have some appreciation for beauty and art but ; . . !
. ; . nhanced their metabolic control. The effects of which allowe
by and large the core Basiloe value is effectiveness. They generalx . . . .
. . .. the Basiloe to awaken from hibernation under their own controly.
seek the best equipment they can afford and discard that which i . S |
. . . hey cold tell themselves to awaken if certain stimuli occur like}
deemed sukstandard. Basiloe roboticistannot help but tinker . . . )
. . . . rising temperature or lights coming on. Even though a-lgyiit ‘
with their robots constantly trying to enhance or upgrade it. The . L
. . . : craft could travel for centuries the crew could rouse themselves if ||
same is often true for a Basiloe star ship engineer. . .
the craft was boarded as their subconscious would detect sou

Gamma subsection 5: Attitudes temperature or light changes.
CSYFES . 1aatz2s8 NBO23yAl S (KI (i CaptaikReyinaNpIdes sommangenaf the sBriei Sxgedition vidl

\.‘
. oA . . o L . S . i
deferencetofemé&ba o6dzi G KS& &GAff FAy Rhefirdt nGhAbIsiHide Godgfaith hafemn stytas ibeiriy Naluedifer h ‘4‘ "1
GKS akKz2géd LT GKSNB A& | y2iK SnginegriBgraxderfise ByNoe rulng Alloghiitiithe lagydsd cily N3

(their bias is to assume that individuals of these two races who arestate. His position was thaf @izier/advisor and not as a mate. { @

in command must be female) in command they will assume ar aditi . . .
. ) . . raditionally one female would obtain to a position of dominanc
watchful atitude to gauge status/ dominance with this leader. Ifa . . ; . . .
within Basiloe societal structures and over time this led to

- o, male human or yazirian is in charge, their natural inclination is toleading All Mother of the whole race and planet. Since th

‘ |""‘|‘, [ ' Wl PME '“7. ‘
i 63
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multiple All Mothers who lead individual nomadic bands, city holiday. In the story two Basiloe lovers were separated when the
states and small communities. It is projected that given enoughmale was taken into the harem of a powerful female. The lovel
time the planet will reunite under a single All Mother at some could only be together once a year. One Festival of Veils tl “l'
time within a century. lingered into the morning and the powerful female found the '%P-‘
and killed the lower status female. The male, heartbroken, chose
to follow his lover into the grave. The story may be rooted in fa

but interestingly the names of the heroine and hero are identic

G2 GKS yIrySa 2F GKS asaidsSvyaqa

An All Motter figure is recognized based on effectiveness but the
more primitive the culture involve the more likely that the right to
the position will be settled by combat. When a contender for the
position of All Mother is defeated, whether by combat or
otherwise, the defeated contender usually ends up becoming aThis holiday has little observance among the more barbaric and
lieutenant of the victor. The Basiloe cultural value of effectivenessnomadic desert tribes.

and the recognition that any contender for the position of All

Mother must be effective cause victorious All Mothers to loathe De'ta Section: Environmental

castingaside an effective tool.

At some point in the past millennium the planet experienced aSUfVey
worldwide cataclysm plunging it into a dark age. Nearly all space
capabilites were lost. A testament to their former space Delta subsection 1: Prairie

accomplishments is a centuries old statiotill sin orbit. The Ridge Grass Prairie can be found in pemate regions. Dominant
caFacIysm seems to have been brought on by numerous meteop|ant species are ridge grass with the infamous razor grass turnihg
strikes. There is debate among the expedition personnel as to thq,p 15% of the time. Minor plant species are lace spine cactus ahd
true cause of these meteor strikes as many seem to have targeteg o spine cactus. Common animal species are the trumpetér
major habitation centers (far too many hit poation centers for wyvern, sparrow vultures, spine monitorock monitor and whip

it to have been a coincidence). Currently the majority of the team|i,5rq. Weather on the prairie can be unpredictable with sudde
leans toward the Basiloe having done this to themselvesiomadoes and electrical storms. Many creatures have adapted fo
particularly since the discovery of two cities that may have beenburrowing as a protection against the violent weather.

destroyed by nuclear bombs. Nuclear weapons waearly within

their capability prior to the cataclysm. Delta subsection 2: Tidal Marsh

Currently there are 5 city state enclaves that have struggled tolidal marshes ahmud flats are common along most coastlines
preserve the remnants of their civilization and technology. MuchCommon plant life includes ridge grasses that grow in tight
of the planet is inhabited by barbaric bands of Basiloe that exhibittlumps, spine cactus, and the occasional spore puffer patg
technological capabilities ranging from steage to preindustrial ~ Common animals zip krill (chased in shore and stranded By
revolution. The old city states show signs of resource exhaustiofietreating tide), tidal carp, marrow vulture, fishing wyvern, whip
and cultural stagnation, though the arrival of the survey lizard and spine monitor.

expedition seems to have ignited a power struggle for dominanc

among them. ‘Delta subsection 3: High Desert

) ) __ Vast swaths of Basilisk qualify as desert stretching from equatofjia
Of the five city states, the largest has barely hung on to the abllltytO temperate regions

to maintain a space program and the station in orbit is under its :
control. The push to maintain that space capability has left it withThe high desert is limited plateaus, mesas and canyon rims. Ifis |

~ Zl0z1Sn9ny

i)

of supremacy since the arrival of the survey expedition. There ifligh desert is the trumpeter wyvern, cactus gargoyle, ro
grave concern that the presence of not just the UPF but especiallynonitor, and sparrow vulture.

mega corporations couldyhite a civil war and set the Basiloe back .

centuries. Delta subsection 4: Canyon Desert

Many places on Basilisk are seamed with canyons. The majo

The one universal festival is the Dedication of the Blessed ALJ;\re river carved over long geolo%'cal ages but two major can

4 A “ ~ 3 3 3 4 I h “ |
aZuKSNp L u Qa ty | -F_:F_}‘ N¥FOA2y 2s§/ster1f\sr§N%re ide%tlfﬁed 9151 Hﬁ(y a’}l/é)baeen lelé}r&vgdrg)lflinla%ozs 3
challenges to authority are allowed. This is the most culturallydraining rapidly to the ocean. Canyon deserts may have runn
signiftcant holiday.

water course but some dry up for part of the year and other
The next most significant holiday which is practiced by the mostremain devoid of water year round.

culturally advance societies on Basilisk is the Festival of Veils. Asr% . . . |
holiday i ved duri h q | on thi ese canyon habitats are characterized by spine cactus, rido
oliday it evolved during the modem age prataclysm. On this grass. of all sorts (20% yazor grass), and spore puffer plants as e

o_ne d.ayqyea.r all female BaS"O? we8r7vf. a® ¢KgdAK gs%r&mp&e% \;\V)X/e?ns, Fa§|?n¥o gwhip lizards, sparrow vultures, §
disguise identity no one recognizes dominance or status and all ‘

¢ | h oth ls. Si _cactus gargoyle and a harmless variety of tiny tidal carp distal
eme_les treat e_ac other as 'equas. ince no one recognizes, .t their salt water relatives.
dominance mating can and will occur between a female and a

male from a harem of another female.

TRUR T TS
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Delta Subsection 5: Lace Chaparral Tidal Carp

The tidal carp is an exception among aquatic creatures on Basil
Country Two of its pair of appendages function as aféat and it is
Lace chaparral country is hot rolling hillsides and generally forms amphibious. A medium (2200 kg) carniere/ scavenger, the tidal
border for desert and ridge grass prairie. Lace spine cactus angarp has a hump back and a wide boney maw. It will rarely fe
ridge grass dominate but spore puffers colonize low lying areasvhile in water preferring to wait till the tide goes out. During lo

protected from the wind. Common animals include sparrow tide it waddles across the mud flats scavenging stranded aquaiig

vultures, cactus gargoyles, trumpeter wyverns, all types onf A ¥S F2N¥a® . Si@bnuztod is sdi <o it hasf
monitor and whip lizards. developed a special attack using its tongue. It can shoot its tong
up to a meter away to grab prey and pull it to his large maw.

EpSilon SeCtion: ZOOIOgicaI tidal carp reacts to movement and will attack anything that move

within a meter of it. They i@ not excessively dangerous in that

Su rvey they are easily avoided.

. . . Tidal Carp
Epsilon Subsection 1: Introduction to e Ve e

Basilisk Biology Number 15

Evolutionary tree on Basilisk followed a path of bilaterall Move 20m (swimming) & 10m (waddling)
symmetrical hexaedal locomotion. The typical higher life form IM/IRS _ +8/35

has six limbs. In aquaticdiforms this follows a general pattern of Stamina 20-200 (1/kg of weight)

six fins. For avian life forms the typical arrangement is on to ty Attack 45

pair of wings and the rest as legs. In a majority of terrestrial li Damage 2d10

forms the limb arrangement is three pair of legs. Native World Basilisk

. . . . Special Attack can shoot tongue and grasp a target drawing
Epsilon Subsection 2: Adi@Life Forms to its maw (RS save to avoid)

Zip Kirill
Zip krill gather in schools humbering into the hundreds. They areCrocokan

resemble a 10 cm silver torpedo with three pair of fins/wings. Athe crocokani & G KS | LISE LINBRI G2 NJ |

unique behavior of the zip krill teey will jump out of sea waterto  ecosystems. It has a long toothy snout and slender serpenti

escape predators causing their flapping fins make a zipping noisgody with three pair of fins. It is large, fast, voracious and luckil
This behavior can present a hazard to aquatic travel as the zip krifiolitary hunter.

will jump in such frequency that anyone traveling in a boat will be
struck by 1d1@er round for 1 STA each.

(All creature artwork byAndreas Fernandgz

ok
Type Tiny herbivore Crocokan

Number 100-1000 Type Large carnivore

Move 80m (fast) Number 1

IMIRS  +8/75 Move 100m(fast)

Stamina 2 IM/IRS +9/85

Attack - Stamina 200 + 5d10

Damage 1/strike Attack 50

Native World Basilisk Damage 4d10

Special Attack Anyone caught in a cloud pfmping zip krill will Native World Basilisk
receive 1d10 strikes (RS check for half damag

w11 I
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Freshwater Crocokan together to take down larger prey. They have a natural ability

The freshwater crocokan is a smaller and possibly even mor&low their metabolism to endure long periods without food. WheRii ‘
aggressive version of its salt water cousin. slowing their metabolism they roost in caves, rock clefts and cagefi
t4

presenting the appearance gargoyles of myth.

~ @ RS

Freshwater Crocokan

member was injured in a fall. The attack can catch a victim flaBPOVe poaching kills of other predators and having an acute sense
footed as they seem to be pleasant travel companions with a0f smell will fly kilometers to feast on carrion. Its standard attack is
melodious crooning song and their constant presence encouragel® 9rasp/grapite prey with its talons for 2d10 in damage (treat a
2F 2y SQa

i KS RNERLILAY3

Cacti Gargoyle

animals to split u

Jdz- NRo STR 75 for breaking free of the grapple but a successful STR to
break fee causes an automatic 1d10 worth of damage) followed By
a biting attack every turn till the prey has been subdued. It alsp
has a spcial flying tail slap (must be done as a flyby attack angd
cannot be combined with any other attack) that combined with i
trumpeting call is designed to spook prey and cause groups bf

p and run making individuals easier targets.

Ul Type Mediumcarnivore
\ Number 1 Type Medium carnivore
> Move 100m (fast) Number 2d10+2
IMIRS _+9/85 Move 80m (fast)
Stamina 120 +2d10 IM/RS +6/55
Attack 60 Stamina 50
Damage 3d10 Attack 35/35 (2 pair of limbs)
Native World Basilisk Damage 2d10
b Native World Basilisk | o' o
2 Epsilon Subsection 3: Avian Life Forms i &
= Trumpeter Wyvern i1 8§
: g Basilisk Sparrow Vulture The trumpeter wyvern can be identified by its trumpiie call and
(—] This tiny creature is a reptilian looking avian with two pair of wingsh"’ls a Qistingtly re.ptilian or.dragefn A1S b LJL.JS I-. N\.]- )f 0S8 o | ¢‘ ﬂq
c—’l’ and one pair of legs. The sparrow vulture is an opportunist hunterfirst pair of I|m_bs is small fins used for maneuvering in air withia |
&) and scavenger with flocks following healthy creatures looking for avestigial grasping C.""‘.W .each. The seconq pairis its wings (8m wing g
s . vulnerable or unguarded moment to attack. They followed the fpan). The fj“f" pairis [ts\\pquerlags GNdIVNQ lfl talop/ C|aWS.ATtle -
N survey party for 1.5 days before viciously attacking when oned NUZYLISUSNJ 68 OSNY A& GKS | LISE § LN ]

‘om
g
| ek sparonvanee
Type Verysmall carnivore °
Number 2-20
Move 60 m (medium)
IM/RS  +9/65 ‘
e I
Attack 35 Type Large carnivore
Damage 1d10 NG BEE ‘
Special Attack Surprise M&ack attacks with surprise In e T e
addition the victimis stunned for the first
round (INTchecknegates stur). IM/BS *8/75
Native World Basilisk Sl 129
Attack 55 bite/ 35 talons / 65 tail slap
Damage 1d10 bite/ 2d10 talon/ 1d10 tail slap

Cacti Gargoyle

The basilisk gargoyle is a small carnivorous avian of reptil
appearance. They have two sets of limbs ending in grasping clg
and one set of bat like wings. The cactus gargoyle likes to carry
small creatures clasped in albur small limbs but will band

ST

66

Special Attack

Gombined tail slap and trumpet causes pan
Treat as stunned for one round unleg
successful INT check

Native World

Basilisk

| S
5

_.‘1'\ r
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Type

1 LR

Fishing Wyvern

| Fishing Wyvern

9mall carnivore

g

Number

3-30

Move

140m flying/ 20m hopping

IM/RS

+8/75

Stamina

20

Attack

50

Damage

1d10 bite

Native World

Basilisk

Forms

Spine Monitor

Epsilon Subsection 4: Terrestrial Life

3 <

The fishing wyvern is a small version of the trumpeter wyvern.
They feed almost exclusively on zip krill and tidal carp.

T

Type

“ STARFRONTIERSMAN #18.

Small herbivore

Number

2-20

Move

120m

IM/RS

+9/85

The spine monitor is a large territorial lizard with a double row (

ALAY &

R24Yy

AGa ob Ol G2 GKS

Stamina

10

i

Attack

65

animal and easily provoked. All three pair of its limbs end in feet.

Spine Monitor

Type

Large herbivore

Damage

1d10 tail whip

Native World

Basilisk

AUGUSTZD]?-

Number

1-2

Move

60m

IM/RS

+7/65

Stamina

125

Attack

60

Damage

2d10 bite or tail slap

Special Defense

Back spines ward off melee attacks from flyi
predators -15% attacks from above

Native World

Basilisk

Rock Monitor

The rock monitor is a small low lizard like creature. Its skin |°°k?orms The current theory is the gas is to knock out a large animél

and feels like rock for camouflage (8@¥tance ofconcealment).

Pt

i KNBS

LI AN 2F fAYda SyR

but becomes aggressive to defend its burrow.

Type

Rock Moritor and thus spread the spore puffer plants across wide areas.

Small herbivore

Number

1-5

Move

40m

IM/RS

+5/45

Stamina

20

Attack

55/35

Damage

1d10 bite/ 2d10 talon

Special Defense

Concealment 80%

Native World

Basilisk

Whip Lizard

The whip lizard is small, fast and agile animal. It has a le8gj2
flexible tail that it uses like a whip for defense. Packs of whipterrestrial food chain surveyed. They resemble tall rrlittbed
lizards will attempt to drive off predators by continuous attacks trees covered in 6¢cm to 10 cm spines.

from cover using their whip like tails and speed toptoy hit and
run tactics. All three pair of limbs end as feet.

.fl X /; — '
’ / v;’ ’."”, ‘I‘ “\1 i | |
Bk ”umth

‘ ‘ |
Lt
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Zeta Section: Botanical Survey

Spore Puffer |
A spore Puffer resembles a 1m barrel studded with small round:
openings. It is also covered with sensitive hair like cilia. The spoE
LldzF FSNDRa OAft Al NB aSyazNe 2N
currents or sound to identify when large animals are m&asting
has been unsuccessful at fullgolating the exact mechanism
behind this sensory apparatus. When a spore puffer detects &
suitably sized animal of medium size or larger it emits a cloud @f
gas and plant spores. The gas acts as a stun gas asgdhes will
infect most living native Basilisk life forms as well as Frontier life

and allow the spores_to infect it. When_it revives it moyes awa
Ffom R 2o phiferihd dvenfidiy e, HoWeveNRsHofed!

infecting the animals will grow using the dead carcass as fertilizér

Spore Puffer

Type Medium plant
Number 2-20 patches of 20 plants
Special Attack 20m clou of stun gagSTA check negate sfu
and spores S6/D8! (1 STA cheek gas cloud &
creature passes through to negate infection).
untreated spore infection results in death

Spine Cactus

Spine cacti are a major family of plants on Basilisk, numbering 8
ARSYGAFASR allS0ASad cKS2QNB M
numerous species of animal and were foundational to any

There is wide variety with in this family of plants with many havi
unique properties.
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The Lace SpineCactus grows as a tangled thicket of lace like
limbs and offers small prey excellent protection against larger
predators.

>

M

races.

P

M

poisonous if ingested (S5/T8).

Mat Spine Cactus, closely related to lace spine, grows as a
tangled mat on theground and can be harvested and-sigined
to weave into a structure or shelter. Once mat spine vines dry
they become very stiff and hard (35 structure points per 5m X
5M area of densely woven material).

>

M

L
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Razor Grass

'M »ﬂl

Razor grass is adobed 0.51m tdl grass forming three ridges the
length of its blade. It is part of a family of grass called ridge gr
The Blue Spine Cactus has a bluish hue and is edible by Frontiesf \which there are currently 14 separate species of grass. Most &
> R i harmless_but razor grass in particular can be quite dangerous. 'lts
¢CKS . Fet2aNRa {LAYS /I O0dza A4& i@ybsdae rado&tarR andl Bits & thé fafiRedd® bR brebiks byt
remains in the wound. If a wound is cleaned and treatdd
immediately there is no effect. However if left untreated for eve
a short length of time [30 minutes] then a painful S3/D6 infectic

results (all ativity is-10 for duration of the infection.

Razor Grass

Type Small to medium grass

Number mnnQa (2

MannQa 2F al

Special Attack 1d10 STA for full walking move through raz

= grass and -6 STA for half movement
(—
-T)
(]
(V¢)
e
N . .
=X Appendix 1: Encounters by Regions
NS5  Below you will find various random encounter tables for while adventuring iBtslisisystem.
¢ Prairie High Desert Canyon Desert Lace Chaparral Countn
1 Electrical Storm Storm Storm Canyon Wall .V|IIage.: (simila Storm
to nomadic Basiloe)
2 Trumpeter Wyvern Tidal Carp Cactus Gargoyle Razor Grass Cactus Gargoyle
3 Whip Lizard Nomadlcpgft)s/lloe e Trumpeter Wyvern Whip Lizards Whip Lizard
4 RazoGrass Stranded Zip Krill and Nomadic Basiloe on the  Hunting Part_y of Primitive Spore Puffer Patch
Sparrow Vultures move Basiloe
5 None Atp |1l ST e None Spine or Rock Monitor Nomadic Basiloe
of Crocokan close to short
6 None Stranded Zigrill and Tidal None None None
Carp
7 None Fishing Wyvern flock ~ Nomadic Basiloe Hunting Nomadlc;nl?:)?lzlloe GG Sparrow Vultures
8 Sparrow Vultures* Nomadic Basiloe Camp Sparrow Vultures Sparrow Vultures Spine Monitor
9 Rock Monitor Spine Monitor Rock Monitor el Wag:rrsmd Laie=s Rock Monitor
f 10 Elecfltg::::a%?m & Spore Puffer Patch Electrical Storm Light Storm Trumpeter Wyvern

Deep Ocean Shallow Ocean

* Sparrow Vultures will follow for a few days waiting for the opportunity to attack.

River or Stream

1 Storm Storm Storm Nomadic Basiloe Visitors
2 Crocokan Crocokan& Zip Krill Fresh Water Crocokan Whip Lizards

3 None Nomadic Basiloe fishing party Tidal Carp, swimming Krill Monger

4 None Fishing Wyverns & Zip Kirill Nomadic Basiloe Armed Patrol

5 None None None Merchant

6 None None None None

7 None None Nomadic Basiloe Market

8 None Fishing Wyverns & Zip Kirill Sparrow Vultures Fighting Females

9 Zip Krill Zip Krill Fishing Wyvern Sparrow Vultures

10 Storm Crocokan Fresh Water Crocokan Storm

BASILISK SURVEYHXFEN REPORT




SPACESHIPS

. T Computers use level 6 programming, programmed by Jen
The RICk and KI “Cﬁalvage herself. She designed a special program for variable engine ne
specifically for salvage operations. One computer is used for t

Company LTD ship's primary engines, the other is used for governingttiveing

BY Darren Moffett  €ngines (though either could do either job).

Operating out of Cassidine, thick and Ki'rick Salvage Company While most ships may have only one computer with multipl
has been using various old tugs and recovery ships for their deefunctions, Jenna likes to have multiple backups and she can ea
space salvage operation for years. Now they are showcasing aetwork a computer to do another job if one breaks down.

brand new salvage shithe Able Hand L
Navigation:

This company iswened by a partnership of two old salvageRick
Jennson and Kitk Kazk. Their wivekenna and Lifk. Ki'rick handle
the astrogation, finances, biling and the legal aspects. RickCommunication:
handles the dayo-day operations and capitas the "Able Hand." . .
He is also a pi?gtt Ieve): 6.pLifk is the salvagp:azngineer/ship structural” They ha\{e S.p ent .ov.er 15,000 credits for internal and ex.ternal
engineer. Jenna is the computer operator and programmer. There commun!catlon _V'a intercom and §hort rangg broadcasting to
are other crewmembers performing various work aboard, communlca_te with each other during operations,

including two fabricator/welders, an electrad engineer,three » 1 Radar unit .

fitters (they operate in EVZ&lroG and attach the towing cables, » 1 Energy sensor suite e

struts and bracings from the ship to distressed ships, they also do” 2 Full camera Setsfor normal use and 1 for use specifically
hull reinforcement where needed and assist the welder in that for Salvage ops .

task) two heavy equipment operators (tlyerun the tackle, cranes, » Ful complemenF of Skin senso

grapples or pusherjone medical officer and one steward/cook 1 SubSpace radio

(who also assists the medical officer in case rescue of passengeBEmergency:

or crew is needed)That is a total of 14 beings.

» Deluxeastrogation package.

Ca

AUGUST 2012

» Spacesuits for every crewmember.

Able Hand 1 lifeboat.

Hull Size: 5(for volume purposes). However it is truly size 6 5 Standard workpods .

because it carries 8 class C ion engines in addition to its regular» 2 H(_eavy workpods (larger and can move more massive
allotment of engines. The additional engines allow the vessel to equipment neededor salvage recovery)
recover up to HS 20 craft. The ship also boasts a highly specializ&dwing:

ship recovery system. It has a total of 11 engines.
P ry sy 9 » Grapples

Propulsion:
P Salvage:

» 3 Class B lon Engines for use when it is in normal maneuver or
transit. Once it is attached to another ship for salvage it can
operate all 8 of the larger engines to propel the craft in distress
as well as itself. This will depend on the size and mass of the
other hull. It is outfitted with extra powerful maneuver jets for
moving ships much larger than itself

» 2 heavy Snatch Block and Cables (usually used to secure a ‘
stranded vessel after it has been grappled [1 forward and 1 ! ille N
aft]) | | “

» Pusher recovery system I

» Mounted on the front of the ship this system is designed
attach the two ships together so that the salvage ship can be

Life Support: used to propel the distressed vessel forward by attaching to i

engine struts or hull. Once this is done, the salvage ship can

use its extra engines to propel the other ship as if it werisin

normal movement.

» She carries 3 life support systems of the largest type for rescue
purposes and can salvage a luxury liner of up to HS 20 safely.
She can run ventilation tubes and conduits to the other ship to
sustain life aboard if needed. Fabrication/Repair:

Computers: » The Able Hand has a full machine shop and standard parts ta

3 life support computers repair ships in distress while underway.

1 navigation computer
1 general purpose computer
2 propulsion compurs

<

'
|
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Weapons andDefenses:
» LaserBattery(x2), Grappleé<2), Reflective Hull

This ship is designed for rescaalvage. It is designed to "tow"
another vessel by pushing it into place using the hard grapples
mounted on the fore of the ship in conjunction with the pusher
plate. A large reinforced plate at the front of the ship is used to
keep any damage from happewy to the salvage ship as it pushes
the crippled ship to safety. It extends the hard grapples as wide as
needed to attach to the other vessel to make a hard contact with
the plate. Once this is accomplished and all is secured by the
salvage crew they carrgvide propulsion for both ships, including
jumping to another system if needed.

The company has been in business for over 30 years and after
saving enough credits they were able to design and build this
vessel for its purpose. They paid for it outrightuch to their
bank's dismay. It is insured to the full cost of rebuilding it.

Able Hand
HS:5
38 ADF: 1

30 MR: 2

Weapons: Laser Battery(x2), Grapples(x2)

Defenses: Reflective Hull

Forward “iew Side View

Aft View
Cost

300,000 for the hull

1,450,000 for the engines

132,000 for life support

74,000 for deluxe astrogation

20,000 for subspace radio

10,000 for the radar

200,000 for energy sensors

50,000 cameras

6000 for hull sensor

15,000 for special intercomm system
100,000 for life boat

20,000 for 2 laser battery

6,000 for reflective hull

150,000 for special grapples and pusher plate system
50,000 for Machine shop

25,000 for special block and tackle equipment
50,000 for special workpods

75,000 for miscellaneous equipment

Sub Total
2,7333,000 credits

Fed taxes and licensing fees. 200,000
Salvage contract permit 100,000

Total 3,083,000 credits

sy RN 1111111




CLOVERDALE CLASHIRG

By Thoma¥erreaultjedion357

I dzi K2 NRIAG b@lidB Y2 At t ALY 52dz3f | & differerd veRidhb of degks 42dB. a ODSS Ay
Star Frontiersma##17that reminded me of this. Rather than leave
this moldering in my computer waiting for the hard drive to pack it
in, | decided to submit them for those of you considering using a
AGship inyour adventures.

It was also designed as an ion drive ship allowing it to jump
20KSNJ aeadsSvyad {2YS 2F GKS /
Nessng LXFySGad | G/ tlaa & |

is configured for energy production and not propulsion. Shiftk w

The following deck cross section was crelfer a play by post these power plants were generally refitted with extensive lightin
game involving a mystery on an agricultural ship. | only createén the domes as the ship was intended to operate for extensi
what | need at the time and the project sat incomplete on my hardperiods away from the light of a star. It was found to b
drive. advantageous to supplement the ships power systems with &

About the Cloverdale Class Aghip atomic power plant.

The Cloverdale class has a modular design allowing a purctoase

tailor their ship to their specifications. Therefore there are two hatch

Original Deck Plan:
http://starfrontiersman.com/dowroads/misc

Aleck 1 Bt
" Deck 2.
IRAGZ2NDBEODMS? 168Sy LY |
az22NBQa o111 gnnio
Frontiers game. He incorporated both Doc

.f‘.'pr'r' 1: [ffirers Crhins

Llec.'ﬂ.i;..wa.n haron
SAleck b Daoip

Currently the characters are travelling with
Doc, getting in some trouble andying to
secure enough credits to fix our ship berthec
. in the Theseus systenL. 1l Qa 022 f
L Deck e Dome, Srovoge.f creation in adventures!

Deck 7@ H20 Tank Attachment

Deck 8: H20 Tank Attachment

Aeck S Robotic.labs.and
C Deck 1k Secondary....

;__..L?f.c,'n A1 EMiaccess.and

0k A2
/ Deck.ddidechlab.& Lraine

S Deck 14 Hear EAMELGENCY

I sy

Another significant option with the Cloverdale class was tht
installation of workpods on deck 14 near the rear emergency

McGee and his AG ship into our adventures
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SALVAGE OPS

By Bill Logan

Contents requires).

This game consists of 160 cards. You can print them from this PDF
directly to paper or cardstock ancut them out, or you can print
directly to Avery Business Cards (a couple bucks at your local | (-
A02NBT YIFI1S adaNB e2dz LINAyd alt g
your printer).

5 derelict ship cards

20 player cards (5 corporation; 5 salvage ship; 10mand)

35 exploration cards (5 artifact; 15 numbered; 15 hazard) | Corporatior One Salvage Ship and two Command Cards
100 salvage point cards (55 epeint; 30 fivepoint; 15 ten Card

point)
The Game Round

Obijective
- — A game round consists of the salvage team exploring a deitieof
The Sathar have invaded twice in history (SWI and SWIl), and ea'lﬁjj(l.-relict ship. After setting up the round it is played in a series 0f

time welre barely beatenhbgckr;_ No Sathar tecligg: has ever repeating steps until all operatives have either returned to the
been salvaged because their ships-sietétruct. Lucky for you and ships or hazards have killed the operatives. The round is t

your crew a derelict Sathar ship has drifted into the region and lie%Nrappedup and the next round starts anew. Thesteps are
peaceful in the black of space, at least on the outside. Each play%rutlined below '

represents one of five respondingmorations, sending highly

trained salvage crews to recover technology before it -self Roundsetup

RS a. UNDzOU & @ {AyOS SHOK 02 N‘]“]Q_ H%kéj {he2 Xrt%a%t caltjras Ilfo\nq ur%deN% %rgther(eliiclt‘ shiB Féa
time, interstellar salvage laws must be followed. The player with,

the hiahest sal ¢ total at theid of th . OR2Say Qi YIFIGGSNI 6KAOK SyR &2de
€ highest salvage point total at thee: of the game wins. Shuffle it thoroughly into the rest of the exploration cards. |

subsequent rounds slifle in the next artifact card, etc. Go to the

Playing the Game command step.

The game lasts around 30 minutes, and can be played by anyon&ommand

age 8 and up. After setup, the game is played in five rounds where

. : : N DL

players press their luck acquiring salvage points before hazard§ach player privately picks which command to give his operative = =

become lethal. OSAUKSNI af{I f gF3IS hyHE h NJ &wSH dzd
face down on the table. All players then simultanepugveal |

Game S‘[u p their selected command.

Return to Ship! A player who issued this command takes a

Place the 5 derelict ship cards out for reference, showing thesalvage points his operative is carrying and safely tucks the

shape of the drifting derelict ship. These represent the five roundsunder his salvage ship card. Additionally, if any salvage points er .
of game play. artifact cards exist on explodecards (next to the ship), he grabs “
those and tucks them under his salvage ship card too. If mofe
than one player returns to their ships at the same time, they mu
evenly split the salvage points found on explored cards (leavig

any remainder and all #facts behind). Players who issue this|

no part in game play until the next game round. If the last play rl‘ i il
still in the derelict returns to his ship, go to the round wigp §
step. Otherwisego to the exploration step.

Shuffle and place one artifact card fadewn under each derelict Salvage @ A player who issues this command keeps h

ship card. Deal each player a corporation card. Then give %perative in the derelict ship and takes part in the rest of the gank
each player a salvage ship card and one each of the two Commanround 0 1o the exploration ste
cards (Salvage On! and Return to Ship!). Separate the salvage 9 P P-

point cards into three piles and set them aside. The oldest player
is the banker and controlshése (note: players must trade in

R

| SALVAGE OPS A
| | 1 |
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Exploration Example of Play

A player flips the top card off the exploratior|
deckand places it on the table faag. The card P This simple example assumes a three player game. The ot

can be any one of three types: _ el players are John and Mary.

Artifact card ¢ this represents a valued piece oflf % ! Game Setup

technology. It remains on the table, awaitin Mary places the artifact cards randomly under the placed derelic}
someone to return to ship and grab it on the wa| | s

- o AR ~ sl || ship cards, You are dealt the Streel Corporation, who is prepa
2 dzt @ { 5SS GwsSUdzRy to the ——J‘ th BaAdf the hazard of Securitybots. Additionally, if you can g
command step. 82dNJ KFyR& 2y | &lly2aAra 538&105
Numbered cardc if the explored card contains a bonus salvage points! You are given a salvage ship card to
number, the banker divides the listed salvag ’ your acquired salvage and two command cards to direct you
points evenly to all players still in the derelic| S - operative. John is dealt P#balactic Corporation (prepared for |
ship, placing any remainder points on the car Slavebots, desiring Cybernetic Engineering Technology) amy Ma&
itself, awaiting someone to grab itnothe way is dealt MercCo (prepared for Autoturrets, desiring Sathar War
out. Players do not tuck these salvage poin J Frontier Invasion Schematics). John is the oldest, takes the sal

under their salvage ship cards. For instance, [SNgSSE point cards and becomes banker.
the number 7 is explored when 3 players rema — d1
in the derelict ship, each player receives 2 salvage points and thBOun

remaining 1 point would remain othe card. Go to the command Round Setupc Mary pulls the first artifact from under the first
step. RSNBEAOG &aKALI OFNR FyR €Sia !

al yALMz A2y ¢SOKyz2t238¢ 0S¥
exploration deck.

ALGUST 2012

Hazard cardg these are dangers which exist ir
the derelict ship. If this hazard matches anothglf :
hazard which is already explored in a previol N Command¢ There is neither danger nor salvage points toe :
step, then the hazards have become lethal ar] = /7" iroftS @SGz a2 SOSNE2YS NBOSIH
kill all operatives. Each gaoration has prepared
for one of these hazards; a player may ignore a
KETFNR GKFG YIFGOKSa K
If any players are still alive in the derelict ship,
to the command step. Otherwise, go to the round wigpstep.

HAZARD Exploration ¢ Mary flips the top card of the exploration deck.
ool § Everyone smileg as a_numbered 5 card is shown. John gives

L2 Ndvdhd foke tooéa&lr%lgy%r aﬁ)d2 faledPsalvage pointhen &

card.

Commandc9 I OK LJ I @ SNJ &A Ydzt G yS2 dzalt

Round wragup Explorationca F NB Ft AL G(KS ySEd &K
When no operatives remain in the derelict, remove any unclaimed; k § / s g2 RNJ 32 v H ¢KS KITFNR
artifacts or salvage points from the fac@ explored cards and V2OKSENI 02YS84a dzd (KSYy SOSNE?2
return them to the bank (any artifact card is out of play for the
rest of the game). All players must discard any salvagdthiay Command ¢ Everyone decides the thr?aof getting another )
were holding (they do not get tucked under their salvage ship/ € @2 RNI 32y Aa t2¢ Sy2dzAK: | YR
card). Take the most recently explored hazard card and place Exploratlonc Mary flips the next card and a 2 is revealed. Jo
under the derelict ship card with its name sticking out for all see.x|. yQi RAGARS GKIG Fyzy3 GKS
This card is removed from play and lessens thelitigss that
future rounds will end from the same hazard. Flip over the . ..
derelict ship card; that section selestructed. This round ends CommandqL ¥ e 2dz NBUdZNY SR 02
and the next begins. If this was the last (fifth) round, go to scoring@way the 1 salvage point you hold in your hand as well as thej4
below. Otherwise go to the round setup stegbove. that are sitting out on the explored cards. John and Mary seem b |
consider this as well, but there is gnbne hazard out and so
SCOI’iﬂg SOSNE2YyS NB@SIHta a{lft@dFr3sS hy ‘
Exploration¢ Mary flips over the next card from the exploration '  . | L
RSO1 FyR NBOS¢ahdhertdzami 2 i dzNNB G 2%

places both sakhge points on the card.

All players must add all the salvag
points tucked under their salvage shif |*
cards. Additionally, each artifact they
managed to tuck there is worth an
additonal 10  points. Each[ 5
corporation card lists a primary| exmmey
YAZEAA2YT AT lye& 2 SNBAJZONE A DHADNBY (f & K2f RAy3a Aa
match the stated mission then the|f&& moE N riskit. WherS@SNE2y S NBGSIfaz W2KyQ
player earns an additional 10 points. |P&: . o |*7 e/ G6KAETS @2dz yR al N NBOSIt daf
the 4 salvage points on the explored cards and tucks them alo
with the 1 he was holding safely under his salvage ship card.

Victory: Whoever has scored the highest salvage point total wins.

.», “H
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Exploration¢ Mary flips over the next card and reveals that a 1
John curses his conservative choice while he dishes out 6
alt@gr3as LkRAyGa G2 @&2dz FyR al
operative is no longer in the ship.

Commandg, 2dz | YR al NEI fo@MHXKS NByAEs

Exploration ¢ Mary flips over the Genetic Manipulation
Technology artifact card. She places it on the table and bothjs
g2dz aGFNB Id Adz 1y26iy3 Al

game.

Command¢ LT @&2dz €SI @3S y263h R dz

AFf@Fr38S LIRAYGa dzyRSNJ @2dzNJ &t
artifact and place you in the lead. However, if Mary returns to hi/s [ '
ship too then neither of you would get the artifact. A difficul@l4 ‘ ok ) NG 1

L

& OK2A0S83 odzi 22dz RSOARSry teeealsdl/s “, 5
= GwSidNy cE2df RARMOG SELISOG KSIZ I it
) while she tucks the 7 salvage points she had in her hand ald ¥

- 3

g gAGK GKS FNIATFEOG OFNR® | 2dz | -
—l: Exploration¢ Mary flips over another card and youeahappy to =

N :

(—)¢ see a numbered 3 card. John hands you those three salv W ot

;; LR2Ayida 6é&2dz R2y Qi &aKINB (KSY

the derelict ship alone now).

Command¢ { A YOS @2dzQNB (KS 2yfe
O2YYlIYR @SNDI f tA8LHé 6 wS () (i dz@
akf@r3as LRAyda 82dzQNBE  K2f RA
exploration card to put you in last place. Mary flips the next ca
over anyway, to show you what you WOULD have faced and
grit your teeth at not staying: a numberedi Icard! Frustrated,
you prepare for the next round.

Round Wrapupca l NB LA O1 & dzLJ G4KS 4!
was the last one placed in the exploration area) and puts it und
the derelict ship card, then flips the derelict ship card over arfu
makesd AGGf S SELX 2a8A2y &2dzyRO

Round 2

The next round begins with John in last place and Mary winning.
o All of this can change easily enough, though. You vow to push
your luck a bit further in this round...

Last Words

I enjoyed making and playing this game. | hope you do too. It cost

me only a few bucks to pick up two packs of the Avery Business

Cards. If you print out a set and play it with friends, take a pic and

email it to me. If | see other people actually Bin G KS 3 YSs LQft 068§
encouraged to make more games for future issues of the Star
Frontiersmanwlogan@dwdstudios.com

Credits

Playtesters: Alexandria LoganColin Griffin, Hunter Logan]im
Gaines Joshua Moore,Larry Moore, Noah Logan, Stephanie
Logan Tammy Moore.
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Print this sheet 3 times
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