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ON THE COVER:
The cover is courtesy Shélllan
Shoemake You know and lov
his work already. Thanks for thi
terrifying image Shell.

OTHER ART CREDITS: 5 g

» Artist Credit on images

FOREWORD

Welcome to Issue #23. It has beenoad road to getting the
issues out this yeaHopefully this issue finds you in the moo
to delve into the mind of the Sathar.

Our group of idea people at Starfrotniers.us has been delv
into the satharyear. Issue #6 of the Frontier Explorer has shov
us more of the sathar than we probably wanted to know. No
thanks to Ben Gorman (a.k.a. Rollo), we have been gi
another look into the object of the Frontiers nightmares
Starfall; Incursion is the next sathar plot to take over tt
Frontier. It also hips that awhile back, Shell created a
awesome cover for us without knowing it would tie in so we
with the adventure.

Included in the issue also are some articles from Andy Camp
at the SFUnderground group on yahoo.

If you ever wanted to hit your gmnent in the eye with your
needler, check out the articles on different wound rules for SF

Please send any feedback you have directly to me or post
the Starfrontiers.us site. Enjdkie read.

LY A&aadzS 1 uwnX GKS | NIAOf &s
written by Evan Robertson. He contacted me and so here is
credit for that great look into Star Frontiers.

Raise your dice hand high!
William Douglass
Wdouglass1970@gmail.com

STAR FRONTIERS, WIZARDS OF THE COAST, and the WIZARDS OF THE COAST logo are trademarks belonging to Wizards of

subsidiary of Hasbro, Inc., and are used here without permission. © 2001 Wizards of the Coast. All Rights Reservedisttieutiea of this

revised edition of the oubf-print game system is not intended to detract income from Wizards oflbast.
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CREATURES OF THEH IEHRO

leaping crocodile with short snouts. They measure
1 to 2 meters long, & about 1 meter high.

i/“

This article on swamp critters from Firma wstashed on m

computer. | acquired it on one of my surfirxpeditions o _
looking for new or obscure Star Frontiers stuff. | have no ile: The mouth is filled with hundreds ofemder, razor

where | got it or who created it. Since | cannot finddtv on sharp, needldike teeth, each 5 to 6 cm long. Thes
the web, | thought is should be brought to light herethi 0SSGK I NB dzaSR Y2NB F2NJ
author reads this and would like credit, | will be happyjto it swallows it whole, and bleeding prey out. They wi

—

-0 iR e Mo i Lelier not render flesh into smaller pieces with their teeth on &
- | w.l ) ) purpose, but they woR(@ O2Y LI I AY
i Firma Swamp Critters happens during the swallowing whole process.
P f The eyes have nictating membranes, to protect th
,M'.'.a;’: eyes from dust or foreign particles, and also us ‘
e Type Medium Carnivore underwater. o
Number 1c¢4
Move Carrion frogs can hold their breath for up to an ho
Water  Fast underwater holding relatively still, but generally have® &

to breathe air once they move to attack. While
swimming, they can only hold their breath for 155
minutes. g

0

Land Slow
Leap 10 meter leaps, once per turn.
IM/RS  6/55

Sl | 150 Their diet includes all kinds of dead, rotting flesh, anti’\g&

AT | SUTErESe & B particularly enjoy submerged meals, their olfacto
Damage Tongueno damage, but must make Str aSyasa OFy wavstto RSHR

check each round to escape; 2d10 per
bite.

Special 25% chance of havinggl4 random

Attack  physical or mental mutations (if Gammg
Dawn rules are used.) Roll d%01-25 =
1 mutation, 2650 = 2 mutations, 5& 75
= 3 mutations, 7600 = 4 mutations.
Roll 1d10 for each mutation 1-5=
mental mutation, 60 = physical

N

to 100 meters away, as long as it is in the same body &
of water, and the currents (if any) do not flow in the
opposite direction. If dead flesh is not available, the
will settle for fresh Kkills, not @ferring any form of

flesh over another. If they can get their wide, hinge
jaw around a thing, they will slowly swallow & digest
as they go.

il
They will remain just under the surface of water @ ) l

____mutation. : _ mud, keeping a watchful eye out for prey or floating
Special Nearly impossible to spot while carrion to come its way. Wounded animals ar
Defense underwater or mud. The hide is 30% 2dza08LiAGE S G2 GKS o681 a ‘ )

resistant toarchaic & melee attacks anq ||| and save it for later, until it has acquired the] |
10% resistant to ballistic attacks. O2NNBEOG GFfF @2 NE @ l
Native  Firmag swamps. , u
Habitat They attack on 7+ (2d10), or flee on 10+ (2d10).
Description

Carrion frogs were named by the first colonist settlers

of Firma, many centuries ago. It is an inaccurate, yet

descriptive term for these amphibiis carrion eaters,

GKS aOFNNA2Y FTNRB3I¢ Aa I Oldz f¢t e
smooth skinned, supemdhesive tongue flicking,

|“ th]ll I |1 L CREATURES THE FRONTIER
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' Mantithopter

Type Insect,Flying Hunter

Number Swarm2d10

Move

Fly Fast

IM/RS 5/50

Stamina 45 : :

Attack 45/35 (Grasping pincers Carrion Vines :
Mandibles) Type Carrion eater

Damage Mandibles1d10/turn in grasp Number 4d10 vines :
Pincers4d10 (once the prey is i Move None, stat_lonary, but it has a 1
firm grasp for 4 turns) meter radius for every 10 vine

Special Attack ~ After 3 turns of firmgrasp, the present.

Mantithopter secretes a highl IM/RS 3/30

acidic digestive juice tha Stamina 15 per vine, 75 for the body.
dissolves the prey caught in i Attack 30/45 (choking, needle tippe
grasp that does 3d10 points vines, paralysis.)

damage per turn. A successl Damage Choking vinedd10 per turn,
strength check is required t needle tips1d10+ 1d10 per turn i
Saol LS GKS aly not removed in two turns.
grasp. Special Attack  Paralysis poison on needle ti

Special Defense -10 to hit due to highly will incapacitate prey.
maneuverable flying. Special Defense None

Native Habitat  Firmag swamps. Special Abilities 1 ¢ 10 random Plant Mutations.

Native Halitat Firmag swamps.

Y| f Soa KSIR RdzNJ\yEI
him after mating.

Description
The Mantithopter is so named by the ColonistsDescription
because ofts resemblance to a Mantis Bug and early Carrion vines are another misnomer, as the vines are
renditions of the modern helicopter. The commonly the only visible part of the whole creature
Mantithopter is 3 meters Ing, and has oversized front The whole creature is a carnivorous, carrion eati 19
limbs that end in grasping pincers. These allow theplant that commonly dwells in the leaf covereg
mantithopter to pick up 75kg of weight & fly at full branches of all swamp trees and overhanging
speed. It can pick up to 100kg & fly at hovering heightembankments. The body of the Carrion Vine plantlis
and at half speed, if it so desires. It weighs in at 50kgndicative of the number of vines present. For eve
at its largest size. A mantithopter prefers smaller, 10 vines, the body will send out longer vines over the
more manageable prey (under 50kg), but will readilyimmediate area. For every 10 meters radius, add 80
attack a living being up to 100kg, including sentientStamina.
plants. The vines appear pale and sickly green, rough and
segmented, as a worm. They hang motionless frofr
Once a mantithopter getdts prey grasped inits the tree or other overhang above, and wait untilf
pincers, it will attempt to hold it for 3 tumas it works something brushes up against them. The vines &
up its digestive juices; as it waits, it begins gnawing aicovered with tiny hooks and briars, as well as a stic
the prey withits powerful mandibles. After 3 turns of wet subgance useful for entangling prey or carrio
graspingts prey, the digestive juices begin to flow out and drawing it up to the central body & the envelepe
from its mouth, soaking the grasped prey and seepindike jawtrap mouth. ‘

treatment, the mantithopter will attempt to pinch the one bloodsucking vine with large bore needle 6 inch}
prey into smaller, easier digestible bits. long at the tip, used for injecting a paralytic poisof¥

e

“li?
f/

which also turns flesh into jelly, and then sucking jitf ,_ -.,

out.
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Once most of the jellied flesh has been sucked out of

the prey, the rest of the body is hauled up to the [T

B STARFRONTIERSMAN #23.

cavernousmouth on top of the body in the center, | Type Fungus

and dropped in for rending and digesting. Number 1

The fat, bloated central body is not armored, but the["\15ve Slow

nature of the plant allows it a generous lifespan IM/RS Special

through a decentralized nervous system and moto ST Special

process. Damage musbe inflicted all over the body Attack Special

equally in order to kill it completely. It is not normally .

immune to most attacks, but it is immune to Damr?lge Spemgl -

radioactive damage. Since its diet is largely Special Attack  Symbiote with random mentg

indiscriminate, it may absorb mutations from other
beings, thus giving #gome useful mutations.

or physical mutationsattaches
to victim within 3 hours of itg

attack.
| Shriekers Special Defense (I:Q:::ec:m Physical Mutations ar
4
-II\-I)l/Jpr:ber Eg:g}:i/Mushroom Native Habitat Damp Underground neg
Radioactivity.
Move VERY Slow 1 meter/turn by
ISM/RS ;3/ Zo Description
(AT 50 Similar to the Mutating Fungus from Volturnus, thi
Attack 65% fungus is only slightly more ingiais, and nonetheless
Damage As Sonic Stunner for 1d1Q  gangerous. It resembles a white pasty fungus, vet it
_ wrns____ capable of selflocomotion creeping across small
Special Attack _Infection with 1d100 turns areas of land to attack its prey. Its attack form
Special Defense None resembles that of a cancer, replacing normal healthy
Special Ablities None tissue with its own symbtic cells.
Native Habitat Damp Underground

(Taken liberally & nearly literally from the AD&D Monsler
Manual p. 87 JAuthor

Description

Shriekers are normally quiet, mindless fungus whictil® character is not treated within 3 hours, thej
are ambulatory. They live is dark places beneath theharacter gains a mental or physical mutation at thg

ground. Lght within 10 meters or movement within 3

meters will cause them to emit a piercing shriek which(Commonly by amputation) within 3 days, the |
lasts for 1d10 turns. This noise has the potential tocharacter will be completely consumed & turn into &

stun any within 10 meters for 1d100 turns, IF the
victim fails a Stamina check.

This noise has a 50%asite of attracting wandering
creatures for the next 2d10 turns.

CREATUREB THE FRONTIER

Any character exposed to the fungus for 8 hours @r
more or who sleeps near it for any amount of time wi
find a white pasty growth covering part of its body.

the character notices it within 3 hours of its attack
the infection may be treaad with antibody plus or its
equivalent to counteract the effects of the fungus. |

rate of 1 per day. Unfortunately, if this is not removed

Mutation Fungus permanently. }\ |
|

)
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CHARACTER RACES

I dzii K 2 NXThis isahdttervin a series of articlet
that present many new races that exist outside [the
Frontier. Each of these races has been adapted
me from material that | have been developing Lm
the Star Frontiers (URS) Project. All of these rac
are not yet aware of the Frontier, but many | of
them are spacefaringand have had contact wit
each other.

Andorians

By Victor M. Gil de Rubio

1.9m tall

80kg (male), 60kg (female
500 Years

37°C

Heterosexual Viviparous

Average size
Average mass
Average lifespan
Body temperature
Reproduction

PHYSICAL DESRIPTION AND STRUCTURE

Andorians follow the same basic symmetry of
Human and are one of several races compatibl
enough genetically that they can interbreed with
Humans. Andorians have sikehite hair which
grows on the top of their head and on the back
of their head that darkens to black at the tips a
they grow older. They have almond shaped eye
that range in color throughout the lighter colors
common in Humans. Andaris are slender of
form, and their skin is a golden bronze in colol
Their ears are naturally pointed for a broader hearing
range

Internally Andorians are identical to Humans, bu
they are not as tolerant to alcohol as amdn
making it easy to get an Andorian drunk.
l'YR2NAI yQa 02RASA LINE RO
affect mammalian humanoids It is customary for
Andorians to take suppressive agents once
month to suppress their pheromones when yhe
have to deal with no#\ndorians.

CHARACTERCES ANDORIANS

SENSES

Andorians sense of vision is more sensitive to the
ultraviolet spectrum granting them night vision @s
good as their normal vision during daylight houfs.
Their sense of smell, tastand touch are also\
Y 2 NB aSyaridiros 0Ky

SPEECH

Of all the mammalian species in the universe
Andorian  language is the most beautiful.
Spacefaring races who have had contact with
race call Ar@INR I y & a{ L} OS

NI OSa métKnen @S

f‘.‘

/
I
Art BY Emily Vito
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SOCIETY AND ATTITUDES compositions, and sculpture are well regarde
among the races that know of the Andorian
Andorians are lovers oart and beauty and are Andorians are a very spiritual people, believing
culturally superior to many races in the knowny ynifying deity that igyenderless, but represents
universe. They are sensualists who enjoype harmony of the mind and body. Man

pleasurable experiences, and their society is a@npdorians strive to perfect themselves to sho
enlightened one. Andorians are a very oOpefRheir devotion to this ideal.

people, and are ery accepting of other races, no
matter how odd they may
be. The Andorian race is
peaceful race, who| Planetary Overview

outwardly seem to be| Planet Core Dia Ave Gravity Orbital Notes
pacifists, but as their history Type Tenp Period

proves they can be quitd Desert Rock  17,640km 293C 1.3g 60 days
deadly opponents. Andorian Desert Magma 25,980km 154C .99 140
have hadone war in their days
long history, which resulted Garden Magma 42,300km 27°C  .9g 380 Andorian
in the exile of the Aldoriarn Days  homeworld | |
race from the world thatl'Pregarden Magma 37,380km 10°C 1.0g 520 '
they shared. days
_ Greenhouse Magma 66,200km 10°C  1.1g 640
Andorians do not usually days
allowed  non Andorians 10 Fereenioise Magma 73,800km 4°C  1.2g 810
travel where they will on days
their Homeworld. To  allowl' g cier Magma 42,200km -51°C 1.0g 1,150
for trade and as a gestur days
of goodwill " the - Andorians ey o R ook 25,860km 90°C  1.3g 2,050
built a spaceport and a cit days

around it which they have
allowed norAndorians to visit. Travel beyond th'SSPECIAL ABILITIES

city is rarely given to oWorlders unless the

person peitions the Andorian government or have Enhanced tactile senseAn Andorian gains a +5
married into an Andorian family and renouncedponus to any Intuition rolls that befite from
GKSANI 2NARIAAYI € NI OSQ& todch I ySiGl NB I AGAT Sy a KA LJd

The Andorian Homeworld is a world of lush rairheromones Andorians exude a powerful
forests with a mildly temperate climate knov&s pheromone that requires mammalian races to ol
one of the most beautiful planets in the universeg Stamina roll at-10 to avoid feeling desire fo _
Andorians have a deep love of all things naturahe Andorian. This effect causes the victim
and so have not utlized the great resources oflesire to please theAndorian, and though they
their world except to build their cities and villas.are not in any way compelled, refusing any min®r
I Y R2 NJmht® & tempefafe to tropical, and the request requires another Stamina oll 1
Andorians wear clothes as appropriate only '1|‘
because _it_puts the other races at ease, OTelepathy: Andorians are naturally telepathic They i' Il]‘
because it is beautiful. They are a sexually opefan communicate with one willing mind without & .
species, and this has led to many thifgsng roll +1 aditional person per 10 points of Intuition} ‘
Intuition they possess as long as they can HR‘

\

said about them that are false. over 50 at a range equal to 10m/20 points
Andorian society is centered around the familytheir target. Andorians cannot attack psionically withi
and is matriarchal. Andorians have a deep love dhis ability.
learning and art, and their culture is heavily
influenced by their pursuit of ledny, and the

creation of art. Andorian plays, musical

‘ M’l ‘wim | "‘J H it CHARACTRRCES
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ATTRIBUTE ADJUSTBIENT can be seen crossing into the inner systems on
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every ten years, while the slowest appear oriée’
Dex/RS +5 every 90 years 0s0. ’
Intuition +10
Personality +10 I Y R2 N& | ‘
Orbital position 3™ : )
) ) Number of satellites 3 & . )
Beta Eridani Diameter 42,300km ¥ SRV
- Orbital period 380 days L PR ;
LYF2N¥YIOuAZy Rotation period 43 hours g A
Location 92 light years awayrom Seasons 3 X
Prenglar Axial tilt 32 } I @
Sun type Binary system (F2/ M4) Core type Magma |
Color BlueWhite/ Red Gravity 9 : \
Classification F2/ M4 Atmospheric pressure .9 k¥
Temperature 7,000/2,500Kelvin Tectonic plates 18
Life 3,0000125,000in  millions  of] Stress factor 12% =
: years _ Chssification Garden 3
Radius 1592 f Aa0SR AY d Hydrosphere 69% % 1
Radius (700,000Km Cloud cover 24%
- .
Habltable_ sphe_re _ 3_6/ Sl _ Chance of Precipitation 28%
*Planets in orbit within these orbits have the A e AT 80°F
possibility of sustaining life without artificial means verage e. perature
being employedto convert the planet so that it can Average wind speed  3kph
support Human or Humadlike races. Major land masses 2
Minor land masses 3

Notes: Beta Eridani is one of several star systems

in the Frontier that possess one or more planetp NEilEHzE 600 (o)

that boasts an incredibly largevdisity of life and | Gold 300,000cr/ton at the source JoR. o
have at least one major race that have evolve| Federanium 50,000crton at the source l e =
there. Beta Eridani however possesses four planel gjer 150.000cr/ton at the source L

that have an atmosphere that can support Humaf 224 10,000cr/ton at the source o e
or Humanllke I_|fe and whoi possess a wide variety e 50,000cr/ton at the source

of native species. Beta Eridani was once home Ol 15.000cr/ton at the source
two related major races (the Andorians, and thé . N
Aldorians) but at one point the two diametrically
opposed races fought in a great war against ea
other which resulted in # Aldorian race being
defeated and exiled from the star system.

otes: Andoria is one of the most beautif
planets in the known universe, and has major
continents that are linked by a land bridge and
cover most of the eastern half of the planet wi

Beta Eridani is considered by many to be home {?ree minor  continents  in  the  souther

some of the most breathtakingly beautiful worlds emisphere. Andoria has a wide variety of terrg n 1
in the known Universe and unlike many Worldsty pes, but is notedor the many rainforests theg

the Andorim people have not exploited the cover the southern continents. There is a mass g:i

- haln of snowcapped mountains that trace the
resources of their star system, and have nog ]
y & GSNYy SR3S 27F GdKS

condoned any outside race to do so.
Beta Eridani has a thick field of Asteroids roughly

.1 light years outside of the star system that has
given birth to a total of 19 comets that orbit Beta

PAGE
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have built many beautlf AGATATFOGARZ2Y LYT2NXYI

The Andorians

sdtlements in the two main continents of the Classification Homeworld
planet gnd r_]ave left several settl_ements 'Fhat we Progress level 7 (Frontier level)
once inhabited by _the Aldorlans_ uninhabite Government type Charismatic Oligarchy
allowing them to fall into ruin allowing nature tg Law level Level 11 (civilian movemey
reclaim the land where once ghAldorians dwelt. rigidly controlled)
Andoria is a world teaming with life, and t No. maior setilements 8
Andorians have never explored or used up md : J_
6Ky HOE: 2 F iKS L Population 20,000,000
¥ - | resources. It should be noted that Andoria hi Planetary wealth Wealthy :
’ one spaceport cityin the Lethel Peninsula called SPaceport type Major  (private  docking |
4 Gher] Qi K St -ArdBianB are yalbwed to facility, — excellent  repai| |
i / visit, or live (by permit). facilities, construction 0
, system ships andtarships,
Andoria has three seasonghe first season is noteq warehouse facilities,
because the chance of precipitation on the plan customs  house,  an|
P~ increases t056%. During the second (transitiong Spaceport  security  officq -
season) the chance of rain remains at an eleva
~ level, but the temperature drops to an average | Manufactured
: 21% @ 5 dzN& y 3 GKS f I ai |resources
the chance of precipitation retusn to normal |Jewelry 19,000cr/ton at the source
levels but the wind speed on the planet increas Statuary 15,000cr/ton at the source
to an average of 6kph. Artwork 25,000cr/ton at the source

Frontier Explore#6:

-Sathar Summit Il
¢ NHz ySQa {0 N {eads
| -A Thin Sharp Line
-Gray Wave
http://frontierexplorer.org/

CHARACTERCES
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STARFALL; INCURSION

Starfall: Incursion

A few very minor aspects of this adventure are basgd
By Ben Gorman in the Star Frontiers Knight Hawks system. But gn
such aspects of this work so based have been full

This outline is intended to familiarize the Game Mastef€tailed to allow play without the use of the Knight

(GM) and players with this previously unknown part of {awks material so that only the Alpha®n material {8 =
frontier space. is actually required. Some of the material in this work

has come from sources other than the Alpha Da

A basic scenario is outlined herein to get thingdnaterial.
started, but once started there are severaleaues _ _ _
that can be considered for future play and it is up toAny other source material (such as the various issues

the GM to develop them further to fit into their Of Star ~ Frontiersman from
universe. http://www.starfrontiersman.com/) are not requed

for play but are certainly suggested. Whenever sugh
other material is referenced in this work it will be
Starfall; Incursion followed with a full description so that GMs that dc
not yet have access to this other source material may
Starfall; Incursionis a difficult Star Frontiers Alpha still enjoy this work.
Dawn adventure intended for-8 experienced players
(skil levels 34 in at least a couple of their respective This adventure an easily be incorporated into an

primary skills). Strong technical and medical skill setgxisting campaign or used as a starldne adventure,
are a real bonus as this scenario is intended aghichever the GM wishes. Unless otherwise note

primarily a scientific research and exploration this adventure was created with Star Frontiers Alp
adventure and players will have ample chances f Dawn Remastered in mind. Any rukelated questions
experience and monetary gains associated with thesgoncerning tfis adventure can be answered b
skill sets. Of course a good mixture of military skillsonsulting the aforementioned work.

would certainly be beneficial as the physical conflict

involved in this adventure is fierce! .
Alpha Section

The GM should feel free to make adjustments in thiSAbbreviations:
adventure in order to insure that their PCs are NOtATT: Attack score
overwhelmed. This adventure is intended to be D10: TerSided Die
challenging so that experienced players have to thinIbEX; Dexterity

on their feet and consider unorthodox solutions to EXP: Experience Points

tough situations. GM: Game Master

. - ) ) IC: In Character (may be readr otherwise imparted
Simply surviving on such a hostihhoon even without _ by the GM 6 the PCs)

the dangerous flora and fauna present would beIM: Initiative Modifier

exceptionally difficult in reality. It is not the intention INT: Intuition

of this author to force the PCs into a certain deathLDR: Leadership

situation. To that end, it is incumbent upon the GM to LOG: Logic

insure that his/her Es are up to the challenge or that NPC(s): Noplayer Character(s)

he/she adjusts the adventure enough to fit the hh/ Y hdzi 2F / KIF NI OGSNI 6
abilities of his/her PCs. The combat aspects of thi?eference ONLY)

scenarip can be paired chk ip favor of the scientificF,C(S - The Plaver's C aracter(sg
FaLSOGa AF (KS DaQd t/apd Ny atad Colrel
challenge for gample. PER: Personality

0KS LXKeékg
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RS: Reaction Speed
RW: Ranged Weapon Attack Score
STA: Stamina
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Alpha SubsectiorB:

' System Brief

o System Starfall (Unexplored)

Stat: One of the base character statistics BabEnevond Evergloom (one of the
STR: Strength _ moons orbiting Oni)
UPF: United Planetary Federation Moons Noe

Star Yellow
Alpha Subsection: Total # of planets in the 17
Movement: system
Movement should be applied in accordance with th} Artificial Satellites None
specifications detailed in Star Frontiekipha Dawn. Gravity 59
However, the gravity on Evergloom is 0.5g and tf | ength of Day 33 hours
PC's abilities should be modified as follows: Length of Year 404 days

Prevalent Race None
/['ww, LbD / |BHN¥D Population None
[9!tLbD 5 jtHp Trade None
5L{¢! b/ 9 ! | tpa
{1V C9O[, W] at
C!'[[ 5'a!'!D{mahLbe¢{ Evergloom is a very large tidally locked moothe

Flying or gliding characters araffected by the

description.

Alpha Subsectio:
General Adventure Background/Introduction:
For the most part, this scenario takes place on

below.

Evergloom is located in the previously unexphb
system located in sector P-éxis), J (@axis) on the
Star Frontiers 3.01 Map Grid (located

http://www.starfrontiersman.com/downloads/starfro

heading July 04, 2007), called Starfall.

#
.

e ui
1 1

RLRCHA I

[/

reduced gravity according to the dictates of their Evergloom idriction heated- with thermals generated
individual racial ability as noted in their character by massive tidal forces, exerted by the orbits of th

volatile moon called Ever gloom. Names of celestia
bodies are only being used at this point to reduce
confusion and give the GM a point of reference; the

yplanet appear to be breathing! This tidal pumpirgg
may change later at the wishes of the GM as describeaI

at

ntiersman In the Sheets & Stuff category under the
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largestof five 0 K 4 2NBAGQa | 3l
planet from the system's yellow star. The core @

moon(s) of the gas giant; Oni. On the surface of thi
moon these forces manifest as a tidal pumping action
that works much the same as ocean tides, except thi
affects the entire crust of the moon! Therefore, the
very ground ascends and recedes continuously over
Ithe course of a full day. This natural cycle can be
observed with timelapse video and would make the

ow and continuous (not seismically violent), raising
UKS Y22yQa a&adz2N¥FIF OS 2y
during the day and then receding 62 meters during
the night. ‘
.Due to the high degree of volcanism on Evergloo "
"the atmosphere is thick, continuouslyoaidy and the
stink of sulfur is obvious, though not overpoweringd =

The atmosphere is breathable by human standards
without any kind of oxygen supply or filtration}
equipment, but only just. The closer one gets to any:
active volcano or vent the more such &dial
breathing aids will be needed.

This thick cloud layer accomplishes two things. Firstjit @
acts as a buffer, trapping heat generated from th ,1 ;
tidal forces exerted upon the moon. Second it severely }
mutes any light that reaches the moon from th n
systems star thereby leaving Evergloom in a constanti i
state of twilight during the daytime. Night on i '
Evergloom is a murky darkness that easily surpass
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the darkest night that can be experienced here onatmosphere keeps the moon very warm. The moa
Earth and stars are somewhat obscured by the thickas vast black sandeserts circumnavigating it at thefii*
clouds. equator.

create warmth and thereby, sustain life, there are a(+80F) along the equatorial zone, with average \\ 2
couple of stunningly beautiful aspects of this thicksummer temperatures of +49C (+120F) and +24C e
atmosphere coupled with the volcanic activity. (+75F) over the rest of the moon, with average <
9PSNHEf 22YQa 2NDAG 0 NAyywH dsunimier tempeRaili®of 635G (+95F). Mhterlasta
course) to its parent gas giant. This proximity place®f three months on Evergloom, with summer taki
the moon just within an intense radiation belt up the rest of the year there is no spring or fall to
surrounding the much larger gas giant that bathesspeak of.

Evergloom with energized ions. This helps to strip

away several tons per minute of volcanic ejectaThe climate on Evergloom is nearly the same onja
spewed into the atmosphere and effectively vent the global scale; arid, warm and desdiike. The climatic
moon. A side effect of this process allows some of theextremes that will be encountered will primarily b
more energetic sulfur and oxygen ions to tumble alongexperienced along the equator which is comprised of -
GKS Y22y Qa YI3IySGiAaO FAi gbstRnforgiwhiharsh deddrts (sitnyadiir® harsingsS to
atmosphere, resulting in very dramatic, colorfahd  the Sahara without all the sunshine). The vast majori

w
[O

active auroras during the day and night (though they2 ¥ (1 KS Y22y Q& & dzNJFdcrGdandA 02 )
are somewhat diminished during the day). similar in nature to parts of South Africa, stretchin 3%
away from the equator and extending all the way t &
As well, the ionically charged atmosphere acts as athe poles. ﬁ‘\
electrical generator as it passes through the gas '

IAFYGO& YFIIYSGAO TFASE B MIBHEIHkE RoRoy @oliakeobsop-llefidntation/ & f ;%ﬁ!
discharges that zZigzag
routinely through the cloud
layer.

These effects can be see
from space, giving the moon § ¢ 3 :
shimmering, iridescent . TR, o
appearance. Also due to thg : 2L
high degree of worldvide
volcanism, common volcaniq
landscapes are prevalent. Sug
features include lava lakes ang
rivers near active volcanoes
hot springs (of varying degree
of heat from lukewarm to
boiling), acid rain, predictablé
and unpredictable geysers
OF Nb 2Yy Y2y 2E
zones, pyroclastic surges an
toxic dust storms.

Even tlough Evergloom existg
in a state of constant twilight
and darkness it is not a colg
world. The warmth generated
through friction and
subsequently trapped by the
greenhouse effect of the thic
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Evergloom hs no oceans; only laddcked seas were The acid in question when dealing with volcanism
the water table rises to the surface. There are smalbkulfuric acid. The GM should assume that damag
(no more than 5m in width and about 2m in depth) should not be applied from such acidic water source
rivers that have formed due to ground water bubbling unless the pH value (determined by the GisI)L.0 or
to the surface and creating a worside series of less. If the GM decides that a specific water source s
WAAYYR QWNRAAS534Q 4KSNB NI O® KéacidicdzRiBry fassume dedthistp@nt Radzfhal) 203
the ground, flow for a few kilometers and then means pH of 1.0 or less) then the GM should assign &
disappear back underground, only to repeat theacidic severity to the water source; mild, strong o
process several kilometers later. These rivers tend tsevere.
follow old lava tubes and are occasionally broken by
largeinland seas or lakes. Mild Exposure:Appy 1 point of damage per turn of
exposure followed by 1d10 turns of additional damagg
1 ! In areas where these rivers have dried up or havdat 1 point/turn) after exposure (assuming the clothing#®
% - | changed course, smooth hydrodynamic corosionabf the PC that was exposed is not designed fors
% capillary tubes and cavernous runnels can be foundolcanic protection- this will simulate acigaturated %

-G

! 2 that sometimes stretch for kilometers but always cloth clingng to the body and continuing to burn).
o # tend to stay close to the surfac&€hese caverns can be

SEGNBYSte& RFEy3ISNRdza LI I Csiréng Exgosurétpply® potfs of dafide pedftuinyof
-’~-'_'}". more dangerous fauna tend to inhabit such cavesexposure followed by 1d10 turns of additional damagg

Ve

Aside from the dangers presented by the local(at 2 points/turn) after exposure.
animals, cavéns would also present a serious danger.
In areas where old, dry river bedexist it is also Severe ExposureApply 3 point of damage per turn of
common to find sinkholes that descend down to the exposure followedy 1d10 turns of additional damage’
riverbeds below. These make excellent access an¢ht 3 points/turn) after exposure. Simply rinsing th
egress points for native fauna (especially theexposed area(s) with copious amounts of water can
nightwings, discussed in more detail below). cease any further damage. A minimum of 2 liters of
water must be used per exposure to a body
Because much of the moaisture on the planetosked part/single area to stopany further damage. A
up in underground reservoirs, Evergloom is a very dryninimum of 4 liters of water must be used to rise
LX FySae® L R2SayQi NJ A ywhotedzadli SindilarliK & doske af Saldelz&h beluyeyitrk
rainfall measures about 12.7cm (5in) in the equatorialhalt acid damage.
zone and about 129cm (20in) over the rest of the
planet). In general, water found farther away from volcani
action will not be as acidic and will likely be potable.
Rainfall along the equator is a&ery rare event, Most bodies of water on the moon are crystal clear i 8
happening on average but once a year. The rest of theature with no discernible turbidity (unless pollutedy =
world enjoys much more rainfall, but when comparedby ash fallout from a nearby volcano). The clea |
to a single rain event per year, which is not sayingsandy nature of the soil is largely responsible for this } ] ‘
much. Evergloom is 27% water, all of which has an H
acidic pH value to at leasts® degree. Some pools of In addition to being a dry, shrubby modon a world ‘|”.‘ |
water that can be found on Evergloom are acidicwide scale vegetation is mostly comprised of shrubs I )‘ |
enough to actually be dangerous to interact with andno large arboreal forests), Evergloom has many acti é } |
can cause acid burns (perhaps 10% of the availableolcanoes. Though much of the topography is flat, it#s =
water on the moon will be acidic enough to be often broken by large mountain ranges, huge dunes
dangerous). These water sourca® aisually standing and solidified lava outcroppgs. The soil of Evergloo 4
water sources that are located very near volcanicis exclusively comprised of jbtack, volcanic sand
action or might actually be inside dormant volcanicwhich adds to the gloomy nature of the moon.
craters (crater lakes). The pH of such volcanic crater
lakes can reach a value of 0.1. For comparison, batterBecause of this extremely harsh climate, life ol
acid has a pH of 1.0 drcommon manufactured drinks Evergloom has adapted into very deadly forms | L
have pH values as low as 2.5. Predators are extremely powerfulosthat they can JHi
bring down their prey with minimal effort, thereby $iis
expending minimal resources. Or they hunt in groups
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to make up for their lack of power. Similarly, manysituation could advars (G KS t/ Qa VYl
creatures have developed exceptionally deadlywithin the Frontier if the GM tracks such things. Fa
poisons for the same reason; to bringep down and name recognition can go a long way toward majie
quickly with a minimum of effort. Creatures on lucrative job opportunities for the PCs in the future!
Evergloom are generally small to nsited; with the

largest specimens being less than 200kg and with th&@he PCs will be tasked with:

vast majority of fauna being less than 100kg in size.

|

1) Successfully charting a route. Thaute, once

Alpha Subsectiod:

Employment:

The GMis, of course, free to bring the PCs to the
Starfall system by whatever means he/she sees fit. For
the purpose of this writing however, it will be
assumed that the GM wishes the PCs to be sent to th'&HART NEW ROUTES

syftem fa;th_the blehest_ of It'an prloyter'thAgg'lcl’ bthteSuccess Rate: 50% + 10% x skill 1&9&Ix light years
nature ot this employer 1s uftimately up to the U An astrogator has a chance to chart a new route to

it should likely not be military in nature as it would be system. New routes may be shortcuts betwee

a waste of resources fpr the m""?ry. t V'.S't AN inhabited systems that are not directly connecte
unexplored system. that is located within thelr. own (Prenglar and White Light, for example), or they me
Ec?r?tr:g;g?:’ar;hfaot ] s what explorers and civilian be routes to unexplored star systemsatf astrogator
' guides a ship successfully on an uncharted route, t
e & 5 A o x astgogator cgn regard thag route.as charted if-he ev
L¥ UKS WS Y.L‘]t 2 e'S N2 I 042t d%‘rja\%;s ft aggnrﬂzﬁo'\'/vevgr, he%ﬁtii%spghgrte@in ?‘n \
the GM does have options available to him/her to get

. . . : one direction. To completely chart the route, the
thelr P(.:S |nt'o the system. Their §h|p could S“ffef %strogator must guide theship back to its starting
navigation failure or some other failure that results in

o ) . point along the same path. If the astrogator fails thi$
a misjump, putting them in the system or perhaps

some odd transmissions were intercepted from thesUbSkIII check, the ship misjumps (see Misjumping

. . the Ship Movement section).
system and the PCs were sent to investigate. P )

IRevgavrd(;e;%(s,S :gr tr_leKrfsE of }h;éwntmg} 2[2 §halléb$ A; 0 a‘torss g‘ij OLgetQ é\:’oé s fo .229 h}'\gh q'ﬁ“ B
raa Zh Gju 'du u It 'ahh Vigatio C?:,Ii @nt e%finél}: artayne R
:ts tlajs ?t e GM talecide upon an employer; Whether ., o ¢ the astrogator chooses to tell the UPF abolit

gov_e_rnment entity, a mega corporation or Athe route, the information will be fed into thef
wealthy individual). Federation's computer banks and within a week t E - 3
route will be considered as marked on the U
astrogation charts.

directly from Star Frontiers Knight Hawk$,
Remastered:

The PCs will be contacted whether directly (the
employer already knows them and contacts them
e e eesefit The UPE paye  sandatbnus of 100,00 Cr (o
then sent to the Starfall system to explore it and see hgnformapon_ on new travel routes. By custom, thl. i
there is anything worthwhile. The system itself ismoney Is divided equally among the crew of the shi,
. ’ o as they all shared the risks of the jump.

known to exist and generally where it is, but no one

has yet charted a route fo it nor hasyone cver b €N The employer states in the contract made with th
there; at least, no one that has reported their findings PCs that he/shelit (in the case of government or
anyway. As the GM will see after having read further,

. . " corporate entity) will not lay claim to any monetaryj
cert_am dangers exist W'thm the sygtgm that COUIOIreward associated with charting new routes that caf
easily have overcome previous expeditions. il

As an addition to this work, ihe GM would wish to wish.

add another layer of mystery, he/she could allow the
PCs to find the crashed remains of some previous
expedition lost long ago in order to lay the mystery to
rest for any interested parties of the Frontier. Such a

I TR VIO ';-n,\ A
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Successfully cataloging the systemfield lab (see below) in the emergency equipme
Ot dzi2YlF GAOLT & R2u& weékeriitéhded fér fudt suichan sit@aoN. LJ

system once they successfully jump into the
system - see System Brief from Alpha

Subsection 3 above). Alpha Subsectios:

Employer Provided Equipment:

] .
Evergloom is the only body in the system capable og the PCs do not have a ship okthown to use on /

supporting life. The names Evergloom and Oni hav h'é J&?’ chT\l;m_Plgygr will grgn’t\l\t%eén“usevoka}\ HLS
been assigned to the moon and the gas giant u y adz € 4

respectively for ease in identification for the GM WhiIeShlp has a cargo hold designed specifically igg

reading this work. Since the PCs will be the first ec?n_dary Veh'dei externzl entr_ance ? nd degregi a
Frontiersmen to ever explore this system it jg contains -one explorer and enaircar (found in Star

suggested that the GM allow them to name all of theFrontlers Alpha Dawn Remastered). Itis equipped witf)

% |‘1 celestial bodies in the system to forevermore bewdeocom, subspace radio and radar.
' il k2 6y o0& (K2aS ySg GAGf Sapaiiikd ¥ Do 03 _dald A4S N
the PCs would like. If this path is chosen by the GNA=asleENEFEIINE RIS IETERCTIERID)
O perhaps the names Oni and Evergloom should b| HS 03
completely withheld from the players so that their | HP 15 ‘,

ol titles can be imparted without bias later during the | ADF 04 .
o course of play. Similarly, the GM may wish to do thi§ MR 03

same thing concerning the flora and fauna off DCR 29

Evergloom. Crew Size 12

Ship Dimensions:

The system name, Starfall, is an official name as thf | ength 50m

system had previously been discovered by an amatey piameter 08m

+NHza{ FaidNBy2YSN vy YBR [Haches 01

trans!ated to the human tongue rouughly tranvslates to Engines 02 (Atomic; size A) :

Qf{ UF NRNBLJQ o6dzu  O2dzA R+ 1 Ryaasans Laser Battery xz 2u

W{UFNRNRLIQ RAR y20 YIS Defenses None I

seemed a bit like fantasy, it is commonly referred to a
Q{OGFNFIEttQ Ay K\Adz‘thEG;ﬂzedC'IhaN% Sa
d

S & @ {_ 2 Y§ K I . .
the name was actually challenged simply as a sni e employef will also pay for all associated ship cagig

FFTFNRY G RANBOGSR G LfA Eiv\’??'”tlegfl-”‘?’é"#“p %tvh%rhaug’seﬁauglr foor %
instructor at the time named Harold Molinger for a cover travel 10 and from e system asetl as a

couple of reasons. Y2YUKQa adzZld e 02 O20SNJ _-

interesting planets, insurance premiums to cove

First being that she was a student and he was jealougeplacement costs '.f the Shlp is lost, etc.) even if th
Cs plan to use their own ship. I

of her great discovery and second, because he is it
human and secretly harbors resentment toward the_l_h . t locker aboard the ship has
vrusk. Some credence has recently been lent to that oﬁeerSaer?Cency ﬁ?;'prcﬁcidgg sr Thgaerm Ig ZrlpTh Il
theory as ties between Professor Molinger and theIsocker issdes?ur?gd tz \E)vithstand aysevere irrr)l ;lct Ieve i
Kraatar Liberation Corps have recently surfaced in the 9 . P ; |
. . in the case of a crash landing so that these suppliés
galactic meia. ) T .
are likely to remain intact for use in an emergenc
situation. The inventory of supplies is as folfo(some
of the equipment listed is from sources other than the
tar Frontiers Boxed Sets so some full descriptia S |
ave been provided in case the other source materigl|

is not available to the GM): ‘”

3) If they find any habitable planets, that they
take the time to explore them and collect and
analyze samples of any flora, fauna, soil an
water that they find.

The ship is outfitted with a statef-the-art scientific
lab for just such a missioand in the event that the
lab work must be taken off ship, there is a portable
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12 Standard Survival KitsThis is an emergency with them but are on a planet where water can bef

survival kit which contains all of the following items: found. Characters drinking unfiltered water run :/_i ]

Al-Weather Blanket, Basic FiaAtd Equipment risk of infection, contamination, or even poisonin
(bandages, etc.), Compass, Everflame, Gas Maskhe tank also has a section for dehydvat so plants |

Rope (50m), Sungoggles, Survival Rations (5 day#,also a good method for drying fruit and vegetabl
Toxyrad Guage & Water pack (8 liters). so they will last longer as rations.

12 PlastiPonchos: Plastiponchos can be found in 01 Portable Field Lab (NEW EQUIPMENTe
nearly every color (in this case: browns & greens) angortable field lab is larger than an Envirokit a
pattern (in this case: mottled) and are made of silicatecortains all of the same equipment, with a few
plastic that sheds water easily. They can stretch teadditional items that are indispensable for scientifig
competely encase the head or helmet, are designedfield research in a laboratory setting. This portable
with formfitting sleeve/gloves that prevent the arms collection of equipment is intended to allow scientist$
and hands from getting wet, and are attached to theto collect and preserve samples and specimddilA,
boots. Bipedal bioforms wearing them tend to look insects, water, etc) in the field as well as conduct
like odd Yazirians, Dralasites look like deranged lbeacsome laboratoryspecific work in the field if needed;
balls, and Vrusk appear as plastic nightmares, Hummsuch as making medicines from a liquid base providéd
appear to be vicious tents, and Osakar arein the kit as long as the scientist is able to isolate the
indescribable. primary ingredients from the ennonment in which

they happen to be.
4 Envirotents: This tiny 3kg pouckized kit can be
erected into a small -Bnan habitat tent in about ten As noted below an Envirotent is also included.
minutes. It takes a similar amount ofime to functions as the actual lab for the scientist and is tall
deconstruct. It can come in a variety of colors (in thisesnough to stand comfortably in and move around.
case: mottled browns & greens). When deconstructed
and properly stowed, it fits in a small pack that strapsThe additional items include: Sonic Scalpe
to the thigh for easy transport.

Miniature Recording Device (for recording findings
3 Durarafts: This tiny 3kg pouckized kit can & written or voice; powered for 200 hours by one
inflated (automatically when activated) into a fully microdisk), 30 Small Shatter Proof Specimén
functional fourman raft. It takes about five minutes to Containers (each has a snap on airtight lid that is

ounce of material), Small Powered Cold Storage
(about the size of a lunch box; can hold 20 S

pressurized oxygen tank (connected to the mask by 8ase Components (to fabricate 2 liters of liqui@
tough, slender, Zneter, flexible pipe) theenables medicines (of any combination); antenoms, pain §
characters to breathe even where the atmosphererelievers, antiseptics, et®eight: 15kg. Cost: 700 cr.
contains little or no oxygen. Each oxygen tank contains
enough gas for 2 hours. After this time, the empty12 Toxyrad Guage
tank can be replaced in 1 turn if a full one is available01 Techkit
Unlike a spacesuit a breathingask will not protect 01 Robocomkit
the wearer in any way from the effects of vacuum or01 Medkit
extremes of temperature. 01 Envirokit
06 Freeze Field Generators
1 Water Distiller/Purifier: This collapsible distillation 01 Polyvox (*See note below)
filtering tank can purify up to 400 liters of water 04 Laser Rifles
before it needs to be changed. This is a neapsggem 08 Laser Pistols
for explorers who cannot carry enough drinking water24 Energy Clips
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05 Power Backpacks other similar equipment that the PCs are already use
12 Doze Grenades to.
12 Tangler Grenades

e

Alpha Subsectiosa:
Sathar Interactions:
¥he sathar that the PCs will be encountering in this
scenario are clan X sathar. A hypnotic suggestlon
implanted during the training of any sathar that il
cause death if the sathar is captured. Blood flow t
he brain is cut off and the sathar dies in second
herefore, a sathar has never been captured alive. £
of the sathar presented in this adventure will die:
similar deaths if they are ever in a pasit where it is
Alpha Subsectiol: obvious that capture is imminent, even if
Sathar Artifact Interactions: incapacitated and seemingly unaware of the situatio
There are a few points in this adventure where the
PCs will have opportunities to interact with sathar
equipment. It should be noted that some sathar
equipment is specifically desigd to be utilized by
both the sathar and their dominated agents of various
races. For the purpose of this work, any equipment
intended solely for sathar use will require -20%
modifier to be interacted with for any Frontier Race.

*Note: The GM should keep in mind that ttsathar
language has never been translated. Therefore, an
attempts to communicate with the sathar through the
use of a polyvox will not be possible, from the:
perspective of the PCs anyway.

-

The PCs are expected to supply any other special
equipment not dherwise listed above.

Alpha SubsectioiT:
Payment: '
The PCs will be paid a lump sum (if they have &
employer; if they do not then the GM should devis
their own paynent schedule) of 10,000 credits fon
each unique DNA sample they are able to bring ba
to their employer. As well, they will be paid 5,00

o : credits (each) for soil and water samples collectet
If the GM so chooseseuain high technology items from each different planet source. Additionally th

(computers, ships, etc.) may simply be completely
incomprehensible to any frontier race so as to begCS wil ha;]vethe_ o_pIJportuncllty o crzate_"abfew ne(\j/v
completely unusable. This would be done in order tozrsuggoogrgéiérf;rggirh ZLOCCZZE and will be awarde
allow the GM to maintain the mystery that surrounds =™ '

the sathar and keep cw&in high technology away
from the PCs in order to retain the game balance as i

tjn the case of extraordinarily hazardous condition$
is.

ust visiting Evergloom certainly qualifies!) the PCs
will be awarded an extra®6 bonus (derived from the
total of their base payment). And interacting with the
athar will get the PCs an additional 50% bon
be available for use by the PCs. Even though th similarly deriyed from .the t(_:)tal of their basey
equipment in gestion may be utilized for the same payment) provided they give their employer_ acopy ¢ |
. , . : the data that was colleed from the interaction with ‘
purpose as similar pieces of equipment found in thethe sathar |
Frontier, the designs would still be different and the '
GM may wish to take this into consideration when
allowing their use by the PCs. Unless otherwise state
in this work, the chances of the PCs figuring out how"
to use any such equipment will be left to the cMsW
discretion. But those chances should not be
prohibitively harsh. Perhaps an extra turn to look at
the item (meaning they could not just pick up a
satharmade laer pistol in the middle of a fire fight
and immediately start firing) or a modified (applicable)
stat roll of-05% in order to figure it out.

Of course the sathar equipment that is designed for
use by both the sathar and their subject races shoul

Jhe PCs will have the opportunity to collect so
video of a previously unseen sathar ship which will &
worth 100,000 credits to the UPF and if the PCs a ::
able to determine what exactly the sathar researc
facilty was up to that would be worth another i
100,000 credits to the UPF (provided they are able 1B ,‘,
download information from the sathar computers anc ‘[
return with it). The PCs will also have a chance M
capture and commandeer a small sathar ship which, ‘\ }
turned over to the UPF for the bounty on alie ‘ Loy
rtifacts, will also be worth 100,000 credits. Thes@l ¥

For the sake of simplicity the GM may decide to Slmp@overnment payments (including the payment fo .

forgo this suggestion and treat such equipment as an)g

" PAGE . -
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charting a new route) are not subject to the 50%W9 ELX 2 NAy 3 (KS a ‘[ eQ oe

02ydzaQ RSGFAtSR 62@0S®  Jaspar Feldrome, Professor Emeritus and  sittifl
YSYO SN 2y GKS o621 NR

The maximum monetary gains that the P@s attain 9 ELJX 2 NBNARQ | G GKS

from this expedition are about 1,120,000 credits at New Hope on Triad.

which would then be evenly divided between all party

members.

Also, note that the employer is paying the PCs for
collected items and data, not for their time. The PCHC:

may take as long as they waldike to accomplish this After just a few brief moments of weightlessness Bl

mission. Similarly, this gives the GM the freedom toi KS @2 ARNBRK S & WE NB & LR
start the PCs out wherever he/she wishes and havadvances, slowly rotates so that the stern of the sh
them travel to the Starfall system. This will beis now positioned toward their destination. The
particularly handy if the PCs happen to be wrappingengines fire and gravity returns in short order as t
up a different adventure o the other side of Frontier breaking action begins while the ship hurtles into the
Space. system starting its two day deceleration.

Since the 'Coreolis' (assuming the PCs are not usinthe crew members smile knowingly to each other
their own ship) comes equipped with a couple laserthey consider the 100,000 credit standard UPF bou
batteries and if the GM wishes to use the Knightthat awaits them for having opened up a new route.
Hawks rules, perhaps a scuffle with pirates while enUnstrapping from their restraining harnesses, the
route to the Starfall system could be in order. crew sets to @ NJ @ ! j dzA O1 lj dz
computer system begins the processing while the
sensors drink in all the data they can collect regardi

Beta Section this new system.

The Adventure Begins! Seventeen planets, a small asteroid field, eleve
moons and a yellow star are quickly displayedlgvim

OO0cC: GKS o0FO13aNRBdzyR GKS &KALX

Regardless of how the GM decides to get the PCsorting through the data to build some rudimenta

involved with the exploration of the Evergloom, the profiles on each celestial body.

scenario starts when they finally jump into the system.

IC:

LRNIFE fSFRAYy3 2yi(?2
words:

awStOK F2NJ GKS yAIKE | yR NRBadA I 0Ot § 2 0AK LiNeDSa B BF
Fy@GKAY3 A& LR&AAAGE S 2 dzi pald fr itéeKafreadyf + O ¢

O0cC: OO0C:

Meanwhile, the cargo hold needs to be prepped f

|
HHI

If the GM thinks that one or more of the PCs in theThe PCs have two days of deceleration to prepare prid
party might know of the origin of these words their deployment to the unknown and can use the | ' i
(perhaps those with skills that would have a basis irhowever they wish. Listed above is some of the busy

exploration such that they may have been exposed tavork that the GM could role play through if he/she :

this poem or may have even met the belalescribed desires such interactionf the GM wishes to move§ &
NPC), he/she may secretly divulge the followingthings along faster, simply having read the abo :
information. passage to the PC is adequate.

What the PCs in the know divulge from that point on is
up to them. It is a welkknown excerpt from the poem,

R
16 l.’ ;‘
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Ship By Shadow Shacﬁ

Unknown to the PCs at this time, a previously

unknown sathar ship with stealth technology is hiding 4) If the research facility is ever destroyed of
within a small asteroid field in the system, me@ni. compromised, attempt to salvage an

¢KAa KARRSY aKALIQ& YAaairzy Aimpoyasdtldatal @hd/of insuife thét! thed
rather it is to support the hidden sathar research facility is completely destroyed before
facility located on the surface of Evergloom. retreating from the system.

Therefore, this hidden ship will remain hidden evenooc NOTE
GK2dAK GKSe KFrR RS0GOSO SIR
jumped into the system.

¢CKS &FGKFN) 2GSt dK &KA LQgize tid ghip ib 2ny futlrd sdeha¥iotsii vih&kéi the ludiB
fight only in defense of themselves and to retreat if atof such a ship might beawranted. Wit |
all possible:
0O0C:
1) Ifin danger of being captured, they are to Sathar Blow Class Destroyer
seltdestruct as soon as possible. This ship was built by the sathar and intended to bé =
used as a tool of subterfuge and espionage and to seée
2) Support the research fdity by rotating  solo service within enemy territory. It can be utilized ML
crew between the ship and the facility and in several different ways; including, but nohited to:  §
to store data and samples from the facility
as a safety measure in case the research 1) Covert agent insertion into enemy territory.
facility is ever compromised. 2) Clandestine operations behind enemy lines.
3) Intelligence gathering.
Remain at their current post until properly 4) Secret deployment of biogenic weaponry.
relieved, until the research team 5) Advanced scouting prior to fleet operations.
completes their mission or until the
research facility is destroyed.

I

AT

HW M M’H "'lj STARFALNCURSION ]‘?



STARFRONTIERSMAN 23 = - (SNSRI

Il

manufacturing fatities there is no need for them to meaning tha in order to be visually observed, the
re-tool their factories in order to build this variant, at observer would have to be extremely diligent in thejr
least in the initial phases of construction. This alsovisual search (giving even the most paranoid military
allows them to take older destroyers out of mothballs, observer a difficult time) or exceedingly lucky. ey
strip them to the frames and refits them according

phases of building.

Even with their costutting and timesaving hexes] instead of 300,000km [30 hexes])

techniques these ships are still exceedingly expensivdramatically reducing the radar 'footprint' of the ship.

to create, costing the sathar about 200% of the cost ofOf course this passive stealth technology has

a standard destroyer. absolutey no effect on energy sensors. Therefore, th
ship is outfitted with ion engines, rendering it invisibl

Second: SizeThe destroyer class is large enough to beto energy sensors.

relatively selfsufficient and capable of defending itself

of low-profile construction of the superstructure of
the ship thereby redcding the available space (listec
above) by 20%. This feature increases the total costiof
any ship that it is applied to by 300% (if built fro
scratch- not as the sathar have done as detailed
above).

Other Features:
Special operatlons drephip launch ba (35m3) This &

Crew Size

Ship Dimensions:

Length 130m

Diameter 20m

Hatches 02

Engines 03 (lon; size B)

Available Space  250m3 (20% = 200m3)

Base ADF/MR 03/03

Weapons Laser Baery x4 (25m3 ea.),
Grapples (60m3)

Defenses ICM launcher (10m3) w/06
(30m3) interceptor missiles,
sathar seHdestruct device
(10m3 [treat as a Fusion Bomb]
and passive stealth capabilities

of transporting 24 Sathar
obviously different in appearance,

Passive Stealth Capabilities: the drop ship is).
This ship was constructed agi composite materials

involving ceramics and pobarbon plates layered

over the hull of the ship. The result is a skin of radar

| STARFAUNCURSIGBETASECTION ‘H,,,Mh
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Notes:

Rules used:

Aside from the standardKnight Hawks rule book,
otherrules utilized are fromThe Frontiers of Designj
from Dragon Magazine April, 1988An Interstellar
Armory' from Dragon Magazine November, 198Bhe
Versatile lon Drivefrom Star Frontiersman #12, p.38
as well asVehicles'from Star Frontiersman iss#.6,
p.30.

IC:

computers have extrapolated the probable densities,
gravity and atmospheres of all of the celestial bodies
contained within this system. Only one registers as
having the likelihood of sustaingnlife; an obscure
moon orbiting a gas giant; the fourth planet from the
aeaisyqQa aidlN» ¢KS Y22y Ay
satellites orbiting the Gas Giant.

information:

| System Starfall
Habitable World Not Named (Evergloon
[one of the moons
orbiting Oni])
Moons None

Star Yellow

Total # of planets inthe 17

system

Artificial Satellites None

Gravity 50

Length of Day 33 hours

Length of Year 404 days
Prevalent Race Unknown
Population Unkrown

Trade Unknown

OO0C:

If the GM chose to allow the PCs the opportunity to
name this system, this moon and the other planets,
now would be the time to allow them to discuss
names amongst themselves.

STARFALNCURSION

¢t KS O2YLJzi SNI RAaLX Il &a iKS
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Eventually the PCs will decide to visit Evergloomh ian
The ADF was reduced by 2 points due to ion drivés likely that they will choose to do so first since it
restrictions. Both points were used to add two more the only body in the system with a potential to harbo
laser batteries to the ship. life and therefore, promises the biggest payday for th
Available space: 300m3 t/ ao
Space used: 295m3 to investigate the asterid field, the planets or some /
of the other moons first.

1)

PFGSNI GKS TFANRG RIed 2F RS digiPSNardinot2specifiahlly ®oking KO

2)

3)

| deberdtiongy Aa 2yS 2F T

e

.dzi £ SGQa FRRNBaa

Asteroid field: If the PCs choose t¢
investigate the asteroid field first the
sathar ship will remain in stealth mode;
running minimal power and grappled tof
an asteroid so that they can stay hidde
The ship is located in the center of the =
field so that it can take full advantage o
as much natural cover as possible. The
will be able to avoid detection as long as

ship in the field and so long as they do not
get too close. The GM should be quick t&
return an ore analysis showing the
asteroids are high in ferrous metals and

potentially rich source for mining

Other moons: Of the eleven moons™
present in the system Evergloom has:
alr¥ady2 hedR adetailéaSt Qill ndt e
revisited here. Nine of these other moons
are barren and worthless. One is a ve
tectonically active moon with huge
amounts of methane that is produced b
geologic processes. It is a frigid moon, fé
too cold to support life. The vastreounts
of methane in liquid form may be
worthwhile  for mining  operations
considering the close proximity to the |
Capella system. This methane moon
2NDbAGQa GKS GsSEFOK L
Oni holds 5 moons within its influence | (i
planet seven has three moonsplanet l ‘
twelve has one moon and planet i
seventeen has two moons.

I?Iangts: The firs’t 'Ehree planets ,closest t i
UKS aeausSyQa adal W
and completely worthless for any real}
purposes. Oni (next in line and the first off
two gas giants in theystem) and planets \“}
five and six are all similarly unsuitable fo l
anything. The seventh planet is a gas gia
similar in nature to Oni, except that it
holds vast amounts of Heliw® within its

i
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influence. There is a potential for mining ‘
the Helium3 for industrial uses. Planet The GM should feelée to allow whichever PC wishes Ul ‘

remaining nine planets are worthless ballsl G § SYLIJGHO X (G KS 2 LJLJ2 NI dzy
of rock. to identify what the incoming object is and fro

Evergloom negative modifier to their skill roll; perhapd0% to
Beta Subsectiori: identify the incoming object anell0% to calculate the
Alas Coreolis, we hardly knew ye! likely point of origin. The negative modifiers represent
c intense stress in this situation. 2
1a GKS W/ 2NB2fAaQ | LILINE eSS & | 1S NY ABshil e @B &
clearly see the beautifuridescence from the charged

particles in the atmosphere coupled with the 1) Conduct field research on the native flora an
occasional spideweb burst of electrical energy fauna of Evergloom; determine if anything
adding surprising flashes of bluehite color splashing useful can be manufactured from them.

over the globe. 2) Collect and archive DNA of every specids

encountered.
Breathtakingly beautiful and surreal at the same time, '3) Determine the feasibility of biengineering

theNE A& F NBdzZ3K LI G§OK 2F { dzNSW@gnSrc from Ihative flokaand fing. NG 2

penetrates the upper atmosphere but that gradually ~ 4) If any nonsathar ship attempts to land,

subsides as the ship rapidly descends. The crew is engage and destroy it; seek out and kill_al

GKSNBET2NBE OSNE adz2NLINKA&ASR s KGuvorsi KS aKALIQ& LINRE

alarm sounds, warning of an incoming object 5) Regularly import research findings to suppo

approading at a startling speed! ship in order to retain mission priorities
should the facility be comproised.

OO0cC: 6) If facility is compromised, utilize the escap

The sathar research facility located approximately craft to save any data collected and _sel

seventyf A S (1 Af2YSUSNA Y2NUK za'esmybﬁ@fa(ﬂ.&?\ LIQ4a RSaoSy

trajectory has detected the ship and has fired a  7) |f escaping is not an option, seléstruct the

groundbased missile. The actual damage is not escape craft as well.

terribly important. TheGM should simply allow for

one or two of these missiles to hit the ship and causey y 0 §

enough damage to justify the crash to follow.

enough to cause the crash or catastrophic such thakhip hit the ground. Rolls should be made for gene
the ship is a total las It is important however, to not  encounters starting from that point.

jUSt slay the crew wilkpilly here. If there are NPCs

GKIFIG GKS Da ¢AakKSa (2 (AdEft 2FF F2N) WENIAAGAO ¥

sure, but the PCs should survive more or less IntaCbnce on the ground #h crew notes that the ship is ‘
Depending upon the rolls of the pilot, the ship may ororiented in such a way that the external cargo b

pilot manages to make all of the rolls that the GMweeks with havy equipment, cutting torches and}
demands, the landing will be exceedingly rough. Awelders to be able to fix them. |
surprise attack using explosive missiles during a

T

il : l © |
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| 00 (| QU (1018 | 4
a huge dune of the stuff. But just as dark as the sand ikC:
the darkness that surrounds them; the darkest nightAttempts to use the subspace radio are met wit
any of them have ever beheld. Overhead the aurorastatic.
dances playfully to some celestial tune unheard by
mortal ears. The shimering shawl of splendid colors OOC:
Aa 200FaArzzyltfte oOoNR]SyYy oTée ACs halgabobt B hodrsSfiom thd tima ://
lightening. crashed until the sathar arrive. During that time theys

can heal up and collect whatever gear they thi

The smell of sulfur is thick in the air, though not soil KS& Qf f Yy SSR I Yy Rk 2 NJ i khe (
thick as to warrant wearing a mask to aid inemergency equipment locker is easy to get at and is
respiration. Far in the distance active volcanoes glowindamaged.
red as they send lazy rivers of lava cavorting down
their sides. Indeed there is a fierce, primordial beautyThe PCs personal gear should also be available; tho
to behold here but there is much to be frightened of that is completely up to the GM. If the rolls werex
here also. For all the beauty there is a sinisterfailed to identify the missiles as missiles, then perha
foreboding feeling that permeates every biff the the stark realzation of a jammed radio will make the
landscape and to make things even more unsettlingPCs realize that they may be in for some big troub!
the ground seems to continually be shifting slightlysoon.
beneath their feet.

o N

The GM should remember that on this world water i
OO0C: vital and finding it can be difficult. The GM shoul
Assuming the GM allowed the explorer and aircartoY' { S y2GS8S 2F (GKS t/ Qa 4
survive the crash, they will not be available for use byhold them accountable if they run out!
the PCs.

IC:

Sadly, the explorer and aircar will not be available as

they are hopelessly stuck inside the cargo hold of théArt by J.A. Davis
ship. ; :

0OO0cC:

A survey of the ship will take a couple hours.

IC: o
A survey of the ship reveals that it is hopelessly
damaged to the point thait will not be able to lift off )
again without serious mechanical repairs and~ "
replacement parts. Systemvide power outages are
plaguing the ship and will take hours to track down —
and repair. m ,
Happily the subspace radio is 100% functional, thoug;ﬁ,ﬁ- E YOS E 1 ”
power to itis somewhat spotty a portable source i Fute T SMESRCAESE ’
could be rigged easily enough. -

OOC:If any of the PCs wish to send out a distress
signal on the subspace radio they will be met with
white noise as if they are being jammed, because the
are. The sathar are now irak and destroy mode and

will do whatever it takes to eliminate the threat. The
GM should consider allowing the PCs to make a roll i
order to figure out that their radio signals are being
jammed, or may simply wish to tell them so outright.

T T
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Beta Subsectior: Commando Equipment (dividedevenly among the
93 R YlyZ 0 &2 N @reup):

IC: 8 Laser Auto RifleThe laser auto rifle is a rifleized

Roughly eight hours after the crash the darkness ha§rearm that shoots laser blasts at a high rate, allowifg
receded a bit, giving way to a persistent twilight. Thebursts of laser fire instead of the single beanjs
crew is now able to see shapes in the distance projected from conventional laser pistols and rifles. it

merrily across the canvas of the sky overlapped ataser weapons, but the higher rate of fire allows for
times by streaking lightening. The sand dune next tdursts ¢ which can sometimes help you hit a targe )
the ship sees much less imposing than it was thees|SOA £ £ &8 AT GKS&QNB \
night before, the previous darkness having

exaggerated its looming size a bit.

followed by several silent rivulets of black sandaimedindependently.

OFaoOlFlRAY3I R2gy GKS RdzySQa FIFr0OS (2¢6FNR (GKS ONI a
GKS Q/ 2NB2tA&aQd { dzRRSyf BurstaFire: AitedndtwelySthie wedpos canSiregarour
moving about atop the dune as the distinct profile of aof 10 pulses, giving the shooter a +20 chance to Ri

the milling crew members.
targets in a l@meter wide ar@. Such an area burst
0]0]0% causes a total of 5d10 points of damage plus 1d10
The sathar research facility has sent a squad ogvery additional target after the first, divided among
commandos, its entire compliment (ten commandos),all targets in the area fired upon. Only one roll
out to find and destroy any alien survivors associatechieeded to hit all the targets, but any negative
with the ship that they just shot down. Thsathar will modifiers that could aply to one target apply to the
shoot on sight with the sole intention of killing the entire group.
intruders.

9oL OK aKz2id FANBR SELszR'_

hit). powerpadks with a meter power cord.

ftKS t/ & KE@S Y2QSR | gl & ATalkedo sui rrScreen RINGS the damage fibiK 8
the sathar commandos will track them and eventuallyf F 8 SNE ® ¢ KS f & SNJ | dzu 2
catch up to them.

| Sathar Commandos

STR/ISTA 50/50 1 Heavy GyroJet RifleA bg brother to the gyrojet
DEX/RS EEEE rifle, the weapon fires a larger (25mm) |
INT/LOG 55/55 propelled bullet. It can be used as a direct fire riflé.
SER/LDR 45/65 The bullets have a shaped charge of TornadluI:tE)D i

PS +03
IM +06
50

3(1).Cost: 750 cr. Defense: albedo.

gyrojet bullets turn |nd) small air burst fragmentation Q
grenades.

SR
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The heavy gyrojet rifle has an integral scope. Lock ithe concept of accelerators much more reliable an
the range and the grenade will burst at its efficient. In addition the repulsor force field spins the
preprogrammed destination. When using the heavyprojectile for stability. The advantage of gauss rifles
gyrojet rifle the rifleman can adjust the proximity fuse that they have virtually no recoil and a very hig
to explade the gyrojet rocket near the enemy 6d10 velocity, up to 5,000 meters per sewb many times
area air burst, 6 meter radius). The rifleman can shoofaster than conventional rifles. / 2
over or past cover to hit the enemy. This effectively .
negates the effect of hiding or cover. So, the attackefThe disadvantage is that the weapons require nea
does not get the-10% for soft cover or the20%for as much power in SEU to operate as laser weapo
hard cover. If the roll to hit fails; the grenade bounceand still need caseless sabot. The gauss rifle fires
table is used. small caseless sabot, 5mm. which allows a hi
capacity clip. Due to the need for ammo and &
When the rifle is set to impact, the attack is resolvedseparate power source, their high cost and being
as a normal rifle. The rocket impacts on the target andunreliable, gauss accelerator guns never reached®
detonates the armor piercing shaped charge (8d10, 4@videspread use throughout the Frontier. They ha
structural camage points). The player must declareseen limited use by UPF marines. When a gauss
what setting the gun is on before firing or the rifle will fires thereis no explosion of gunpowder. Just a shar
keep the previous setting. (i.e.: the previous shot wascrack as the bullet breaks the sound barrier. Due t
an 80 meter air burst. So the undeclared shot is alsthe hyper acceleration, the air that is displaced ig
Fy yn YSGSNI AN 0 dzNE ( dtornedttK fhasmas 18/ [tHelbyll€d. AThis effedt favesld
mounted scope has infreed capabilities, laser range short red or blue streak trailing the projectile. Ipit
finder and a ballistic computer. Makes shots oneof its drawbacks, gauss rifles are still encountere
range closer (i.e.: L range becomes M range) anchainly used by collectors or eccentric sportsmar
designates ranges for the air burst setting. Their armor penetration is unrivaled. Note: a gaus
NAFES 62yQiG FANB TNRY ¢ .
1 Gauss Sniper Rifleln the hands of a skilled
character,a sniper rifle can be even more deadly.
Military PSA characters can multiply their rolled 10 Gas Masks
damage by their Beam Weapons skill level, but only iL0 Toxyrad Guages
two turns are spent aiming. The sniper rifle uses 2 SEWO Albea Screens
per shot as well as a sabot. The sniper rifle hold® a 210 Skeinsuits
SEU clip. It is does not have an outlet for an SEU pack) 53gram charges of Tornadiuinl9
The silent nature of the gauss acceleration helps tdlO Variable Timers
keep the sniper hidden while performing his art. ThelO Vibroknives
scope mounted on it takes into account the ranges20 Fragmentation Grenades
given, so no bonus provided for the scof@n a roll of 10 Poison Grenades (*Special, see below)
96-00 the rifle has overheated and will not fire for 1 10 Belt Packs
turn. Gauss (magnetic coil) technology is basically aB4 20SEU Clips (for the laser auto rifle users)
electric field that repulses an object. It then pulses to08 Heavy Gyrojet Clips
make the object travel. High rates of speed can bed3 20SELWLClIips (for the gauss sniper rifle user) { (I |
obtained. 03 10shot 5mm caseless clips (for the gauss snipér
rifle user) ,(
Earlier vesions of gauss accelerators were in the form01 Laser Pistol (used by the gauss sniper rifle user) ", iy
of simple guns. They utilized a power source with &2 20SEU clips (for the laser pistol user)
series of capacitors to accelerate the projectile. Thesd 0 HalfFull Water Packs
early versions where severely limited by the ever
increasing gap needed between capacitors as the
projectile increases velocity. Also the imbalance in
repulsor magnetism needed as more power is applied.

The latest technology utilizes a pulsing inertia field
that pushes the sabot. The hardened projectile
reaches extreme velocities. This advancement made

ii 4 “ ‘. u“ }l (LA STARFALNCURSION
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Cost 750Cr

Weight 3kg

Damage 1d10 each or 5d10 burst

Defense Albedo

Ammo Each shot drains 1 SEU, burst
drain 10 SEU but provide +20
to hit

Rate 3(1)

Skill Beam

Range 5/15/30/60/150 because the
smaller beams diffuse more
rapidly.

' Heavy Gyrojet Rifle

Type semiautomatic, clip fed

Cost 2,000 Cr (Heavy gyrojet clip, 1
shots, cosb0 Cr)

Overall length .9 meters

Weight 9.5 kg

Damage 8d10 impact (40 structural).
6d10 area burst.

Defense Inertia

Ammo 10 shots (25mm)

Rate 2

Skill Gyrojet

Range -/5/75/150/500 (700)
-500 meters maxor impact,
-700 meters maarea burst.

Bullet Type Gyrojet stabilized rocket.
Proximity fuse air burst, or
impact armor piercing

Damage -6d10 air bursts a

fragmentation grenadé\ir
burst area effecté meter
radius

-8d10 impact armor piercing

(40 points structural)

' Gauss Sniper Rifle

Cost 2000Cr

Weight 5kg

Damage 4d10*

Defense Inertia

Ammo 20 SEU/ 10 shots caseless
(5Cr)

Rate 1

Skill Beam Weapons

Range -/70/200/500/1000

P
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Sathar Poison Grenade: | f .
ThisySg 6SILI2yQa aidl GdiraidNOE

standard poison grenade (S05/T10). The differenc
in how it is deployed and used tactically. Thege =
grenades, though they can be thrown just like t pt .
standard p0|son grenades detailed in the AIpha Dawn
rules,y NB RSaA3dIySR G2 aidla 0

-

Simply pushing a button on the top of the devig
activates it. Three seconds later the poison is releas "'d
The sathar however, seem to have developed a pois on
that they are immune to (whether by biengneering

or some other means is unknown). Wheneve &1y

engaged in hand to hand combat any of the sathar 8
outlined in this work will utilize this tactic thereb
potentially poisoning their foe(s) while continuing tc \
engage them in melee. i
If the GM feels that tIs encounter is going to be too K Gt
difficult there are a couple ways that he/she can tong 3

it down while keeping the same number of sathar ang
the same gear for loot later. As was mentioned at the
beginning of this work, this is intended to be a difficu
adve/ 1 dzZNB® LF¥ GKS Da KI &
abilities this particular encounter could prove to bg
extremely difficult. But there are ways to balance
out as detailed below.

Option one:

Break the sathar force into two groups of five each.
They may not kow precisely where the crashed shig, o A
is and have split up to look for it. While apart, one =~
group will happen upon the survivors and engage
them in combat.

Meanwhile, the second group might hear the firefight
and be drawn to it, but are far enough way thzy the

time they arrive the combat is finished and the PCs
have had a chance to regroup.

Option two:

Evergloom is a very dangerous place! If the PCs ‘ .
being outmatched, maybe a black racer (or one of the l! f Bl
other types of creatures) could pop up and attaa §
sathar or two, thereby inadvertently aiding the PCs.

Option three: I 8 {
Combine options one & two above so that the seco
group is attacked by a creature while the first group s
engaged with the PCs. Thus the second wave of sat
to attack the PCs wibe suitably diminished.
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Option four: One small item of note concerning the satha
Simply reduce the size of the sathar force and leavequipment. Since the weaporse a bit different, the
half of them at the research facility. Once the firstsathar eclips and other ammunition is not compatibl
group fails to check in at a prescribed time, theseconds A 1 K G KS t/ Qa 3ISIENI |y
force will be sent out. The GM could combine optioncompatible. The sathar belt packs on the other han
two with this option as well so that by the time the could be made to be compatible with a bit of effor /
commandos reached the PCs they have a bit lesand an appropriate skill rbl
ammo and their skeinsuits are damaged and maybe
some of their STA has been reduced. After collecting whatever items they wish to keef
from the sathar corpses, the next thing to consider
Of course, these are by no means the only ways thatvhat to do next. The PCs will have had a chance to
the GM could balace this encounter out if need be. least get a general idea of where the sathar resear¢
But these options are easy to fit in with very little facility should be located. If they fad to determine
adjustment to the adventure required. the approximate launch location of the missiles thefi
they can determine an approximate direction that the s
'[ commandos approached from by looking for their trai
e ‘ and offering an educated guess. Further, if they ar
/';////,O “ar ) clever, they could also reember that it took about °
"\ eight hours for the sathar to reach them. Now they
have a direction and a length of time and this couls
get them in the general area of the research facility.

| 4'

Even so it could potentially (and realistically would
take a very longime for them to actually locate the

facility through trial and error. This should give the
GM ample opportunity to roll for numerous
encounters over an extended period of time and there

will be all manner of dangers along the way a$
described in Alpha ®section 2 above. ’

Art by Marcos Hidalgo @

http://toposolitario.com/principal/index.htri Simply traversing such hostile terrain can be quite & !
adventure with the volcanic vents, acidic pools, poisah &
gases, uneven footing and jagged rocks to contend
Aftermath: with. This period of searching can enable them t@
work on their original ndsion while wandering §

IC: around.
After the dust clears and the wounded are tended to,

the crew turns their attention to the sathar corpses. Here are a few items that can be produced from th 1 i |

Though odd in appearance, the majorlty of the indigenous flora and fauna of Evergloom (the GM ;_ |
SljdzA LIYSy G Qa FdzyOuAzy &S entdirag@d 0t Anmilzer move/ %sdg dfe cbu R

though it may takea bit of time to get used to it aII numerous different applications for some of the
seems pretty straight forward. substances found on this wol:

Beta Subsection:

OO0C: _ ~ 01) Anti-venoms specific to each type of creature thal
All of the equipment found on these sathar is  noison is collected from.

designed to be used by the sathar or their subject

races so the GM should refer back to Alpha Subsectiofp) pried poisons that could be used later to deadly
6. If there are any sathar pais grenades left, that affect.

could be a valuable piece of equipment to collect for

future study and could provide hints about the

al GKFNRa aidNBy3dka |yR

poisons.

'STARFALNCURSION
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04) Hospitalgrade anesthetic derived from the black
NI OSNda LIR2AaA

Natural surgicagrade adhesive derived from

0KS fA3IKISYyAy3

05) Treatment for extreme photosensitivity derived
from the blood of nightblades and nightwings.

06) Treatment for stat reductions due to old age
derived from sand flea saliva. Reses the effects
of old age by 25%.

-

Gamma Section

0dzaQa al

S?ﬂ}\aréﬁ_escgarch Facility:

00cC:

The sathar research facility is exceptionally wi y
hidden. Due to the tectonic nature of the moon the

facility has been specifically constructedwdithstand

shaking and the regular daily tidal effects of thk

ground. The whole structure effectively rides up a

down with the swelling ground along a centraf

column.

07) Cosmetic applications derived from black racer

poison (similar to botox).

08) A drug that induces a deafike trance derived
from stinging snail venom. Lasts for five hours.

09) Systemic pain reliever derived from weed rat
venom. Heals 2 points of damage within ten
minutes of consumption. May be used twice per
day and in conjunction with biocort.

The potential maximum monetary gains from Alpha
Subsection 7 were calculated using only these ten

entries for the section that disissed creating new

To aid in hiding the facility it has been built inside of @&

steepwalled depression wbse lip is about 5 meters
GFrtfSN GKIy GKS (2L 27

further enhance the camouflage, the sathar have
placed a hologram over the depression effectively
making the area appear as a jagged field of lava rocks

jutting up out ofthe ground every whichay.

Situated on the roof of the structure, attached to the

central column, is an elevator to allow for access and

egress to the facility. Atop the central column
another beam that reaches from the central colum

across the pita@ a tunnel just beneath the lip of they
depression. The elevator is then able to ride up and
down the central column as well as side to side acro$

drugs and similar products. If the GM were to add to
this list then the potential payout for the PCs would

increase.

Right about the time that they have collected enough

samples and readings to wrap up their survey of the . .
P 9 b up y se of stairs that lead the short distance to the surface

planet the GM bould allow them to stumble upon the
sathar research facility.

Art by J.A. Davis

the beam overhead, meeting up with the tunnel in the

wall of the depression. The tunnel leads quickly to

IC:

eyes watch as the small three kilogram bundle
bounces off a rock, rolls down a smallpi@ of sand [¢
and suddenly completely vanishes from view!

00cC:

The envirotent has just bounced into the small tunnél

gAGK aldkFANRBR GKIFdG tSIRa

elevator. This entrance is covered by the hologram

the actual entrance cannot beseen. But the
disappearing tent sure does make an impression!
ONBg FTNBY GKS W/ 2NB2fAa

because inside the tunnel are three death weave F

(refer to Delta Section for furthenformation).

X
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As soon as the first PC passes through the hologramhanges direction as it is lowered by a cable attache
L the spiders will pounce in unison. Once the spiders ar¢éo a winch on the roof of the car toward a slowl
""'.; dispatched the PCs may proceed down the short flighbpening round door in the roof of the building below.
1 of stairs, about 3 meters, to the landing below, alsoAfter a few seconds, the elevator comes to a halt a
| about 3 meters. There thewill find a pedestal against the inner doors slide open revealing a pair of recesse,
| one wall of the tunnel with a button situated on top.  vertical alcoves positioned on either side what /
appears to be a closed doorway directly on the othes
Pushing the button calls the elevator to the landing scside of the nowopen elevator doors. Each alcove |
they can board and ride over. The elevator can onlyabout a quarter meter in length, about ten®®
carry five people at a time. centimeters in width and appears to be about si
centimeters deep. Both are coated with a clea
IC: mucuslike film. '
Proceeding down the shortight of stairs to a small
landing, a pedestal can be seen against one wall of th©OC:
tunnel. On top of this pedestal is a yellow button. These alcoves are what the sathar use to activate the™
! Directly to the right of the pedestal is an unblockeddoor. They reach into the recessed alcoves with the
. # archway that affords a clear view of a depressiontentacles, simultaneously and lightly stroke a slie,
which contains darge, round structure. There is a mucuscovered membrane in a specific patter in ordel
ot beam leading from the rock just above the archwayto deactivate the seurity protocols and release the}
B and spanning the open space between the wall anddloor mechanism. All doors in the entire facility have
the roof of the structure. This beam is attached to aidentical locking mechanisms. These are the commq
column that seems to be built through the round locking mechanisms employed by the sathar for th
building below. particular facility design. '

oocC This is a level four lock. Bypassing can be ¥
There is no other way inside the research facilityaccomplished after applying €0% modifier to the
without the use of shaped charges. If the PCs wish tgkill roll since it is alien in nature in addition tox 3
climb about and poke around they can do so withoutl LJILJX @ Ay3 (GKS aidlyRINR Y2R
alerting anyone. While hanging out here though, theythe PCs skill level. Failure means that the secur
have an increased chance of encountering teat protocols will be activated and éhdoor will remain
weavers. Roll for an encounter with3ldeath weavers locked. If the door is opened any other way the
once every 15 minutes (25% chance). In this areaecurity protocols of the facility will be activated.
these are the only encounters that the PCs will have;
at least until they get inside the facility. There are a As soon as the security protocols are activated thos
total of fifteen death weavers loose the immediate mucuscoated alcoves on every single door in th
vicinity of the research facility. They are intended asfacility will begin to flash wh a dim yellow light. All
guards. The GM should keep count of how many ar@utomated security units will become active ag
eventually killed by the PCs as their numbers are finitedescribed below and an encoded automatic message
and once they have all been dispatched then the GMvill be sent to the covert sathar ship positionec
can switch back to standard neounter rolls as nearby. Additionally the facility will automatically be
previously outlined. set to selfdestruct! Thesequence, once validated by a
sathar in the power plant, will complete its cycle inf
thirty minutes. See Gamma Subsection 4 for further |
detail.
I nto the Quickdeathds Den:
IC: If the PCs fail to bypass this door using their technicg
Inside the elevator, another yellow button is easilyskills then the only other way past this door will eav | ‘
found. Pushing it causes the elevator to scoot alondgo be brute force. One shaped charge of tornadium L '
the horizontal track until it reaches a point about 19 will work nicely, assuming the PCs collected thie!
three quarters of the way across. Then the elevatorexplosives and timers from the defeated satha
comes to a momentary halt with a slight bounce commandos. If they do not have access to explosivesis
Y| followed by a mechanical clicking noise, then aat this time the GM may allow them to return to thefii
1 whirring noise. Then, with a bit of a jolt, the elevator site of the battle with the commandos and retrieve

Gamma Subsectioh
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their explosives. If this option is utilized then shot These sentry guns are tied directly into t
regardless of the tlme that has elapsed, (an absolutea GraaAzyQ a LJ2 6 SNJ & dzLJLJ @&

have been shredded and scattered by wild animals. target, four diferent targets or any other combinatio '.
of targets not to exceed a total of four. |

be recovered in the full quantity that had been with infrared sensors. They are programmed to recogniiz
the commandos originally. There would be some lossi KS RAFFSNBYy OS 06SiGs6SSy @
and the GM should take that into accour@iven the
though, at least one block of TI® and one timer sentry guns and that does not have a photo on filg
should be recoverable. with the security protocol program that these gung ™
access is immediately fired upon until it (the being |1
There will be two possible outcomes to breaching thisguestion) stops moving.
door:
1) The PCs are able to bypass the lock and igince these units track via video and infich sensors
the process, the smirity protocols. If so, then they can be blinded by any appropriate method (he:
the door will quietly slide to the left leaving an to confuse the infrared sensor or smoke to th
open portal about one meter wide and two obscure visibility to blind the video tracking syste
meters tall. The PCs will now have access t§ A YA f || NI & 2
the inside of the structure and no violence will specifically will effectively diséd the unit, even if it
be visited upon them in the room beyond has not been otherwise damaged because if it can
(Lobby). WaSSQ Y2@0SYSyiusx AlG oAt
therefore, shut down on its own. Simply hitting the
2) The PCs blast open the door thereby settingsensor and doing at least one point of damage Is
the security protocols into motion. If so, then enough disable the tuet.
there will be two ceilingmounted sentry guns
in the next room. These guns will be mounted This is sathar technology so if the PCs, for whate
on tracks in the ceiling (the distance betweenreason, wish to tinker with these devices (perhaps
the ceiling &d the floor in the entire facility is repairing them for their own use later) the alie
three meters) and will pop out of alcoves equipment modifier will apply.
Iocated against the back wall. These alcoves

guns hidden from view under normal
circumstance but that slide open to aIIow the IC:

may not move out of the room in which they one to the south.
are installed.

oocC f
The two doors to the north lead to storage areas. Bo
Level 2 are locked with level three alien lock&ach room
IM/RS +6/55 contains the followng:
STA 100 05 Sathar Envirosuits
ATT 50% 05 Water Packs
01 Medkit
01 Envirokit
01 Techkit

Each sentry gun is a recigle approximately one
meter long, half a meter wide and a quarter meter 01 Robcormkit
thick. There are four small dorsal turrets affixed to the

100 Meters of Rope
rectangular base at each corner. Two turrets are

05 Breathing Masks (see Alpha Subsection 5)
electro-stunners (always set for blast, never stun) and05 Toxvrad Gauges
the other two turretsare laser pistols set at 2d10 per y 9

\1“" i’.
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set of eyes that one would normally attribute to a
The south door is locked with a level three alien lockstandard sathar. Additionally the creature in the tan
Once inside, the PCs will dinthemselves in an has patchy areas of coarse hair here and there on
intersection with doors leading south, east, and westbody.
and of course, the one they just came through to the
north. The doors to the east and west are locked withAnd lastly, it has a set of very long, curved fang / :
a level three alien lock. The door to the south is lockedsticking through its cheeks on either side of its
with a level fouralien lock. obviouslyshortened snout.

Both the east and west doors lead to hallways. Therdhe sathar here were involved in attempting to cros
is one Scorpion | sentry gun located in the ceiling irsathar DNAwith the DNA of a different species. It is
each hallway. If the PCs have not yet set off thdeft to the GM to determine whether to utilize this!
security protocols, these sentries will still be stowed insituation in any future scenario(s). In this case, t
their respective alcovegut of sight. Otherwise, they sathar were attempting to enhance the physicalk
will open fire as soon as they have a viable target. prowess of their species by crossing sathar DNA with
the DNA of a shade. The attempt seems to have faile

Gamma Subsectio: but perhaps future attempts may not.

House of Horrors There are also five tables in this room. The one

against the northern and southern walls are obviou
surgical or dissection tables complete with nearb
trays covered wh various cutting devices. The
northernmost table happens to be occupied when the
PCs enter the room.

0OO0C:

If the PCs have not yet alerted security then the
following is what will be seen once they have
bypassed the level four alien lodhat protects the
south door:

- . ] cer ha; S>Zeen A talnedff §S| '
¢KS t/a oAt FAYR UKSf;(%c (,?Ingdé cted% é ere ar #‘wgz gl

laboratory. here performlng the task. The two sathar at thabte

will immediately rush the PCs and activate the
personal poison grenades as they retrieve vibroblades
from their belts.

There is a large computer positioned a bit-oéinter in

the room. Upon closer inspection however, it will be
revealed to be five separate computers built into a
single console. There is one sathar on the souther

. . X ) Yhe sathar behind the computer will duck down, o
side of the computer inputting data into the system.

2F aA3dIKG 2F GKS t/a |yR
protocols before popjmg back up with a laser pistol 8
powered with one 20 SEU energy clip and set for 2d 0 '

damage.

There are also four large and eight nsided vats that
contain swirling and bubbling liquids. Some of them
contain creatures that the PCs have alrgadeen
outside. One of the midized vats contains something

As soon as security is activated, two scorpion | sentfy
else, however.

guns will rush out of their alcoves and engage the P .s | |
from their position on the ceiling of the laborator

One midsized vat contains what appears to be a (I |
sathar submerged in a bubbling liquid. There is a I
digital display attached to the vat that reads vital signsGamma Subsectioka: lL
and it is showing thathe creature in the vat is dead. = House of Horrors

From the outside of the tank the PCs will be able tcOOC:

see that this creature looks very similar to a satharlf the PCs have already alerted security then the
but it has two additional tentacles that look less likefollowing is what will be seen once they have

tentacles and more like spindly arms with no hands. bypassed the level four alien lock that protects th

These extra appendages are stunted and thin. south door:

Furthermore, this creature has an additional set of¢ K S t/ a gAff

R eyes positioned just over its snout, between the firstlaboratory.

'\ I
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On a similar but smaller console nearby is another s
The description of the laboratory from above is stillof controls which are also protected by a level foupi®
mostly accurate, except now there will be four satharalien lock. This set of controls allows the operator '/
in the room, all of which will have hard cover and theirraise and lower the entire facility along the central
laser pistols at the ready. The sentry guns will alreadgolumn so that the missile launchers can be raised
be active as well. above the lip of the depression for firing regardless g

0KS LKIFIasS 2F GKS WiARSQ
STR/STA 40/40
DEX/RS 40/40
INT/LOG 45/45
PER/LDR 25/45
PS 02
IM 04
RW 30

-

about the target being displayed. This may become ®
important later depending upon the actions of the| ?‘
PCs.

IC:
It is obvious that this room houses a large missile
weapon of some kind. It has two tubes in whi

Equipment (each):
01 Vibroblade with one 20 SEU energy clip

01 Military Skeinsuit _ missiles can be loaded. They are currently emp
01 Laser Pistol with one 20 SEU energy clip (set

2d10 damage)

Fhere is one large console with levers and switches bn
it situated near the weapon. There is another, small
console also with levers and switches on it off to one
Gamma SubsectioB: side.

Big Guns

Gamma SubsectioBa:
OO0C:

The hallways to the east and west of the first fovmy .

intersection  have already been preliminarily g4, any GMs that wish to incorporate the Knig

described. Once past the scorpion | sentry gun_s,_it W"I'—|awks materials (or use this lahdsed system for
become apparent that both hallways are very similar. gme other adventure), these missiles are nearly the

same as Assé#uRockets so use the combat rules frorf®

Each leds to a threeway intersection and each three Knight Hawks for damage resolution. These launchérs

way intersection leads to areas of the facility that arepecome much more accurate if the operator has fa
essentially the same. So this description Willgnne -

effectively cover either route but will be actively

describing the western route. It is a computerassisted system meaning that aftefe

any modfiers have been resolved anyone operatin

At the threeway interection the PCs will be faced o weapon system is then afforded a +5% chance to
with a choice of three different doors. The north door per level of skill. The difference between the "\‘

leads to one of the missile launchers and is lockeqyissiles and assault rockets is size and range. These I B
missiles are larger to accommodate a larger fuel =

with a level four alien lock.
Investigating the missile launcher room the PCs wil

|

360 degree range. There are co_ntrols for operating th%ptimal range is zero hexes for ships entering t
weapon on one console which is protected by a level, s atmosphere in preparation for landing. (|
four alien lock. Aside from targeting and firing this pyaximum range is one hex for ships orbiting the"

console als_o allowshe operator to raise the entire 000 This weapon system can target and destr@)
turret housing four meters above the roof of the ships in orbit, but not beyond. A

facility.

VI
i
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ry Skill with a specialization in Rocket Weapons.

: = _ _ bayloaj in order to allow the missiles enough energ il il
find that the majority of the weapors housed outside 1, reach orbit and still contact their target. Also, the i

the facility on the roof in the form of a turret with a |56 two ranges, optimal range and maximum range. I
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This weapon system is intended for smaller landindf any of the PCs investigate the fluid in the sma
craft but it is capable of destroying much larger shipgroughs or the large pools tlyewill find that it has a
in orbit provided the oprator scores enough hits and mucuslike consistency but seems harmless. Readin
assuming the ship does not simply just leave orbit tofrom the equipment contained in an envirokit will
avoid destruction. confirm that, aside from having some Ilo
concentrations of partially digested nutriment / :
The missile launchers are twiarreled affairs and can suspended in the solution (sathar wastéhe fluid &
fire one missile per turn over the course of four turnsseems to have a high concentration of amino acic
before they must be reloaded. and oxygen and may actually act in some small way
a method of healing while resting.
Because ofthe limited fire control abilities of the
facility, only one launcher may fire at a time. TheyThough this is a conclusion that the PCs could eas
each take two turns to reload. come to, it is in fact, the case. The GM should b€
certain to never definitively state such things thought
Gamma SubsectioBcontinued: in order to maintain the mystery of the sathar. y
Ly 3rYS GSNxya G(GKSasS wo!
natural healing for sathar only; if they are able te
spend a full resting period relaxing in thiuid
solution. This healing effect can be gained in additiof
to the use of healing effects gained from drugs, suc
as biocort.

0OO0cC:

Back out at the threavay intersection, there is a door
to the west (or east depending uporwhich
intersection the GM is dealing with at the time). This
door is protected with a level four alien lock. Inside
are racks of missiles for the adengentioned
launcher(s). There are ten missiles in each storag
room allowing for one complete load of datauncher
and allowing for four complete reloads of each
launcher thereafter.

fh small amounts, the sathar waste suspended in t
solution is actually vital to the healing qualities of thig
mucus bath. The bactier contained within the waste "
material aids in the healing process as long as the
Ic: popula_ltio_n is k_ept in check. The unit has a filter the
En'tering the room to the west of the thresay the flgld is routinely flushed through and that_allpws

certain small percentage of waste to remain in th

intersection reveals a couple racks of missiles. Therg olution. Excess waste is filtered away and sent to the
are ten missiles in this room. food storage area for further processing.

%?Cd o th th leads to éhlivi . q The boxes by each resting chamber are indeed,
he door 1o the south leads 1o Eniving quarters an .Spersonnel storage boxes assigned to the occupant ©f
is protected by a level three alien lock. There i iKS WOSRQ® CKS 68a0GSNYYE
enough space in the living quarters to house tenliving quartes of the commandos that the PCs
sathar (in each wing). Within the living quarters the . i
encountered previously and are all empty now as the

GM will notice two generic storage rooms a hyglenepersonnel gear was with them during the encounter.
room and a food storage roonNone of these rooms

are locked.

| -
IC: ) ‘
There are a couple storage closets that hold innocuo ‘

IC: : : . . everyday items.
Upon entering this spacious room it almost seems as

though its function is that of a dormitory. There are
ten troughs, about two meters long, one meter wide

Investigating the Hygiene Room proves te h bit
unsettling. Here there are a couple extremely cve ’ .l

ang ;)ne me(;er d?elo’ deaftﬂ hetﬂﬂed with ta dwater_y sized baths, more like small, shallow pools really. Eagl
substanceand enclosed with a transparent dome In & ,,y, s fijled with what appears to be the samej
clamshell fashion. Next to each of these ten troughs_ . L ) . Wi

viscous fluid in the toughs in the adjacent room. But \

is a lidded metal box, about the same size and Shap\?vhere one might easily come to the rodusion that
as a foot locker.

those smaller troughs are intended for an individue
sathar, these pools appear as though they would k&

intended for several sathar at one time. }

O0cC:

e ; |
SO T 1T | (IR B :
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0O0C: The small maggdtke creatures in the midevel

These pools are indeed intended for use by up to fivel N2 dzZ3 K St & ( K Aakd prosuteNdiofe

sathar at one time, each. This mmoserves a couple offspring. When they attain a certain size, their bodi¢s

functions. change and they become aquatic grubs which the
sathar then eat before the next stage of their life cycle &

First, it is a hygiene room as the name suggests. Thesan begin. And then the whole cycle starts again.

baths are filled with the same fluid that the beds are,

with one S|gn|f|cant dlfference There is an enzyme

F RRAGA OGS GKI KSt La | 5803 Mmacubseqio’ v . nma  a1Ay T NE

parasmc mganlsms and fungal infections. But becauseEa e livin e |ffefe ce the .weste '.13; ;

(KA& I+ RRAGADS Oby 0802YS2 SERNYNG Aprels Sfifference frgmathe westepl,

after a short period of time, it is not added to their Ving quarters.

resting chambers. )
g There are a couple differences between the

Second, these baths also function as entertainment(l:_ompartments but only in regards to the occupantg

after a fashion. A euphoricigbor overtakes a group of
sathar when they enter such mucus pools and slithe
together in close contact. It is a way for them to
relieve anxiety and tension.

gastern living quarters may have two oceugs.

Back in Gamma Subsection 2 and 2a a differencejin
the number of sathar in the laboratory was describe@
depending upon the alert level of security. The fourt

IC:
The last room contained within this large space ISsathar listed in the laboratory in Gama Subsection 2a

lined with troughs and some machinery. Ttieughs came from the eastern living quarteifsthe conditions
higher up on the wall are partially filled with what in Gama Subsection 2a were met.

appears to be dirt. Above these diihed troughs,
mounted in the ceiling of the room, is another trough
that seems to be aligned perfectly with the trough
below it.

So if the security protocols have not been triggered
this point, there will be two sathar in the eastern livin
quarters. They will attack the PCs with their lasér
pistols on sight and have all the sarstats and gear

Occasionally vents on théottom of this highest listed in Gama Subsection 2a.

trough spring open and more dirt is sprinkled down
into the trough below. A closer examination of this
dirt-lined trough reveals that there are many
thousands of maggedike creatures wriggling around

just beneath the surface.

If the security protocols have been engaged howeve
the eastern living quarters will be empty. One of thE®
sathar from here will have gone to the lab. The othér
sathar will have gone to the power plant in endto

validate the seHdestruct sequence.

Thisdirt-filled trough spirals around the room where it
is eventually joined to the lowest trough; down near Gamma Subsectiofh
the floor. This lowest trough is filled with a muelilse A wrench in the Works
fluid that looks suspiciously like the fluid from the
chambers in the larger room adjacentFreely |C: ‘
swimming about in this fluid are large, human thumb There is one last door to explore in this large chamber.
sized, maggolike grubs. Occasionally a large
specimen wriggles out of the dirt from the midlevel OOC: {it
trough and slips into the fluid of the lofevel trough.  This last door leads to the back hallway of the faciliy 1l
where all the machinery is that makes the qawork. § = L
OO0cC: As with the front hallway, this door is protected by =]tl T
This is the food production and stge room. Any level three alien lock and there is one scorpion | senty. o |
excess waste produced by the sathar while in theirgun located in each hallway. q :
resting chambers is filtered off and pumped to this
room where it is dried. When dried it looks like dirt.  IC:
After having passed into this back hallway, a door
observed immediately to the south.

”
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OO0cC:

Approahing from the western living quarters, the first ¢ KS ¥ I O Xddstkudt dn@chanismSroudt build up
room to the south will contain the machinery over the course of thirty minutes (in game time, no
responsible for waste water treatment and real time) in order to create a catastrophic explosio
environmental controls. The door into this room is and destroy the structure. Hopefully the PCs had bee
protected by a level three alien lock. moving right along and nairagging their feet!

Any of the fluids used in #hresting chambers or the The GM should allow for every chance that the P(
hygiene chambers that has become too soiled forcan pull this off and feel free to give them a break
those units to filter completely, will be pumped off for they are at least somewhat close. Shutting down t
treatment here so that it can be recycled and put backselfdestruct mechanism is a matter of succeeding in
into the system. This coupled with the food roll against a levefour security program to override
production capabilities of this facility make it the system and allow the coolant to continuess
extremely selsufficient so that it can remain in circulating through the core. 3
remote areas and not have to rely on regular
deliveries of supplies. Though possible, it is not terribly probable that the
PCs could have reached this point in this facilit
IC: without having activated the security giocols or
Softly humming away inside are numerous machineshaving fired a single shot. This would assume that th
There are several pipes that enter and leave thisPCs were able to successfully bypass any locked dé
room; they look as though they may be plumbingthey encountered and that they have not yet visite
pipes. There are also numerous access panels arttle laboratory or the eastern living quarters.
control panels in this room.

If they enter the laboratory or the astern living
0OO0C: quarters from this back hallway they could easil
As with the machinery found throughout this facility, if stand a chance of killing off all the sathar in the facilif
the GM may or may not wish to allow the PCs to makend keeping them from getting to the power plant in
the appropriate rolls tdigure out what this stuff does. order to validate the selflestruct sequence. If this
As mentioned previously in this work, the GM shouldhappens then the securitprotocols will be stuck at
apply an appropriate modifier while attempting to that point, unable to initiate the selfiestruct until a
figure out alien technology. sathar validates it.

IC: IC:
Heading down the hall a bit further, the group comesThe door to the south leads to a large room tha
to a four way intersection. houses an obvious power plant.

0OO0C: 0O0C:
The doors leading into this fowvay intersection from Proceeding east along the hallway, the PCs come o
either the western or eastern hallway are protected the potable water storage tanks after dealing with thel
by a level three alien lock. Once inside thescorpion | sentry gun located in the ceiling overhea

intersection, the north and south doors are protected and the level 3 alien lock that protects the door. Theré
by level four alien locks. The door to the nollads to  is nothing much of note here unless the PCs are in d |
the laboratory which has already been detailed. Theneed of something to drink. i l
door to the south leads to the power plant. | lJ

IC:
As stated previously, if the security protocols haveAfter proceeding down the hallway, another doo
been activated, there will be a sathar inside the poweralong the south wall comes into view.
plant. He will have already confirmed tlaitomatic
selfdestruct security protocols and is waiting inside OOC:

slow the PCs enough that they will not have enougtsections and subsections.
time to hack into the system and stop the sequence,
thereby perishing in the inevitdé fireball.
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The GM should keep in mind that any scorpion | sentrgommandos to investigate the situation (as per the L
guns that had not previously been destemlyare still mission objectives). e
out there. At this point, the security protocols will !
have been activated so PCs moving around inside thElowever, as soon as the ship startkitg fire from =
research facility in areas that were not previouslyd KS Y22y Qa ad2N¥FI OSxz fA,:
cleared may find themselves being unexpectedly shobverride any other mission objectives and the .
at! commander will order a tactical withdrawal back t® o
sathar space. Even if they have already Iaunchev %N
At some point during the néxfew hours, assuming landing craft full of commandos, they will adtit or E; ; ',‘_ 3
L % * ¢
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the PCs were able to clear out the facility and keep isimply destroy it (as a last resort to keep it from falli
from selfdestructing, the PCs are likely to start pokinginto enemy hands) and retreat rather than risk thef
around some of the computers and other equipment. ship being destroyed.

If they do so the GM should allow them to discover

that there is a shi located in a similar pit covered by a The PCs will then be free to destroy the landing craft $
hologram about one hundred meters to the south of 6 LINE A RSR (G KS Y20KSNJ aKA L) K
the research facility. point since the stealth ship will have begun jumping \
out of the system. As soon as the PCs fire on the | o
stealth craft in orbit, the commander of the ship wil b 3
initiate a remote seHdestruct order on the hidden Y
laboratory. Alarms will sound and it will bEbvious F
that something is amiss. This sdHstruct override
will be impossible to stop.

Gamma Subsectiob:
Here comes the Cavalry!

O0cC:

About three hours after the security protocols were
activated, the sathar covert ops shipliérrive in orbit
around the moon. The PCs will be alerted to this fact
by the computer in the laboratory sounding an alarm.
The ship in orbit has hailed the hidden laboratory in a
effort to ascertain the reason that the security
protocols had been actated.

Assuming the PCs were able to access previQus
computer information from the terminals, they will be
able to ascertain that the reactor will melt dow
"within 30 minutes. Provided they do not dally
overlong, they should have enough time to reach the
hidden sathar ship nearby and lift off. Of course, the o
Da Yl& ¢AakK (G2 lit2¢g (KBY ﬁﬁ
%nsuing blast if he/she so desires. ‘

If any of the PCs try, they may be able to achieve
targeting solution as well as real time video (by way o

a telescopic video camera mounted outside the facilityrsrsr s 10 5
which is part of the missile targeting system) of the Sathar Scout Ship (DesignaticRogue) A

ship in orbit. Under normal mumstances attempting HS 03

to target the sathar stealth ship could prove difficult, HP 10* ’

to say nothing of being able to collect video of it. Buf ADF 06

by following the radio carrier wave back to the source] MR 05 o

the PCs may be able to fine tune the equipmen{ DCR 29

enough to get sme fuzzy video as well as some other| Crew Size 06

basic telemetry of the stealth ship. This video clip anq Ship
telemetry data of the ship in orbit will show the | Dimensions | l
|

unusual design and seemingly different constructior| Length 40m |t‘
materials, assuming they make the appropriate skil| Diameter 10m ““:
rolls wih any appropriate modifiers. This information | Hatches 01 '
would be worth 100,000 credits to the UPF. Engines 02 (Atomic; size A)

_ o Fuel 01 loaded and 01 in reserve
If the PCs wish, they may man the missile launche Weapons None
and fire at the ship. They can have a chance t e SETaa e U e et o

download a video clip of the fight from the missile
launcher roongs) as well if they wish, provided they
make any appropriate skill rolls. The ship will be in thg
process of sending down a group of fourteen

destruct device (10m3 [treat as &
Fusion Bombl])
*The hull section structural points are only
100+2d100.

Pﬂﬁ“\ o l" | .
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extremely fast and maneuverable. It supports a totalstairwell heading down through the\a rock to the

of six beings @fur crew and two passengers), iSLIA G Ff 22N ¢KS AKALIQa |
capable of atmospheric flight and can land or take offwith a level three lock. Once past the outer acces
from solid ground or underwater. It is equipped with hatch into the airlock, the PCs will exit the airlock a /
videocom, subspace radio and radar. enter a larger room. There is a scorpion | sentry gu
located in the ceilig of that larger room. It is not
hidden in any alcove and is programmed to attack al
being that does not match any of the entries in it
database.

Gamma Subsectiof:
Wrapping Things Up

As with the research facility, once the scorpion | sentry
gun becomes active, the ship will automatically st =
to selfdestruct. Again, as with the research facilit
the selfdestruct mechanism cannot complete the self
MBestruction of the ship without direct sathar’
verification. ;

The PCs may be able to recoeamough data from the
sathar computer to warrant another 100,000 credit
payout from the UPF. The information, though not
necessarily decipherable by the PCs will hold so
valuable information for the UPF scientists.

Specifically, the information gathedewill be about

. . ) Since there are no sathar left to validate this, the PG
their latest genetic research (the dead sathar in the . .
should not be in anyahger of blowing up as a result

vat) and bieengineering black racers into sathar of this. A successful roll to disable this function w

attack constructs as well as the clan affiliation of thlsCancel the selflestruct order easily enough.
group of sathar; clan X.

Ship by Shadow Shack o .

Once inside the PCs will need to defeat a level thre
It will be left up to the GM aSO0dNAGe f201 2y GKS &KA
to determine how much the systemand commandeer the ship. :
or how little information
is gleaned from the ship As with other recovered alien artifacts and or dataj
encounter  and  the the UPF will pay 100,000 credits for this ship.
computer download. The : course, this means that the PCs will effectively sell this
ship information might = ship to the UPF for 100,000 credits. Why would the
eventually lead to the do that when hey could very likely sell it on the blac
p t CQa 20y ausSltu market for considerably more? Well, their reputatio
program as an example. with the UPF will positively increase which could leall

to lucrative UPF contracts later and in the end, net thé

PCs more cash and adventure in the long run. :
Gamma Subsection Besides, how dangerous is it to be flying around in&
Lift Off sathar ship anyway? How many frontiersmen ar@

going to shoot first and sort it out later? And o
00C: course, there is the fact that the UPF would view t
The ship located just to the south of thesearch Sale of any such sathar artifaci(s) as a criminaXact i
facility is a sathar scout ship. It has been designed with ! ﬂ
sathar agents in mind therefore, much of its ) i
technology will be similar to technology that the PCsGamma Subsectiod:
are already familiar with.

Experience Awards:

Going outside the research facility will expose the PC3his adventure can effectively be broken into twa
to any death weavers that had not previously beenpParts as far as experience is concerned. The outline of

killed and/or the natural creatures that inhabit the €Xp. awards below shows the exp. given to each pa
moon. member.

¢ B em—
i Vo '_{“H fi it
/ R

l”“

H'MH \l‘: STARFALNURSION v: .'I“;:f ~ PAGE ‘



STARFRONTIERSMAN #23 =

First Part:From the point the PCs enter theew star the research facility) and suffer more than 25¢
system till just before they enter the hidden researchcasialties during this part of the adventure. |
facility.

Maximum EXP awardi0 points should be awarded Delta Section
for groups that are able to complete all of their
mission objectives, collect DNA samples from all of th
flora and fauna listed in t flora and fauna section,
synthesize at least ten new medications or relateg

products and suffer no PC deaths during this part
the adventure. 01-10 No Encounter

11-16 Average Herbivore (from AD p.83)

Average EXP awar@®8 points should be awarded for] 17-22 Weather (ash storm, rain, hot, etc)
groups that are able to complete most of their missio| 23-28 Average Carnive (from AD p.83)
objectives, collect DNA samples from three quarters { 29-34 Terrain (mountains, bodies of water,
the flora and fauna listed in the flora and fauni dense brush, lava, etc)

section, synthesize at least five new medications ¢ 3540 Average Omnivore (from AD p.83)
related products and suffer 25% or less casualtiy 41-46 Nightwing (night only)

during this part of the adventure. 47-55 Sand Elea

56-60 Sand Strider

Minimum EXP awrd: 05 points should be awarded| g1-65 Black Racer

for groups that are unable to complete all of theif 6570 Nightblade (night only)

mission objectives, collect DNA samples from less thf 7355
three quarters of the flora and fauna listed in the flor 76-80
and fauna section, synthesize less than five n
medicatins or related products and suffer more thar
25% casualties during this part of the adventure.
Second Part: From the point where the PCs enter t
research facility till they leave the star system in th
commandeered sathar space craft.

PScenario Support Materials:

Lightning Bug
Dripper

81-85 Luminous Hopper
86-90 Shade

91-95 Stinging Snalil
96-00 Weed Rat

Delta Subsectiorn:
Maximum EXP awardiO pOintS should be awarded Flora and Fauna Speciﬁc to Everg|oom
for groups that are able to collect all of the sathar

data/items possible from the research facility (videopelow is a collection of some of the more interestiri

no PC deaths during this part of the adventure. herbivores, carnivores and omnivores.

Average EXP award8 points should be awarded for since this world is a dry, desert moonsitreasonable §
groups that are able to collect at least two of the to think that rolling an average herbivore encountef
sathar data/items fronthe research facility (video of might end up being a creature similar to an antelopg.

covert ops ship, computer data download or Or an average carnivore could be something similar

commandeer the unmanned sathar ship hidden neary spake. Keep in mind however, that this moon hasla *

the research facility) and suffer 25% or less casualtie§ery harsh environment and mgrcreatures on Earth§

during this part of the adventure. found in a similar environment tend to be fairly small
and poisonous.

Minimum EXP award 05 points should bevearded

for groups that are only able to collect one of the The various poisons utilized by the various creaturgs
sathar data/items from the research facility (video of descrlbed below (unless otherwise noted in the \

covert ops ship, computer data download orONBI (§dzNBEQa RSEONALIGAZY D

|
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for uses other than the obvious toxicity but only in aprey item and will aggressively chase anything th
laboratory setting (field or proper). For example, they encounter. As a result of their harsh livin
animal poisons are often used to synthesize antidotesonditions, their poison is also extremely toxic so the
and beneficial drugs (anesthetics to name but onea single bitds generally capable of killing any creatur
medicinal use). In this game setting it is also logical tdwice the size of a human or smaller within moment
conclude that other things could be derived from of exposure.
poisons such as physiologically and psychologically .
augmentative drugs and even recreational drugs. Any bite that manages to bypass the defenses of t

of Ol NI OSNRa GAO0UGAY |
It will be left up to the GM to determine these damage will inject a deadly toxin (S50)2into the
specifics, for the purposes of this adventure, it isvictim.
enough that these possibilities are known so that the
ot option is there to allow for expanded play in a medicalln addition to the damage inflicted by the poison, thi$
% , * (creating anttox on the fly in a makeshift field toxin has a secondary effect: paralysis. Each turn t “
| laboratory setting specific to the inddial creatures passes, the victim must roll against their STA stat with™
¢ : on the moon for example) or mercantile direction a cumulative-10% or become completely paralyzed
o ,« (collecting poisons with the intention of selling them The victim willstill be able to feel andreathe just
later for fame and fortune perhaps even treating the not move or speak. Regardless of how much tim

sl ) moon as a 'mining' moon for the express purpose ofpasses, at the point at which the victim falls to the
3 collecting poison) if the GM doeses to do so. ground paralyzed, the spider will quickly approach ang
3 0S3AAY G2 FSSR e ictithity Feel
\ Name Black Racer everythng that the spider is doing while itg=s
Type Small Carnivore contemplates its death. L
Number 1 ) o o o
Move Very Fast Generally this arachnid will rush gt a V|ct|m, dellver‘ -
IM/RS +6/65 def':ldly bite _and then back off quu_:kly, relying on the:
Stamina 15 poison to bring the prey down. Thls learned behavigkgs
Attack 60 works very well against standhanimal prey as those § ™%
DATTEGE 1410 bite creatures generally are not armored. However, PGs
- = are often armored and as such may be able t@
Spec!al Attack Poison (S5/T20) withstand a blitz attack like these making encounters$
T Special Defense None with these spiders seem rather mundane. The dangeér &
o ‘ Native World/Habitat Evergloom. Any warm, | hough, will be for those PCsahare not so armored
% g ¥ sandy areas or who rely on skeinsuits which will allow half the

damage through, and thereby allow the PC to bg
DESCRIPTIONEhe black racer is a mafggged poisoned.

arachnid that is about a meter in diameter (if just the
body were measured it would be about halfameterin; f 325 (KSaS aLARSNA R2Y(
diameter). It is a plain black in color which bIendsiS Wa|k|ng around, ready for a f|ghbr as|eep in the
nicely with the coloration of the sandy soif the  middle of the night; vulnerable and weak. Once & il
moon. It sports two fangs that are 7.5 centimeters inyjctim has been brought down, the black racer will
length and that are capable of easily penetrating adefend their kill viciously and without regard to ‘
leather boot and delivering a load of poison to the personal safety. They will climb up on their prey, wa d'
foot inside. They have no spinnerets and do nottheir two front legs about menacingly, while arching ‘

produce webs as they are strictly a terréalr back ad displaying their fangs and hissing loudly t
predator. They are very powerfully built; robust even, warn off any trespassers.

and depend upon their speed (very fast!), strength j,’g
and highly toxic poison to subdue prey (a dose of Anti|f any other creature were to approach a black race H !
tox will clear this right up). while it was defending its prey in such a manner and | '
that creature were to get to within 5 meters, the blackii
These spiders are extremely fearsome —andracer will spita stream of venom at the eyes of thef i
exceptionally aggssive. Living in a harsh desertintruder with an attack score of 50. If the attack i <‘ '
landscape, they lunge at the chance to feed on angyccessful, the new victim will suffer the samél
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exposure to the toxin as if they had been bitten. :

Obviously if the victim has any kind of facial protectiorfs NEil= Dripper \

(that would cover the mouth and eyes [fully enclosed| Type Large Shrub
helmet or powered inertia screen for example]) the [ Number 1
poison will be nullified even if the attack is successful.["\15ve N/A
| IM/RS N/A

The black racer can only produce and store two load . _

. . . . . Stamina 50 R
of poison in a day. Producing this poison takdst of Attack N/A R
energy, which is why it is so very potent. Once it is o D 1d10 h a b
of poison, a black racer will seek a good hiding plac] amage 1% pir our andror ‘ ﬁi
(caverns, crevices and other similar dark places) t Snecial ” o-g'er 0?” ¥
restore its supply before venturing back out to hunt. pec!a Attac Acidic resin "

Special Defense None

If killed (and not compkely destroyed), the poison LNative World/Habitat Evergloom. Aywhere
glands (one each, located directly behind the fangs

each containing 1 ounce of toxin) could be harvesteq
and used in a variety of different ways. The liquid
could be collected in a small vial, kept tightly sealed
and later adeéd to food as a potent and deadly

assassination tool, the potency of which would be
identical to having been delivered directly by the black
racer. It could also be applied to low tech, bladed
melee weapons or to needler ammunition. Once dried
it would lag indefinitely but would be used up after

one successful attack. Used in this manner, it woulg
be half as effective (S5/T10 and th&0% STA roll
would not be cumulative).

Black racers are edible, but must be thoroughl
cooked. Failing to do so could (2%%ter each meal) picyyre By ringonoki @

cause a parasitic infection (Sporekill will clear this rightttp://ringonoki.deviantart.com/
up) of grubs (each about 1/2cm in length and 1/8 cm

in diameter) that live in the intestinal walls of the pESCRIPTIONNis is a large shrub that can reach fa
host, burrowing about and causing severe pain a”qweight of about 3 meters and it can become fairl

o bloody stools. bushy. Its limbs are woody in nature;aiigh never get

This parasitic infection causes the decrease of allgathery: cactudike with long, sharp thorns. The
physical attribgtes by 10% (of the original base stz_nlt)grOW to about half a meter in length and perhaps 4 ¢
per month until the host eventually dies (once their yige and 1 cm thick. If examined closely small, cleg
original base stats are al00% or 10 months). When peads (about the size of a BB) resin can,be seen
UKA& KILWSya 00KS @A OUA YdGng tife 3uffaré ot the Rdvésthere Krd Pere. O ¢
perforated enough by the burrowing grubs as to have

been completely compromised thereby causuggth 5 ;N y3 GKS KSIG 2F GKS 5
by massive internal bleeding. The grubs will continugiscous and can drip off the leaves and onto the i
to feed on the decaying corpse until the rotting fleshground (or anything else) below. This resin is quite
degrades enough that they can break freeloé husk.  acidic (sulfuric acid thatt iabsorbs) and can cause]
They will then pupate and mature over the course of 34amage to people and equipment if not careful. It T S
days, bursting from their shells as adult fies that are§ | 38 (2 ARSyiGATe GKSa$ 5K
otherwise harmless, except to the black racers uponpg¢ | 338 Q F LIISE NI yOS 27F @K
which their life cycle dependsf properly prepared pjant. Over time, the dripping resin will melt the sand
however, the flesh of a blaclacer is similar to crab |eaving a S“ghyi Compressed depression covered in ‘{ y
meat. glassy crust that encircles the shrub and helps
funnel rain water toward the base of the plant.
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In game terms the resin will cause 1d10 points ofdarkness. During that period of inactivity a lightnin
damage per hour to anyone beneath the shrub. If thebug may be viewed more closely.
resin is actuallytouched it will cause one point of
damage each time a glob of it is handled. If equipmentJpon closer inspection the bug is revealed to be je
is left where the resin can drip onto it, the equipment black save for a small deep red irregular blotch th
will degrade by 1% per hour meaning that, after 100covers only the top side of their thorax. Along th /
hours of exposure, that piece of equipment wildzy RSNBEARS 2F G(KS AyasSoi@
effectivdy be broken and useless. This 1% per houelectrical energy continuously dances even duri
figure has been applied for the sake of simplicity. Ifdaylight hours though at a greatly muted intensity. A
the GM wishes to apply different rates of degradationnight, this arc of electrical energy crackla®ng the
depending upon the size or mass of the equipment irentire insect and causes it to glow intently like th
guestion in order to achieve more realism, they arefilament of a light bulb. “
welcomed to do so.

If looking directly at a lightning bug when it is glowingy
If a leaf is somehow damaged (like shooting it with ahe vision would be slightly impaired as if looking?
projectile weapon for example), the resin will drip directly into a 15 watt light bulb. Lightning bugewg
NI LARf&@ FNRBY (KS Wg 2 dzy R Qoontimuduilyiduridg timesRof daknésSthobgyi théy| |
an enemy were to take cover behind one of thesedo blink rapidly during courtship.
shrubs. Simply shoot at tHeaves overhead and wait
for them to come running out! Assume the damageGenerally these creatures are not dangerous unle
inflicted under tlD0is circumstance would be 1d10 per handled or their hive is disturbed, but if left alone the
turn spent beneath the shrub. will be no threat. If picked up they will automatigall

WAGAY3IQ 6GKS aAavYLX S | OG
If, for whatever reason, someone would wish toabdomen causes the effect). Like a wasp, these inse
collect this resin for later use, it can be easilycan sting repeatedly (stinging causes a soft, audib
contained in a glass container with no ill effects. crackling, popping sound) with no ill effect to the

lightning bug. As noted above, theténsity of the 3
\Name Lightning Bug sting varies depending upon whether the bug
Type Tiny Herbivore inactive (daytime) or active (nighttime). If dropped
Number 1-1,000 the lightning bug would cease to be a threat.

Move Fast

IM/RS +7/70

Stamina 1

Attack 40

Damage 1 point or 2 points

Special Attack Daytime sting does 1
point of electrical
damage nighttime sting
does 2 points

Special Defense Immune to electrical
attacks

Native World/Habitat Evergloom. Any warm,
dark areas ol ,r

W

_DESCRIPTIOIIIpe Iightning_bug i.s a flying insect that Art by JRMP @ttp://jrmb -stock.deviantaricom/
is roughly 3cm in length. It is difficult to see the actual

bug kecause of its brilliant blue glow. However, if an
alternate light source is shining in the area of alightning bug population in the immediate area willl |

If however, the hive itself is disturbed, then the entire}

lightning bug the insect will cease glowing and take, iyely swarm in defense of the hive (like Africanize

refuge within their hive (which looks very similar to bees) regardless of the intensity of light at the time.
the hive of a paper wasp), or beneath a leafother

similar structure to rest until the light gives way to

'STARFALNCURSION
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They will relentlessly ttack, without regard to Ay aSOi>X GKS K2 y SeQa LINE
personal safety; anything within 10 meters of the hiveflower that the lightning bugs feed on. Without thaty’*

after it has been disturbed and will continue swarmingenclosed ecosystn the honey cannot be replicated. t
angrily for up to an hour after such a disturbance. z

STARFRONTIERSMAN #23 =
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Name Luminous Hopper

Though they do very little damage as individuals, as Type Tiny Omnivore

large group he damage potential is alarming! Number 1-1,000 :
. _ Move Slow

However, standard electrical defenses are effective a IM/RS +6/60 &

nullifying the effect (though it would take very little Stamina 1 TR

time for a swarm of lightning bugs to rip down a gaus;s Attack N/A e

screen). Similarly, simply wearing thick Ron

conductive clothing that covers all exposed body parts DEWTERE R

would effectively nullify the defensive mechanism of Spec!al Attack None | $
the lightening bug. Special Defense None

Native World/Habitat Evergloom. Any shrubb _ ‘
Macerating the body of a lightning bug will produce areas y -
thick paste that is biduminescent and will glow with a b 3
dull blue light (10 suchround up lightning bugs would DESCRIPDN: Luminous hoppers are a smally } =
produce enough light to equal one LED). This glow wiflightless insect; about 10cm in length. They are E

persist for about 5 hours. The larvae (each one igimilar in appearance to a cockroach and though theéy
about 2cm in length and about 1cm in diameter) ofare called hoppers, suggesting that they hop, they
the lightening bug also glow; each one equal to theactually do not hop. Instead, they cock their head bagk
intensity of a sigle LED. They glow naturally whenagainst thér thorax, locking it in place. Then thei :
alive so if collected and kept alive (feedmg thembOd”y fluids are redlstrlbuted to that area, causin -
honey produced by the adults), they would provide all K SA NJ K St G2 WLRLQ T2N3I |‘4| :

reliable light source for several weeks before pupating

and eventually transforming into adult lightening Thus they can propel themselves through the alir
bugs. about half a meter from their starting point all in the

span2 ¥ I FNIXOdA2y 2F | aS0O2YyR

Theseinsects produce a blugrey honey which can be Works whether the insect is on its belly or back. This %

harvested from their hives. The honey is -bio mode of transportation is secondary to simply I

luminescent and will glow dull blue continuously crawling, which they do most of the time. —

(seemingly indefinitely). Though not very bright, about LR S

X 1 liter of the viscous liquid will glow enough to equalAside from their somewhat odd mode of locomotion},
£ one LED. The honey never loses this glow. It also act8e luminous hopper has another fantastic ability

as a very weak battery to a degreeeleasing a very they glow. Much like other bioluminescent creatures
weak electrical charge if handled (makiagcuriously — the luminous hopper emits a constant, soft cobalt bl

pleasant sensation on the tongue if ingested). glow; about one eighth as strong as a LED.

D -

The marketing possibilities for this honey ageite  In the case of the luminous hopper this is a defensive e
interesting. Naturally glowing drinks sweetened with mechanismthat helps ward off their main predators;§
this honey for instance. The honey is also verfhe small nightwing and small nightblade (though the
palatable to vrusks and even intensifies the intoxicantglow will hold the larger versions at bay just as well).
effect of alcoholic drinkseven to the point of being a To be effective however, the hoppers must swarm
mild intoxicant by itself for vrusks. To a human this together and form a bright enough light to harm the
honey would be very similar to honey we consumepredators and keep them at bay. A small group ﬂ‘ ;]
today, albeit very good quality honey to be sure.hoppers will simply attract the predators and bg
Though the honey could be collected and transportedeaten. But a large enough group (100 or more; 7{
v

off-world for various uses (it even has medicinal usegourse the more the better!) will ward them off. H
as it is a very good anrbtiacterial agent), the lightning _ tw
bugs would not be able to produce their honey -off These insects feed both on other small insec

world. Aside from the unique characteristics of the (Primarily sandleas!) and plant matter. When a large
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swarm of hoppers congregate, it is a certain bet that
the sand flea population in the soil in and around theThey have long (equal in length to thédodies from
swarm is norexistent. Once the food supply is beak to rump), prehensile tails which are used fc
exhausted in one area, the hoppers will move on toclimbing (they are very good climbersable to scale
another aea to continue their cycle. sheer rock walls with ease and even traverse t
ceiling of a cavern with half their movement rate) an |
Travelers looking for a safe place to rest away fronto great effect when in combatgrappling with and &
sand fleas, nightblades and nightwings, can find safetgntangling their prey. On any even roll that hits it
within a swarm of luminous hoppers. However, caretarget, the beast is able to entangle its prey with itS&
must be taken not to disturb the swarm too much andtail and enjoys a +10% chance to hit with a
cause them to satter. By slowly approaching and subsequent attack while the target remains entangled
sitting still; the hoppers will eventually crawl upon the '
creature and swarm around it, protecting it indirectly. Meanwhile, the target regives a10% to any physical &
It is not at all uncommon to find certain animals takingaction while it remains entangled. A successful®
advantage of this protection as well; such as thed strength check will allow the target to break frees %

¢ : strider. When carrying off prey, slivers use their tails t
o f grapple the victim so that it can be carried off to bé

i Macerating the body of a luminous hopper will torn up later. They &n carry anything that is 75% o
s ) produce a thick paste that is blaminescent and will their own weight or smaller.

.

3 glow with a soft cobalt blue light (8 such ground up
% i hoppers would produce enough light to equal oneSimilar to bats, nightblades use echolocation to local
LED). This glow will persist for aboutdurs. prey - they eat anything smaller than themselves bu=
are capable of killing larger prey when they pack
Name Nightblade together to do so. If hunting al@nthey will fearlessly |
Type Small, Medium & Large charge into groups of victims, singling out and carrying=
Carnivore (Strictly 2FT Iy AYRAQGARdAzZEE ® {2y A
Nocturnal) (1d10 turns) any slivers within the area of effect. :
Number 1-100, £20 & 15 by
Move Fast, Medium & Medium These beasts are active exclusively at night anfd
IM/RS +6/60, +6/55 & +5/50 operate equallywell in total darkness (subterranean
AT 20 65 & 120 gr_eas) or starlit nights. They are however physically
"1.‘ o o [Atiack 50’ 60 & 70 m;gre_d by any light source (whether natu_ral 0
o= | [Damage Bite or claws 1d’10+3 >d10+6 & 3d10+ artificial) greater than starlight (even the soft light o
% _g ! the full moon will cause pain and physical damage: &
| | Special Atack Entanglement, See below ;¢ of damage per second exposed). When they afe
Special Defense _None exposed to light their skin will rapidly desiccate with
Native World/Habitat = Evergloom. Any warm, hissing sound and an obvious release of vapor. In
dark areas though mostly]  game terms this means that any lightsed attacks |
subterranean areas (laser, flame throwers, etc) will cause double dama |

to these creatures and a simple flashlight will cause Xl

DESCRIPTION:hese voracious and utterly vicious pomt per second exposed If an area is illuminate®
beasts are flightless versions of nightwings, thoughhese beasts will avoid going into the lit area unlesk i
more brutish and powerful. desperate for food (in which case sprinting throug 'w‘!‘ l" |
i1l

the area, grabbing a victim and spiimg back out in §
Their skin is a mottled dark brown/black color and iSthe span of a Coup|e seconds would be the tact ’ 4

covered with very fine scales. Their heads resemblgsed). i ’
that of a pterosaur (triangular in shape but with a very \

short, powerful beak that is filled with sharp teeth). There are three different sizes associated with thesg
\

i

They have tw legs and two arms (all of which sport creatures- all three sizes are identical in appearance
very sharp claws: 4 toes on the feet and 4 fingers plugnd vicious demeanor. The only real differencé

an opposable thumb on their hands). They usgpeside size of course) ithe tactics used when JIS
diagonal locomotion (like a dog) thus they are fast anchunting. 1

graceful creatures.

M M‘ ‘H STARFALNCURSION "‘f,’il e P o
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down larger prey, as a collective. After the kill Similar to bats, they are fairly clumsy on the ground. Jii
however, it is not at all uncommon for fighting to Q ¢ &
break out amongst the creatures over the meal. TheyThey have long (equal ierigth to their bodies from |
are about 20kg andm in length, with their tail adding beak to rump), prehensile tails which are used @s
another 1m to total length. stabilizers while flying and for gripping solid objecls

when roosting. They dangle upside down as a bat dges
Mediumsized nightblades tend to hunt in smaller when they rest. They can also use their tails to gr.t-‘, ﬁ; ‘
groups (less competition after the kill!) and rely more effect when incombat, grappling with and entangling
on raw power to Kill their intended meals. They aretheir prey. On any even roll that hits its target, the \
about 75kg and 1.5m in length, thitheir tail adding beast is able to entangle its prey with its tail a j 173
another 1.5m to total length. enjoys a +10% chance to hit with any subsequeRt

attack while the target remains entangled. :
The larger ones are often found hunting alone and ‘
almost completely rely on stealth (attacking quietly Meanwhile, the taget receives al0% to any physical{
from the darkness) and raw power to kill their prey. action while it remains entangled. A successful .
They are about 150kg and 2.5m in length, witleith strength check will allow the target to break free X -
tail adding another 2.5m to total length. When carrying off prey, nightwings use their tails © |

grapple the victim so that it can be carried effhen Kt
It is not at all uncommon for these beasts to kill andthey cantear at it in midflight with their claws. F
consume their own kind especially in regard to larger They can carry anything that is 75% of their o
ones killing smaller ones. weight or smaller.

: {1 |

Name Nightwing Similar to bats, nightwings use echolocation to locate
Type Small, Medium & Large prey - they eat anything smaller than themselves b
Carnivore (Strictly are capable of killing larger preyhen they pack
Nocturral) together to do so. If hunting alone they will fearless
Number 1-100, 120 & 15 swoop into groups of victims, singling out and carrying
Move Fast, Medium & Medium off an individual. They are extremely capable flyefs
IM/RS +6/60, +6/55 & +5/50 and can snatch flying targets from the sky.
Stamina 20, 65 & 120
Attack 50, 60 & 70
Damage 1d10, 2d10 & 3d10
Bite or claws
£ Special Attack Entanglement, See below
A Special Defense None
| Native Evegloom. Any warm, dar}
| World/Habitat areas- including
subterranean areas

DESCRIPTION:hese voracious and utterly vicious
beasts resemble large reptilian bats. Their skin is
mottled dark brown/black color and is covered with
very fine scales. Their heads resemblsatt of a
pterosaur (triangular in shape but with a very short,
powerful beak that is filled with sharp teeth). They _ i _ i
They do not restrict themselves to hunting airborné = »

have two legs and two arms (all of which sport very R 1
sharp claws: 4 toes on the feet and 4 fingers plus am'ey however as they are equally capable of swoopIBGEES

opposable thumb on their hands),itw a leathery down ugonbl_te(;reigllag targets. Sqn 'ﬁ e_tttacks_ r\]N : Ry :
membrane that stretches between their wrists and temporarly blind ( trns) any nightwings withi \!ﬁ\

ankles (similar to a yazirian). This wing configuratioﬁhe area of effect.

Art by Machineguawilly@  http://machinequn

willy.deviantart.com/

-
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These beasts are active exclusively at night anfNEGiE Sand Flea

o "%q

operate equally well in total darkness (subterranean| Type Tiny Carnivore
areas) or starlit nights. They are however physicalll Number 1-10
injured by any light source (whedh natural or Move Fast
artificial) greater than starlight (even the soft light of IM/RS +6/60
the full moon will cause pain and physical damage: .
. Stamina 1
point of damage per second exposed). When they ar
. LT . . , Attack 85
exposed to light their skin will rapidly desiccate with D 1
hissing sound and awbvious release of vapor. In amggle ” - -
game terms this means that any lighased attacks Special Attac Pc;ls;)n (S%’IT” and Disease (
(laser, flame throwers, etc) will cause double damagg : 19 D Speua) -
to these creatures. If an area is illuminated thesd SPecial Defense Tiny arachnid very difficult to
see

beasts will avoid going into the lit area unles : i
desperate for food (i which case swooping through | Native — Evergloom. Common in any
the area, grabbing a victim and swooping back out il Vorld/Habitat _warm, dry, sandy areas

Fr N the span of a couple seconds would be the tactic
~ 4 used). DESCRIPTIONhough not at all related to a flea as
: the name suggests, these arachnids are more simi

ok There are three different sizes associated with thesd0 a tick. Still, they do have a couple things in commao
e creatures- all three sizes are identical in appearanceWith fleas. They @ very tiny and therefore, extremely ¥
and vcious demeanor. The only real difference difficult to see. And they subsist on blood. Their usu
(beside size of course) is the tactics used wherrey is the nightblade and/or nightwing. NightbladeS=
hunting. a}nd pightvyings Qosses'gnmuqity to tAhev ppison and |

uUKS RAA&ASIas STFFSOua 2"F
¢KS avYrftSNI @FNRSdGe F2Nwartiopaly Rptherad byatiese dilyragonnids. Hand
down larger prey as a collective. After the killflea concentrations are extremely dense in th i
however, it is not at all uncommon for fighting to underground dens of nightblades and nightwingsEs
break out amongst the creatures over the meal. They(increase the Number category from1D to 150 :
are about 20kg and 1m in length, with their tail addingwhen traveling within the confines of a nightblade o
another 1m to total length. nightwing dens).

Medium-sized nightwings tend to hunt in smaller Generally these creatures are harmless as they livedin &
groups (less completion after the kill!) and rely morethe sandy soil of the moon and would not usuall
on raw power to killtheir intended meals. They are come into ready contact with sentient beings. |

about 75kg and 1.5m in length, with their tail addinghowever, a victim were to lay on the ground for @
another 1.5m to total length. short period of time, crawl through tight caverns iar

some other way come into contact with the dirt}

The larger ones are often found hunting alone andagainst their bare skin, that could give these arachnit

almost completely rely on stealth (attacking quietly the access they need to attack the host and

from the darkness swooping in fromaltitude, etc) Ccome away with a blood meal. Once the sand fleg

and raw power to kill their prey. They are about 150kgbites and gets its fill of blood, it drops off the vioti §

and 2.5m in length, with their tail adding another With no further effect.
i

2.5m to total length.

consume their own kind especially in regard to larger successfully strike their intended victim once the t

ones killing smaller ones. have crawled onto their target. The ESM shouVIdAonI | ["";
roll once for the attacAk') DaQa OK2AOS 1";1
N2ttt F2N) SFOK &alyR ¥Fi SHQe
group). On a roll of 86 or higher the sand flea(s) h s
bitten into clothing or has been unknowingly brushed ! &
away and cannot attack again. 1 i

| ;‘
i |!
In game terms, the Attack number listed abov | “m
It is not at all uncommon for these beasts to kill andrepresents the chance that one of these creatures

)
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The bite of the sand flea is painteas they exude a chance of getting the disease and the GM rolls ongg
poison during the course of the attack that numbs thefor that 5% (*NOT* 5 individual rolls at 1%, 2%, 3%,*
area being bitten. Aside from causing a single pointofi’s | YR (G KSy pi:0d ¢KS Da a
damage, this poison (S1/T1) causes no other ill effectsot contract the disease. The next night the victifr
of note but to deaden the pain and keep the host fromsleeps on the ground agaln and gets bitten 8 timg s_
realizing it is bimg attacked. There is however, a sidef S gAy 3 GKSANI LISNOSydl IS
effect that comes about as a result of the poisonsecet roll is a 57, the victim does not contract th "\
breaking down in the body of the host; severe itchingdisease. The next day the victim covers himself in sa d 3{
(can be treated with Antiox or Allertabs). This as camouflage to avoid a confrontation with an ani c'
itching is nothing more than an annoyance that Iastsand gets bitten 10 more times leaving his percentae
about 3 days. The itching starts about 20 minutes afterl MOobMAT HOE:2® ¢KAA& |liske®| 3
the initial bite. The itching is severe enough to keepmeanlng that the victim has now contracted the
the victim from sleeping adequately and aell; the  disease and all the aforementioned penalties apply.
scratching that results can cause infection if notThe GM should use some common sense when us ‘g‘
properly treated (can be treated with Omnimycin). these creatures against players. These are extremély
tiny creatures. If the victim is wearing a pective .
In game terms, this lack of adequate sleep penalizescreen (like an inertia screen for example) thé X -
any DEX/RS, INT/LOG and PER/LDR related rolls kgrotects against physical attacks as long as the b 3
10% (this effectScumulative with the disease effect screen has power these creatures will not be able to K et
listed below if the victim happens to be affected by contact the skin of the victim and will not, therefore F
both effects simultaneously) but only aftdre second be able to bite the victim. Similarlylf suits like space
day. It should be noted that if a victim is bitten on onesuits or environmental suits will keep the sand fleas at
day, their itching starts within 20 minutes and lasts forbay.
3 days- and if bitten again on the next day, this new
batch of bites will effectively extend their sleepless,
itch-filled nights by a day, etc. Type Medium Herbivore

_ _ _ Number 10-100
The resulting disease-10/D*Special) affects the [\ove Very Fast

lethargy, fever and extreme dry mouth (resulting in ar

1_

irrational need to drink fluids on a continual basis iigg:(na gg
which poses a danger if watensplies are limited). Damage Tl T S

usually executed if being
pursuedand after having e
already used its Special
Defense)

Though not deadly by itself, the disease does
significantly reduce the physical and mental prowess
of the victim. In game terms this amounts te1®% to
*ALL* statrelated rolls indefinitely (can be treated - - -
with Antibody Plus). Maang, this effect will persist Spec!al Attack Po!son spit (S10/T1) .
for the life span of the victim or until the victim is | SPecial Defense Poison offal (S10/T1)
treated with Antibody Plus, whichever comes first. Native Evergloom, arid plains,
World/Habitat especially near water i
This disease is not automatically contracted, but onc SOurces ! ! |
contracted it starts to inhibit the victim within 24 ‘ ,‘ .
hours. Tlere is a cumulative 1% chance to contractDESCRIPTIORhe sand strider is a m&ized creaire § |85

this disease from each exposure. Meaning, each (175 kg and about 2.5 meters long, 1.5 meters at the |5
time the victim is bitten the GM will note the number shoulder and about 2 meters tall if seated in a feeding 111

of bites that the victim has acquired and secretly roll aPosition) that resembles a cross between a large ddg |J
percentage equaling the number of bites (20 bites = éand a kangaroo. It has a thick cdike tail and four § &1
20% chance to get the disease, etc.). This secret roll [9S. i

made after each group of exposures. i :
The feet of the hind legs remble those of a kangaroo F!ﬁ;
o8 3 (

Examp|e: The victim s|eeps on the ground the f|rsWhI|e the'feet of the fore !egs _resemble those of a |.4.§
night and is bitten 5 times they now have a 5% except with elongated, fingdike toes. The toes on

STARFALNCURSIGNDELTA SECTION = \l M| “',' | %'l“
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both the hind and fore feet are webbed (which enablestrider can accurately exptwate a bolus of

it to stay aloft on soft sandy soil sort of like macerated plant pulp and saliva (about the size of

snowshoes). The hdasnout and ears are also similar ping pong ball) similar to the ability of camels. The

in appearance to a kangaroo. can easily hit a target the size of a grapefruit at
meters and always aim for the face. If the pla
pulp/saliva mixture (poiso spit S10/T1) manages to / :
strike a target in the eyes it will cause immediate
burning (10 points of damage) and temporar
blindness {20% to all actions for 30 minutes or unti
rinsed out of the eyes with copious amounts o
water), allowing the sand strid¢o sprint to safety.

The area of the face of the victim which wa:
QaL FGGSNBRQ 6A0GK &L j
will persist for about 3 days before fading (a ¢d&ck
can be made to completely avoid this effec8ifter
spitting and then tuming to flee, the sand strider has’
one last defensive mechanism that may help it avo
predators.

They can explosively expel the contents of two an
glands (just below and on either side of the tail) whil
running at full gallop and use their tail, swaeeg back
FYR F2NIK NIYLARf&z (G2 Q32
offal in a 45 degree arch behind them. This is a blin

attack that has a possibility (25% chance) of striki
any target within 45 degrees of the hind end of the
sand strider and within theters. If the target is struck

. . then treat it as if it had been successfully spat upon
When feeding on the local shrubbery, the sand stridefyaiailed above. The anal glands only contain enough

sits on its rump like a dog, thereby elevating SNout  aterial to execute this ability once but will naturall
and forelegs to within easy reach of the tender new .| after a couple hours and a meal.

growth at the tops of the shrubs that make up its diet.
It uses its fingefike toes on its forelegs to grasp the Though edible, the sand strider is not terribly | |

branches.and pull them closer so that the leaves MaY,alatable (by human standards) as the flesh takes dn & :
more easily be accessed anaten. the pungent creosotdike flavorof the plants that it

) consumes.
They are covered in a dark brown fur that tends to

blend with the landscape. The individual hairs that

make up their coats are long and hollow and tend to b I
give them a somewhat shaggy appearance. Due to the e
K2ft2g6 Yyl Gdz2NBE 27F (lokides adaNB I  dZNBE Q& KIFANE Al {1
excellent thermal barrier, thereby keeping the e
creature cool. It also creates a natural buoyancy; L
making them excellent swimmers. If near water and in

danger, they will not hesitate to enter the water to

escape.

Art by Eyth @http://eyth.deviantart.com/

Sand striders are ruminants, meaag they have four

chambered stomachs and they regularly regurgitate

FYR QOKSg (GKSANI OdzRQ tA1S O26ad ¢KS LI Iyida
feed on contain natural toxins that the sand striders

use as a defensive mechanism. If startled, the sand

T T e
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Shade
Medium Carnivore

LG
Type

Number 1-2

Move Medium

IM/RS +6/60

Stamina 80

Attack 75

Damage 2d10 claws or teeth

Ambush- If able to stealth
to within striking range,
damage is doubled for the
first attack

Special Attack

<

| u l’

iu' \ 1 ‘ |
same target simultaneously in order to maximize th
chanceof killing their prey quickly and with the leas
effort. Their preferred prey is sand striders, thoud¥

they will prey upon anything that is roughly that siz
or smaller.

|
-

Their favored tactic is to sneak to within 2 meters @
their target and then leap upoits back, b|t|ng down
dzLl2y GKS o6FO1 27F GKS
anchored, the shade will then proceed to rake t
back of the victim with its claws until it ceasj
struggling.

ol
E

L%

o
per

at the fine art of stealth and can often sneak to within
2 meters of its intended victim before springing forth
and delivering a fatal bit to the back of the neck.

has four toes that end in wicked claws.

Art By rajaharimau98
http://rajaharimau98.deviantart.com/

Shades are built very low to the ground, with their

very similar to lizards, a sort of side-side gait.
Though it looks ungainly it is not. It allows them to
WEINIL K2 NBF NR afz2gfe | yR
burst forth with alarming speed.

It is not uncommon for them to work in pairs, even

Wi

Special Defense Camquflage SQ% to remain Name Stinging Snail ‘ } | :
unnoticed at night until it T Small Herbi ‘
moves to strike; 60% during ype mafl merbivore .\
the day Number 1 S el
Nati Move Very Slow(1m) i
ative Evergloom. Any rocky or :
World/Habitat shrubby areas IM/ RS +1/10 Pl £
Stamina 05 AT
DESCRIPTIONhe shade is a mediusized camivore |-Attack 40 :
that weighs 50kg and can reach lengths of up to 4 Damage 1d_2 Sting
meters (plus half a meter for their tails), but standing| SP€cial Attack Poison (S1/T75)
only about 30cm tall. It is a mammal anct@vered in | Special Defense None
dense, jetblack fur which provides it with extremely | Native Evergloom. Common in ar
good camouflage on Evergloom. The creature is adej] World/Habitat warm, moist or wet areas

They look similar to a river otter, sleek and long, butscraping algae off the shoreline while at the same ti
with a foxlike face. They have four legs, each of whiclkeeping

bellies often scraping along. They move in a fashiofrom these snall holes are thin, very sharp, barbed

going so far as to coordinate their initial assault on thethrough which poison (S1/T75) is pumped, quic

STARRA INCURSIGNDELTA SECTION

DESCRIPTIONhe stinging snail is a small (about 3kg)
terrestrial mdlusk. It lives around water sources

itself moist. Though it can survive
submerged in water for up to an hour; and often ca

be seen grazing on the floor of a body of water clo X
to the slore, it prefers to stay above the water ling
most of the time.

It carries a thick, mukcolored triangular shell on its
back that is produced naturally by the snail. The muli§
colored pattern is unique to each individual but i
always some mix of differe shades of brown; from

light to very dark, configured in a barred pattern. I

D

[ 20 GSR 2dzad 0208 GKS
are a series of four small holes situated sijeside
laterally; parallel to the rimJust barely protruding

spikes (1 per hole) that are no more than 1/2cm | l\ ‘1 Joo
length. Using hydraullc pressure, the stinging snail ¢ ‘

Wi K2 2)0 D &1 KIYARSE s VR £YES SRLIR :‘
force to pass through a layer of clothing (or fur) a 5
imbed in the skin of the target. These spikes rema N
attached to the snail via a neasigvisible cord k


http://rajaharimau98.deviantart.com/

e

3. possesses, then the poison will have failed to bdurry mammal that lives exclusively in the wate

have the distinction of being the largest organism

”
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making its way via hydraulic action into the spike anqiNE;= Weed Rat
then the victim. These small cords are then severe{ Type Small Hebivore; aquatic
(though the venom sac and the pumping organ remaif mammal
attached _an_d continue to push venom into the victim) Number 1-10
as the V|ct_|m pulls_ away, leaving the barbed spik{\15ve Medium
embedded in the skin. IM/RS +6/60
, . . , .| Stamina 15
This poison is an extremely potent neurotoxin that i
. . . Attack 35
fast acting. 3 minutesafter having been stung the Damage 141072 (die roll of 1 = 1)
victim must make a STA check. Upon failing the ST .g - —
check, the victim will fall into unconsciousness, and Spec!al Attack Poison (S1/T10)
begin to convulse; taking 1 point of damage each turf SPecial Defense  None
“| until the victim dies or takes 75 points of damage Native — Evergloom, any water
| whichever comesifst. Passing the STA check mean{ World/Habitat Sources

there is no damage taken. Similarly if the sting attack _
fails to pass through whatever defenses the targetPESCRIPTIONhe weed rat isa small (about 15kg),

injected and no poison damage is applied. bodies that occur on the moon of Evergloom. Th

Administering a dose foAnti-tox will negate the living in the waters of Evergloom. Though they caf=
poison and administering an Alkab will reduce the leave the water if they desirehey very rarely do as
effectiveness of the poison by 50% (1 point/rnd for 37they are ungainly and clumsy on land. Their fur is &%
NYRQav®d adzZ GALX S aiday3a dagkbigwn cojor, wiitiavbipek belln. $sir sdatsy S
stings would be 2 pts/rnd for 75 rnds, etc. short and broad and contain dull, flat teeth suitabl

for scraping algae from the rocks that grows in thelf®
If the snail is handledt will reflexively use its sting as aquatic environmet They have short, stubby, thic ""
a defensive measure. If it is immediately dropped anda@ils that serve no real purpose. They have four fegies
left alone, it will not try to sting again. If however, it is that consist of six webbed toes each which enable N8
handled further, it will sting again up to a maximum ofthem to speed effortlessly through the water with
4 times. Once it has used all of its stinigsyill be left ~ powerful strokes.
completely defenseless, except for its hard shell, until

it can regrow its spikes and venom sacs (about 5They give birth to live young @} pups per litt€) on
days). rafts of aquatic weeds that they gather to form semi

solid platforms used as floating sleeping mats. The
When deploying its spikes there is a small puff of fluigisually lodge these mats against rocks or debris o &
that is easily seen, but the spikes and cords are smalflold them in place if they have made their home on& ==
enough thatthey can go unnoticed. If the spikes are flowing water source. Otherwise, in thease of calm §

avoided and if the snail is thoroughly cooked (therebywaters, they tend to simply allow their weed } |
destroying the poison left in its venom sackander  platforms to float languidly wherever they may. il
cooking [or eating raw] could result in poisoning by all ‘|”.
remaining venom sacks!), the stinging snail isbled They are timid and shy creatures that prefer to avoi | ) |
and very palatable (by human standards), tastingother creatures by simply swimming away and ,‘ ’
AAYAELI NI G2 | aldlffz2Lie aznigtainng thejrdtangey Howeveraif ca@ht M’"!‘
from its shell. But once the shell is broken away, thehandled, they can deliver a painful attack with a cla ‘1 u'“[ll
adult specimens can easily provide 1kg of edible fleshlocated on the inside ankle of each hind leg. Thoug i
minuscule as an attack by itself, the claw is hollow h t
nature and provides an avenue along which poisc [
can flow and be injected into their attaek This l‘
attack is used strictly as a defensive measure. 1 ) :

As long as their claw is able to penetrate the defens@sis
of their target and inflict at least one point of damagegiii
(KS 5S8R NI GQa LRAaz2Yy oh
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fairly mild (S1/T10) as it @ not generally cause They are very powerfully built; robust even, and ha

death. Rather it is an extremely effective deterrent asbeen bioengineered to develop a denser carapace $0'

it causes extreme discomfort upon contact. Followingthat they can now support their own weight on world&®

a failed STA roll, any character affected by this poisowith higher gravity (now, anything Iegshan 1.0). They} ™

will experience severe systemide pain (represented depend upon their speed (very fast!), strength anc

by a reductiorof all stats by 75% for a 5 hour period). highly toxic poison to subdue prey (a dose of Aox

During that period the victim will experience severewill clear this right up).

dizziness, weakness and vomiting (all of these effects

can be counteracted with Antox or Allertabs). These spiders are extremely fearsome ofs 13
exceptionally aggressive, chasing anything that they

Weed rats are edible as long as the rear feet are disencounter.Their poison is also extremely toxic so thg 3

articulated at the ankle joint and discarded (thereby a single bite is generally capable of killing any creat

thoroughly cooked. of exposure. Any bite that manages to bypass t
RS¥SyasSa 2F G(KS RSIGK
least one point of damage will inject a deadly toxin

Delta Subsectior: (S5/T20) into the victim.

New Sathar Attack Monster

In addition to the damage inflicted by the poison, thi§
Name Death Weaver toxin has a secondary effect: paralysis. Each turn thit
Type Small Carnivore passes, the victim must roll against their STA stat with
Number 1-3 a cumuétive -10% or become completely paralyzed
Move Very Fast The victim will still be able to feel artoreathe just
IM/RS +6/65 not move or speak. Regardless of how much ti
Stamha 35 passes, at the point at which the victim falls to the
Attack 60 ground paralyzed, the spider will quickly approach and
Damage 1d10 bite bSAAY G2 F S S R XIiveS Vidlim yoIfeel (§K S
Special Attack Poison (S5/T20) everything that the spider is doing while i
Special Defense  Hard exoskeleton acts as 1{ ~ contemplates its death.

point skeinsuit.
Native Sathar attack monster. Any| ~ Generally this arachnid will either rush at or ambushia

World/Habitat warm areas. victim from above, delivering a deadly bite beforg
backing off quickly and alldng their poison to bring

DESCRIPTIONFhe death weaver has been bio the prey down. Once a victim has been brought dowy
engineered from origial black racer stock from the the death weaver will defend their kill viciously an@i
Starfall system. It is a masggged arachnid that is without'regard to personal_safety. They will climb ulp
about a meter in diameter (if just the body were on the_-lr lprey,h_lwave_hth(?)lr ENO (;rc:th :eg_s a*:}"‘f

measured it would be about half a meter in diameter). Menacingly, while arehg back and displaying thel

It is black in color and sports two fangs that are 7.5fangs and hissing loudly to warn off any trespassers.

centimeters n length and that are capable of easily
penetrating a leather boot and delivering a load of
poison to the foot inside.

If any other creature were to approach a deat \
weaver while it was defending its prey in such
manner and if that creature were to get to within 5
meters, the death weawvewill spit a stream of venom |
yat the eyes of the intruder with an attack score of 50.
If the attack is successful, the new victim will suffér -
fihe same exposure to the toxin as if they had beeh ‘

They have been biengineered with spinnerets
(unlike the original stock) and use their webs primaril
for hiding their nests and forolvering themselves
from unexpected places, thus developing an ambus i ) . i
predator lifestyle. These webs are strong enough t itten. _Obwously if the victim has any kind of faci
support these massive spiders and eventually, througlprOteCtlon (that would cover the r_nout_h and eyes
learned behavior (as the species did not originaIIy[fu”y enclosed hel_met or_powered _|r_16rt|a screen fof
produce webs), may begin tese its webs in a fashion examp.le]) the poison will be nullified even if the'
similar to other spider species. attack is successful.

-
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The death weavers have been kdagineered to ;

produce twice the amount of poison as theiginal Zeta Sectlon

stock. It can produce and store four loads of poison irStarfall Research Facility Map

a day. Producing this poison takes a lot of energy thaSee map on next page.

is why it is so very potent. Once it is out of poison, a

death weaver will seek a good hiding place (caverns,

crevices and other similadark places) to restore its Eta Section

supply before venturing back out to hunt.

Credits:
Writer/Story: Rollo (Ben Gorman)
Sathar Ship Design: Rollo
dhar Ship Design Consultants: Shadow Shack

If killed (and not completely destroyed), the poison
glands (one each, located directly behind the fangs
each containing 2 ounces of toxin) could be harveste erlObar
and used in a variety fodifferent ways. The liquid ) _ , o

could be collected in a small vial, kept tightly sealed_\r/led'c'f1I Consultants: Jeo!'"”357.& Thespiritcoyote
and later added to food as a potent and deadly echnical Con_s_ultants. Jedion357,  Rattravellg
assassination tool, the potency of which would beTerIObgr, Thesplrltcoyo.te &WOOt .
identical to having been delivered directly by the Zoological Consultants: Jedion357, Thespiritcoyote

. OOt
death weaver. It couldalso be applied to low tech, WO . : L
bladed melee weapons or to needler ammunition.Ed't'rg: Jedion357, Lauren Wise & Thespiritcoyote
Once dried it would last indefinitely but would be used
up after one successful attack. Used in this manner, it
would be half as effective (S5/T10 and tH€% STA
roll would not ke cumulative).

The Sathar used an advanced form of DNA
manipulation to create these hideous beasts from a
deadly spider found on a moon in the Starfall system
Unlike the original stock, this monster has been
engineered to create far more eggs each year
potentially creating as many as 200 young a year.

Also unlike the original stock, this spider has beer
engineered to survive for two years rather than dying
naturally after just one. This allows the beast to
produce 400 offspring during its lifetime Wwita very

real potential to over populate on planets with no
natural enemies and collapse entire ecosystems, no
to mention the extreme hazard to civilized population.

As with all sathar attack monsters, the sathar plan tc
release this one on enemy plasetio terrorize its
inhabitants. Though this construct is most certainly il
less powerful than some of the other sathar attack Hity L
monsters, it still has some very real benefits over “
those other more powerful constructs. It is really small

in comparison which allgs the sathar to carry many

times more death weavers than cybodragons while

en-route to a planet to drop them off for example.

T s e———
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EQUIPMENT

Hover Armored Personnel Carrie(/

= o0 ariant Armor Types in Star

Frontiers

ByAndy Campbell |
MODERN ARMORS

‘Name  Type Pointsof Mass Cost
Defense

Kevlar Suit Inertia 10/20/ 25/4 75/150

(Light / 30 /8kg [275Cr

Medium /

Reinforced

Flak)

{ . Effects
S A [ Reduce damage from projectile and gyrojet weapt

‘ HAPC by 1/2; reduce all other Inertia damage by 1/4.

Size 5, Hover Armored Personnel Carrier Notes

Protection: 11,Hardpoints 10 (10 remainBP 1,875 Kevlar fibers were the primitive forebears of tl
Top: 125,Cruise 63,Accel 32,Decel 35 advanced ballstic fibers nowsed in skeinsuits
Passenges: Pilot, Navigation, 2x squads (4 men ead | Although skeinsuit fiber largely made KeVv
Cargo 120kgm3:5 obsolete, Kevlar is cheap and fairly simple
Cos{Cr): 115,650 produce; as a result, Kevlar armor can still be fo
Weapons in use on small or lowech Frontier colonies, amon
3x large missiles, Range:1600, 3d10x10 (surface criminals and pirates, and membeu$ militant cults.
mount) Except on colony worlds, law enforcement office
Medium laser cannon, Range:500, 2d10x10 (surfaq | wjll pay extra attention to Kevlar wearers due to t

mount) unsavory nature of most Kevlar buyers. 1)
Medium cannon, Range: 300 2d10x10 (surface nioy il

Medium rockets, Range: 100, 3d10x10 (internal
mount) Name Type Points of WESS \

Defenses Defense

Armor Duraweave Inertia 15 (It) or 25 fivy) 2 or e
Albedo Screen (10 emmiters) 3.5kg ity ll
Interia Screen (10 emmiters) |
Can only have one screen active at a time.
Equipment

5,000 SEU drum powers screens and laser weapory
EWC Systepeach weapon has a link, 2 helmets

Effects

Reduce damage by projectile and gyrojet weapon
as per skeinsuit.

Notes

Lighter and more flexible than Kevlar, duraweave
common fabric for use in hostile environments.
Whether outdoors such as on a new planet under
exploraion or in an indoor facility where impact

I

g |
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protection is required, duraweave is a cheaper
alternative to the skeinsuit and unlike a skeinsuit i
nearly indistinguishable from regular fabrics.
Duraweave is breathable and available in many
variants (low andhigh temperature, waterproof,
etc.).

ARCHAIGIERTIARMORS

Effects Reduce damage from melee and arch
missile weapons by 2/ reduce all other
Inertia damage by 1/4.

Notes Archaic armors are completely outclass
by the hightech weaponry commo on the
Frontier. On Frontier worlds, the on
situations where such armors might |
encountered would be ceremonid
occasions (worn by royal guardsmen fo
state parade) or in entertainment facilitig
(worn by actors, historical recreators, etd
However, archaic armor has be¢q
encountered on various losech planets
such as Volturnus and Starmist by explord
In survival situations, a few simpler typ
can be fashioned by trained Environmen
specialists.

Armor Inertia

Cr)

* Cost in parentheses is the cost on Frontier world{js 7t

buy these shields from specialty craftsmen; they '
not widely available, must be specially ordered by ||
buyer and are pried accordingly.

** Hide, leather or plant fiber armor may be made {}
Environmentalists using the "Making Tools / Weapof| 2
subskill if the right materials (wood, leather, etc.) g
be found.

Points
of
Defense
Furs / Archaic 5 5kg -(20:50 Cr)
Hides Inertia
/Light
Leather**
Leather [/ Archaic 10 8kg - (25100
Studded Inertia Cr)
Leather
Chain | Archaic 15 15kg - (200600
Scale / Rin¢ Inertia Cr)
Malil
Brigandine Archaic 20 20 kg - (5001000
[ Splint / Inertia Cr)
Platemail
Full  Plate Archaic 25 25kg - (2000+
T
52

SHIELDS o

Shield Use:

Since Star Frontiers does not use a ddaltion system
there are two ways in which shield use can bE
represented in game play. These are:

A. Passive Defense

If played as a passive defense, a shield is treatedjas |
"cover" if the shielebearer is attacked. Depending o
what the shield is made fpthe cover modifier will
either be for "hard cover"-g0) or "soft cover" 0);

see the Expanded Game Rulebook, page 22 for the
effects of cover. The cover modifier is only applied 3f
the defender is aware of the attack and actively using

the shield b defend itself. If the target is aware of the ® ._«_-:;-.;_;v%

o~

attack and defending itself, then the cover modifier is
applied to all incoming attacks except those fro
behind; the reason for this is that even if the shield
cannot stop a bullet, for instance, it obscarghe
shooter's view of the target which may cause a mis$
If the attacker misses their to hit roll by an amou
that would have hit without the shield's modifier, the
roll damage as normal and apply that damage to the
shield itself.

/.} \

Example: An attacke needs a 60 or less to hit a
enemy with a shot from his gyrojet pistol, 40 afte
applying the "hard cover"-20 modifier for the §
defender's riot shield. The attacker rolls a 54, whic " |
would have hit if the shield had not been used. T
means the shot w&s caught by the shield and it wiI
take damage. The attacker rolls 2d10 and gets a { "'
damage result. 2 of 20 points yields 10 points of f ¥,
damage to the shieldsincethe riot shield only has 10 g &

5‘
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points hit pointsit is shattered and useless.

Another equipment article from Andy Campbell. These [are
B. ActiveDefense weapons converted from other games for use in Stantiars.

. . May they find a place in your game?
If shields are treated as an active defense, they a

used by PC's to block attacks directly and can only be

used to defend against melee or archaic missile @
weapons. The shield will only absorb damage if used

to successfully block an attack. bock is successful it SOome New WeaponS
the defender rolls below 1/2 their RS. If the shield
user is fired upon by missile weapons, the shield will

block an attack only if the user rolls under 1/10 their

RS (if successful, the user is able to anticipate thBeam Weapons

By Andy Campbell n

i 1 ! ‘! I general area bthe incoming fire or is simply lucky).
37 Note that if a shield is used to block an attack by § pamage Special

' melee weapon which causes damage by electricity Ammo 20 SEU Clip
(such as a stunstick or electric sword) a block will hay] SEU 2
no effect, as the electrical damage will pass righl Rate 1 i
through the shield into the defender. Defense Inssuit '

Range(meters)
PB 0-10

Name Type Points of Mass  Cost Short 11-45

Defensé Medium 46-176

Cover Long 176-350

Type Extreme 351-700
Riot Inertia  10/Hard 2.5kg 50 Cr Cost 5000 cr
Shield Mass 10kg
Effects: Reduce from melee, projectile and
gyrojet weapons by 1/2. * The Fusion Rifle fires dual beams of higtensity
Shield Archaic 5/Soft 2.5kg -(2050Cr) | radiation at its targetboth barrels are linked, so only
(soft™  Inertia one individual may be targeted per shot, and th

damage caused is the total for both beams. The
T re e [y beams inflict radiation damage to the target
: : : equivdent to a S10 / T5 poison with each hithat is,
Shield Archaic 10/Hard 5kg -(50-100Cn)| 5 second shot will cause additional damage as a S10
(hard) Inertia T5 poison, etc. These weapons are very dangerods,
Effects: Reduce damage from melee and archaic| requiring the rifleman to wear an inssuit (see
missile weapons by 1/2; reduce all otHeertia KnightHawks, p. 30) at all times due to the high
damage by 1/4. radioactive power supply built into the weapon. If the

* Costin parentheses is the cost on Frontier world Inssuit is breached (ie. if the rifleman suffers a ,
to buy these shields from specialty craftsmen; they inertial or laser damage), the rifleman will suffer S594

L . . Ll
are not widely available, must be s ordered T5 radiation damage every turn until he dlscard_s the

_ ,l Y weapon and moves at least 5 meters awagm it
by the buyer andire priced accordingly.

(radiation intensity will drop by S1 / T1 for ever
** Soft shields my be made by Environmentalists | eter between the individual and the rifle). Fusionf
using the "Malng Tools / Weapons” subskill ifthe | Rifles were experimental weapons built for UP '
right materials (wood, leather, etc.) can be found. | commandos and are illegal on all UPF planets, wif ‘
possession punishable by up to life imprisgent or

death; they are much feared on the battlefield.

Effects: Reduce damage from melee and archaic

% [”“[l 1{1”“ I H it ;‘ EQUIPMENT
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' Mark V Blaster From Gamma World

Mark XII Blaster

| A
(,‘ i 1{|

| s

T

From Gamma World |

Damage 4d10 (Blaster Cannon)
Ammo 20 SEU Clip Damage 10d10
SEU 4 Ammo Parabattery
Rate 1 SEU 10
Defense Synth Rate 1
Range(meters) Defense Synth
PB 0-5 Range(meters)
Short 6-15 PB -
Medium 16-35 Short 0-325
Long 36-75 Medium 326-750
Extreme 76-150 Long 751-1500
Cost 700 cr Extreme 1501-3km
Mass 2.5kg Cost 5000 cr
Mass 25kg

The Mark V Blaster pistol was an experimental model

!

built by WarTech for Landfleet but not widely used.The heavy ordnance version ofettMark VIl rifle, this

The pistol fired a powerful particle beam similar to the weapon has been marketed to militia and mercenar VT 4
Rafflur series, but was capable of using standard 2@roups by WarTech in an attempt to recoup losses
after it was rejected by Landfleet's procureme
See the Mark V blaster pistol for general

SEU powerclips. Although the Mark serldasters
could inflict heavy damage and use standard clipsofficers.
they were heavier than the Rafflur series andnotes.
managed only half the Rafflurs' rate of fire. As a result

of the weight and rate of fire problems, they were not

adopted by Landfleet and are nowaasionally found R g€l 245 From Traveller \

among Star Law Ranger, militta and corporaty Damage 6d10

mercenary troops. They are favored by some assau Ammo 240 SEWower pack
troops for their famous ability to burn a 10 cm hole| sgy 6
with each shot into nearly any material, making entry| Rate 12

into doors and hatches much simpler Defense Gridsuit

Range(meters)
: PB -

' Mark VII Blaster Rife  From Gamma World Short 0-100

DEIET ey Medium 101-200

Ammo 20 SEU Clip Long 501-375

=E8 2 Extreme 376750

el 1 Cost 10,000 cr(weapon)/

Defense Synth 2500 cr(power pack)/

Range(meters) 50 cr(cost of recharge)

PB 0-10 Mass 6kg (weapon)/
Short 11-40 3kg (power pak)
Medium 41-120
Long 121-225 )
Extreme 226450 The _PGMtFlIZ (Plasma _Gur:t,1 M?hot_rtable)t is an
experimental weapon in the testing stages 2
I\C/I(;zts j_SSOkSr WarTech. Only a few hundred have been built and. f§

See Mark V Blasterabove for notes

-

.J!H ‘

EQUIPMENBOME NEW WEAPONS “'H‘ ?"h

their very existence is a closedyarded secret. The
weapon's power pack uses a laser ignition system to
fuse hydrogen fuel into a plasma, which is containe \!ﬁ ’
in a small magnetic field. The rifle fires bolts of t '
hydrogen plasma, which are 2 cm in diameter as th

|
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exit the barrel and begin to dissipate immediately.to the recoil. Powearmored suits used with the
The immense recoil of the weapon requires theweapon must be modified with a special reeoll
wearer to be equipped with an exoskeleton (see Skbsorbing socket, which the PGMB's shock
Expanded Rulebook, p.41 and 48); any being not sabsorbing piston fits into (there is no stock on the rifl
equipped will suffer 1d10 points of damage per shotper se); once the piston is pluggedo the socket, a §
fired and have either a40 to hit penalty (if STR is 60 datalink is established between the weapon and thé}:
or less) or a20 to hit penalty (if STR idgher than suit computer. The power pack is composed of &
60). Only robots with a standard body and tracks or aompact fission or fusion generator (depending on t
heavy duty body may fire the weapon. Recharging therototype) and a hydrogen condensor (uses a catal
PGMP12's power pack requires 4 hours, and must beunit to extract hydrogen frm any atmosphere with
linked to a generator or power grid (ie. it cannot be water vapor, hydrogen, methane, or ammonia in it).
recharged from parabatteries). Though extremely '
7 ‘ powerful weapons, UPF officers have bee Th,e Rafflur Series was first publishefj iAn f’olyhedr(’)nli.tﬁéf B’
. | | disappointed by the ease with which PGMIPs can | AU @Fa AYyO2NLENIUSR Ayuz KIS
| | be located using infrared sensors (the power packgd You do not have either one of these items they ar&ither in
. , ) GKAa FINIAOE S ! faz2 &2dz OFy|lL
_ give off copious amounts of waste heat); thus far n
X practical cooling mechanism has been efifeetin http://starfrontiersman.com/downloads/remastered
concealing the power packs' heat signatures.

o)

Lo &

Ve

Rafflur Helmet From Polyhedron #20
PGMPR13 From Traveller

Damage 4d10+5
Damage 8d1_0 : Ammo SEU microdi x 2
Ammo unlimited SEU All
SEU (8) Rate 1
Rate 1 _ Defense Synth
Defense Gridsuit Range(meters)
Range(meters) PB 0-1
PB - Short 2-6
Short 0-125 Medium 7-12
Medium 126-250 Long :
Long 251-500 Extreme -
Extreme 500-1000 Cost 625 cr
Cost 65,000 cr(weapon)/ Mass 5 kg
50,0 cr(power pack)/
20 cr(cost of recharge) -
Mass 9 kg (weapon)/ Helmet rafflurs are mounted in pairs, one on each side
7 kg (power pack) of the helmet. They are activated by a jaswnsion §

|
|
!

|
fiit)
wa ) |

|\
I
|
||

mechanism, an amn so simple that it can be |

o _ completed in addition to other normal actions that
Similar in concept to the PGME2, the PGMR3 is 1, They can only be fired in the direction the

the single most advanced weapon in WarTech'syearer is looking, and do so at#0 to hit modifier. It
arsenal. Still in the prototype stage, less than 20 existyies four turns to replace both microdiscs in thd |
as of FY 111. Ofhese, a few are located on helmet rafflurs e ‘

W
Moonworld undergoing testing by the UPF; the ‘!H:ipll
remainder are kept under maximum security
conditions in the heaviiefended WarTech labs on
Ringar (Solar Major system). The PGMHs a more
powerful version of the PGMP2, and las an even
more punishing recoil. On the plus side, it has twice
the rate of fire of the PGMR2 and a power supply
which provides effectively unlimited ammunition; on
the downside, it cannot be fired except by a soldier in
powered armor, a heavy duty bot or a vehicle due

7 e
v T
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| Rafflur M-1

From Polyhedron #20

| it

- o

Rafflur M-3 From Polyhedron #20 |

Damage 4d10+5 Damage 2d10 per SEU
Ammo SEU microdisc x 2 Ammo 10 SEU Clip
SEU All SEU 1-5
Rate 1 Rate 2
Defense Synth Defense Synth
Range(meters) Range(meters) §
PB 0-1 PB 0-6
Short 2-6 Short 7-20
Medium 7-10 Medium 21-40 Lxg
Long : Long 41-80 ;
Extreme - Extreme 81-160 | '
Cost 300 cr Cost 825 cr I 5
Mass : Mass 2 kg It '
A
This personal defense device is the size of a cigar arnthis extremely limité production model's damage A o
contains a SEU microdisc. Its damage is 4d10+5, andaidd SEU usage are identical to the2Mpistol, but it 0%
only fires once. Its range is extremely limited. After ithas design modifications such as a folding stock ahd | '71
is fired, the microdisc is disposed of and a fresh onenergy modulator, which increases its range ano 3

inserted. accuracy (+5 to hit modifier).
 Rafflur M2 From Polyhedron #20 Rafflur M-4 From Polyhedron #20 |
Damage 2d10 per SEU Damage Secial
Ammo 10 SEU Clip Ammo 10 SEU Clip
SFEU 1-5 SEU 10
Rate 2 Rate 2
Defense Synth Defense Synth
Range(meters) Range(meters)
PB 0-5 PB 0-7 i
Short 6-15 Short 8-25 |
Medium 16-35 Medium - 4
Long 36-70 Long - .
Extreme 71-150 Extreme -
Cost 650 cr Cost 1000 cr 5
Mass 1kg Mass 3 kg

The proton pistol is roughly the size of a laser pistolThe official weapon of the "HoppitHundred and | |
Its damage is 2d10 per SEU, and it has a dial that cdfighth" Humma Elite Forces, the madvantage of {.
fire from1 to 5 SEUs per shot.

EQUIPMENBOME NEW WEAPONS |

these 75cmlong rifles is that theyelease all 10 SEUS
at once in an area effect. Theiange, however, is§ I
extremely limited (as that of a@istol). Their beam is§ =
cone shaped with the point ahe gun's muzzle. They
beam width increases by theter for every 2 meters § = !
from the muzzle (5 meterwide at 10 meters from the “ "‘“‘
muzzle, 13 meters widat 26 meters, etc.). Any targe
in the blast pathreceives a maximum of 40 points o
damage (is a&obalt result is obtained on the attac

roll). If thefirst target is within 2 medrs of the muzzle, %
it totally blocks the beam and nothing behind the firs X L

,.:;\ § >
H H \," JllM ”r '

‘ “\
i

\)
\
: DN
# A\
. \' .
N 4 T\,



3

eI

D STARFRONTIERSMAN #23.

From Polyhedron #20

target can be damaged. Otherwise the-M can Rafflur M-10
damage any target in the beam. The weaparitsuits Damage 5d10 per SEU
superheat when fired, requiring the weapdo cool Ammo parabattery
three turns before reloading wit a new mini SEU 5.25
powerclip. Rate >
Defense Synth
| Rafflur M-6 From Polyhedron #20 Range(me;)eBrs) -
Damage 4d10 per SEU Shat 0-120
A 10 220 il Medium 121550
SEU Ly Long 551-1100
RELS 1 Extreme 1.1 kmg 2.2 km
‘ Defense Synth Cost 5000 cr
¥ ‘ Range(meters) Mass 20 kg
i PB 0-9
- Short 10-35
4 Medium 3675 Projectile Weapons
e Long 76-180
% Extreme 181-375
Mass 4 kg Damage 1d10
Ammo 6 rounds
The proton rifle isa longer version of the pistol, with a | SEU -
selection of up to 10 SEUs per shotd a longer range. | Rate 1
Defense Inertia
¥ Range(meters)
; PB 0-5
s Short 6-15
i;1 \ Rafflur M-8 From Polyhedron #20 Mfg:]ugm ;?28
N zinr:%ge iglgErﬁrciEU Extreme 51-100
jr, 4 P Cost 100 cr (weapon)/
& 0 = 1Y 1 cr ( box of 20 bullets)
el 1 Mass 1 kg
Defense Synth
Range(meters)
Short 16-50 Damage 3d10
Medium 51-200 Ammo 6 rounds
Long 201-400 SEU -
Extreme 401-500 Rate 1
Cost 1200 cr Defense Inertia
Mass 5 kg Range(meters)
PB 0-5
Designated the LONG RANGE SHARP SHOOTER vq Mseg‘i’lj:n i@lgo
of the rafflur rifle, this longpbarreled beauty comes
equipped with a builin telescopic sight. It cannot be Long 31-50
accurately aimed at anything closer thds meters, Extreme 51-100
but it has a truly impressive 500 meter range. Ar| COSt 250 cr (weapon)/
expensive breaklown version is often used by big 10 cr (box of 20 bullets
Mass 1 kg

game hunters.

EQUIPMENT
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| Sniper Rifle
Damage

.50/12.5mm
4d10

Ammo

10 rounds

SEU

Rate

1

Defense

Inertia

Range(meters)

PB

Short

0-100

Medium

101-300

Long

301-700

Extreme

701-1500

Cost

500 cr (weapon)
20 cr ( 20 round clip)
50 cr (30 round clip)

Mass

4.5kg

' Heavy Autopistol
Damage

.38/9mm
2d10

Ammo

20 rounds

SEU

Rate

3/1

Defense

Inertia

Range(meters)

PB

0-5

Short

6-15

Medium

16-40

Long

41-75

Extreme

76-200

Cost

300cr (weapon)
10 cr ( 20 round clip)

25 cr (30 round maxdlip)

2.5 kg

4 ‘ ( ,‘l,""‘,um{?f""
; AR 11 01
Heavy Autorifle .303/7.62mm
Damage 3d10
Ammo/SEU 20 rounds$-

Rate 3/1
Defense Inertia
Range(meters)
PB 0-10
Short 11-50
Medium 51-125
Long 126-175
Extreme 176-400
Cost 500 cr (weapon)
20 cr ( 20 round clip)
50 cr (30 round maxalip)
Mass 4.5 kg

!

Automatic Shotgun 12 guage
Damage 4d10/ 8d10 burst
Ammo 10 rounds
SEU -
Rate 3/1*
Defense Inertia
Range(meters)
PB 0-10
Short 11-15
Medium 16-25
Long 26-40
Extreme 41-100
Cost 400 cr (weapon)
15 cr ( 20 round clip)
No maxiclip available
Mass 3 kg

affected. In both cases, effects of fire in the area a
resolved as if they were automatic weapon bursts (sge
SF:AD, page 23). Since a shotburst is actually a |
cloud of small pellets rather than fwize slugs,

targets protected by skeinsuits or inertia screens

skeinsuit AND an inertia screen, they suffer only &
damage point per dieof damage rolled (for a
minimum of 1 point). Though ineffective against
armored opponents, shotguns are extremely useft
against unarmored foes at short ranges. lllegal
versions are favorites of pirates and terrorists sinde
they cause no structural damag they are also
favored by some bigame hunters.

|
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Damage 3d10/8d10 burst Caliber of Projectile Structural Damage
Ammo 40 rounds Weapon
SEU - .22 /5.56mm 5 pts / shot
Rate 2/1* .303/7.62mm 10 pts / shot
Defense Inertia .38 /9mm 5 pts / shot
Range(meters) A4 [11mm 10 pts / shot
PB 0-10 .50/12.5mm 15 pts / shot
Short 11-65 12 gauge shotgun no damage
Medium 66-200
Long 201-600
Extreme 601-1200
Cost 1500 cr (weapon) New ammunitiortlypes (usable in
S C A0 [ELIE g projectile and gyrojet weapons):
Mass 3.5 kg

Hollow point ammo ("dumdums") :
Gauss rifles fire needléke projectiles using an A

electromagnetic field generated along the barrel. TheAmMmo does 1d10 extra damage per shot tos
projectiles themselves are long, thin slivers of ofunarmored opponents; only inflicts 1/4 damage
dense, armowiercing allow surrounded by a jacket of against either a skeinsuit or inertia screen, and only 2+
softer metal gving the round both good stopping pt per d10 rolled if opponent uses a skeinsuit AND an
power and armoipiercing capability. The rifles are Inertia screen.

easily recognized by their long barrels (up to 2m incost: 1.25 x normal ammo cost
some models) and are easily located by magnetic

scanners. This ease of detection has limited their

battlefield use, though they remain in service with |ncendiay ammo

several UPF units. They are strictly military weapons
and their possession is a felony offense on all UP
member worlds.

‘émmo does normal damage for ammo type, but wi
inflict an additional 1d10 internal damage on the tur
following the hit. lllegal on every world of the UP
and carries the highest penalties of law for it
possession and use. Primarily used bytamif troops,

LAW* Light AntiTank _ : '
Weapon/76 mm and is occasionally found among pirates and on the
Damage 8d10 black market.
Ammo 1 Cost: 2 x normal ammo cost
SEU -
Rate 1 .
Defense Inertia Smart rounds (gyrojet weapons only)
Range(meters) Standard ~ ammo  enhanced ~ with trackingl
PB 0-10 microcircuitry.  Weapon must be modified with ! ‘1 :
Short 11-50 sighting and transmitter hardare similar to that used iu ' ‘
Medium 51-100 with a CompSight 1 Progit (SF:ZG, page 78); cost f M’m
Long 101-150 hardware is 2,000 Cr and it must be successfu 'm
‘ o
e 151-300 installed by a Techex. When smart round is fired, f t
Cost 200 cr locks onto target and guides itself to it using tiny ventg ["v,
Mass 2 kg in the gyrojetround. ‘

)yi rocket.

/ .
{ -

|
may roll a second time using his SKILL LEVEL ON M '
the to hit %. If he scores a hit on the second roll, he
rolls damage as normal; if he misses again, the rou d -
missed the mark and is lost. Note that all norme jff”
modifiers for moving targets, cover etc. still appl

*The LAW is a disposable,-shot shouldesfired

[T T " PAGE
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Smart rounds are restricted to Star Law and military
use only and carry the death penalty or life
imprisonment if they are used in a crime; any civilian
techex found to have modified a smart weaponany
way will face decades of imprisonment.

ROF 5, max range 3000 Recoilless Riflel

meters

shell, ROF ?, max
effective range 2700
meters, max range
7200 meters

Cost: 10 x normal ammo cost

NOTE: None of these modified ammo types may be
combined with any other (ie. no smart hollowpoints or
any other combination).

Grenade Rifle 1 bullet,
ROF 5, max range 200
meters

M-79 Grenade
Launcher (US)1
grenade, ROF Hax.
effective range (point
targets) 150 m,

max effective range
(area targets) 350 m

STAR FRONTIER / MODERN WEAPON
EQUIVALENTS

This pet covers the closest modern analogs ljve

GremdelLauncher

Attachment(Zeb's Guide)

/ 1 bullet, ROF Smax
range 200 meters

M-203 40 mm
Grenade Launchérl
grenade, ROF fhax
range 350 m

found to the SF projectile, gyrojet &eavy
weapons Without further ado, here's the SF [o
modern gun equivalents list (note that Rates jof
Fire are per minute, not per turd) dzii KrdtelX)

Grenade Motar / 1 shell,
ROF 5max. range 2000
meters

M-19 60 mm Mortar
(USY 1 grenade, ROF
30 (max) or

18 (sustained), max.
range 1,800 m (high
explosive)

SF Weapon / relevant
stats

Modern equivalent

Rocket Launcherl

rocket, ROF Snax. range

1000 metes

M-47 Dragon (US)1
rocket,ROFL, max.
range 1000 meters

Musket 1 shot, ROF 10,
max. range 100 meters

"Brown Bess" (US,
War of Independence
/ 1 shot, ROF 3 (by
trained marksmen),
effective range 80
meters, max. range
183 meters

5.56 mm Bushmaster
SMG/ 30 rounds, ROH
about 400, range
about 150 meters
M-16A1 5.56 mm
Assault Rifle (U$R0
or 30 rounds, ROF 45
65 (semiauto) / 150
200 (full auto) / 700
950 (cyclic), max.
effective range 460
meters

Machine Gun/ 200 M-60 7.62 mm

round belt, ROF 100 (10 Machine Gun (US)---
bursts), max. range 1000 , ROF 200 (auto) / 55(
m (cyclic)maxeffective
range(bipod) 900 m,
max effective range
(tripod) 1,800 m
M-106A1 106mm

5.56 mm Autopistol*/20
rounds, ROF 30 (10
bursts), max. range 150
meters

5.56 mm Autorifle* 20
rounds, ROF 30 (10
bursts), max. rang&00
meters

Recoilless Rifle 1 shell,

Art By AZ_Gamer

EQUIPMENBOME NEW WEAPONS
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minus (i.e., 1d10+2 or 1d1T) that modifier should be /
applied prior to wound determination (a weapon wit

Not Jusa Flesh Wound a + to damage would be more deadly).

By Sam Quier
Defenses may modify the wound number of an attaci

they protect against (i.e., skeinsuit will not affect &

An optioral wound system that provides one shot, otI\ae sonic weapon's wound number). If the damage rolle
is equal to or higher than the modified wound ‘_

number, the victim receives a wound so long as

o least 1 point of stamina damage penetrates th

kill capabilies. But be warned, in this system comkiat

can be much more deadly.

(note: without a gamer group, | have been unable
playtest this, but please let me know if you use it ang defenses. If the armor andfor screens blocks
how it works for your group. Thanks, Sam) damage, no wounds received.

Wound numbers can make weapons more or le
WOUNDS AND WEAPONS lethal without changing their overall stamina damag
roll. For example, an autopistol bullet or musket bal
Personal comat in Star Frontiers is a Wonderfully damage of 1d10 but with a wound number of (W

simple system, easy to master and quick to play. Bubecomes far more deadly than a laser pistith a
the cold truth is that personal combat in Star Frontiersyyound number of (w10).

is not all that dangerous. It is nearly impossible to get

killed with a single shot, and with appropriaten@or  |f 3 wound number is at or is modified to be above 1@,
or defensive screens it isn't likely that you will even bethe weapon cannot directly cause a wound, but ma
seriously injured. Some gamers, | suspect, have haskill do so via shock (see below).

issues with the nonlethal nature of most weapons in

the Star Frontiers. In fact, no sidearm or rifle in Starsome weapons may not be lethal at all (W NA

Frontiers is lethal in a singlshot save for a close jndicating that the damage theglo is purely against
range shot from a sonic weapon or a laser weaporstamina and recorded as described in Alpha Da
switched to high powet- a single shot from a gyrojet, such weapons are unable to cause wounds via shoc
needler, autopistol or musket has no chance to kill an :
opponent outright. The system described belowyp to two wounds per attack may occuone from i f

returns some risk and dangéo combat.Not so much  ygjling the wound number and another from shock.
as to make it realistic. Just enough to make you sweat.

SHOCK i
LETHAL WEAPON | *“
!

5 A A ~ Although weapons may nccause a life threatening ¥
91N OK 6SIHLR2Yy oftlFaSN LIAauz2fwe @ne2 NRdzi N F @& 6F & Mol K0 O [hta
a Wound number which reflects the relative Iethallty their overall damage may cause victims serio r “:
of the weapon. During combat, a successful attackjamage and shock. Shock per these rules is simpl
rolls for damage. If any of the d10's rolled for damagemeans of recognizing that a massive amount df
equals or exceeds the wound number and at least ktamina damage inflicted inne attack may very well
point of stamina damage gets past armor and/oringicate life threatening injuries and is treated as th

screens, the target receives a potentially lifeyjctim receiving a wound (for shock).
threatening wound. If a damage roll includes a plus or

¢ B em—
i Vo '_{“H fi it
/ R

l”“
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For an attack to reach this level, damage receivedet survive, they are ummscious until such time as a

(after defenses) must be above their Shock numbeteast one wound is healed.

(STA/10 + STR/10). If a singtek causes this much

damage or more, the victim is receives a wound. FO[—|EALING

example, a hero with Strength 55 and Stamina 65 has

a Shock number qf (Sho.ck 12). For attacks to Cause @ .+ ~id is re

shock wound against this hero, they would need to

cause 13 points of damagw greater after defenses

are applied.

quired to stabilize wounds. A stabilizéd

wound will heal at the rate of 1 wound a week with
rest and no strenuous activity.

Dazed modifiers disappear 10 minutes afterl &
WOUNDS wounds are treated.

takes into account all stamina lost from tlaigack ) medical care throughout the week (checking
condition of injuries, et¥ 0 ® 2 A { K 2 dzi
If the victim rolls equal to or below current stamina, medical followup throughout the week, minor
they are wounded, and they do require medical surgery will only heal 1 additional wound per week.
attention, but they are still conscious and able to act.
Major Surgery will heal up to 5 wounds per wee
If the roll is equal to or below max stamina (their STAincluding anything gained through first aid and minc
statistic) but above currenttamina, they are either surgery), but this requires mézhl care throughout
dazed or knocked unconscious by the attack (GMhe week and only rest for the patient.
choice or 50/50 chance for either).

Both minor and major surgery will require appropriat
If the stamina check is failed, the victim is either deadmedicines (i.e., biocort).
or dying soon (GM choice). Such death is treatable by
appropriate medical skills/equipmén Surgery and First Aid will still heal stamina
described in Alpha Dawn.
As soon as a character receives a wound, and until all 1
wounds are fully healed, they are consideredAn untreated wound (without firsaid) will cause the X
"wounded" (per Alpha Dawn rules) and they receivevictim to roll against current stamina or become dazgd
the negative modifiers described. Each additionalafter 10 +1d10 turns. Wounds left untreated will® J
wound beyond the first will cause an additiondd eventually lead do unconsciousness and death. 1
modifier. (a character with 3 wounds will have-20
modifier). FINAL THOUGHTS

Dazed characters suffer an addition&0 to all checks The Wound system can be designed by GM's fo ;

(in addition to being wounded) and & to their (i

N gif Dazed gif gi 10promote and/or sideline weapons in order to
|n|.t|at|ve modiier. LDazed  modifiers  disappear drastically alter their settings. Further, this addition
minutes after all wounds are treate Wounds left

) . allows the creation of advanced weapons and/or .
untreated will eventually lead do unconsciousness andspecial ammunition without simply adding additional | £4

death. dice for damage (i.e., autopistols with armor pierci

i : __ammunition or high powexd laser rifles may havef
If by some miracle of lucky dice rolls and medwa‘ower wound numbers). A sample chart of so

ttention haracter receives a number of woun ;
attention, a character receive umber of wou dsweapons and defenses is offered below.

equal to their shock damage number (see Shock) and

| CREATIEFEREEINGOT JUST A FLESHID D‘HW W'ﬂ " '|_"._, ¥

N
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Sample weapon and defenses wound chart Number of Wounds = Shock Numbs
Bullet weapons (w5) victim unconscious until at least or]
Gyrojet (w5) wound fully healed

Laser (w10) : - -

Sonic (W10) Healing First Aid- heals 1 wound per week
Stun (w NA) Minor Surgery- heals 2 wounds pe
Melee and archaic must be done i@tk R dz £ f & week (not including First Aid)

Whip (w NA) Major Surgery- heals 4 wounds pe
Knife (w8) week (not includingrirst Aid)

Axe, sword (w8)

Musket (w5) Untreated- dazed after 10+1d10 turns| |
Bow, crossbow (w6) Dazed -10 to all skill checks;3 to initiative
Brass knuckles, Nightstick, club, staff (w10) modifier

Vibro weapons (w5)

Shock, electric sword (w NA)

Sonic sword, sonic knife (w10)

Heavy weapons (lasers, sonic) have-3 wound
numbe (heavy laser [w7])

may not cause a life threatening injury directly, but
will likely cause a wound due to shock).

Skeinsuit (w+2)
Albedo suit (w +0)
Inertia Screen (w +3)
Albedo Screen (w +0)

Lethal Wourds System Chart

Wound Damage roll on a d10 required to cau

Number a Wound

Shock STA/10 + STR/10

SLTTIEED A single attack that inflicts mon
damage than this causes a Wound (
shock)

Surviving Roll equal to or less than curre

Wounds stamina: Woundedbut conscious
Roll above current stamina but equal
or below Stamina statistic: Unconscio
Roll above Stamina statistic: Dead
Dying

Wound 1st wound: victim is wounded (pd

Effects Alpha Dawn rules)
Additional wounds: additional -5
modifier per wound

¥ 4 Iﬂ
' N 4|H~ "Mlll‘

Fragmentation Grenade (w8) (NOTE: Frag grenades

A
A\
o
}'\

A Shot in the arm

CREATINREFEREEING

By Jason Pamental and David Packar

A special damage system for STAR
FRONTIERS® games

From Dragon Magazine #124 Augus?198

The combat system used in the STAR FRONTIE RSE 3
game is generally realistic and simple, but the dama &a
system lacks that realism. You never see anyone i
a broken limb, a wound, a concussion, etc. The o y ‘ ‘
RFYF3AS GF1Sy Aa (2 2ySQa ‘
[
The followirg rules make the damage system mor ", i
realistic and provide information about broken limbs}
wounds, and cuts, and how this damage can bg
healed.

‘1
It also provides realistic damage to robots, computers, ‘4
weapons, and equipment. Vehicle damage is alread
coverdal in the game rules. |

N

| S

.
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The system To determine damage, the player rolls 1d10. Add @ LS
Each character has a percentage chance to causd/tiract any applicable modifications to this roll, »Ll Y2
special damage to an opponent when that characterShown on Table 1. The referee may modify thiS ==
LISNF2N¥a F aG2 KAGE N Mbar githymodifigafiopsyst found on Fabl ANBR ™
the formula: 3% + (skill level x 2), where the skill levep€en fit. Note that a target in an activated defensiye =
refersto the appropriate weapons skill. screen cannot take special damage. SN ¥

CaNJ SEIYLX SY CfQNBYLE | Therg op fwg dampenhse table ,onesfy living ¢ | &8
pistol at a Human. She has a level 4 Beam Weapor%e'”g_S and one for robots. Computer damage [is
skill, so her chance to cause special damage is 11%. €xplained elsewhere.

.

¥

{(KS NRffta + nc 2y KSNI dairead theydgmage fgles.cgo figm lefistg right gy K ¢
chance), so shehas scored special damage. afirst column on the left is the number a player hag \

character can add 1% to his speaaimage chance for olled. Th%‘ next column Sh,_OWS h_f_)W [nucrl extml| 17 @
each round spent aiming at a target. A maximum of damageA & GlF 1Sy 402 GKS Ul NHSIUQ:

- oA A e . _ third shows what kind of special damage is taken, afd _{. |
ME: Yhe o605 FRRSR UKAA 6FHEDP 0T colimn© Sbwid HaW SﬂMﬁg/apieQeé Fof OF -
hit an opponent is less than the chance to Causeequipment have been destroyed.

special damage, the special damage cannot be -
scored. There is a 10% chance that a weapon will Be :

_ destroyed instead of equipment. The Vick' Q & Ot || &
After a character has caused special damage, the,, pick which piece of his equipment has bee

player must find out the type of damage done (this yegiroyed. If the character has more than one unit ¢
special damage is in addition to normal Stamina

_ a certain type of equipment, then two units of the
reducing damage).

equipment are destroyed (two clips, two rations, etc.

Special damage need not only occuredto an attack
using weapons. Vehicle accidents, falling, and fires dre
just a few of the other possibilities, although this
article is only concerned with weapeglated ]
damage. The referee should keep track of damage for
NPCs, creatures, robots, and gouters, while players |©
should keep track of their own damage themselvés
6dzyt Saa G(KS NBFSNBS R2S: yQ'ﬁg

If the referee feels that damage to a character migit {
ANBIFGT @ f SaasSy iKS 2 0 KSNJ
completing their mission, then he may altghe
damagetaken by that character.

3

X

i\
AN

Computer damage |
Computer damage is easy to determine becauseja |
computer has no major moving parts. Take the
modified 1d10 roll generated above and divide it by 5,
rounding down; this represents the number o
programs wilch have been destroyed. The lowest ‘
level programs are destroyed first, highest level last.Jif £ (
the computer has a Computer Security program whigh

are set off.

CREATI\VREFEREESN&SHOT IN THE ARM
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A computer may be repaired, but the programsy

Lo &

within 5 meters of it (Reaction Speed check dek=n
A computer destroyed in this way cannot be repaired.

Healing special damage

healed, and 1d10 +1 hoursf game time must pass
until penalties caused by the wound are nullified.

D STARFRONTIERSMAN #23.

A Vrusk with a damaged arm requires a 1d10 roll
not be brought back unless a computer specialisfind out which arm was hit:-b is the left arm; 610 is
knows them (as per the Computer skill). A computerthe right.
which has more programs destroyed than it possesses,

An electrostunner does not break a limb. Ibeoken

Dralasite is not abl® absorb a paralyzed leg until it
will explode, causing 6d10 damage points to anyoneés healed. Because of this, the Dralasite suffers t
special penalties caused by the paralyzed leg. G

| |
\r\‘

e

/
/e

limb is indicated because of an electrostunner or™

Adventurers may find it necessary to heal damagé)ther electricaldamage, then the limb has excessiv
caused to them. To healveound,all Stamina points of N€rve damage instead. The same penalties occur, &
damage caused by the attacking weapon must béhe nerve damage may be healed the same as wouldsais

broken limb.

A cut may be healed as a wound, but it takes 4d1{EF0

hours until the penalties caused by the cut are

Special Damage Modifiers

nullified.

Modifier Reason

A deepcut may be healed this way, but it takes 1dI0O

+1 Short range

+1 days until thospenalties are nullified.

+2 Point blank range

A broken limb may be mended if all the Stamina

+2 Explosiveveapon

points are healed and the limb is set in a cast or splin{

+1 Careful aiming *

If it is not set within two hours, the limb does not heal

+2 Firing a burst

until the character enters a hospital (costing 50

+1 Per 5 SEU used lmeapon

Credits per dayor 3d10 days). A limb set in a cast or

+1 Target hit twice in samtirn

splint takes 3d10 +1 days until the penalties arg

+1 Small target

nullified.

+2 Tiny target

+1 Per skill level witlveapon

A concussiommay be mended if all Stamina is healed
and the PC rests at least 10 hours per day for 1d1

+2 Per Robotics or Computekill * *

days. Hospital fees for this time amount to 200

-1 Large target

Cralits.

-2 Giant target

The back woundis special. It may be mended if alil

-1 Lorg range

Stamina is healed, major surgery is used to repai
paralyzation damage, and the PC rests for 2d10 hourg

Otherwise, it heals in 3d10 days. A hospital charge

-2 Extreme range

-1 Moving target* * *

-2 Suittype defense

-2 Target is underwater

200 Credits for these services.

-2 Target makes RS check

A Dralade cannot have a broken limb, but it looses
the ability to grow one until the spot heals where it

* +1 is added for each round spent entird
on aiming, up to the maximum of +5.

was hit. This healing takes 3d10 days. The Dralasi
still suffers the same penalties as if it had broken

** This applies only to attacks against robq
or computers, respectively.

limbs.

If a character has multiple damage, such ashast

*** This modifier is counted only once, evq
if both attacker and defender are moving

any manner.

wound and a broken leg, it still takes 1d10 +1 days f
the leg to heal. Healing times are not cumulative.

/ |
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Repairing a robot
Repairing a robot is easier than healing a living
creature. A character with Robotics skill is required.

Damage to a robot takes 2d10 minutes to repair. A
broken part takes 5d10 +5 minutes to fix, while a
crackeditem takes 4d10 +5 minutes. Add 10 minutes
to the repair time for each joint which damagedor
broken, and 20 minutes if the brain casing has been
hit. If the brain casing and the body have been
cracked add 1 hour to the repair time.

ferocs T

Weapon Modifiers

Weapon type Modifier
Projectile pistol +2
Projectile rifle +3
Heavy projectile +5
Beam rifle or pistol +3
Heavy beam +4
Gyrojet pistol +2
Gyrojet rifle +3
Heavy Gyrojet +6
Short melee * +1
Long melee * +2
Fist +1
Grenade**/Other thrown weapon

+2

Bow or crosshow +2

Tooth, claw, etc. +2

* Whips, swords, pole arms, spears, chairs, and
clubs are long; axes, bottles, small clulbives,
nightsticks, pistol butts, shock gloves, etc., are shd

* * Only a fragmentation or incendiary grenade ¢
cause special damage.

Each counts as an explosive weapon on
Table 1.

SR

¢KS OSNB FANEG wtD L LEY
dad was tle game master. He told us a story and \We
made choices and he would keep telling us the sjon Rty i
with the changes based on our decisions. No dice n. !
charts, no papers. He told us where we were hit &nc v

what was happening to us. At the age of 9, that

game-Editor

Art By Arne Niklas Jansson

Art By Arne Niklas Jansson
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Damage Results Table: Living Beings

" STARFRONTIERSMAN #23.

s o lll8E0

medical, demolitions, and computer skills.

Modified Stamina Special damage Units of
1d10 roll 9aMaE lost
Equipment

Primaryside shoulder wound:-10 for firing rifles,
same other modifiers as a secondaige arm wound.

Primaryside arm wound:=30 to hit, cg Qi  dzi-9

15% on abowanentioned skKills.

Head wound: -5 INT/LOG, 50%
unconscious for 1d100 minutes.

chance to

Leg broken: Only 2 meters/turn movement.

Chest deeply cutl0 to hit,-5 DEX/RS.

Secondanside arm broken: No rifles can be fired

Pl 5 U1

| J‘ M ’

10% to all skills mentioned for a secondaigle arm| £

wound, may only fire one weapon.

Primaryside arm broken: Same as with secondq |
abovq |

side arm broken, but with-25% to all
mentioned skills;10% to hit with all other weapons.

Abdomen wound:-3 meters/turn on movement,-5%
to hit with all weapons,-8kg on limit for carrying
items.

Back wound, leg paralyzed: Only 2 meters/turn
movement,-15 kg for carrying items.

Side deeply cut8 DEX/RS10 kg for carrying items.

Head concussior10 INTLOG,-5 DEX/RS, 75% chan
to be unconscious for 1dl0 hours.

Dead: Dead beyond a doubt, no chance of revival.

1 orless 0 None 0
¥ V& 12 5 Chest wound 0
r o3 5 Leg wound 0
6/ 4 5 Arm wound* 1
/ 1|56 8 Shoulder wound 1
*
o 7 9 Arm wound** 1
h 8 10 Head wound 1
9-10 10 Leg broken 1
11 15 Chest deeply cut 1
12-13 8 Arm broken * 1
14 8 Arm broken ** 1
1516 15 Abdomen deeply 1
cut

| 17 15 Back wound, lec 2

'I» paralyzed
18 12 Shoulder deeply 2

LI e cut **

= 19 15 Side deeply cut 2
20-22 30 Head concussion 2
23+ 1,000 Head removed, 5

body falls apart,
target vaporized,
etc. (pick one)

*Secondary side (i.e., the left side if on a rigianded
person)

**Primary side (i.e., the right side if on a righéanded
person)

Special damage effects

Chest wound:5 to hit.

Leg wound:3 meters/turn on movement.

» I“"N
Vy

Secondanside arm wound:5 for firing rifles, can only
fire one weapon,-10% for doing tech, robotics

CREATINREFEREEING
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Damage Results Table: Robots

Modified Stamina Special Units of lost

1d10 roll damage damage Equipment

1 orless 0 None 0

2 5 Body damage 0

3 5 Leg damage 0

4 5 Arm damage 1

5-6 8 Arm joint 1
damage

7 9 Arm  joints 1
damage

8 10 Brain casing 1
damage

9-10 10 Leg broken 1

11 15 Body cracked 1

12-13 8 Arm Broken 1

14 8 Arm joint 1
broken

1516 15 Brain casing 1
cracked

17 15 Movement 2
center
damaged

18 12 Arm  joints 2
broken

19 15 Body and 2
Brain casing
cracked

20-22 30 Brain casing 2
broken

23+ 1,000 Explosion 15
(cannot  be
repaired)

Special damage effects

Body damage:-5 to hit with weapons bcause oOf]

internal damage.

Leg damage:5 meters/turn on movement (unles

robot has alternate movement system, such as rog

movement).

Arm damage: Attacker can choose attacked arm

.
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tentacle,-9 to hit with any weapon held in that arm.

Arm joint damae: -14 to hit with a weapon in tha]
arm,-2 damage for melee attacks. '

Arm joints damage: No weapons may be fired fr
that arm, no melee attacks.

Brain casing damage: 50% chance of robot bq|
stunned for d100 minutes (even if-& implant is
installed),-5 to hit with all weapons, 20% chance o
malfunction. All robots have brains, but a Rag
OBO0SNYySGAO NRoOo2GQ& ONI A

Leg broken: -10 meters/turn on movement, -5
meters/turn to movement using alternate moveme
system because it also has Inelit.

Body cracked:-10 to hit with all weapons,-5
meters/turn on movement, 20% chance of
malfunction.

Arm broken: No weapon can be fired from the am
5% to chances to repair it.

Arm joint broken: Same as arm broken, bu2&% to
chances to repaiit.

Brain casing cracked: Stunned for dlO0 +20 minuy
50% chance of being deactivated,0 to hit with all
weapons, 35% chance of a malfunctiot30% to
chances to repair it.

Movement center damaged: Robot cannot move
30% to chances to repair it.

Arm joints broken: No weapons can be fired from 1§
arm,-20% to chances to repair it.

Body and brain casing cracked: The same effect
body cracked and brain casing cracked combined
damage and penalties are cumulative.

Brain casing broken: Autaatically deactivated;20 to
hit with all weapons;20 meters/turn on movement
55% chance of malfunctior50% to chances to repaif

Explosion: Everyone within 10 meters takes 7¢
damage (RS check defense).

CREATI\VREFEREESN&SHOT IN THE ARM
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and advancement within the corporate ranks.
tyleri have adapted to modern society easily an
By Allen Trussell  rapidly, and fill many important roles in Ken'zkit

YQI K&y society. There are also a few tyleri who have clung

Star type K8 V traditional ways. Both races celebrate various

Stellar Radius 438,480 km(0.63 Sol) holidays centered on planting, harvesting ane
Stellar Mass 1.312806 X 1%0kg (0.66 Sol) feasting, as well as the seasons. Vrusk and tylél
Stellar 4.420K - practices and rituals have mingled here, and boths

Temperature races enjoy these festivals greatly. Just as the tyl

Luminosity 6 language has adapteditlv the influence of the vrusk
EE—— 2'84612)( 18 Wi0.22 50) language, so has the local vrusk dialect bee

K'akenKar

History Ken'zahKit are often marked by this peculiar dialect. :

Ken'zakKit is the first world settled by the vruskhen
they entered what is now called the Frontier, although
it was discovered after Kawdllit due to its agricultural Places of Interest

prospects. Shortly after its discovery in 156 pf, severa® Kan'zik Xen'kar'tr MuseumThis grand museum is
colony ships landed on this pristine garden world and ~ unusual; it is a vast building honoring agriculture
began the process of taimg a wild planet. It was and farming. While oft |gnored by the_ populac
discovered that Ken'zaKit was home to its own the museum garners a fair number of visitors fro
ndigenous people; the tyeri. The tyeri were at the % ol EC B8 COP0 208 ST e e
time a primitive, stoneage civilization, and small in made during iKS He b 881 NR
number. The vrusk decided to integrate these people  jyilization. The museum also doubles as
into their society and while there were some hostile university, and many students from around the
encounters, things generally went smoothly. The  Frontier can be found here.

tyleri, while still a minority of the population, are a
fully incorporated into the society of Ken'z#tit.

w Tyleri Tribal CampsScattered around Ken'zait,
Vast company farms and ranches cover the many there are tyleri that still practice their ancienty
kilometers of agaultural land. The cities are clean, ~ traditions. Many of these are open as touris§
environmentally friendly places where foods are attractions, where the native tyleri perform ritual§
processed and shipped to all corners of the Frontier. dances an(_j Songs, an(_j sell hau:rd_fted goods.
The facturi | Kt . Some tyleri (on both sides of their culture) se

€ Tew .manu actunng comp exes-wor 0 sgppor many of these performing tyleri as being} |
the agricultural efforts, supplying machinery,

_ disrespectful to the @ ways, and shun thesejy
chemicals and fuel®f the farms. tourist traps. L

People

The people of Ken'zaKit are largely agrarian and
hardworking, with a corporate mentality. Vrusk and
tyleri alike work either on the farms or in the support
industries of the planet. The vrusk take their work
seriously, and work d&rd with an eye toward profit

T
) ‘ “z M; |

_ e
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=8 The Planets

i

1 | Type Hot rocky desert

|| [ Mean Orbital Radius 22,439,680.65 km (0.15 AU)
SN ‘ Local Year 31.34 galactic standard days (25.07 local Kerkiatiays)

: ‘ 5 | Local Day 20.69 galactic standardagls (16.55 local Ken'z#it days)

Gravity 0.85¢

_ .‘;4 Mean Diameter 18,000 km
S Atmosphere Dense; Nitrogen 70%, Carbon Dioxide 20%, Nitrous Oxide 5%, trace others
5% . | Mean Temperature 500 C
' ' Moons 0
‘.,.: _* | Notes This is a hot, rocky planet with no useful or interegtimineral value. A sma
,’T g unmanned research satellite orbits to provide data on the sun.

sa PlanetArt by Jake Robsoitull

|

SYSEMBRIER K'AKEKAR f ¥ .
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Mraz-kit (K'akenKar II)
d: 899 Type Gas giant
,‘S‘j" & Mean Orbital 44,879,361.3 km (0.3 AU)
y Radius
4 Local Year 88.65 galactic standard gia (118.2 local Ken'z&dit days)
v Local Day 10 standard hours
Gravity 2.74 ¢
Mean Diameter 68,000 km
Atmosphere 30 % Hydrogen,30% Helium, 20% Nitrogen compounds, 20% Carbon comp
/ Mean Temperature 200 C
o/ Moons 3 major, 9 minor
Notes This is a hogas giant, with numerous moons. Its hydrodelium atmosphere
has large quantities of nitrogen and carbon compounds, giving it a smoky|
b orange appearance. None of its moons are over 2,000 km in diameter, th
there are substantial mineral deposita the largest, Z'Kiir.
S

Space Station by AZ_Gamer Planet Art by Jake Robsenull

T'zaak Naar This Fortified Space Station serves tail,;l';
defend Ken'zalKit, and is also the primary port of callf *

for those seeking to leave or land on th@anet. |
Customs agents inspect any incoming car
thoroughly to ensure nothing enters Ken'z&lit that
could contaminate the farms.

%/ ‘ SYSTEBRIEF: Wl




Type Terrestrial

Mean Orbital Radius 59,839,148.4 km (0.4 AU)

Local Year 136.49 galactistandard days (109.19 local Ken'addahdays)
Local Day 25 galactic standard hours

Gravity 09g

Mean Diameter 13,000 km

Hydrosphere 40% (0.6% ice)

Atmosphere 76% Nitrogen, 20% Oxygen, 2% water vapor, trace others

Mean Temperature

13.85C

Climate

Temperate, cool to hot, with forests, plains and badlands predominating

Trade Agriculture; Ken'zalkit is a garden world, suitable for a variety of plants 3
animals.

Government Corporate Democracy. A number of corporate concerns rule various regidhe
planet, and meet in a General Assembly, with members voted by the cit
employees. A Managing Director oversees the Assembly, also voted into pows
term of 6 gsy, breaking tie votes and the like.

Population 92% vrusk, 7% tyleri, 1% othesg@proximately 3 billion

Space Stations FSST'zaak Naar

Moons 0

Note Ken'zakKit is the agricultural center of the vrusk worlds, supplying foods to

colonies and other worlds throughout the Frontier. As a result, it is a vital sy
and is orlited by a Fortified Space Statiofizaak Naar Although most of the arabl
land is taken up in agriculture, there are still wild places of the world; here roan

immense lemmaru, the flying rik'ta and tribes of the primitive tyleri.

Planet Art by Jak&obsonTull

SYSTEBRIER K'AKEKAR
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Type Terrestrial
Mean Orbital 76,294,914.21 (0.51 AV)

Radius

Local Year 196.5 galactic standard days (157.2 local Kenrkiatays)

Local Day 19 galactic standard hours

Gravity 0.71¢g

Mean Diameter 18,000 km

Atmosphere 78% Nitrogen, 17% Oxygen, 3% Carbon Dioxide, trace others

Mean 6.79 C

Temperature

Moons 2

Notes This world is extremely cold, but otherwise habitable. It is under the proceq

terraforming, and is exgcted to be fully habitable within the next few decades. Currer] S

small populations of scientists, engineers and laborers reside here to furthen
terraforming, as well as teams searching for mineral riches.

PlanetArt by Jake Robsoitull
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Type Gas giant

Mean Orbital 98,734,594.86 (0.66 AU)

Radius

Local Year 289.28 galactic standard days (231.42 local Kerkeathays)
Local Day 11 galactic standard hours

Gravity 2.25¢g

Mean Diameter 56,000 km

Atmosphere 30% Hydrogen, 30% Methane, 25% Helium, 15% trace gases
Mean 100 C

Temperature

Moons 5 major, 7 minor

Notes This is a rather unremarkable gas giant, typical of its kind. Of its numerous moon

(Z'vikiir and Kahl'r'kiir) have useful ores and suppairting efforts.

PlanetArt by Jake Robsoitull
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leads these folk to seek environmentally friendl
options to the problems of agribusiness, infinitel
useful on their garden homeworld.

Tyleri:

A Minor Race of the Frontier

The tyleri are a race of bipedal mammalians, once

Few tykri have left their home on Ken'zait, though 34 ]
primitive race on the world of Ken'zafit. They Y ’ N /

. o ’ nothing bars them from doing so. Most feel there i$
resemble humans physically, albeit with some ObVlouﬁittle need to roam, some still hold to their religious

dlfferen(‘:es. ) The average tylc?rl stgnds some 1,'Efraditions. These state that the tyleri and the worlc
meters in height, and has yellowish skin tones, ranglngJlre one, so that to leave is to die (whichgistently
from goldenyellow to deep maroon. They have body untrue). Still, some tyleri do seek the worlds beyond

hair roughly equivalent to that of humans, with similar and have ventured into various careers in the Frontieg
colors and textures, though males and females bothand rare individuals can be found in every walk (S
can grow thick facial hair. Tyleri have pronouncedFromier life. s
canine teeth in both genders, and cldike fingernails

and toenails. Tyleri eyes have slit pupils, allowing 1
them excellent night vision; they are yellow, olive 1

grgen in color. The ove.rall a.lffectatlos.somewhe}t +5 INT/LOG Tyleri are very smart an| &
akin to an anthropomorphic feline or canine hominid. intellectually adaptate.

-5 STR/ISTA Tyleri are somewha]
) ) » ] | small and frail.
Tyleri have a rich tradition of nature worship, and sti Average Size 15 e
hold to their native religions. Although they have fu Average Mass 70 kg (male), 75 k
access to modern science and are full citizens (female) :
modern society, thereare some individuals who stillf Average Lifespan 180 years
live primitive traditions. In this manner, the tyler] Reproduction Heterosexual, viviparous

GaklkYlryaég ¢2N)] aYl 3AO¢ 2| Body Temperature 38C f
more than a placebo effect, but are largely harmless.
Nonetheless, even modern tyleri rarely nay say the
shamans or dter spiritual leaders of their people.

Adaption: Tyleri have a knack for dening things
quickly and adapting to new situations. Tyleri ca
apply up to one half of their accumulated experienc

Tyleri speak their own language, which is descendeﬁ‘s_a bonus_to an.y skill check, and ca.n.even at.temp
from the few dozen original tribal dialects extant SKill check in which they have no training. This do

before the coming of the vrusk. This modern not expend any experience pus, and is applied as aj

language, Tyla, has evolved along with the local vrusk® per 1 point of experience applied to the skill check
dialect, and has many borrowings from it. It is (half that for an untrained skill, rounded down to the

possible for most other races to learn Tyla withn€arest whole number).  For example: Rentha has
accumulated 12 total experience points, and decides
to apply 6 points @ an operating machineryskill § =
check. This grants him a +30 bonus on that check,

even if he is untrained in it (in which case he gains :‘ | ‘: |

+15 bonus instead), without actually expending a
The most notable ability of the tyleri is their capacity experience points.

for change. When the vrusk came, the tyleri quickly
adapted to the new culture, and learned new
technologies quickly. This has made the tyleri
invaluable as technicians, researchers, and scientis
as this adaptability also leads to innovation. Their
respect for their animistic religious traditions also

relative ease. Examples still exist of the ancien
tongues, from tribal historians, recordings and rituals.
Tyleri also speak PdBal, Vrusk and other tongues, as
needed

»
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HOME SWEET HOME

Edited By William Douglass

Creating planets for the Star
Frontiers game

By David Cook

From Ares Magazine: Special Edition 2 1984

Rex Dexter, planet explorer extraordinaire, cracke

vapor reached into the airlock, and then thetbh
swung open with a distinct pop. Having studied the
aerial maps, he knew the place was bad, but as he
looked out, his historic first words were stifled in his
throat.

Before him stretched a red plain, strewn with yellow
speckled boulders. To his eythe ground had the
arysS 3SyitS aegSttAiy3 52"
oatmeal. Plants, resembling giant fuzzy blue mold
swayed gently in the roasting breeze; they threw
complex shadows from the light of the eight bright
moons overhead. The air was dense egb to feel
like paste; it clogged his lungs, nearly choking him. Hi
FSSG RN} I3ISRE KSER AY
AFARI ay20 F3FAYyHE

STARFRONTIERSMAN #23 == g

dpharacters constantly landing on planets tha

the hatch of his scoutship open. Snakelike threads o

.glanets are common.

. Kﬁ]e tgb‘\(la‘g\ bLé10va sﬁoulg be use% in the grder listed.

-

FIALE

Does this happen to you? Are your science fictic

esemble Gumby Land? Do you keep expecting Duck
odgers (of the 24 and a half century) to appear
around the next rock? Do you have the feeling th@t
the planets you are landing on are not quite realistic?

This article presents a method for creating readist

game. The method given below attempts to b
accurate, allowing referees to create planets that are W
so abl scien |f|caIIy 35|ble : o
ossi Ie e gedsq SC|ent|f|c theoE}gs and |n¥\/Hma S el
have been used in making this system. However,
the same time, very little is positively known abou
how planets are formed or even whether habitable

However, creating planetshould not always be done \
by the dice roll. If the referee has some plan or idea Of & &
what he wants, he should design the planet by choicg
not letting random rolls dictate the outcome.
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Likewise, the referee should not expect these rules to

do everythingfor him. The planets created will have o
descriptions of the physical factocsthe gravity, size,

average temperature, amount of water, etc. It is still
ySOSaalNE TFT2N 0KS NBTFTENBS
creatures, places of interest, colorful descriptso and

a history. No amount of tables can do this, nor anyg 5 ¢ Lt
number of rules. This work must be done by the

referee.

-1

If the referee is designing a completely new area, the
first step is to create the sector map. This may be2
done using graph paper, hexag@aper, or even a
blank sheet of paper. The referee should start by
rolling for ten to twenty stars on the Stellar
Configuration Table (found below). The GeneraONCe @ System map has been created, the referee
Column of the two die ranges should be used. As th@€9in designing the actual systems that are fou
referee learns what each star system is, $ieould around each star. The following tables are used f¢
l . . . i3
place it on the map (wherever he chooses). The ma§'€ating star systems. They will determintne
symbols on the following page may be used todrrangement of the stars, type of star, and thed
indicate each type of star or object. After the referee "Umber of planets in each system. If the referee doe
has done this, he should plaae additional 220 stars not need to know this information, these tables ma
on the map, this time using the HabitablSystem P€ Skipped. '
Column of the table. This will ensure that there are at
least several habitable systems in the sector.
The referee should not place all of the stars thatCreating Systems
would be found in a sector, since in reality, a sector

map could have hundreds of stars ihetarea. Only Stellar Configuration:When placing the stars on the
enough stars to provide many exciting adventuressector map, he referee should determine the stellar
need be placed. configuration (or type and arrangement) of the star(s

at each location. This is done by rolling or choosing
Realistically, it is very unlikely that so many habitabl&rom the table below. The General Die Roll applies o
systems would be found in one area of spacemost stellar systems. If the referee does not want t

However, the more realistic possibility of one pother with these stars he may roll on the Habitabl
habitable planet every 1,000 cubic light years (or Die Roll column of the table.

thereabouts) is not very exciting or useful for most

science fiction games. ‘Stellar Configuration Table

General Habitable Configuration
Die Roll Die Roll

For those referees wanting greater realism for their
sector map, the third dimension may be added. Star

do not all exist on the same plane (as a shefepaper | 01-10  01-40 Sun likestar, habitable li
would seem to indicate), they fill an area. This may b planets I
done by assigning a plus or minus number to eac| 11-18 41-72 Binary*sun likeand ,
star. (See the diagram below) True distances betwee dwarf, habible planets | mi
stars may then be found by doing some simple math{ 1g 24 7397 Binary*:twosun likestars, /

using the formula for finding the Ipptenuse of a
triangle. However, this is not a math class.
Furthermore, this math can be tedious if there are
many stars involved. Therefore, adding in the thir

habitable planets
25 98-99 Binary*sun likeand giant
star, habitable planet

dimension is optional. The diagram below shows 4 2693 - Nonsun likestar, nor
perspective view of this mapping system. habitable planets
9499 - Any type star, no planets
00 00 Special features**
: {“H"IH,\ I |‘5; Il HOMBWEET HOME "
3 l‘u “{13 [ ”w \" [ £
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Alien Lifeform Some unknown creature, able to live

. _ . in deep space without any lifgupport is found here.
: A binay star system is one that has two stars thatrpg yeferee will have to create the creature.

orbit each other. In this system, the binaries will either

be close or far. In a close binary, two stars circle eachiicial World: Instead of a star system with planetd,
other so that they almost appear to be touching. In &nere is a world created or drastically altered by

far '?‘”a,ry’ one of the star_s Is at leass far away as unknown beings. Such worlds could include artific
Jupiter is from the Sun. It is suggested that most starg , < and planets, ringworlds, or Dyson Spheres
in a binary system be far apart from each other. ’ '

** . Special Features represent things in space Whic'%lack Hole A colla
are extremely rare or do not fit into other categories.
These serve as sourcekmossible adventures for the

psed star with a gravitation field s'j 1
intense that even light cannot escape its pull. TH&

. exact effect of the black hole will depend on_the g\a
beth prayed '

t/ Qad ¢2 RSUGSNNAYS 6KI
referee should either make one up, or roll percentile

dice and consult the table below. The special featuresDead Star A burnt out cinder of a star. The surfac
are explained after the table.

At FSI UdzZNB

will still be very hot, but may be able to support some

: . type of alien life.
| Special Feature Table ' Map Icons/Sgcial Features

gi;h reature Feature Derelict ~ $aceship A
Alien Artifact i
01-03  Alien Artifact i — spacecraft in deep space. I
04 Alien Lifeform Alien Lifeform may be a recent ship
0506  Artificial World Artificial World abandoned after a pirate
07 Black Hole Black Hole attack, a lost slowethan-
0820 Dead Star e light ~ colony ship, a
21-22  Derelict Spaceship damaged fighting  ship
2350 _ Dust Cloud Derelict Spaceship unable to return to base or
Dust Cloud whatever else the referee

51 Neutron Star :
52-71  Proto Star Neutron Star desires.
Proto Star

72-80  Rogue Planet
Rogue Planet

81-99  Supernova Remnant
00 White Hole Supernova Remnant
White Hole

Dust Cloud If a dust cloud ‘
is roled, the referee should{ -
roll 1d10. This is thef

o ¥ xeel:>le e LIH+

Map Icons

' Map Icons/Stars

Single Sunlike

Binary Dwarf

Binary Sunlike

Binary Giant

Non Sunlike o . :
Star/Planet purpose of navigation. It is really a star in th

?} Sunlike Star/Planet beginning steps of forming.

Rogue Planeta panet pulled out of orbit from its star il

Alien Artifact: An alien device just floating in space. It @1d now travels by itself between stars. The plan€t &=
could be space mines left from some ancient battle ofM@ have been inhabited, and the inhabitants m

an unmanned deep space probélhatever it is, it is still be alive under the surface of the planet.

likely to be a source of adventure for the player

characters.

~ \JII
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Supernova RemnantA rapidly expanding aura of hot [91-95 |[KO |-5 190 |200 |210
gases and paules. Long distance communication may96-00 |K1 |-5 189 |195 (200
be difficult.

White Hole Currently a theorized counterpart to a |
black hole. Where a black hole absorbs everything, a /
white hole would release enormous amounts of ClassThe leter and number combinations listed gIV
energy and matter. They could therefore be exitthe Stellar Class for information purposes. ‘
points for the matter drawn in by a black hole. The - o o i .
amount of energy given off by a white hole is so greaplanet Modifier. Thls is used when determlnlng the

that any ship of known design would be totally number of planets in the system, as explained below
destroyed if it came too close. Therefore, white holes '

are considered hazards to navigation. Length of YearThe approximate length of a year ing:

earth days (2Hours) for an earthlike planet.

Stellar Class Range:there are three different orbit ranges that a
characterhabitable planet can be ig close, medium,

In astronomy, all stars are given a stellar class t@ar. These will have an effect on the temperature o
indicate the brightness and size of the star. Howeverthe planet. You may choose an orbit range or ral

not all stars can support habitable planets. Some argandomly to étermine it. e
too hot and others are small and cold. Some stars give

off too much dangerous radiation. A sithrange of Color:The colors for stars listed blend into each othe

stars (from F2 to K1) are thought to be right for A G9 star would be orange with a slight amount of reths
habitable planets. to it.

These are called sunlike stars in these rules. The stelli:g
class of the sunlike star will have an effect on the
number of planets around it. The referee should roll

on the table featured right to find the stellar class of VOt all star systems with planets will have the sa
the sunlike star in the system. number of planets. Furthermore, not all plaseare

the same. These rules divide planets into categogies

lanets in the system

Sunlike Stellar Clas Planetoids, Minor Planets, Terrestrial Planets, anp
Table Length of Year Jovian Planets. Because of the way they are formed, *
Die [Class[Planet |Range Color the different types will be at different positions from
Roll Modifier |Close [Med |Far the star.
01-05 [F2 [+2 605 (810 (1030 |Yellow _
o610 lF3 |2 [sso [7s0 Joro white | i a sta system. To use
ié_;g Eg :; 45128 2;3 sgg table roll 1d10 and add or subtract the Planet Modifie " :
obtained from the Stellar Class Table. Treat modified
2L |IHE i 420 |530 1690 |Yellow die rolls of less than 1 as 1 and greater than 10 as 20.
26-30 |F7 +1 390 500 |635 Find wrere the proper row and column meet. The}
31-35 |F8 +1 360 1470 |605 information there will give the numbers and genera ,“ l
36-40 |F9 +1 335 1440 [555 types of planets in the system. This information il "?‘
41-45 GO |0 325 |380 |480 arranged from planets closer to the star to planet§ .{ll
4650 |[G1 |0 285 |370 [455 farthest from the star.
5155 |G2 |0 260 |[350 (440 t
56-60 |G3 0 245 (315 |405 After this information is found, th referee should ‘[""?
61-65 (G4 |-2 215 |280 |[370 place each planet on a system display or some type M
66-70 |G5 |-2 205 |265 (335 |Orange| solar map. At the center of the display is the star. Ea 1! i
71-75 |G6 |4 200 |250 (300 |Yellow ring out from the sun is a possible planet orbit. Eac i 4
7680 |G7 |4 195 [235 [270 planet should be placed on an orbit ring. If there ar@ii§
81-85 |G8 [-4 193 |[220 [255 more rings than fanets in the system, the referee §iii
8690 |G9 |5 191 1210 |225 may skip any rings he or she desires. The shaded a
| | UG o e
Y T —— P
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2T (GUKS RAaALX L@ A& GKS gty Nddatmosphedeiofiboth habitabliz and Hicb
characterhabitable planets should be placed in this habitable planets. Size and other factors have a grea
zone.

\PIanetTypeTabIe its results. The table is divided into fo

First Die Roll categoriesPlanetoids, Minor Planets, terrestri
Second 1-2 34 5-6 7-8 9-10 Planets, and Jovian Planets.
Die
Roll First, find the proper category of plandype.

1-2 1H IM/2H 1IM/2H  1M/1H 2Mm/2H/ | Next, roll 1d10 and find the proper column across
2] 1JAT 13 the top of the table. Then, roll 1d10 and find the &l

34 2M/AH 1M/AH 1H/A/L 1M/A/ 3M/1H/ | correct row down the side. Find where the colum,
/A 123 J 2H/1J] 2T and row meet to get the gravity and atmospheré ™
1T of the planet. The diameter is listed beside th ‘ ‘

IM/A/ 2M/2H  IM/2H 2M/2H  1m/ip/ | Secad die roll.
1HAP /2] [1JAT  /2J/1P  1H

SM/2H 3M/2H 3H/A/2 3H/A/2 2M/3H/ D_iameter: The numb(_er i_n this column is the
IN3] /3P JI2T J3T 4] diameter of the planet in kilometers.

2M/3H 1M/3H 3M/3H 3H/4J/ 3M/A/1 _ _
123/2T /5T 143/2T 4T H .1-5.6: The gravity of the planet in tenths of a G

mdn Sljdzr £ Qa y2NXIf S| N

#: The number of planets of that given type. o . )
NE: Negligible gravity. The strength of the gravity @

the planet is noenough to have any game effect. Th

rules for weightlessness should be used whe

characters are on the planet. Obviously, the planet

H: Terrestrial Planet located in the Habitable Zene N0t have an atmosphere. Characters will have to weg

Venus, Earth, and Mars are considered terrestriafPacesuits when on the surface.
planets.

M: Minor planeta small chunk of rock much like
mercury in size.

N: The planet has no significanatmosphere.
A: Asteroid Belt.

surface.

J: Jovian planet gas giant planet, more a cloud of _
gases. Jupiter and Saturn are Jovian Planets. H: Hostile Atmosphere. The planet has

T:Terrestrial Planets not in the Habitable Zone. ] :
methane and ammonia, hydrogen and heliufrozen

P: Planetoida small chunk of rock barely large enoughSelid or any of a number of other dangerou A8
to be spotted. combinations. Characters will have to wear spacesults™
when on the surface.

Creating Planets

_ _ . of the star. Howeer, other conditions (gravity,
The following tables (Planetary Diameter and Grav'tyaverage temperature, etc) make the plan

and Satellites) are used to create any planet, whether, g iapie for colonization. No character may remaih
habitable or not. If the planet is not habitable, these on the planet for more than six months. If the planet L B

are the only tables used. If the planet is habitable, thenot in the Habitable Zone on the system display, the
remaining tables of the articlera used to generate atmosphere is coridered hostile ’

more information.

*: The planet is charactdrabitable if in the Habitable ‘{dgﬁ
€Zone of a suike star. Conditions allow it to be BEF 4

Planetary Diameter, gravity, and Atmosphere: Th .
' colonized. y ﬁ‘

following table determines the approximate size

T T
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A

Planetary Diameter and Gravity Table

(D d

1% Die Roll
2" Die Roll Diameter 1 2 3 4 5 6 7 8 9 10
Planetoids
1-4 Less than NE NE NE NE NE NE NE NE NE AN
1500
5-6 1500 NE NE .IN AN AN AN AN AN AN AN
7-8 2000 AN AN AN AN AN AN AN AN 2N 2N
g . 9-10 2500 AN AN AN AN 2N 2N 2N 2N 2N 2N
S @
{4 Minor Planets
4 1153 3000 AN 2N 2N 2N 2N 2N 2N 2N 2N 3N
46 4000 2N 2N 2N 2N 2N 3N 3N 3N 3N 3N
4 7-8 5000 2N 3N 3N 3N 3N 3N AN AN AN AN
gy 9 6000 3N 3N .3N AN AN AN AN 5N 5N 5N
¢ 10 7000 3N 3N 4H A4AH A4H 5H 5H 5H 5B 6B
| _
: Terrestrial Planets

1 8000 4H  4H  4H .5H .5B .5B .6B .6B .6B T*

2 9000 5B 5B 6B .6B .6B T* T .8* .8* .8*

3 10000 5B 6B .6B .6B T* T* .8* .8* .8* 9%

4 12000 NG T* .8* .8* 9* 9% 1.0* 1.0* 1.1* 1.1*

5 14000 .8* .8* 9% 1.0* 1.0* 1.1~ 1.1* 1.2* 1.3* 1.3* |

6 16000 .9* .9* 1.0* 1.1* 1.1* 1.2* 1.3* 1.3* 1.4* 1.5% )

7 18000 1.0+ 1.1* 1.1* 1.2* 1.3* 1.4* 1.4* 1.5* 1.6H 1.7H

8 20000 1.1* 1.2 1.3* 1.3* 1.4* 1.5* 1.6H 1.7H 1.8H 1.8H

9 22000 1.2 1.3* 1.4* 1.4* 1.5* 1.6H 1.7H 1.8H 1.9H 2.0H
24000 1.3 14 1.5 1.6H 1.7H 1.8H 1.9H 2.0H 2.1H 2.2H

Jovian Planets
30000 .3B

40000 .3H
50000 .5H
70000 .6H
90000 .8H
110000 .9H
130000
150000

Satellites _ . . To determine the number of satellitesraund any ‘
Many plan_ets haveatellites orbiting them. The_se wil planet, charactethabitable or not, the following table §
range in size from chunks of rock, t_)z_irely V'S'ble_fm”%hould be used. The referee should find all modifiefs|
the ground, to large moons. In addition to satellltes,,[hat apply to the planet and add them to the roll of 1 ]

some planets, especially larger ones, will have ring$ny The modifier results are on the table below. ‘
around them. i

|

N
¥
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 Satellites

Modifiers

Gravity x 10
Diameter/1000

Die Satellites

Roll

01- None

107

108 1-2 planetoids
118

119 Ring*

129

130 1-5 planetoids
136

137- 1-10 planetoids
149

150 Ring**

170

171- 2-20 planetoids
250

251- 2-20 planetoids and 1 minor planet
306

*. If a ring esult is obtained, another modified die roll

should be made. If the planet already has rings, treatnclination, roll percentile dice and read the results @

the result as 15 planetoids.

**: If a ring result is obtained, another modified die Temperature Modifier.

(Equatorial Inclination Table ~

roll is made. If the planet already has rings, treat t
result as 220 planetoids.

,

"yd’n. , T
[ )‘1““"”:‘ﬂ :‘
L M\”‘“%!W il
shorter than the amounts listed. However, if this wer

so, the conditions on the planet would nbe suitable i
for living creatures. :

I ‘1,¢'
| i
i !!“"/

b )

To determine the length of the day, roll percentile
dice and read the proper row. This will give a range|c
hours, 15, 1-10, or 220. The referee should the rol
the proper die to determine the exact number o
hours in he day.

By doing a little simple arithmetic, the referee can find. St \‘
the length of the year in planet days. Multiply the
number of Earth days in the planets year by 24. Divi ‘é
GKA&a G201t o& GKS ydzyoS J,
The result is the number gilanet days in the year. ;‘ I
(Year in Earth days x 24= hours in years. Hours{in |
year/hours in planet day = number of planet days
year.)

Equatorial Inclination

Most planets tilt on their axis. This tilt will have a
effect on the seasons of the planet. dlgreater the
tilt, the more severe the seasons will be. This will
affect the average temperature of the plane
according to the season. To find the equatorial

the table below. This will list the deee of inclination,
the general effect on the seasons, and the Average

o
Die Roll Degrees Seasonal ~ Av. Temp.{
If the referee desires, he may determine the diamete Inclination  Effect Change &
- gravity and atmosphere of the satellite by rolling of 01-15 0 No seasons 0°
= | the proper section of the Planetary Diameter an{ 16-35 10 Mild +5/-5°C
¥ | Gravity Table. However, if the referee does not inten seasons 3
| ] | for the player characters tever reach the satellite, [ 36-55 20 Eathlike +10/-10°C
‘ this is not necessary. seasons :
56-70 30 Strong +157-15°C [ § =
CharacterHabitable Tables Seasons »!‘ |
71-85 40 Extreme  +207/-20°C ' |
The following tables should only be used fd Seasons f"‘|“
characterhabitable planets. If the planet is not] 86-00 50 Drastic +25/-25'C [ |
characterhabitable, no further information is Seasons |
required.

Length of Day

The follaving table is used to find the length of the

] .‘

 PAGE
382

day (in standard 60 min Earth hours) on any character
habitable planet. It is possible for a day to be longer or
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Optional Tables
Average Temperature

With the orbit range and inclination of a character Age of Planets

zssglgb;e yé);arllr;/ et,[’er:;)(eer;f;reeree_roczr:) gsmmn:tcgsthe-rhe age of the planet will affect the results of thef =
SR A P R Lifefogm, Reource, and Unusugl Features. Tgbles, gng

Lt hysSuQa 2NDAU N )/ 35S 2 y : lﬁjﬁlgnbeuzletgniir%d Be%)fe $hgse ?a&e% %re Hse

range for the planet on the Stellar Display. This wil he young planets will be less likely to have hig

give a spread of degrees for the average temperaturea

eveloped lifeforms, and will have different resource
of the planet. The _referee should |r01d.1o and add and unusual features as compared to older planet
the base number (if any). The result is the averag

E‘Determining the age of the planet will give a modifier
yearly temperature for the temperate zone of the

i that is used on the three tables.
planet. To find the average temperature for the
different seasons, the referee should add and subtrac

the Average temperature Change givabove for the
L FySiQa AyOfAyliaAzyod ¢

temperature; the highest number is the summer

tI'o determine the modifier, find the proper stella

for th . below, T listed .is eithe
KBaed of dstaciea kS 1 & 0KES

temperature. Remember, these temperatures are onl m

average. Some days will be hotter or colde

r

]

Furthermore, many other factors may affect eth (F;(?:?;s i i
temperature of a planet (these may be created by the
G4G6 0
referee).
G7-G9 +1
| Orbit Range Base Temp in Celsius K Star +2
Close 20°C !
: If the result is positive, that number should be addec
Medium 10°C . g
Far 0°C to the die rolls on the proper tables. If the number i§

negative, that number should be subtracted.

Percentage of Water Lifeforms

All charactethabitable planets will have some amount |t the referee has not decided wab type of creatures
of surface area covered by water. Obvioughanets | inhabit the planet, he may use the following table
with a low percentage of water will be dry and barrengo, 5 general idea. It is important to note that the

for the most part. Planets with a high percentage of ategories used are extremely general. Many differert
water will have many island chains, and will often bekinds of creatures fall under each categories

humid or sometimes tropical. It is_impossible (bysecondly, the creaturesnd eyolutionary order are all

G2RF&Qa 1y2¢f SR3I Serhatitable Kitoid earth! Thisocgr{aih’l;}' ddes not mean that thes 1@
planet that has less than 10% water or more than 90%eatures will be found on other planets, onl |

water. The first would be a dry, barren ball and thesomething similar to them. A flowering plant o
second would be a misty globe.

“‘
i

another planet might be sticky pads of seeds that

open, get caught on a passingeature, and eventually §

Roll percentile dice and check the result against thedrop off the creature at a different place. A semi y,’
flowing table. Add or subtract the adjustment anrdu intelligent creature might have five small braing

from the die roll. The result is the percentage Ofcontrolling different parts of its body and a large
surface water on the planet. brain controlling the smaller brains. The referee

should remember to creatall alien creatures with
' Surface Water Table

imagination and common sense.

Die roll Adjustment

01-25 +10 Roll 1d10 and add or subtract the planet age modifi¢ ‘
26-75 0 then consult the table below. The result will be thelii§
76-00 -10 general level of development of lifeforms on thefifs

#
.

e ui
1 1

1

(

i

[/

i
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| Lifeform Table

Die Typical lieform Equivalents
Roll
1
less
2

-

or Single celled bacteria, red algae

Simple sponges, corals, jellyfish
Worms, lichen, snails, clams, green alg
Fish, insects, ferns, mosses

Lungfish, frogs, Sago palm (not a tf
palm tree)

Lizards, pine treesnsakes, palm trees
Dinosaurs, birds, rats, flowering plants
Mammals, grasses, oak (and other tree|
Apes, Chimpanzees, dolphins, whal
primitive beings

Intelligent beings (equal to charactf
races)

Special Features Table

Die Feature
Roll
0 or
less
1

Extreme geothermal activity

High air pressure
Retrograde spin
Twin Planet

No feature

No feature

No feature

Violent weather
Alien artifact

Low air pressure
Greenhouse effect
Tainted atmosphere

OCO|INO(U|B|WIN

[EEN
o

11+

Extreme geothemal activity: The planet is still quite

- -

-

DTS

,

L

ey

<

added 2 GKS fSy3aiGkK 27

planet of the twin planet group may or may not bg
habitable. Roll 1d10:-3 indicates a Minor Planet-& }
is a Terrestrial Planet, and al9 is a Jovian Planetf

Determine the size and gravity as a normal plaokt]

the proper type. The length of day will be identical
the first planet.

Violent weather: Storms and high winds are commo

on the planet. There is a 50% chance each day t at

high winds will prevent any flying movement and wi
halve ground movement.

Alien artifact: Something (a city, wrecked spacecra
etc.) of unknown alien construction is found on th
planet.

Low air pressureThe air is less dense than that @

Earth. Characters will require oxygen while on the

planet. Characters without oxygenillvsuffer a small
amount of damage every 12 hours (or part thereof).

Greenhouse effectThe ground is always shrouded b
a thick cloud cover, casting in into continual twiligh
The temperature of the planet is increased by €5

Tainted atmosphereSane agent in the air (a pollen,

micro-insect, etc.) makes the use of a filter mas

damage.

Technological stage

If the referee decides or determinesaha planet has

hot and active. On its surface are volcanoes, 9eySefaiigent creatures, this does not necessarily meah
basins, and fault lines. There is a 5% chance per Weqhey are equal in technology to the player charactel

that an earthquake will occur in the region of the

player characters. These quakes will knock charactergtage_ To find their technological stage, roll 1d10 and

off their feet and cause minor damage. The referee

races. Instead, the beings are sdmetechnological

consult the table below.

should place many active volcanoes and geyser basins

on the world map.

High air pressureThe air on the planet is denser than
Earth normal but still livable.

Retrograde spin:The planet rotates in the omsite
direction from most planets. The sun will rise in the
west and set in the east.

different areas of technology. These areas are .| ,
i

transport, power sources, types of weapons, an@l

information storage. An Earth equivalent for eac
category is given. The referee, if he/she chooses to
so, may raise or lower the stage of technology in al

]

v
\

(o1
g

of the categories. For example, a 4 is rolled. Tl




(s

gl |

the planet is poor in metals. Therefore, he/she lowers
the Weapons category by two, giving the follogi
combination ¢ sails; water/wind; spear/bow;
books/scrolls.

s
Technological Stage Table

Lo &

Technological Categories
Die Transport Power Weapons Data
Roll
1 Foot Muscle Muscle  Memory
2 Animal Animal  Spear/bo Painting/
w carving
% , * 3 Wheels/oars Animal Metal Alphabet
weapons
{ 4 Sails Water/  Crossbo Books/scro
P £ wind w lIs
5 Steam/airship Steam  Gunpow Printing
jf‘ der
: 6 Internal Electric/ Rapid fire Radio/
combustion  gasoline weapons television
7 Electric Man- Gases Early
made computer
fuel
8 Jet/rocket fission ~ Nudear  Magnetic
bubble
9 Interplanetary fusion Large
: beam
weapons
10 Equal to Character Races
?'i, 5
oz

Settlement Size

To assist the referee in preparing maps of inhabited
areas, he/she may use the table below to find the size
of an average settlement on thplanet. The result
from the table will list the population of an average
size town on the planet. Roll 1d10 and add the
number of the Technological Stage of the inhabitants.

Settlement Size Table

Adjusted Settlement Size

Die Roll

2-4 10-50 beings

5-7 10-100 beings

8-11 100-1000 beings

12-15 100010, 000 beings

16+ More than 10, 000 beings

N STARFRONTIERSMAN #23.

9RAG2NDE y2iGSY

This article was written about 30 years ago. Since tle
there have been many discoveries and postulations| a:
to how many planets are or could beoand stars
today. At the Starfrontiers.us site there are a couple]of
in house experts that can help you with a more realigtic
account for planets in a given star system.

Using this article to design your star maps will give
the feel of the old scho@&tar Frontiers and some insigl|t

into how they designed the original maps.

Notes

HOMBWEET HOME
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CLASSIFIEDS

From Fromeltar, to Madderly Star with layovers on Dramune and Cassidine, the sights, luxury and uniquj"

entertainment of theEmbecker Dancean be yours!
Take a leisurely round trip with our expert crew as you winess amazing stellar vistas all while entertainec

by our talented entertainment officer and her crew.

o
Celebrity Cruises: Spend a trip relaxing with some of your favorite HoleVid stars! \o
Adventure Cruises: Every voyage a new mystery umids to be solved by the passengers.
Sight-seeing: Come aboard with notable astronomers and astrophysicists and get a front row seat] -

some of the Frontiers most breatftaking vistas!

Next voyage of the Embecker Dance will showcase none other @n the comedic duo from the successfu
Holo-vid series3 Life with Blob " ! b
Take part in our interactive Adventure cruises scheduled regularly. Each trip, a new mystery unfolds tha
includes the crew and YOU!

Book the trip of a life -time for you and the whole family!
Call now. Chronocom #4458377530006938332351 !ﬁ

DURA-GIZER PARABATTERIES

The Frontier's TOP battery

DURM-GIZER

DuRN-GIZER

. CLASSIFIEBEREATING PLANETEHEDRTAR FRONTIERE G i N
| |



