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Speculations On Communications and The Media Of The Frontier

"Thanks, Ktiktlit! Hey, those Vruskan hatchlings are really something, eh Gathash?. That was Ktiktlit Kzak, reporting via sub space packet from the Volturnus Colony. Wait! They are telling me that... there is news from Solar Major. It seems a sub-space relay has indicated a distress signal from that system. Sathar ships have appeared. Now, this report of course is some 8 hours old. There is no telling, ladies and gentlemen, what has happened. We will keep you informed as this apparently serious situation develops. For now, this is Rogan Delmar. For Gathash Grachak,and the entire crew of Fromeltar Live! Thank your for helping us explore our worlds!" 
INTRODUCTION 

War. New Worlds. The Blue Plague. Scientific discoveries. Corporate Intrigues. Sathar. All the news that's fit to print. And to transmit across the lightyears over tight-beam tachyon subspace impulses.

The Media. It's everywhere, including the Frontier. It serves the same interests it always has,... to tell a good story, true or not. In our time, the media is complex enough, with the development in the last 100 years of entirely new forms of communication that reach out to hundreds of different cultures speaking different languages scattered across the globe. Imagine how much more complicated
the task to relating information effectively to entirely different species across dozens of star systems each facing unique circumstances with unique interests. Its a daunting task.

The clearest expression of the Media in the Star Frontiers rules is in Zebulon's Guide to the Frontier. Starplay Industries is the megacorp with the frontier's largest stake in the news, entertainment and information industry. Starplay is growing into
a large vertical monopoly, developing "legal intoxicants, confectionaries, exotic cuisine, sporting goods, sports events, gambling, recreational equipment and facilities, and general entertainment...".  In effect, the megacorp develops the kinds of products ideally suited for advertising on its media outlets.

There is a catch. UPF laws specifically prevent media monopolies, a rare exception in the world of megacorporations, given the descriptions of Megacorps in Zeb's. UPF laws prevent a single corporation from holding "complete monopoly in the tri-vid, holograph, or publishing industries." These, it seems, are the primary media forms in the frontier (See below).

The complexities of subsidiaries still allow Star Play to dominate the telecommunications and news and entertainment industries on the frontier 



MEDIA 

The settled worlds of the Frontier, including the newly contacted Rim Worlds, all have electronic media of some form available to residents. The kind and quantity depends upon the relative wealth of the society, its local system of government and its cultural and racial makeup. Some highly controlled societies severely limit the number of channels and the kind of material available, maintaining the minimun necessary to maintain UPF charter standards.

Worlds with two or more resident species are required to have a minimum of one channel per major resident species, plus UPF-I(or 'Eye' as its sometimes known), a common carrier that provides UPF news and information in Pan Gal across the entire frontier. In addition, UPF requires the presence of two other major Interstellar Channels (see below). However, on nearly all worlds there will typically be at least ten, and on higher population worlds, at least one hundred. The best guideline is one channel per million inhabitants.

These channels are typically available across an entire planet via direct satellite transmission, and can be picked up from at least 1 hundred thousand kilometers away from the planet surface with unsophisticated equipment. Higher quality sensor suites on starships or O/R Stations can pick up virtually any powerful broadcast signal in the same system, as long as local conditions, such as eclipses or solar flares, do not interfere.

The content of the channels varies system to system, with all manner of local content, instructional, interpersonal and generally uninteresting information. However, there are some interstellar services that are worthy of mention, since they are mandated by UPF charter to be carried in all member systems in keeping with the laws against media monopolies.

UPF-I 

This is the UPF's interstellar organ for disseminating news and information. The "Eye", as its called, is the common name for this over-arching techno-bueracracy that beams signals to every UPF member system or applicant. In times of war, citizens of the frontier are glued to the stream of holo's coming out of Gran Quivera's Central I. Central I becomes the government at those times, the faces of its stalwart anchors and political and military experts provides the populace of member worlds the face
of law and order.

In times of peace, it is called Shut-Eye. The reason is clear.  That's what happens to those subjected to its incredibly dull programming. If there are no Sathar attacks imminent, no blue plague outbreaks, etc, the 'I' runs a tedious combination of text scrolls, Council proceedings, informational programming on such topics as vruskan joint hygeine or Dralasite linguistic commentaries.  The Eye is operated with an agreement with Pan Galactic Corporation, a concession the giant garnered from the UPF to prevent StarPlay from developing monopolies.

The conspiracy minded view the 'Eye' with suspicion. They believe that the government organizational structure provides anything but the truth, and believe that the 'eye' is actually looking at its own citizens.

StarPlay Channel 

"Vrusk, Human, Dralasite, Yazirian. Everyone watches Starplay, because there is something for Everyone!" The shopworn slogan of the frontiers biggest, most-watched channel has never been replaced because no one could think of anything more accurate. Everyone watches StarPlay Channel, at least some of the time.

This is one of three 'required' channels on each world, and is consistently the single most watched outlet in the frontier. Its fare offers the highest production values, biggest stars and the blandest forms of entertainment. Star Law shoot-em-ups, glitzy variety numbers, and saccharine sit-coms dominate its fare. It also provides news (albeit in an untastefully flashy and pretentious manner) of the frontier. Well produced 'reality shows' like "World's Uncharted" have made hero's and cult figures of common adventurers and their exploits. The news monolith "The Frontier Today" and its crack anchor team have tied the disparate worlds of the frontier together in times of crisis and joy. This last segment of programming is how StarPlay publicly justifies its required status, although most suspect that StarPlay Channel was strongarmed into the UPF charter by StarPlay using the political leverage of the Transtar service.

StarPlay Channel is a huge revenue producer for the mega-corp, which also provides several other channels to system, although those are not required. They include sports channels, shopping channels, interactive chat channels, and other more esoteric offerings. Increasingly, StarPlay Channel is creating strong interchannel tie-ins, and is selling 'paks', carefully crafted channel packages to subscribers. Buying an info-pak is cheaper than buying channels ala-carte, but has the effect of squeezing out competitors. This tactic is under review by UPF-I

Ephemeris 20 

The third must-carry channel is the holo-vid arm of the Society for the Standard Day (SSD). This private, non-profit organization was founded in the early days of the UPF by the merchant's guilds in an effort to promote the concept of the standard day as the excepted chronological baseline for the UPF member worlds. The Society operates much as the National Geographic does, sponsoring well-funded expeditions to remote corners of the frontier, chartering new star routes, and at the same time promoting the cultural development and expression of the frontiers established citizenry. In addition, it has strong ties with the academic communities of the frontier, particularly the newly founded University of Zebulon. The board of directors is a distinguished and independent group of grey eminences, all of whom are noted philanthropists with strong academic interests. To this day it promotes the cooperative capitalism advocated by the guildmasters. The merchantmen, most of whom also belong to a masonic secret society,

The programming is distinguished from the dull, government agenda of the 'Eye' and the commercial monopolostic, dumbing-down of StarPlay Channel. Ephemeris features scientific discoveries, high quality documentaries and historical recreations. It offers a romanticized (some would say 'homogenized' view of the frontier, particulary engaged with its wildlife, resources, and potential for controlled, sustainable development. Its costs are paid for by the Society for the Standard Day, which solicits in turn tax-deductible contributions from the general public. It airs no commercial messages and recieves no government subsidies. However, the sheer quality and integrity of the programming exceeds the capacity of such limited funds derived from these genteel solicitations.

The SSD's holo-vid channel is just one arm of a vast multi-media empire that exists outside the governmental and commercial confines. It produces tremendous reference works, subsidizes artists, and supports educational initiatives. However it also zealously protects its properties, intellectual and real, and there is a general feeling that its merchanter ties can exact tremendous pressure on other megacorps and the UPF itself. This has made it the target of many religious zealots and other smaller non-profit organizations who envy its special status and its impugnity.

The headquarters for Ephemeris 20 was for years located in Gran Quivera. However, with the opening of the Volturnus star route (which it pioneered), the Society quietly moved all operations to that undeveloped world. Today, it has a small, but impressive
planet-side facility overlooking the Eorna Crystal City. Its main operations are located in a large orbiting facility, from which it dispatches its well-financed expeditions to all corners of the frontier, and beyond.

Media and the Play of the Game 

The frontier's size and its relatively low population density mean that much of the media will focus its attention on local events. PC's will encounter the news media in practically any civilized area if they are in or around any emergency situation,
crime scene or major event. Outside of civilized systems, the media will be encountered rarely.

In cases where media is encountered in remote areas, it will be an expedition sized contingent, aboard a Moraes-Class vessel converted to its special needs. In addition to the spacer crew needed for ship operations, press-ships will have a crew of 12, including 1-2 producer/journalists(Explorers), 4-7 media specialists (tech-ex's)including holo-vid and audio recording experts, and a combination of 1-3 expert commentators (sci-specs and enforcers), depending upon the support/expert commentary needed. The producer/journalists and any expert commentators will all have high PER/LDR skills, reflecting their on-screen personae.

These press-ships will have landing capability and sophisticated media/communications equipment, including 3 to seven professional holo-vid recorders, microphones, a minimum of two subspace transciever units, and full sensor suites.

In general, press-ships are owned only by one of the three registered carriers (see above) or leased by smaller entities on a yearly basis.

Press-ships are often found accompanying major military operations, reporting on major new commercial ventures, unusual natural phenomenon, flights by high-profile UPF administration personnel, etc. In short, all the news that's fit to vid.

Their presence is both a positive and a negative for PC's. On the one hand, the media can get in the way, distort the PC's efforts or those of their enemies, distract attention or steer the mission to more glamorous and less substantive ends. On the other hand, media will often pay for exclusive rights to intriguing stories and to cover major expeditions, will finance expeditions, and the resulting publicity can make the PC's services in greater demand, and thus worth more. Finally, the media can help uncover hidden information, get the PC's side of the story out, and generally act as a vigorous counterbalance to megacorp intrigues and government intransigence.

How Big Is The Story? 

What constitutes local vs. system vs. frontier wide news? Let's use as rule of thumb stories from the official SF adventure modules on a scale of 1-4. Local/Planet wide stories = 1; System wide stories = 2; Possibly Affecting Nearbye Stars (one jump away) =3; Important to the entire UPF = 4.

While there is no hard and fast rule on how much the media will pay for exclusive footage, stories, rights or interviews, generally the media will they will pay 1000 to the PC's for Level 1 stories, 5,000 for Level 2, 15,000 for Level 3 and 45,000 for level 4 crisis. Additionally, if a character plays a central role and has a high PER score, add 10% to the amount for each 10 points of PER 60 or greater (PER 60=10%, PER 70=20%, etc.). This reflects the cult of personality.

	Story Significance 

	Type    
	Description 
	SF Adventures

	Level 1
	Local Disasters, Crimes, 
Primarily affecting PC's life and limb. 
	AD Basic Book adventure; GM Screen Mini Module Volturnus, Planet of Mystery. 

	Level 2
	System-sized conflicts, Space Battles; System Politics; New Planet exploration 
	Warriors on White Light--up to and incl. Pirate Battles; Dramune Run (possibly Level 3); Mutiny on the Eleanor Moraes; 

	Level 3
	Major System/Minor UPF political pheaval/Health Hazards, Minor confrontations with Sathar; technology from precursor civilization; New sentient race discovered;  Major New Technology discovered.)
	Sundown on Starmist

	Level 4
	Major Sathar Confrontation; New advanced intelligence discovered; Major UPF political upheaval 
	Starspawn of Volturnus, The War Machine 




TECHNOLOGIES 

Holovid 

The 3-D version of our television is the single most powerful medium in the entire Frontier. It is the most compelling, the most followed, and ultimately the most superficial of all the dominant mass media. It is also the most human. Humans are utterly devoted to the moving image, these descendants of curious hominids on a forgotten homeworld, the human fascination for the moving image, the emotionally complex human face, the simple repetitive nature.

Holovid comes in 3 forms: 1)Single Perspective, 2)Virtual Reality and 3)Phantom Projection

Single Perspective 

The first is a high resolution flexible flat panel screen that provides the intense illusion of three dimensions. This is the most popular and most produced version of holovid. Most of the popular news and entertainment programming is produced for it. In the era of the Frontier, the quality of the everyday holovid screen is universal. The result is that the 'movie-screen' is increasingly rare, especially among the dralasite, who prefer lonely introspection or determined and specific interaction even among their own kind. Screens smaller than 100 sq/cm have cannot display are simple LCD panels incapable of real depth display.

Flatscreens can display limited forms of all visual images, and can be crafted into practically any size greater than 100 square centimeters to a mega-screen several stories high. The panels are formed a milimeter in thickness for every square meter in size. The filmy flatscreen is often bonded to stronger polymers, or molded to fit the contours of nearly any shape. The cost is10cr per 100 square cm. However, most computers or CAS/CAC's come with a basic screen included, along with a simple audio suite. 

Virtual Reality 

This technology comes in many forms but involves a series of holovid projections in a 360 degree field of vision. Vision is occluded by microprojectors in a visor. The visor is also outfitted with micro-speakers for audio. Advance outfits also come with tactile
and scent inducers for a total experience. Feedback from the viewer can be performed with a sensor glove and specified hand movements, a keyboard, or even direct neural link.

In the frontier, the primary use of virtual reality is for training,
but it is also widely used for games and other experiential forms
of entertainment.

Virtual reality rigs range in price based upon their list of options,
which include: 

· Standard: Visor, sensor glove, computer interface 

· Options: Neural Link 

· Tactile/Scent Inducers 

· Programs

PHANTom SIMulator (Phantasm) 

This is truly the state of the art in holovid: a three dimensional model of objects in space. A Phantom Simulator emits streams of charged particles that reform into the appearance of solid objects.  The display is installed in pairs of two pads mounted opposite each other, either vertically or horizontally. The pads themselves are no larger than 1 square meter, but multiple projectors can be linked to make larger displays possible. The simulation is realistic yet has a distinct 'electronic' feel if examined closely.  Advanced computers (level 3 or above) can 'peel' away layers of an object, allowing for cutaway views.

These 'Sims' eat up 10 times the amount of information of standard holo's and have a much higher cost.

Each Phantasm rig costs 10,000cr. Typically mounted on ships-bridges, the sim adds 10% to piloting maneuvers and astrogation skill checks where appropriate.

PRINT 

The communications technology of the Frontier is sophisticated, but there is still plenty of demand for printed communications, the print media, and other low-tech media.

Newspapers 

The newspaper is little different from those we are commonly exposed to now, although delivery is often in electronic form, which is subsequently printed and bound into a conveniant bi-fold tabloid. Each settled planet has some form, although local censorship laws and community standards may vary wildly from community, nation, planet or system. For game purposes, they fall into roughly these categories, although some cater to single species interests. 

At any given time since the founding of the Frontier, there have been between 3 and 5 interstellar newspapers serving wide communities of interest. Mergers, upstarts, and failures occur on a regular basis, but some have established themselves as benchmarks of journalism.  Others are considered more frivolous, catering to prurient and salicious tastes, but generally getting a wide circulation. 

The Star 

This is the largest and oldest newspaper, a respected and surprisingly stodgy publication from a StarPlay subsidiary. It is generally considered or at least considers itself to be the paper of record for the Frontier. It is made available daily via E-Net or sold as hard-copy. Higher tech worlds deliver it using robot-delivery.  Cost is 1cr. A subscription for one standard year is just 100cr, which comes with a free chronocom, if you order now. 

The Znadkitkar Almanac 

Commonly called "The Almanac" or just "The Nack" in Pan Gal, this vruskan publication has gained a wide readership because of its savvy, no-nonsense reporting. Its focus is primarily on commerce and free trade, and its slant is decidedly strong in its editorial outlook. However, it does a thorough job of reporting all kinds of news and information, since anything can affect the business of the Frontier.

Epilogue 

This sensational news-zine is also published by StarPlay. Its
focus wanders into the lurid, the spectacular, the novel, and
at times nearly pornographic. Because it is under the same umbrella
as The Star, it casts a shadow on the more mainstream publication's
reputation.

Magazines 

Like newspapers, magazines and other periodicals vary by audience,
system, species, etc. Moreover, there are popular publications
for mass audience and more narrowly focused ones, including scholarly
journals. Some are exclusively print, others carry electronic
components, holographic images, recorded sounds, and an endless
variety of formats. 


Ephemeris 

This is the 'National Geographic' of the Frontier: A widely read,
exploration and science oriented journal published by the Society
for the Standard Day. 



COMMUNICATIONS 


The vast distances between the systems of the frontier make any communication difficult and costly and real-time communications impossible. Subspace radio is the fastest known method of communication,  allowing unimaginably fast transmission of signals from point to point in the space of an hour per light year. However, this amazing technology has severe limitations. For one thing, the cost of a transmission in power is tremendous. For another, it demands pinpoint accuracy and is fired in a brief burst of tachyon particles. From this we can assume that the amount of information sent in a single burst is limited, even allowing for a digital signal with extreme compression ratios. 

For the purposes of this article, it is assumed that transmissions are also limited in the amount of distance they travel at a maximum of 20 light years. Beyond that distance communications are impossible, and grow more limited as they near that limit. At a distance of 1 light year, a single, pinpoint burst of subspace radio can recognizably transmit 1 gigabyte of information without loss. The amount of information is effectively halved every two light years or 500 megabytes at two light years, 250 megabytes at 4, due to the need to use lower compression ratios. Note that a gigabyte of information is the equivalent of 10 minutes of quality holovideo signal, 2 hours of audio signal, or two sets of encyclopedias if sent in text form. 



	Subspace Radio Distance Signal Loss 

	distance in light years
	signal size in gigabytes

	1
	1.0

	2
	0.5

	3
	0.25

	4
	0.125

	5
	0.0625

	6
	0.03125

	7
	0.015625

	8
	0.0078125

	9
	0.00390625

	10
	0.001953125




The amount of signal that can be carried beyond this range is barely significant, but can be detected by sophisticated receiving equipment. However the amount of information capable of moving farther is limited to a simple emergency signal bearing minimal information such as ship registry, location, and number of survivors.

Further, to send a gigabyte of information is costly for those who don't have their own subspace transmitter. To send a signal via a commercial provider is up to cr.100 per gigabyte per lightyear and an additional 100 per relay used. Thus for a signal to travel the entire length of the frontier at the highest speeds requires the kind of capital only the largest megacorps and government agencies can afford, mainly because they are the ones that own the relays.

Origination/Relay Stations 

In any explored system there are a minimum of two federation-chartered Origination/Relay ("O and R") stations located at least one light minute (17.28 million km) apart. These stations are manned with a small compliment of highly trained technicians skilled in communications and cryptography. At least one of those systems is located on a space platform. The distance allows them to triangulate emergency beacon information. It also allows one relay post to monitor the other in case of disasters such as surprise Sathar attack. In addition to the mandatory two UPF relay posts, most systems have 1 commercial O/R stations for every million inhabitants to a maximum of five commercial. Of those, Starplay and its subsidiaries control at least one.

O/R stations are highly regulated and liscenced by the UPF. The liscences are among the most lucrative and highly prized possessions in a corporate portfolio. The reason is that they are supposed to be known quantities, their coordinates in real space fixed to within 1 kilometer of their known position. Only by maintaining that precise location are they able to be targeted by subspace signals billions of kilometers away. Moreover, a licensee is required to maintain the equipment at optimum levels, keep a minimum compliment of trained personnel who are themselves liscenced, and to transmit accurately and discretely all signals (although many anecdotal rumors cast doubt upon the latter quality... i.e. Starplay is very seldom 'scooped').

That does not mean that all communications in the frontier moves through O/R's. Quite to the contrary, any subspace-equipped ship or ground transceiver location can target any known coordinate within range. Therefore private and very temporary O/R stations can be set up by well connected corporations, law enforcment, military, or criminal organizations. All they need to do is deploy the infrastructure in a system to apprehend the tachyon burst and to relay it.

TranStar 

"Excuse me sir, you have a "Transtar". 

No end of holovid blockbusters have latched onto this cliche. The hero gets a Transtar, giving him/her/it the crucial clue needed to defeat the detestable enemy, some sathar collaborator, pirate, or the vile live worms themselves. The meaning of 'transtar' is clear: a costly message of incredible importance.

For the well-connected, there is a way of moving signals across the frontier in a matter of hours or even minutes. This far exceeds the theoretical speed of subspace transmission, but uses a far less elegant but greater brute-force technology, the frontier equivalent of the pony express. The Society for the Standard Day and its parent Merchants Guild thus far is the master of this feat of monumentally precise scheduling, holding a virtual monopoly that even the UPF or its spacefleet cannot equal. Even they send urgent 'transtars' via SSD.

The method is simple in theory, horribly complex in execution.  Transmission time via subspace radio is 1 hour per lightyear.  Transtars take advantage of the fact that  hips can traverse the void in a matter of seconds. Starplay has devised a scheduling system of transtar ships that dip into and out of the void, relaying information across real space via secured secured laser transmission.  The network schedule is too complex for brief description, but suffice to say that if transtar fees are paid, a gigabyte message can traverse the entire frontier end to end in less than 1 hour. Those fees are steep: One hundred times the cost of normal subspace communication. 

TranStar Courier ships are given priority over all vessels throughout the entire Frontier. Nothing has greater priority than a TranStarCourier. An on-duty TranStar has general priority over military, emergency, rescue, or diplomatic vessels. Only the UPF executive authority can overide this edict. Even in a period of martial law, these authorities are loath to tinker with the clockwork scheduling necessary to maintain the network. In times of emergency, all TranStar operations are impressed by the UPF for emergency communications. In fact, key TranStar personnel are required to have at least a nominal officer rank in the Spacefleet reserve corps.

Psi-Corp Com (Optional) 

Psi-Corp, the shadowy agency within Star Law has begun exploring a totally new method of super-luminal communication. It is the fastest and most feared form of getting messages across interstellar space. 

Psi-Corp Com has found that certain pairs of enlighted fraternal twins (and, in at least one case, triplets) who share the discipline of Telepathy can achieve limited instant communication. The communication is exact and has been known to work to a distance of 40 light years! However, the contact is draining on the sender, who must exert complete concentration to initiate the link. The longest known use of the discipline is 3 minutes, after which the sender needed a full day of bed rest to recover. 

Research on this method is in its earliest stages, with few reliable studies defining its limitations or potential for development, via drugs, genetic enhancement, or biomechanical supplementation. Still, it has the potential for providing untraceable, unjammable communications across the lightyears, providing real-time communication in a frontier that is scattered across dozens of remote star systems. 

Message Relay Banks 

[editor's note-- the MRB concept was devised by Albin Johnson.  His description is placed here, followed by additional notes from Tim Carrier] 

Every major starport had a Message Relay Bank. MRB's were the mainstay of the quickly-growing new MegaCompany, Datacorp (a company that works a lot like Western Union or the old Pony Express, or even the amorphous Internet). 

MRB's work on a simple premise: the average space-farer has little time or money trying to reach a party light-years away, especially if the party's location is unknown. So they purchase an account from Datacorp that allows them access to the entire MRB network. Information is processed by a fleet of heavy-duty communications and relay satellites, channelling vast amounts of data every day. The average customer can check at each Starport message center to see if 'mail' is awaiting them. Accounts usually run from 1200 -2400 credits a year, plus transfer charges. 

For those who cannot afford to have their messages forwarded from system to system, some people (mostly on-the-go spacers) leave static messages at frequently travelled ports. The messages can cost anywhere from 10 to 100 credits and stay there in hopes that the recipient will soon be passing that way and check for it. It is a good system. Datacorp has profited tremendously and simultaneously stream-lined the availability and transportation of information across the Frontier. However, suspicion has grown over the power Datacorp has in handling so much sensitive data. Surely an abuse of that power would be profitable, but such a matter is the subject of politicians and nothing has emerged to prove it occurs. 

[additional notes below on MRB's by Tim Carrier] 

Message Relay Banks are the most common form of interstellar communications. These are the SF equivalent of email, with every person on the frontier capable of having at least one personal private MRB account. MRB's can be accessed through special booths located in public places, or accessed remotely for an additional fee. Because the amount of access locations available (the MRB is distributed via subspace relay throughout the entire frontier) the size of messages are limited to one Megabyte. This is the equivalent of 1 minute of low-rez video, 10 minutes of audio or the equivalent text/pictures. An MRB account has a limit of 1 gig or 100 maximum-sized messages. 

New Items for Star Frontiers 

Here are some items I have collected together from postings to the Star Frontiers Listserv. I hated to see them disappear. Those items collected are posted with permission.  Where possible, I will post the author's email address and name. 



Sling Pack. (LC-B) 
A sling pack looks like a normal bandolier sling for
a rifle. However it can hold upto four standard powerclips and has an
adapter like a power beltpack. The sling draws from each clip in
sequence and can be reloaded at any time. It can only power one weapon. 
The sling can be modified to be worn as a belt and used to power a
pistol if necessary.

Cost: 40
Mass: 0.75 (Empty)


Weapon Type: SAW 
Damage: 8d10 / burst 
Ammo: 20-round belt (may link up to 5) 
Rate: 2 bursts / belt
Defense: Inertia
Ranges: 

	PB
	Short
	Medium
	 Long
	Extreme

	0-20 
	21-50 
	51-120 
	121-250 
	251-500


Weapon Mass: 8 kg 
Weapon Cost: 1200 Cr 
Ammo Belt Mass: 0.5 kg
Ammo Belt Cost: 5 Cr 

NOTES: Available to military / paramilitary only - otherwise strictly illegal on all UPF member worlds (though common on cesspools like Outer Reach or Laco during the War there). Also note that the SAW costs just enough that 5 at the same price as 3 full-size MG's - any cheaper, and the SAW would probably have replaced the MG entirely, even with the shorter range, being that the other heavy weapons all have better range, more punch or both than the MG as written... 

Wouldn't want to make the SAW too attractive or it'd screw up game logic such as it is.  So, that's my 2 cents on that one. 

Kveldulf@aol.com (Kveldulf) 

STAR FRONTIERS SENTIENTS 



ON HUMMA'S 



Excerpt from Dr. Tarip Esner's* "The Curse of One - A Study into the Humma Culture-Linguistic Link" (pg. 137) 



Hev -- One (noun), Hated (adj), Cursed (adj) 

This one word sheds light into the mentality of the Humma while giving support to the theory of past Sathar intervention. As can be seen, the Humma associate the number one with the idea of being under a curse. This no doubt is linked to the reproductive cycle of the Humma who may only bear one child. Now it is obvious that this has not always been the state of affairs, for the Humma now number several million. This leads one to the conclusion that the current condition is not the natural nor desired one. The proposition by Pinola (FY 108) is supported by Teikos Hev -- the 108's name for Outpost #1. Although Outpost #1 is the common translation from the Humma language, the name can also be translated Fortification One or Hated Fortification. Now in the light of the previous occupants of Teikos Hev, Hated Fortification may be a better translation. This theory ties together with Pinola. If Pinola is indeed right then the etimology may be somewhat as follows. 

The Humma were a race which the Sathar met early on. As is their way, the Sathar enslaved the Humma. But as any student or friend of a Humma can witness, they are not of the inclination to be controlled. A revolt ensues which is costly to the Sathar. However the Sathar with superior technology prevail and decide to reduce the risk of further revolts by genetically engineering the Humma so that only they may bear only one child each, whereas they previously bore up to eight pups per litter.** By controlling the females in the population, they are able to threaten the race with extinction. Thus the number one became associated with a cursed state. Later in their history, the Humma are able to throw off the yoke of oppression (perhaps when the Sathar became occupied with war upon the UPF). Upon joining the UPF, and offered a chance to strike back at the _bah_ (meat, enemy, Sathar), the Humma were more than willing. Thus, upon learning of the outpost of Sathar, it became to be called Teikos Hev -- the Hated Fortification of the Sathar. Since the liberation of the planet, the 108th, have kept the name to remind themselves of the Humma condition and those who brought it upon them in the first place. 

* Dr. Tarip Esner is a Professor of Sociology at the University of Zebulon. As a Yazirian he is one of the few races which the Humma respect, giving him opportunity to study their culture as none other have. He is considered the foremost expert on Humma culture and society. 

** More evidence of the original reproductive state of the Humma is indicated in their name for a Humma who has given birth to a litter of two pups -- Asumfora -- without misfortune. Rather than being called Seemeiov-miracle. This is in light of the fact that litters of two pups occur only once out of every eighty million (1/80,000,000) Humma. 
Well, what do you think? The idea of Humma twins sure brings up ideas .. . . Thanks! 

Andrew L. Chang
andrewlukechang@cyberdude.com 

Pierre Savoie

RELIGION IN SCIENCE-FICTION ROLE-PLAYING GAME CAMPAIGNS

by Pierre Savoie

     I want to throw together a few thoughts on how to handle the

historical development of religions in a spacefaring science-

fiction future, for use with role-playing games.  I draw my

inspiration from the DUNE novels and a look at how religions with

recognizable elements from our day might change and spread 10,000

years later, through the important influence of a space diaspora.

DUNE mentioned odd developments such as the Orange Catholic

Bible, the Dune Tarot, and a "Luddite" revolution against

computers called the Butlerian Jihad.

     In this essay, "people" mean all beings of the same species

as you, as opposed to science-fiction "aliens".  A different

religion may come from aliens, or just a different group of

people.

ASSUMPTIONS:

     Here are some general working assumptions, bearing in mind

that we ARE talking about future-fiction here.  Although some

real-history cases are mentioned as illustrations of general

effects, no offense to existing religions or their "truth" is

intended.

1)  No religion stays the same.  Over centuries, wars, spreading

into new peoples, gradually mutates the "message."  The plausible

lifetime for a religion as humans know it seems to be about 3,000

- 5,000 years, beyond which it bears little resemblance to its

forebear.  Observe, for example, the Blacks of Ethiopia who are

Falasha Jews, a long-hidden Jewish tradition that had the Torah,

but not the Talmud.  The more Orthodox Jews don't want to

recognize them as truly Jewish.  The "parting of the ways" may

have occurred 2,500 years ago or more.

     Hinduism has lasted a long time, although it has also

changed from INTERNAL changes of emphasis and the dropping of

certain gods:  the Hinduism of North India resembles an ordered

pantheon with only a few "prime movers," and Hinduism in the

southern regions of India has a greater number of goddesses, and

more of the two million possible Hindu gods.  Each god has its

origin as the patron spirit of one single village, or of a

location, and Hinduism absorbed them all (accretion).  A similar

process occurred for Greek mythology (Athena being the goddess

for Athens, Poseidon of the sea, each of Jupiter's human lovers,

etc.; each was at one time exclusively worshipped as the sole or

major god depending on locality, or represented various heroes

and heroines).  

     One can almost speak in evolutionary terms about speciation,

diversification, natural and random selections.

2)  The urge to revamp a religion is strong.  Claims of religious

miracles or momentous events in religious history, involving an

uncertain, semi-legendary past, tend to minimize the worshippers

of the present day.  They wonder why they are not themselves

privy to miracles and massive revelations in "interesting times."

Therefore, ONE method of religious revival is to take existing

beliefs and combine with new beliefs, to steer the ship in a new

direction (syncretism).

     Some canny figure may find a way to do this, by changing or

adding to existing doctrine (Joseph Smith of Mormonism, or Prince

Gautama of Buddhism) or by fusing two existing belief-systems in

close proximity (Guru Nanak of the Sikh religion, drawing from

Hinduism and Islam).  They will gain followers by being able to

involve people of the present directly, in essence resetting the

calendar to Year 1 of a new era.  The people are told they are at

the crux, the turning point of history, which is a strong appeal.

     Sometimes they will violently denounce the precursor

religion(s) (otherwise, why make a new religion at all?), or

sometimes they will make surprisingly generous overtures to the

past, the better to give followers of the old ways a bridge to

the new.  For example, Guru Nanak emphasized monotheism as in

Islam, and yet at the same time religious legend has it that

millions of Hindu gods witnessed his birth and foretold his

future as a great man.  The apostle Paul appealed extensively to

Greek-speaking Jews to have them adopt Christianity.

3)  When there is more personal freedom, religions are adopted no

longer through heredity, but through free-market forces.  No

matter how odd or alien the religion, or even if it COMES from

aliens, a small minority will be interested in adopting it.  In

Larry Niven's RINGWORLD novels, it was mentioned that a small

number of Kzinti became Kdaptists, a belief that since their

human enemies were winning so many wars, God must favor humans. 

Kdapt worship ceremonies at the peak of a war with humans were

performed wearing human masks, hoping to fool God long enough to

win favor.  The majority of Kzinti despised them.

     Even in our own history, radical shifts have been observed. 

There was an invasion of Eastern religions into North American

young in the 1960's, although not all these religions were

considered true religions in the Western sense.  For reasons tied

to politics and an imagined ancestral link and non-oppression,

many Black Americans have converted to Islam.

4)  Space travel causes many changes, and these to the nth power.

If a tiny and weird religious minority moves off and colonizes a

favorable planet, they may later number in the billions and

colonize an entire arm of space, all with that particular

religious character, and become a local majority.

     If a planet is cut off, isolated from interstellar cultural

currents, their religion will drift or even severely mutate. 

Religions caught together on such a planet may fuse peaceably (or

conversely blow the entire planet to NOBODY'S Kingdom Come).  In

current Japan, people are comfortable with many religions at

once, marrying as Buddhists but with Shinto funerals, and may 

even be partly Christian in the bargain.

     There is another effect:  space secularizes people.  Unless

one is running a fantasy RPG campaign, space travel and smallpox

cures are not achieved through Oms, Koans, Insh'Allahs or

Hosannahs!  To be able to explain the nature of physical reality,

and to exploit (or prevent) its properties to suit one's own use,

the Scientific Method must be turned to as the methodical way to

construct theories and test observables, and becomes the most

efficient way of arriving at the nature of physical reality.  The

truth of a thing becomes tied to its proven effectiveness.  

     Religion thus retreats from the causal to the "spiritual,"

"emotional" or "behavioral."  Religion becomes more personal,

less the product of everyday interaction with the world and with

others, and people abandon one ancient use of religion as an

attempt to explain previously unexplained physical phenomena.

     The harsh nature of space and the relentless physics of lack

of fuel, food or oxygen may also drive home the point that

miracles won't happen, not on THIS trip; only personal effort and

resources count, despite all the necessary wishing tied to the

preservation of life.  Or, conversely, it may lead to fatalism

and a warrior-religion like Zen Buddhism was to the samurai or

Klingon beliefs to the Klingon.  They may seriously want to seek

death in battle rather than pass up this "honor" and die horribly

in an accidental decompression or a crash instead.

5)  Religion causes grave conflict.  More correctly, religion

granted temporal or secular power will assert itself over

people's lives, or be affiliated too closely with a ruler, and a

conflicting religion will indeed cause conflict.  If there is a

government of guaranteed neutrality or secularity, then

religions, forcibly put on the back-burner, may coexist

peacefully, and this hastens the speed of some of the previous

effects.

     So, how do you generate a religious "history" of future

space?  

The sharpest religious divisions might be that between human and 

various alien outlooks.  Within each race, a unique history may

be 

developed, and some religions survived and some didn't.

     This is a product of RANDOM selection, rather than natural

selection, for I would hesitate to claim that there are specific

traits ensuring the survival and spread of specific religions. 

Most disseminations and conversions have been intimately tied to

the unrelated parallel business of the fortunes of war, or the

filling of ethical vacuums:

     In a decadent and ethnically confused Rome, many cults,

including the cult of the sun-god Mithra, were contenders to be

the dominant religion of the Empire.  Christianity only HAPPENED

to win out.  A non-violent monotheistic cult, no matter how

sublime its concepts, may have been smashed by the more violent

Viking culture nearby and its less developed, "barbarian"

religion.  Zoroastrianism, a religion of fairly peaceable and

life-affirming concepts, was hounded out of Persia by Islam, and

settled in India instead.

----------

     Therefore, for a race and planet or a specific spatial

region, decide the religion's basic type.  This is my shot at

rough classifications, forcing a fit to come out to exactly 10

categories (I wonder why?), and some examples given may fit in

more than one category.  Roll or choose on the Base Religion

Table:

BASE RELIGION TABLE (1d10):

1  Animism

2  Spirit Religion

3  Polytheism

4  Pantheon

5  Monotheism

6  Supernaturalism

7  Personal Transcendence Religion

8  Psychologism

9  Atheism (or non-belief)

0  Radicalized Materialism

ANIMISM:  A belief that spirits or occult phenomena exist, tied

to every living and non-living object.  Larger or more important

objects have more powerful spirits.  Beliefs about what these

spirits mean to people and their conduct is not well

systematized.  Examples:  caveman beliefs, American Indian

religions, African religions.

SPIRIT RELIGION:  A form of Animism where certain spirits are

emphasized, and the idea that these spirits intimately influence

people is advanced.  A prominent priest class to manage the

details may appear for the first time.  Examples:  Shinto,

Voodoo, Wicca, spiritism and the Latcher cult (superstitions

about the spirits of those who last died in a mining spacesuit.)

     In the Latcher belief, since mining spacesuits are too large

and expensive to be given final disposal after someone dies in

them, they must therefore be repainted and renumbered.  The

miners, to soothe their unease, must propitiate the spirits of

dead miners, the "Latchers", so-named because they are said to

hang on to the last object in space they knew in life, and

terrorize the living.

POLYTHEISM:  A belief in many gods of greater power and influence

than is normally attributed to spirits.  There may be a hierarchy

of gods, avatars, spirits, etc.  To varying degrees, these have a

message or seek to guide people.  Example:  Hinduism, Mayan

religion.

PANTHEON:  A fixed and well-developed order of gods by

functionality, who may be in conflict to mirror conflicts in the

forces of nature.  Small-scale spirits may not exist at all.  A

pantheon may be as little as two gods, one for Good, another for

Evil (for these are the ultimate moral and behavioral functions).

     One could have different "teams" of gods in the pantheon,

for example, a Tricameral Pantheon:  each "team" representing

greater and lesser gods for Good, Evil, and the alien concept of

Pruignath, which is neither, and represents some alien statement

of a remaining uncaring component of insane, random nature.

     Examples:  Greek, Chinese, and Viking mythology.

MONOTHEISM:  The belief that the universe is unified under the

control and view of one God.  In North America, this is the type

most familiar to people, although they somewhat tend towards

being bipolar pantheons for Good and Evil.  Examples:  Judaism,

Christianity, Islam.     

     One advantage is that different people and even aliens may

rally under the same banner.  If they sincerely believe there can

only be one God in the cosmos for different alien races, and are

prepared to engage in the emphasis of common ground (as in

ecumenism), then the concept unifies.

SUPERNATURALISM:  The rejection of powerful deities controlling

persons, but the affirmation of various paranormal influences

upon people.  What these mean for people and their conduct may

vary widely.  Examples:  UFO religions (such as Raelians in

France and Canada), mentalism or beliefs in psychic phenomena,

astrology, auras, ritual magick, etc.  

PERSONAL TRANSCENDENCE RELIGION:  The rejection of ultimate

controlling deities, but the affirmation that spirits, great or

small, or supernatural effects, represent only other people in

transformed states, eventually achieving some sort of heaven or

perfection.  Example:  Buddhism.

PSYCHOLOGISM:  A rejection of theism or spiritism, but belief in

self-improvement and even supernatural transcendence through

psychological techniques which themselves are occult in belief,

not founded on any scientific process or rules of evidence. 

Example:  Scientology, EST, half of California!

ATHEISM (OR NON-BELIEF):  Technically, what is called Atheism or

non-belief in gods would also apply to Buddhism or Jainism, but

in this usage it represents no belief in gods or spirits or

paranormal processes of any kind.  The physical world is seen as

just being there, to be dealt with as it is, and people are

encouraged to make their way and set their own goals and conduct

in the most auspicious way.  Probably first expressed publicly by

an ancient Greek, Protagoras:  "MAN is the measure of all

things."

     In cross-cultural contacts, between aliens or people of

vastly different religious belief, the only common ground may be

a tacit refusal to discuss religion, to stick to material issues

for trade or cooperation.  Hence, non-belief becomes the common

basis to achieve a goal.

RADICALIZED MATERIALISM:  My own science-fictional concept of a

category of strict non-belief.  RadMats believe not only that all

the universe is unified, and strictly material, but supernatural

belief is the only evil force there is.  This may take root when

advanced space cultures doing planetary surveys constantly

observe the link between religions or superstitious beliefs and

technological primitivism and misery, or have experienced a

horrendous past war based on religious lines.  They have respect

for science, Atheists, non-believers and free-thinkers, but

murderous fanatical hatred for any kind of occultism, blowing up

the offices of a Webnewspaper just for carrying an astrology

column.

     RadMats often verge into occult and less than mellow rituals

of their own.  For example, if they accept that they will have a

limited and final lifespan, they may for example leap into occult

corollary beliefs in fanatical self-improvement.  It is almost as

if AbFlex machines, Tony Robinson motivations, and speed-reading

courses were sermons inflicted upon all instead of simply

products to be sold in late-night info-mercials, for those who

wanted them, since "life is short!"

     A youth rebellion against such strictures, BACK to religion

or simple non-belief, may occur and annoy the older, Orthodox

RadMat generation, but the youthful aim may simply be to be less

"uptight!"

     Example:  Communism had a touch of the RadMat attitude in

it.

     Add details to this religion as you see fit.  Now that you

have a religion, you may consider how far or in what way it

propagates.  Here is a simple scheme.  Roll or choose on the

Propagation Table (1d10):

PROPAGATION TABLE (1d10):

1  Propagates modestly through space (following the colonization

route of the race)

2  Propagates modestly through space (roll on Mutation Table)

3  Propagates widely through space (roll on Mutation Table)

4  Propagates widely through space, AND develops modest following

among aliens encountered (roll on Mutation Table for the way the

aliens practice it)

5  Propagates widely through space, AND develops wide following

among aliens (roll on Mutation Table for all followers)

6  A form of the religion (perhaps reduced to its basics) has

gained a universal foothold (roll on Mutation Table)

7  The religion has not done well at all, limited to a few

systems or one planet (roll on Isolation Table)

8  Religion is in retreat even on its planet of origin, or a

planet is cut off from interstellar contact (roll on Isolation

Table)

9  Religion goes extinct except as a series of legends, or

remains only in a small region of a planet (roll on Isolation

Table)

0  Religion goes completely extinct and no longer even known

MUTATION TABLE (1d10):

1  ORTHODOXY:  Great respect for the religion as it is, as a

stable moral center.  Absolutely no changes regardless of

technological or cultural currents.

2  FANATICISM:  strict adherence with the urge to convert others.

Religion spreads because of victory in war or economic domination

or some other physical advantage of the religious group.  New

emphases to suit the culture of expansion may be added.  Example:

Islam after its origin, Christianity to the New World.

3  EVOLUTION:  concepts of ethical and moral improvement

stressed, primitive concepts from an ancient past or concepts

specific to one people or alien race down-played.  Fair legal

processes ignore religious rules to cut off hands of criminals,

for example, or modern medical aid for dangerous pregnancies

abolishes religious laws on sexual taboos or sexual segregations.

Rules on circumcision are abolished if an alien race has nothing

to circumcize!

4  MODERATION:  All major religious concepts downplayed or

modified, particularly when it crosses over to aliens.

5  MODERATION:  All major religious concepts downplayed or

modified, particularly when it crosses over to aliens.

6  SCHISM ("skizm"):  A split in the religion, with a new group

as the offshoot of the old, turning the religion in a new

direction.  The old religion survives; treat both as separate

religions for further historical processes (roll again on

Propagation Table for each?).

7  PHAGIC SCHISM ("FA-jik skism"):  A split in the religion, 

with a new group as the offshoot of the old, and the new 

group consumes the followers of the old group, often with 

much violence.  The old religion is reduced or disappears.

8  ECUMENISM:  the religion emphasizes common ground with a

different religion, causing a peaceful, equal OR unequal fusion.

9  DOMINATION:  the religion has consumed (or been consumed by)

the followers of another, but the prevailing religion contains

traces of the suppressed religion's beliefs or practices.

0  WEIRDNESS ADDED:  "space is big," some strange new unexplained

effect or "miraculous" aliens discovered somewhere in space,

disturbs believers, reinforces supernatural belief, may lead to

Schisms or Fanaticism.

ISOLATION TABLE (1d10):

1  TIME CAPSULE (ORTHODOXY):  Great respect for the religion as

it is; absolutely no change on the planet or in the area for

hundreds of years.  May end up looking bizarre when outsiders

chance upon the place, even to outsiders of the same original

religious current.

2  FANATICISM:  strict adherence with the urge to convert others,

and any discovery by outsiders would cause them to exert

tremendous pressure on outsiders to convert to the Truth.

3  DRIFT:  beliefs change or evolve, not necessarily in fanatical

ways.  Totally random process; can be considered a new religion

(and may repeat Propagation Table roll?)

4  DRIFT:  beliefs change or evolve, not necessarily in fanatical

ways.  Totally random process; can be considered a new religion

(and may repeat Propagation Table roll?).

5  DEVOLUTION:  many original concepts lost, simpler in content,

original meanings forgotten.  Often accompanies a technological

downfall.  People may stop worshipping a monotheism deity and

start worshipping the crashed colony ship which brought them to

the planet, since it contained the only chapel for the religion.

5  TYPE SHIFT:  Religion may not only mutate, but change its

fundamental type.  A monotheistic religion may introduce a

bipolar pantheon, or go polytheistic.  A psychologism may become

supernaturalism or vice-versa.  Atheism may go RadMat or vice-

versa, etc.

6  SCHISM:  as in Mutation Table.

7  PHAGIC SCHISM:  as in Mutation Table.

8  FUSION:  the local religion has fused with a different

religion from other people OR aliens in the area.  Treat as a new

religion and roll again.  Like Ecumenism, but the resultant may

be less moderate, more bizarre, seeing as it draws from a

smaller, local pool of ideas.

9  DOMINATION:  the religion has dominated or been dominated by a

religion of local people OR aliens, and the prevailing religion

may contain traces of the suppressed religion that remain in its

beliefs or practices.

0  WEIRDNESS ADDED:  some strange local effect particular to the

area is treated as supernatural; assumes importance in the local

religion, mutating it.  Attempts by outsiders to explain the real

cause of this phenomenon may upset the religion, mutating it

again (a common STAR TREK plot!)

----------

THE LATCHER CULT, AND THE GERNSBACH DATACUBE CRISIS

a sample religious current for Humans and Vrusk in the Frontier

by Pierre Savoie

     Somebody asked me to take my essay, "Religion in Science

Fiction Role-Playing Game Campaigns", on the propagation and

evolution of religions in space, and give a working example,

specific to the Frontier if possible.  Here is one on the

evolution of the Latcher cult.

     One thing to remember is that the tables given were best

used by CHOOSING the event which occurs on the Propagation,

Mutation or Isolation tables, rather than rolling on 1d10.  I did

not feel like making choices about the relative frequency of each

event, except to hint that slow evolution of a religion was more

likely (shown with TWO entries out of the ten in the Mutation and

Isolation tables instead of just one).  At the risk of insulting

believers in Eternal Truth, religious evolution is a common

reality.  In one age the Catholic Church allowed priests to marry

(one Pope was the son of another) and abortions to occur up to

"quickening" (20 weeks of gestation); in another age, not.  The

game-master must use his creativity as he dreams up his science-

fiction "future history", and make guesses as he pleases about

how a fictional religion will change.

     If people truly want to develop religious detail, they can

take a map of space from their game campaign and put arrows on it

showing the migration of different groups (like many historical

atlas maps do).  Arrows are shown pointing together for

conflicts, an arrow can show a small group leaving if oppressed

by a large one ("The beauty of space travel is that there is

ALWAYS some place else to go."  --Robert A. Heinlein), and so on,

in different colours.  The width of the arrows indicates the size

of the migrations involved.  There is another dimension:  whether

people are fervent believers or only nominally of that religion,

which can be shown in varying shades of colour intensity (or on a

computer RPG mapping program, the number of pixels of that colour

per area).

     As I mentioned before, the Latcher cult was a folk-belief of

miners who lived in and worked the Asteroid Belt of Sol, in the

early Human space colonization period.  Because mining spacesuits

were large pieces of expensive heavy equipment, bristling with

tools and long-term life-support apparatus, they could not just

be disposed of if a miner happened to die in one.  The suits were

just cleaned out, refurbished, repainted and renumbered, and

issued to a new owner.

     However, many miners of a superstitious bent were highly

uneasy working in these suits.  Folk-tales of "Latchers" sprang

up:  these were the spirits of dead miners who were so-named

because they were said to attach themselves to the last object in

space that they knew in life, and bring all sorts of fright, bad

luck and woe to the current owner.  Such deaths were caused by

gruesome accident, or a miner getting lost or cut off from help,

to face slow death as some element of his life-support supply ran

out first.

     The superstitions were self-fulfilling, with the most

superstitious miners feeling the greatest unease, losing

concentration, making dangerous mistakes and even causing

accidents short of death.  Such a miner, convinced that a Latcher

was present, would then seek out a Voodoo-like priest to help

"exorcise" his suit or propitiate the spirit.  These priests were

given various names such as Suit Shamans, Belt Shamans,

Decrocheurs, Lacheros, or Kshenzha, depending on the ancestral

language of the Belter citizen.

     Officially, the mining arm of the Company concealed details

of a suit's history, but in any Belt sector with a high number of

Latcherites, infiltration and digging out death records was

impossible to stop.  Latchers could then be identified as

Bloaters (spirits of people who died from explosive

decompression), Chokers (dead from oxygen running out), Parches

(dead from being isolated and running out of water first),

Corpsicles (heating units failed) or Roadkill (dead from impacts,

or caught between two asteroid fragments colliding).  Lore and

ritual developed for each type, including protective designs

painted onto the suits.  A small side-ritual also developed to

pray for the good functioning of the spirit of one's radio, since

many causes of death resulted from not being able to call for

help.

     The cult beliefs evolved, and became more systematic and

self-consistent, adding legends of particular spirits.  Spirits

of "evil" miners, destined for hell but prevented from reaching

Earth for all eternity, were said to be gathered by a spirit

known as NastyAss Johnston, an immoral miner of bad social

reputation who happened to be the Belt's first fatality in a

mining suit (rumor is that he was helped along).  Originally just

one of the many spirit-legends of the Latcher cult, the figure

grew to prominence in the belief after a few centuries.  In a

similar way, spirits of "good" people were said to be gathered by

a beautiful female spirit named Estelle Starlight.  This legend

was dreamed up at a time when, at first, most Belt miners were

male, cut off for long periods from female company, and this did

not represent an actual woman but an idealized fantasy.

     The Latcher cult was ridiculed back on Earth, and Earthside

media occasionally satirized them to the point of straining laws

against religious bigotry in general media.  Many fundamentalist

religions sought to stamp out the Latcher belief.  But Belters

were isolated from these efforts:  media signals from Earth were

too faint to be heard on most individuals' radios, the Company

often repackaged Earth's major faxpapers and censored offending

cartoons or articles, and in any case the Belters set up their

own media.

     Missionaries out to change the "heathen" Latchers were for

the most part not trained for any labor the Company needed.  The

Company controlled the only fleet of ships capable of reaching

the Belt, and did not give out joyrides to just anybody for

something not work-related.  For that matter, particularly in the

rough-and-tumble early days, a whole lot of illicit moral

behavior was going on in the Belt, which overshadowed private

beliefs (an excellent illustration of mining colony life is the

movie OUTLAND.)

     Now that we have the outlines of a religion, let's fast-

forward, making use of the tables for ideas.  In hundreds of

years, as interstellar colonization spread, the spacefaring

Belters represented a disproportionate number of Human colonists,

more fit for long trips through space than the Earth

"groundhogs".  It was estimated that as many as 21% of colonists

had some form of openly professed Latcher belief.

     In the Propagation Table, let us choose the entry that the

Latcher cult "propagates widely through space" -- although, to be

sure, it is not the only religion to do so.  Space conditions

were the same for miners in any star system, preserving a core

Latcher belief.  However, groundside colonists no longer shared

the same attitudes towards death, which came to them in more

normal ways.

     A certain favorable planetary settlement was in a state of

Isolation, so let us choose on the Isolation Table that the

religion underwent a Type Shift.  As technology advanced on this

populous planet, the Latcher cult changed from a Spirit Religion

to LatcherISM, a religion with a Bipolar Pantheon.  People

developed a bipolar belief in Good and Evil, typefied by the

goddess Stel (personification of the widespread and savage beauty

of space) and the evil Nastas, or Natas (Satan spelled

backwards!)  They believed that, not spirits, but past influences

and events may latch on and stain the soul and its ability to

grow and develop in Good, and they sought to root out these

influences by religious precepts that verged into Psychologism.

     At the same time, advances in transport meant that miners in

remote locations in the star-system were not so isolated any

more, and ended up sharing the viewpoints of the planetary

majority.  This shift represented only the general trend:  a

large population of Latcherites will vary and consist of more

religious or less religious people, or perhaps contain different

sects.  Linguistic shifts also disguised the origin of religious

terms, and no one connected the changed name of the religion to

spirits "latching" onto spacesuits.

     Let us now postulate that this new version of the religion

Propagated widely through space, and a check on the Mutation

table shows it to have Dominated other Latcher beliefs, with

little change to itself.  A few miners in some systems faithful

to the Spirit-Religion current were ridiculed into disappearance

or violently uprooted.  But, for many centuries, the religion was

a widespread and fairly stable Human belief.

     Then, a Human sector of space came into contact with the

Vrusk.  [I will not name any particular planets of contact where

Humans and Vrusk mix or colonize together.  Nothing was ever said

about racial contact and settlement history of the Frontier in

the STAR FRONTIERS [SF] game, and some have had more developed

models for this; so I leave it up to the reader.  I am not even

certain whether the Humans of SF are related to Earth Humans, or

originated in some other, fictional, way.]

     As someone observed, Alan Dean Foster wrote novels about the

Thranx, whose story begins in NOR CRYSTAL TEARS.  These are a

likely insectoid race that the Vrusk can be modelled on.  The

main character, Ryozenzuzex, mentioned after tumultuous first

contact with Humans that his religious belief can most be likened

to a Human Theravadist.  This probably went WAY over the heads of

most readers of the book, so I will explain.

     Theravada Buddhism (or Hinayana Buddhism) is classified in

my earlier scheme as a Personal Transcendence Religion which is

most common in Sri Lanka, Burma and parts of Southeast Asia.  

Unlike mainstream or Mahayana Buddhism, Theravadism does not

believe that EVERYONE will achieve Nirvana through progressive

reincarnations.  Mahayana and Hinayana mean, respectively, Large

Vehicle and Small Vehicle, expressing their relative view of how

much room there is on the "boat" to Nirvana.

     It is plausible that Vrusk may believe in a Personal

Transcendence Religion.  It is not stated in the SF rules, but

Vrusk like other insectoids may begin as eggs which hatch into

some kind of larval phase, then to a pupa, and then to a normal

adult form.  They may have some ancestral hive society as well,

which explains their love of corporate structure.

     Now, since they have consciously experienced such radical

transformations in their being, more traumatic than puberty would

be to a Human's self-identity, it is reasonable that they are

remarkably tolerant of differences in form, and tend to view

moral development by analogy to these radical changes.  They can

easily believe that death is just another transformation leading

to a return to an egg, or something else (something more

transcendent), and that spirits and the paranormal are just

different forms of themselves, or altered states.

     [VRUSK PHONETICS:  As an aside, my understanding of the

Vrusk physiology is that they will have a range of sounds of

buzzes and clicks surpassing the variety of clicking sounds a

Bushman from southern Africa could produce, and can approximate

most Human sounds, but will have trouble with sounds that place

the most demands on soft lips that they do not have (such as the

letter "b"; they tend to say it as "p".)  They also have no

nostrils, so a distinction between nasal-resonance sounds such as

"m" and "n" is difficult, although they make this sound

understood as a strong glottal stop instead (as in the missing

"t" sound in "mountain", the way some people say it).]

     In a certain sector, Vrusk came into contact with Human

Latcherites.  What happened?  This time a roll on the Isolation

table may say that some Vrusk Fused the religion ecumenically

with some of their beliefs, and called the mixture Klirr't Sstel,

or the Way to Stel.  Maybe they were not strong believers in the

transformation religion of the Vrusk, or discouraged at the

prospect of going through endless cycles of egg, larva, pupa,

adult and death for a chance at some different, advanced

spiritual state.  A belief in being gathered up to Stel (whom

they also called the Cosmic Egglayer or Cosmic Creator), after

only one life, held out some appeal.  This held particular

comfort for a life cut short by space-accident, which by the old

Vrusk religion would be unable to have evolved the soul much, or

even have caused backsliding to a rebirth in a lesser egg,

retarding ultimate transformation.   

     Since Latcherism still had some associations and religious

imagery to mining (much as Freemasonry bases religious imagery

upon the tools and practices of architecture), Klirr't Sstel

spread among one particular Vrusk mining corporation.  The

relative success of this corporation, in newly colonized areas

jointly managed by them and the Humans caused increased self-

regard, and may even have caused religious Fanaticism -- inasmuch

as the Vrusk were even capable of this emotion.  At least, they

tended to believe their successful expansion and prosperity was

tied to their new moral outlook, and they back-propagated the

religion down that particular arm of Vrusk space, particularly to

other mining corporations.

     For a century or two, Latcherism and the related Klirr't

Sstel settled into phases of peaceful evolution, and a moderation

of Klirr't Sstel's rough edges when it became widespread. 

Relations were peaceful between them and with other Human and

Vrusk religions.  But then an archeological discovery changed all

that.

     Out in the original Sol asteroid belt, an archeological dig

led by Professor Leo Gernsbach turned up the remains of a disused

mining station from 1,700 years earlier.  The find produced a

number of data storage devices, including a datacube which held a

documentary on the original Latcher cult of the time.  Although

it had been produced with a favorable outlook to the cult, the

intact sections of the decoded and translated holovideo

represented the original Spirit Religion beliefs.  The holovid

footage was quite at odds with the evolved form of Latcherism and

Klirr't Sstel, but definitely recognizable from core terminology

and some practices.  It forced a revision of religious history in

a way much, much more devastating than the Dead Sea Scrolls.

     The discovery was not treated as controversial by the Earth

sector (which by then was populated by people of non-belief plus

non-Latcherite religions), but the news and information was

carried intact to the Latcherite-dominated sector of Human space,

and to the nearby Vrusk in the Frontier.  In particular, it

included an unfortunately lewd representation of Estelle

Starlight, painted on the suit of a miner of the time, who was

lonely for female company.

     The Human Latcherites were furious, and accused the Earth-

sector people of forging that artifact.  The holovid itself

mentioned Earth oppression of the Belter beliefs.  That was one

part that the Latcherites were willing to believe, and the

artifact was likened to early anti-Latcher propaganda.  This

encouraged Latcherites to declare an all-out war for a short time

between the Latcherites and the neighboring Human sectors closer

to Earth.

     The high priests of the Klirr't Sstel were also annoyed. 

Had they not adopted many Human religious and cultural ideas in

good faith?  Why was the whole idea of Stel deemed to be an

imaginary myth, a mere Human pin-up girl?  Why were they handed

that particularly ignoble representation of Stel?  The Vrusk also

thought the artifact might be a fake, but blamed the nearby

Latcherite Humans.  They imagined that the Humans were

introducing a demoralizing view of religious history in order to

gain more control of the jointly mined sectors.  They brooded

over where all those Vrusk souls gathered to Stel really were, if

Stel did not in fact exist except as some lonely miner's fantasy

from the past.  If Stel was false, were all those souls doomed to

start reincarnating again from scratch??

     The Vrusk did not war with the Humans, but considerable

power struggles occurred among Vrusk factions trying to interpret

the artifact's meaning.  The mining corporations most heavily

involved in Klirr't Sstel lost prestige among other Vrusk.  An

insulting pun was coined by some Vrusk:  "Klirr't Zt'l," the Way

to Nowhere (or Oblivion).  There were some skirmishes, and things

would have been more bloody if not for a long-standing principle

of non-violence rooted in the original Personal Transcendence

Religion, and all Vrusk acknowledged non-violence to some extent.

     Eventually, everyone calmed down, and the revelation forced

Evolutionary changes in Latcherism and Klirr't Sstel, favoring

moral principles over legends and literal history.

     Keep in mind that this represents only one current of

Latcherism, in the area of the Frontier.  In different parts of

space, the religion could Schism, Evolve, Devolve, Fuse with

something else, Dominate, be Dominated, stay absolutely the same

for thousands of years, or decline and die out.  Given enough

time, two different currents of Latcherism would not even

recognize each other as related, and might even make war!

     I hope this totally off-the-cuff historical development of a

Star Frontiers religion was of interest.  Many more ideas can

come to you if you stare at the table options in the original

essay long enough.

     I was also helped by the fact that the variety of existing

Human religions makes any sort of fictional religion plausible. 

Whereas other elements of a science-fiction campaign such as

technology and propulsion systems must be rigorously plausible,

invented religions don't suffer from a lack of believability, for

you can always pretend that there will be enough people willing

to believe in them!

SOURCES OF INSPIRATION:

--"Who's There?" by Arthur C. Clarke (1958), the inspiration for the 

early Latcher Cult

--NOR CRYSTAL TEARS by Alan Dean Foster (1982)

--OUTLAND, starring Sean Connery.  Also novelized by Alan Dean

Foster (1981).

--LAST AND FIRST MEN by Olaf Stapledon (1930)

--A CANTICLE FOR LEIBOWITZ by Walter Miller (1959)

--DUNE series by Frank Herbert

--FOUNDATION series by Isaac Asimov

--Larry Niven:  stories dealing with the Belt, such as the novel

PROTECTOR (1973).  Information about Belter culture was also

beautifully detailled in an entry in the RINGWORLD RPG (Chaosium,

1984, now out of print).

--MYTHS AND LEGENDS by David Bellingham, Clio Whittaker, and John

Grant.  Quintet Publishing, London, 1992.  Previously appeared as

AN INTRODUCTION TO VIKING MYTHOLOGY; AN INTRODUCTION TO GREEK

MYTHOLOGY; and AN INTRODUCTION TO ORIENTAL MYTHOLOGY.

Forward 

Lately, I have noted a small revival of Star Frontiers, with several articles and rules variants. Here is my contribution-- an article I wrote several years ago to flesh out interstellar travel via 'the Void'. I hope you enjoy it. Please write TimC27@aol.com if you have any comments. Please share and enjoy.... just don't take any money, give any money, give proper attribution, etc. 
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How to Handle the Void 

-Or- 

Making Something Out of Nothing 
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Shah KRaaakkk!!! Laser light raked out form the darkness, tracing a blackened scar across the wing. The retreating assault scout, smooth and clean an instant before, now had a jagged exclamation mark of fused metal next to the name-plate of the fleeing ship. The "Moondancer" was lucky. The blast was a solid hit, but a few feet to the left, and one atomic motor would be useless slag. 

"That one came damn close to making us into cut bait, Tragg" Ktree cried. The 'monkey' as usual made no attempt to hide his anger, barely containing his characteristic war-whooping. His long, spidery fingers danced over the engineering console, which now lit up with several dozen red lights insisting on attention. 

"Cool year jets, you ape," came the terse response, "I got my face full 'a bogies on radar, and I don't have time for it!" Almost casually, the glossy black face-plate slid up and away from the face of the visor, and covered the name stenciled onto the plastic crown "Cap. Traggert Moldo". He squinted his already pinched eyes as he bent over to look in the hooded display of the nav' computer. His face lit up with the reflected blasts of AR's, assault rockets exploding just out of range. For the moment the dancer was safe. The 'worms' never got the first few rockets on target. Lasers were one thing, AR's another. But a few more volleys,... 

Tragg peered deeper into the green terminal, watching the numbers roll by. He was almost willing the right combination to lock the astrogation fix., but for the moment he had to wait. What good would it be to jump out of a system swarming with Sathar, only to wind up lost in deep space. 

Another explosion. Waves of concussive force made the welds in the 'Dancer groan. The violence of the blast meant this time it was no 'AR'. 

"Torpedo's, 'Mon Capitan'," The hollow. booming voice crackled over the intercom, "Don't worry, Fool gave it a good-bye kiss." The comment ended with the familiar smack of pseudopodal lips. 

"Nice going, Fool," Tragg crackled back. He felt funny saying it that way, especially when the little blob, a crack shot with the laser battery, had just saved their lives, blasting the torp moments before it struck. But after all, it was the Dral's name. 

"No Fool like an old fool", Fool Bol yelled up from the gunnery deck. Urgency checked his voice, and he immediately sobered up. "Looks like her sisters are looking for revenge!" 

"How many?" 

"Looks to be about twelve, ..., all torpedoes." 

Tragg didn't have to wait to hear the last part. His visor slid back into place, and ignoring the numbers on the nav' computer, he punched the throttle. 

"We're smoking this jump, boys and blobs." 

From below, came the echo-laugh, "if we can't stand the heat, let's take our fishing pole and go home, eh?" 

The Yazirian engineer looked up from his console snarling. Dralasite humor and not even enough time to take a sedative before crossing that mess called The Void. 
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To many an adventurer in Star Frontiers, there really is not much to worry about when crossing the mysterious region of non-space non-time called the Void. It is merely a way of making short hops across and otherwise vast Cosmos. What would take years, decades, or even centuries following the laws of the relativistic universe in Real Space, can be accomplished in weeks, days, hours, even minutes in the non-relativistic universe of the Void. But should this incredible phenomenon, the very thing that makes the Star Frontiers milieu possible, be treated in such a routine manner? 

Granted, making too much of the generally mundane matter of interstellar travel mundane, (that is, by Star Frontiers standards) would threaten to bog down play. But ignoring The Void leaves unanswered some serious, nagging questions. 

In the Star Frontiers expansion, Knight Hawks, The Void is described as a physical reality of space apparent when a space ship accelerates to a speed of about 12 million kilometers per hour, roughly one percent of the speed of light in a vacuum. When this speed is reached, "a ship will disappear from the space known as the Universe, and enter a region called 'The Void'." This discovery was 'accidental'. 

No doubt is was an accident. Every scientist, every school child, indeed every thinking human being should have been shocked by such a discovery, since no evidence had ever been even slightly hinted at in all the countless hours of experiment and observation in all of known scientific endeavor throughout time! Were this phenomenon to actually exist solely in the manner described, all matter would have long ago slipped the 'bonds' of reality and entered The Void, since the Big Bang surely propelled all matter easily beyond that speed by several orders of magnitude. Discounting that event, even common occurrences such a super-novae, super gravity, and earth-bound particle accelerators propel quantities of mass at nearly the cosmic speed limit of 180,000+ miles per second. No, indeed, jumping across The Void is a bit trickier than that. 

To understand how travel across (through, over,...?) The Void is accomplished, it is necessary to understand what this region/condition is, or is not, compared to the universe of Real Space. Frontier scientists generally accept the notion of the Meta-Cosmos, a kind of super-universal theory which includes Real Space as simply one aspect of it, while the Void is simply another. The best 'model' for the Meta-Cosmos is the so-called "Stellar Ocean" model first postulated by a renowned Dralasite philosopher. According to the model, Real Space is like a four dimensional ocean surface, rippled with slow-moving waves and inexorable currents: Matter provides the substance; energy, the motion. Significant concentrations of either can cause whirlpools, breakers, and storms on this Meta-Cosmic Sea. But for every wave of Real Space, there is a subsequent trough of Non Space. It is these troughs that Spacers now refer to as the Void. By skipping across the surface of Real Space through these valleys of emptiness, much like stone skipping across water, starships can by-pass vast tracts of Real Space. Thus, faster-than-light travel is possible. But herein lies the trick-- getting the stone to skip. Common sense says that some unusual outside force must act upon the stone to make the skip possible, to cause it to enter The Void. 

One answer to the problem of including such a major new factor into a Star Frontiers campaign is to ignore the problem. Another might be a bit more elegant - to include another element in the equation of Void travel-- The Transit Field. 

The Transit field is a variation on the field technology basic to the frontier races. Already, they are familiar with albedo screens, gauss screens, sonic screens, stasis fields, etc. All are envelopes of various forms of energy that wholly or partially nullify their complementary forms of energy (lasers, electromagnetism, sound, particle beams, etc.). The Transit Field is most closely related to the freeze field, the relatively common temporal stasis device used by field medics to preserve the near-dead until better treatment can be administered. The freeze field was first discovered by pre-starfaring Vrusks, and later by humans. The experiments with tachyon hyperwave energy were found to slow the metabolism by taking the life force to the fringe of the time stream. Later experiments created the sub-space radio, which eventually opened up communications between Humans and Vrusk. It was the latter race, experimenting with sub-light sleeper ships employing freeze fields destined for long term colonization, that first found the Void. 

The event resulting in the discovery was completely serendipitous, but for the unlucky passengers of the first Void faring ship, it was a disaster. The fateful ship was outfitted with a new, large scale freeze field, one that enveloped the entire vessel in hyperwave. Moments before the ship reached the speed of 12 million km/hr, barely a tenth of the sleeper ships ultimate speed, the chief engineer reported via sub-space radio that a malfunction had altered the field pattern of the hyperwave envelope, nullifying its stasis effect. In a garbled, barely understandable, and subsequently historic message, the engineer stated that the ship was still accelerating to meet its schedule, with the altered field effect still wrapping around the ship. Fortunately for posterity, that engineer thought the unusual effects of the damaged field interesting enough to beam a continual stream of telemetry back to the launch control base. Abruptly, just after the ship passed the mark of .01 light speed, the message ceased. 

No wreckage of the ship was ever found, and none probably ever will be, since this first ever journey across The Void by a frontier race was totally unexpected. The telemetry data, however, held infinite value. Within months, the unusual field malfunction was reliably duplicated, and hundreds of remote probes equipped with it, along with sensors and subspace radio were soon launched into the uncharted Void. Eventually, the Vruskan scientists had enough information to begin limited Void transits with the first generation of Vruskan spacers on board. Thus began the modern era of the Frontier. 
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IN 'TRANSIT' 


"Eleven point Eight, ugh..., five kloms per, Tragg," Ktree shouted, "Another minute's acceleration and we're out'a here!" 

"I only hope that screwball jump circuit you rigged works" Tragg said back. "it looks like spaghetti in a blender." 

The Yazirian bared his fangs in an ugly gesture that would have meant Time for you and me to step outside' to another Ape. Instead, he only growled backs "Curse your ancestors, bare-skin. Maybe you'd like to try better. It is not a fault of mine you forgot to get that old piece of junk overhauled." 

'True enough' thought Tragg. But to admit it to that bloody ape was against his philosophy- 'be honest with yourself, but that's all'. His reply was a feeble, "Hey, I ran a little short this month." 

Tragg would have followed up with some well-honed insult, but the torpedo explosion cut him off. It was too, too close. 

"Mon Capitan," The dral's bellows voice from below came in an urgent sing-song, "we only have about twenty seconds before the worms catch the fish this time" 

"Roger. We're just waiting for the speed." Tragg answered the wheezing voice with his own up-and-down tremulous tone. 

"Ten seconds!" 

"Roger!" 

"Five,. . four,. . THREE! " 

Tragg nearly screamed with joy as the velocity indicator gave him the magic twelve million kloms per hour. He could just about feel the heat of the fission engines powering the torpedoes when he engaged the jump circuit. Instantly, the cobalt-blue blanket of energy called the 'Transit Field' wrapped around the hull. Suddenly, warning signals that blazed away a second before ceased. All of the hundreds of gauges flashed their last Real Space readings, unable to make sense of the non-sense wonder realm of the Void. Through the faint bluish shimmer of the Transit Field, Tragg saw the unsettling ephemeral gray infinity. Later, when the computer switched off the field, he was going to kiss that monkey on the lips. That can of metallic spaghetti held together! They were in the Void. 
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The current method for generating the Transit Field is reliable even in the face of the rigors of space travel and ship-to-ship combat. The field is distributed much like the various ship wide defensive screens in common use, and is treated exactly like them in regards to malfunctions, jerry-rigging and repairs. The Transit Field generator is called a jump circuit. While not very delicate, jump circuits are still expensive, costing usually 100,000 credits to replace. Pro-rated ones from salvaged vessels cost less based on the estimated number of remaining jumps at about 1,000cr per jump. 

The circuit itself consists of a delicate balance of rare earth metals in an alloy created in huge, orbiting cyclotrons. These alloys are then tightly wrapped with metallic hydrogen in a precise configuration. Electrical current pumped through this device at specific polarization patterns produces the hyperwave field, which is then shunted along conductive matrices around the hull creating the field effect. Operating the field at less than .01 light speed has no other effect than to make the ship easier to detect on energy sensors (+20 % effective range for energy sensors actively probing the ship), since substantial velocity is needed to skip across the waves of Real Space. Each 'jump circuit', as the device is often called, is guaranteed by the manufacturer for 1000 jumps (the actual number of jumps should be rolled secretly by the game master[2D10+901]). Jumps made on a worn jump circuit will either fail completely (80% chance) or result in a misjump (20% chance) as per the Knight Hawks rules. If the unit burns out, and no replacement is available, a level 5 or higher technician has a chance to jury rig a temporary jump circuit using parts from five freeze fields (roll on repair machinery with a modifier of -40%, starship engineers add +5% per level of experience). Such a makeshift circuit will be good for only one jump before its unrefined components disintegrate. 
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A'VOID'ING MISTAKES 

The enormous complexities with regards to astrogating a starship across The Void are the reasons for the length of time an astrogator must plot even a well known course between the stars. The field can be activated effectively at any time between the speeds of 12.00 and 12.03 million kph. Subtle variations can result in longer or shorter jumps. Direction in Real Space is even more exacting, with variance from the plotted course in thousandths of a degree resulting in mis-jumps light-years from the intended destination. As stated in Knight Hawks, theories of Void transit say that practically any distance can be traversed by a starship. However, the practical limits appear to be about 30 light-years. Any jump over that distance has never been successfully attempted. The difficulty lies in the vast number of computer calculations necessary to maneuver a vessel across the undulations of the Meta-Cosmos. Computers capable of handling the incredible task have not yet been developed in the era of Star Frontiers. 

Countless are the stars in the heavens, and to the poor astrogator adventuring into the unknown, countless are the risks to a good Void transit. Unusual solar activities, intense gravitational field, or even simple cosmic dust can seriously affect the accuracy of calculations when plotting new courses or when taking the risk of 'smoking the jump'. Below is a list of some disruptive phenomena and the appropriate adjustment to astrogation. 
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      PHENOMENON                    MISCALCULATION

Solar Flare, Destination                 -10

Solar Flare, Departure                   -15

Solar Flare, Intermediate                -20           

Super Nova, Destination                  -30           

Super Nova, Departure                    -45           

Super Nova, Intermediate                 -60           

Neutron Star, Intermediate               -15           

Oort Cloud, Intermediate                 -15           

Black Hole, Destination                  -30           

Black Hole, Departure                    -60           

Black Hole, Intermediate                 -50           


(Departure refers to the area in Real Space the starship is exiting Destination refers to the area in Real Space to which the starship is heading. Intermediate refers to the points in Real Space between the Destination and Departure points.) 
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Other cosmic or interstellar phenomenon can have a similar effect on the plotting of new courses and in the attempt at risk jumps. The distortion effects, however, do not necessarily mean a vessel's course affected by them will always draw the vessel to that vicinity. Once a misjump occurs, determine the outcome according to Knight Hawks rules. 
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"VOID" AVERSION 

'Like getting your bell rung in the fun house.' Before Traggert Molds had ever dreamed of being a 'spacer' himself, his uncle, Bodius told him the sensation of passing through The Void was something like that. 'it gets you dizzy like you never been before. Sort'a like looking down the whole time while bein' hung out a window by year ankle-bones on a foggy day.' 

Tragg's uncle had been a hard-core merchant 'spacer' for years. But never as a pilot. Pilots, it seemed to Tragg --who had also been a 'hand'-- had to meet the Void face-to-face. A pilot somehow had to wrestle with the beast and come to some kind of terms with it, or else go mad. 

Not that it was so hard to actually travel through The Void. In fact, this was usually the smoothest part of the trip. Everything on automatic. Just let the Field do the jump, and computer tells it how long. Simple enough. No, it was how The Void messed with your mend. 

Tragg had seen men go right out of theirs just moments after transit, they would sometimes just lose it. Some get giggles, becoming "Space happy" the old timer's like his uncle used to call it before the "Psych's" came up with 'VTS'. But the Void Transit Syndrome could also make a man sick as a dog, or drunk as a dry-dock spacer. Tragg had seen men weep like the Universe itself was coming to an end. Or nearly rip a vessel apart with a high-g maneuver to avoid a swarm of comets they 'swear was headed at me!' The funny thing was that The Void seldom treated anyone equally. 

Now, the little Dralasite, Fool Bol, didn't mind jumping one bit. That little blob seemed to love it, in fact. He'd stand there and gaze out the portholes into the 'Great Gray Yonder', smiling the whole time. 

That Vrusk, down in the hold, was another story. Tragg had begged the bug for its freeze field to fix the failing jump circuit. The response was a firm 'no'. And not just a 'no', but "Hell No!" It was a damn good medic, but there was no way it would go through a Transit without a freeze field. Said the last time it did, it was in the 'rubber room' for three month, convinced the Universe was slowly unraveling into permanent chaos. Tragg guessed that meant something like the can of worms for a jump circuit Ktree had assembled from the rest of the ships freeze fields. 

Ktree was the big variable. Tragg had hoped there would be time to stick him with a sedative before the jump. About every other transit, the bellicose monkey wound go berserk, attacking the security robot with any handy piece of equipment. Last time. it was the circuit board for the sub-space radio, and it cost a few thousand credit --all of Tragg's vacation money-- to replace. Tragg laughed to himself thinking of how hard he had knocked the whooping and screeching ape on the head with the butt of his laser pistol. 

"This time will be fun, too." Tragg thought, smiling wickedly as he unhitched the holster at his waist. Just then Moondancer emerged from The Void. 
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Potentially more disturbing to adventurers than the remote chance of mis-jump are the numerous neuro-physiological problems that can result when crossing the Void: The so-called Void Transit Syndrome, or V.T.S. Physicians and psycho-pathologists are at the time of Star Frontiers only just beginning to understand the effects of traveling through the para-dimensional Void. They have compiled some reasonably accurate data on some of the known effects of V.T.S. 

For one thing, the actual perception of The Void seems to be mostly subjective. Some who have traveled across the empty gaps in the Meta-Cosmos say The Void appears as a kind of limitless gray nothingness lacking any normal sensations of spatiality and a queer, disoriented sense of the passage of time. Others report a serene whiteness beyond the windows of the ship, all the while the ships sensors indicate the last readings they received from Real Space. Occasionally, some report hearing voices, or seeing strange beings, or even feeling the presence of some dead or missing friend, companion, or relative. Most psycho-sociologists dispute these last reports as merely one aspect of V.T.S. 

After traveling through the Void, occupants of a starship will all experience a brief feeling of disorientation (-10 to both DX and RS. Effects last 2D10 minutes). For most, the 'star spinners', as the effect is referred to, is the only problem they will ever experience after a Void transit. Others can suffer from more severe V.T.S., with symptoms ranging from mild anxiety, to paranoid delusions; minor nausea. to debilitating illness. 

Each of the four races dominating the frontier reacts differently to the transit. Dralasites seem best adapted to the jumps, their peculiar, non-objective physique apparently providing relative resistance to the spatial/temporal displacement. Vrusk, on the other hand, generally dislike the transit. Scientists studying the physical and emotional effects of the Void believe that the Vruskan mind, with its logical, pragmatic outlook, is distraught at the nonsensical method of interstellar travel (Ironic, considering the Vrusk first discovered the Void). Vrusk tend to get depressed following jumps, some even become suicidal. The average Vrusk will take a sedative, or better yet, strap on a freeze field (Yes the freeze field still works when crossing The Void!) before transit begins (Sedative will add +30 to saving rolls when crossing the Void properly activated freeze fields will negate any effects of VTS. Sedation and freeze fields work equally for all character races.). Humans and Yazirians have a much wider range of reactions, including those the Vrusk suffer, to queasiness, euphoria, even madness. 

Characters passing through The Void must roll versus their combined Intuition and Stamina. For example, a Character with an Intuition of 40 and a Stamina of 37 adds the two scores for a total of 77. Roll percentage. Roll of 77 or less indicates a save; anything over that means the character suffers from V.T.S. Any roll of 95 or higher always indicates failure to save even if the combined scores total 100 or more. Failure to save means the character has been affected by some aspect of Void Transit Syndrome. To determine which, use the following chart: 
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      Reaction                Human     Yazirian    Vrusk     Dralasite

Depression, Mild              01-03      01-05      01-40       01-20     

Depression, Normal            04-08      06-11      41-60       ------    

Depression, Severe            09-11      11-12      61-80       ------    

Catatonia                     12-13     -------     81-97       ------    

Nausea, Mild                  13-20      13-22      ------      ------    

Nausea, Severe                21-27      23-27      ------      ------    

Fever/Chills                  28-30      28-30      ------      ------    

Euphoria, Mild                31-50      31-44      ------      21-50     

Euphoria, Extreme             51-60      45-49      ------      51-75     

Intoxication                  61-80     -------     ------      76-87     

Hallucination                 81-86      50-64      ------      88-92     

Battle Rage                   87-89      65-94      ------      ------    

Dream Trance                  90-100     95-100     98-100      93-100    

· DEPRESSION, MILD. Characters suffering from this symptom are only slightly down in the mouth. the feeling is similar to losing your favorite pair of sunglasses. 

· DEPRESSION, NORMAL. A vague sense of purposelessness, Reaction times are slower 

· (- 1D10 to RS score). Drugs, hypnotherapy, or a combination represent the common and usually effective treatment. 

· DEPRESSION, SEVERE. Electroshock, heavy sedation, and/or extensive psychotherapy are typical treatments. Without treatment, severe and lasting trauma may result. The character will weep continuously in heavy sobs (Vrusk characters will secrete mucous from their breathing holes). Strength, Intelligence, Dexterity, and Reaction Speed are all lowered 1D10. Furthermore, the character must make a save versus Intuition or become suicidal. The effect lasts up to one week. 

· CATATONIA. Characters suffering from catatonia will be absolutely immobile. He or she will stare blankly into space, will not take food or water and must be force-fed, or fed intravenously. Electroshock treatments, if administered by a Psycho-sociologist, may bring a character up to a state of Severe Depression, which may then be treated accordingly. 

· NAUSEA, MILD. This effect results in a sour, uncomfortable stomach. subtract 1D5 from Physical Strength and Reaction Speed. Usually, the effect last 1D5 hours. Standard motion sickness drugs available in most well-stocked sick bays will eliminate any discomfort. 

· NAUSEA, SEVERE. Victims are subject to bouts of vomiting. Strength, Stamina, Dexterity, and Reaction Speed all drop 1D5+2 points. The effects last 1D5 hours, then 1D5 hours of mild nausea follow. A medical specialist must properly diagnose and administer drugs to lower the severity to mild nausea. 

· FEVER/CHILLS. Flu-like symptoms, starting with mild faintness, which rapidly progresses within three hours to full effect. The character will break out in sweats, alternating with chills, slipping in and out of consciousness. Stamina points are reduced to 10, while all other ability scores are dropped to 2/3rds normal, making this the most devastating form of VTS. Reports have listed a few deaths from this ravaging symptom. There is a 10% chance characters will die from this, if no adequate medical facilities are on board ship. Stay dose or freeze fields, properly used by a medical specialist, can preserve the near-dead victim until the effects dissipate in 1D10 days. 

· EUPHORIA, MILD. Character is overly happy, even jubilant regardless or the circumstances. The character's Intelligence drops by 1D10, while his or her bravado seems to rise proportionately. This is the mild manifestation of the syndrome referred to as going "Space Happy". A brief hypnotic session can correct this symptom, which will otherwise go away in 1 Do hours. 

· EUPHORIA, EXTREME. The lucky(?) character who enters this jovial frame of mind is subject to rampant giggling, an overly bright outlook, and bouts of "Yippy-yi-yo-ing", all this in spite of the fact that all of his or her companions are wrenching, sobbing, or dying. He or she will get rid of anything that seems even mildly saddening (including the shackles on dangerous prisoners!). Generally, the Intelligence of a truly 'Space Happy' goon will be 1D10. This effect lasts 2D10 hours. Immediate sedation followed by hypnotherapy can bring the character to a state of mild euphoria within 2D20 turns. 

· INTOXICATION. For some unexplained reason, some Humans and Dralasites will experience an effect almost identical to extreme drunkenness. They will become dizzy, lack sensory focus, talk loudly, even pass out at the controls of the ship. Subtract 1 D5+3 from Intelligence and Dexterity subtract 2D10 from Reaction Speed. The effects last 3D5 hours, with a doozy of a hangover to follow! 

· HALLUCINATION. This is a purely psychological effect. The victim will have any number of strange and diverse perceptual illusion: Visual, audible, scent, touch, or taste. The actual hallucination will seem real, but can be doubted if the character makes an Intelligence check. Examples include such things as seeing a meteor swarm outside the ship, hearing some huge beast roaring below decks, or even watching a dozen cooked turkeys dance tango's on the bridge. These hallucinations will persist for 3D10 turns. After that, if other players have not yet convinced the character of his delusion, reality will become evident. 

· BERSERK BATTLE RAGE. With a few exceptions, Yazirians are alone in being subject to this effect. The manifestation apparently focuses upon those neural centers associated with the Yazirian battle rage capability (and in rare cases with humans who seem to share the same fixated hatred upon a person or group). Afflicted characters perceive someone or something on-board ship as their life enemies or the object of fixated hate, and immediately attack with whatever means handy. The character will fight blindly, ignoring his own or others safety until he succeeds in slaying the foe, being himself slain, or being subdued. Yazirians gain a battle rage bonus of +25 for facing this 'final enemy'. Once subdued, attempts at reason will be successful, if reasonably approached (The game master should encourage a role played solution to this problem). Characters attempting to reason should make carefully stated, delicate overtures, and roll a Personality check at -10, because of the enraged state of the berserker. The effects can last up to 1D10 turns before wearing away. 

· DREAM TRANCE. This is perhaps the most unusual and difficult to explain of any VTS symptom, perhaps because it is so rare, and its effects so unsettling. Characters experiencing this phenomenon often claim to have been visited by some dead or long-forgotten friend, companion, or family member. The reports often say the images are substantial, realistic, and present fully detailed impressions of past experiences and emotions. Occasionally, some who have experienced the 'dream' say the vision presented to them otherwise unknowable information, such as circumstances surrounding their death or disappearance, fore-warnings of unforeseen problems, etc. To date, no scientist has adequately explained these disturbing occurrences, since occasionally the vision appears to be eerily accurate. However, no lack of religious figures, legitimate and sham, point to the dream trance as proof of the existence of their beliefs. Some believe the occurrences are actually the souls of the departed or the out of body consciousness of unknown persons. These explanations gained credence as a result of the reports that Admiral Morgaine was twice visited by his dead brother's spirit during a void transit. Following both instances, Morgaine lead the UPF forces in stunning victories in the First Sathar War. 
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These are only the officially identified effects of VTS. Scientists studying the phenomena are only beginning to understand and prevent the disorders. However, these efforts remain experimental and not commonly available. But who is to say a few less-honorable types might not sell some latter day version of snake oil. 

As a rule, machinery is unaffected by Void transit. However, there is a 5% chance that unusual conditions of a jump may cause a system failure if such a malfunction is indicated, roll percentage dice again, consulting the following chart: 
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  Malfunction                  Roll
Robot Malfunction              01-50     
Computer Malfunction           51-95     
Other Malfunction              95-100   
· ROBOT MALFUNCTION: 1D5 robots are affected with a random software malfunction, consult the Star Frontiers rules to determine malfunction and remedy. No special plusses or minuses are encountered for transit-related malfunctions. 

· COMPUTER MALFUNCTION: Result means 1D5 programs have been damaged. Damage can, of course, cause hardware destruction and threaten life and limb. Roll D10 to determine program damaged. Damaged programs can be replaced by a backup or must be repaired using a Computer Specialist Manipulate Program Skill. 

[image: image14]
  Program                      1D10      

Drive                          1-2        

Astrogation                      3       

Life support                   4-5       

Weapons                          6        

Damage Control                   7        

Security                         8        

Communications                   9        

Miscellaneous                   10      

· MISCELLANEOUS MALFUNCTION: A spaceship has onboard literally thousands of items controlled to some degree by software. This can range from the robots and computers, to the indicator lights on a laser pistol or the refrigerator controls in the galley. The latter types of problems can occasionally occur following void transit, causing all manner of headaches to player-characters. The game master should determine what effects Void transit might have on ship-board equipment. In any case, these are minor, yet perplexing effects, easily fixed by appropriate skills. 

Solar Sails in Star Frontiers 

Solar sails fall into the category of "niche technologies" on the Frontier. That is, they are extremely useful but limited in their applications. The advantages of sails are that they are cheap and require no fuel; they are also fairly easy to maintain, and are the only drives potentially capable of more than 1 ADF that can be built at Class III Construction Centers. Their disadvantages, however, are equally great: they are only useful in the inner regions of solar systems, and they are easily detectable by radar. Thus, solar sails are common but only i a narrow range of applications - civilian freighters, passenger liners and research system ships. They will never be found as military, courier or pirate craft. 

Knighthawks Performance Characteristics 

A solar sail equipped ship's ADF is [1 x 1/(ship's distance from star in AU)squared]. Examples are given below of ADF's at typical system orbits: 

Distance from Example 

System's Star Planetary Orbits* ADF** 

0.4 AU Mercury 7 

0.5 AU Snowball (Mhemne homeworld) 4 

0.7-0.8 Venus, Inner Reach, Gollywog (Clarion), 

Liberty system's asteroid belt 2 

1 AU Earth, Outer Reach / Dramune 1 

1.5 AU Mars 1 / 3 turns (about 2 / hr) 

2.2 AU Lost Reach / Dramune, White Light system's 

asterod belt 1 / 5 turns (about 1 / 50 minutes) 

5 AU Jupiter 1 / 25 turns (about 1/ 4 hrs 10 minutes) 

10 AU Saturn 1 / 100 turns (about 1 / 16 hrs 40 minutes) 

20 AU Uranus 1 / 400 turns (about 1 / 66 hours, 40 minutes) 

30 AU Neptune 1 / 909 turns (about 1 / 151 hrs 30 minutes) 

40 AU Pluto 1 / 1600 turns (about 1 / 267 hours) 

* Sample orbits greater than 1 AU are rounded to the nearest AU for simplicity's sake; orbits less than 1 AU are rounded to the nearest 0.1 AU. 1 AU (Astronomical Unit) equals roughly 149.7 million km. 

** ADF ratings are rounded to the next lowest number (ie. 2.5 ADF = 2) 

No matter what the size of the ship, the size of the sail or the distance to the nearest star, a solar sail-propelled ship will always have a MR of 1; the MR is produced by altering the size and angle of the sail combined with high-efficiency chemical attitude jets. 

Solar sails are too thin to generate power for the ship, which must carry an independent power supply (usually a small nuclear plant or a solar array. Since their power plants generate minimal energy emissions, solar sail equipped ships are invisible to energy sensors. Due to the huge area of the sails when they are deployed, a sail-driven ship can be detected by radar at twice the normal distance (600,000 km); if the sails are reeled in and stowed, the ship will be detected by radar at the normal range (300,000 km). Deploying and reeling in a sail requires 1 turn per 10,000 square meters of sail area. 

Size and Cost of Solar Sails 

The sizes and costs of solar sail drives are as follows: 

Hull Size (Engine Class) Sail Size 

HS 1-4 (Class A) 1000 square meters (1 square km) / HS point 

HS 5-14 (Class B) 10,000 square meters (10 square km) / HS point 

HS 15-20 (Class C) 100,000 square meters (100 square km) / HS point 

NOTE: If a ship is equipped with a sail of the next higher engine class (ie. a HS 3 ship is equipped with a 30,000 square meter sail), the sail's ADF performance will increase by a factor of two; this is rarely done, especially on 

larger ships, due to the prohibitively large sails required. 

COST 

Hull Size (Engine Class) Class I Center Class II Center Class III Center 

HS 1-4 (Class A) 10 Cr / square meter 12 Cr / square meter 15 Cr / square meter 

HS 5-14 (Class B) 5 Cr / square meter 6 Cr / square meter 8 Cr / square meter 

HS 15-20 (Class C) 1 Cr / square meter 1.2 Cr / square meter 2 Cr / square meter 

Sail Construction, Mounting and Stowage 

Solar sails are made possible by advanced materials technology, allowing for extremely thin and reflective films and superstrong support cables. Primitive sails were built using ultrathin thin mylar for the sails and high-strength copper alloys for the support cables. Modern sails are composed of heat-resistant boron only a few hundred atoms thick, manufactured under vaccuum conditions on orbital stations; the thin support cables are filaments of industrial diamond extruded in orbital factories. 

Solar sails are the only drive that can be mounted in addition to traditional engines. Where traditional engines are mounted at the back of a ship's hull, sails are mounted at the front end, towing the ship along behind. It is not uncommon for a ship to mount a sail as a back-up to its regular engines for emergencies; this option is especially popular on deep space research vessels and on passenger liners. 

Solar sails are composed of molecules-thick (in advanced sails, even atoms-thick) reflective materials ad thus add comparitively little mass to a ship. This allows them to be stowed in compartments mounted on the outer hull of a ship or in internal cargo bays. If sails are stowed internally, they occupy 2 HS points per Size Class of the sail; external stowage uses only 1 HS point per Size Class of the Sail. 
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	· Step 1: Roll Stats 

Roll 1d100 for each stat pair
(STRength / STAmina), (DEXterity / Reaction Speed), (INTuition / LOGic) and (PERsonality / LeaDeRship). 

Dice Roll
01-10
11-20
21-35
36-55
56-70
71-80
81-90
91-95
96-00


Base Stat
30
35
40
45
50
55
60
65
70
· Step 2: Choose a Race 

Choose a race from the table below and any races your Game Master has devised, and apply the appropriate stat modifiers as listed. 

Race
STR/STA
DEX/RS
INT/LOG
PER/LDR
Human
*
*
*
*
Dralasite
+5
-5
+0
+0
Vrusk
-5
+5
+0
+0
Yazirian
-10
+5
+5
+0
Humma
+10
+0
+0
-10
Ifshnit
-5
+0
+5
+0
Osakar
+5
+5
+0
-10
Jakar
+5
-5
-5
+5
Demu
+5
-5
+5
-5
Officially Humans may add 5 points to any one ability of one pair, in our games Humans add 5 points to both abilities of one pair. 

· Step 3: Racial Special Abilities 

All non-humans have a special ability or two. The abilities listed with a base percentage may be increased with experience points. 

· Dralasite: Lie Detection (5%), Elasticity 

· Vrusk: Comprehension (15%), Ambidexterity 

· Yazirian: Battle Rage (5%), Gliding, Night Vision 

· Humma: Spring Charge, Poison Resistance, Prehensile Tail 

· Ifshnit: Highly Developed Sight, Innate Skill 

· Osakar: Highly Developed Smell, Natural Linguist 

· Jakar: Intimidation (5%), Horns 

· Demu: Carapace 

· Step 4: Determine Homeworld 

Determine some of the physical specifics about the character's homeworld (population, society and tech are chosen, not rolled) and adjust stats appropriately. HomeWorld Generation can be found elsewhere on this site. 

· Step 5: Determine Initiative Modifier 

Initiative Modifier is determined by dividing the character's RS by 10, rounding fractions up. This number is added to all initiative rolls made by the character. 

· Step 6: Determine Hand To Hand Damage 

Hand To Hand Damage is based on a character's Strength stat and is added to all melee and brawling attacks that use non-energy weapons, and is the base damage done by the character in bare-hand combat.

Strength Stat
01-20
21-40
41-60
61-80
81-00


HTH Dmg
1d3
1d4
1d6
1d8
1d10
· Step 7: Choose a Profession 

Each character then chooses a profession from Enforcer, TechEx, SciSpec, Explorer, and possibly Mentalist if your Game Master is allowing them. Spend 10 XP on skills from that profession and gain that professions' special skill. 

· Step 8: Determine Starting Funds 

Classic Star Frontiers gives each character Cr200+d100. In our games characters begin with Cr1000+2d100. 

  

· Back To StarBase HellHound 
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	· Step 1: Determine Planetary Gravity 

Roll 2d10 on the following table (height & weight mods do not apply to Dralasites): 

2. Planetoid, Orbital City or Space Station Native 

0.0 to 0.2 G
+20% to normal height, -20% to normal weight
+2 RS in freefall combat
Expert with Vaccuum Suits
-10% to actions in 1.0 G or heavier environments
-5 STR/STA, +5 DEX/RS
Cannot take "Pumping Federanium" skill 

3. 0.25 to 0.4 G Low Gravity Native 

+10% height, -10% weight
-10% to actions in 1.25 G or heavier environments
-5 to either STR or STA
+5 to either DEX or RS
Expert with auxiliary breathing aparatus.
Pumping Federanium skill costs double XP for starting characters. 

4-5. 0.5 to 0.8 G Standard Gravity Native 

+5% height, -5% weight. 

6-14. 0.9 to 1.1 G Standard Gravity Native 

Baseline for standard characters. 

15-16. 1.1 to 1.2 G Standard Gravity Native 

+3 points spread between STR & STA
-5% height, +5% weight. 

17-18. 1.3 to 1.5 G High Gravity Native 

-10% height, +10% weight
+5 points spread between STR & STA
-5 points spread between DEX & RS
-10% all actions in zero-G. 

19. 1.6 to 1.9 G High Gravity Native 

-15% height, +20% weight
+5 STR/STA, -5 DEX/RS
-10% all actions in 0.4 G or less. 

20. 1.9 to 2.5 G Extreme Gravity Native 

-20% height, +30% weight
+10% STR or STA, +5% to other
-5% DEX/RS
-15% all actions in 0.7 G or less
fear of heights 



· Step 2: Atmosphere 

Roll 2d6 and apply the appropriate modifiers, then consult the table below. 

0.0 to 0.2 G Homeworld: -10
0.25 to 0.4 G Homeworld: -5
1.3 to 1.5 G Homeworld: +2
1.6 to 2.5 G Homeworld: +5 

2 or less: Managed, standard atmosphere 

Homeworld has no atmosphere to speak of and all activities take place inside sealed environs. 

3 : Low Pressure 

Character is practically immune to Hypoxia and has an extended lung capacity, but remarks a decreased endurance in high pressure environments and finds them stiffling (-5% all actions). 

4 : Low Pressure, Contaminated 

As above, but character has a 50% chance to have developed an immunity to the dusts and mild toxins of his or her home environment. Otherwise the character is an expert in auxiliary breathing apparatus. 

5 : Standard Pressure, Contaminated 

50% chance character has developed an immunity to the dusts and mild toxins of his or her home environment. Otherwise character is an expert in auxiliary breathing apparatus. 

6-8 : Standard Pressure 

9 : Standard Pressure, Contaminated 

as (5) above. 

10 : High Pressure, Contaminated 

as below, 50% chance character has developed an immunity to the dusts and mild toxins of his or her home environment. Otherwise character is an expert in auxiliary breathing apparatus. 

11 : High Pressure 

Character finds low pressure environments uncomfortable and is easily fatigued while in them. (-5% all actions) 

12 or more: Managed, standard atmosphere 

Homeworld atmosphere is exotic and dangerous, and all activities take place inside sealed environs. 



· Step 3: Planetary Climate 

Roll d100 to determine planetary climate. Characters from homeworlds with Managed atmospheres do not roll on this table, but choose a special climate type reflecting the lack of atmosphere or exotic basis of one. 

01-20 : Standard Terran Climate 

21-30 : Terran Steppe Climate 

Although very earth-like, water is in short supply. Natives can survive for twice as long as a normal character on short rations. 

31-39 : Terran Arid Climate 

Although very earth-like, there is a significant shortage of surface water. Character gains Desert Survival skill, +3 STA, and +10 STA on checks against the effects of hot and dry conditions. 

40-44 : Terran Desert Climate 

This planet has less than 10% free-standing water, so severe desert conditions prevail. Character gains Desert Survival skill, +2 STA, +10 STA on checks against hot weather effects, and has darker, tougher skin and minimal sweat pores. 

45-54 : Terran Swamp and Jungle Climate 

A greenhouse effect has raised planetary temperatures so that a significant portion of the planet is locked in tropical and equatorial climate. Character gains Jungle Survival, +2 STA. and +10 STA for checks against tropical heat and humidity. 

55-64 : Terran Tundra Climate 

A significant portion of the planet is locked in glacial conditions. Character has a 30% chance of having Arctic Survival skill, gains +2 STA and has +10 STA for checks against the effects of cold and exposure. 

65-72 : Terran Ocean Climate 

Less than 10% of the planet surface is above the water-line. The character has excellent "sea legs" and never gets sea-sick. Character has excellent swimming and small watercraft skills. 

73-83 : Terran Climate without Seasonality 

Planetary seasonality is located in wide bands, and there is no change in seasons, as there is no axial tilt. Natives find climactic change unsettling and widely changing weather patterns "unatural". 

84-88 : Terran Climate with Extreme Seasonality 

Extreme axial tilt produces extreme and frequent changes in weather and seasons. Natives get +4 STA due to the hard lifestyles. 

89-94 : Terran Climate at Outer Edge of Stellar Ecosphere 

The climate ranges from Cool to outright frigid. Natives get arctic survival, +5 STA, +10 STA for checks against the effects of cold, and have a dislike for strong heat, and are at -5% when operating in hot environs. 

95-97 : Planet w/ Extreme Axial Tilt at Outer Edge of Stellar Ecosphere 

This is a truly hostile environment, where only the toughest survive. Natives gain arctic survival, +7 STA, +20 STA for checks agains the effects of cold, and are at -10% on all actions when in hot environs. 

98-99 : Planet at Inner Edge Of Stellar Ecosphere 

Hot Jungles and Steam Swamps. Natives get jungle survival, +5 STA, and +20 STA on checks vs hot / humid weather and tropical diseases and fungal infections. They are at -10% to operate in cold environs. 

00 : Planet at Inner Edge of Stellar Ecosphere 

Hot Desert Planet with 0% standing water. Natives get Desert Survival, +5 STA, +20 STA on checks vs hot, dry environs and they can go without water for four times as long as a normal member of their race. They are also at -10% when in cold environs.
	


