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Questions, answers, and advice on STAR FRONTIERS® gaming

by Penny Petticord, Carl Smith, and Roger E. Moore

This  c olumn is  t he s c ienc e-fic t ion equiv-
a lent  of t he " S a ge A dvic e�  s ec t ion of
D R A G ON®  M a ga z ine;  t he infor ma t ion
pr es ent ed her e is  a s  a c c ur a t e a s  c a n be
found,  a nd c omes  fr om TS R ,  I nc . ' s  ga me
ex per t s .  R ea der s  wis hing t o c ont r ibut e
ques t ions  or  pr oblems  s hould s end t hem
t o:  S t a r ques t ions ,  D r a gon P ublis hing,

P . O.  B ox  1 1 0 ,  L a k e G eneva ,  W I  5 3 1 4 7 .
B ec a us e of our  wor k loa d,  we c a nnot
wr it e ba c k  t o ever yone individua lly,  but
we� ll a ns wer  your  ques t ions  her e.

W e a r e a ls o a c c ept ing ques t ions  on t he
G A M M A  W OR L D ®  a nd U NI V ER S E�  r ole-
pla ying ga mes ,  a nd we ma y be a ble t o
a ns wer  ques t ions  on t he older  S P I  s c i-
enc e-fic t ion boa r dga mes  a s  well.  S end a ll

ques t ions  t o t he a ddr es s  lis t ed a bove.

W it h P OL Y H ED R ON�  News z ine� s  per -
mis s ion,  we a r e r epr int ing s ome of t he
ques t ions  a s k ed a bout  t he S TA R
F R ONTI ER S  ga me in t he � D is pel C onfu-

s ion�  c olumn t her ein.  R ea d a nd enj oy,
a nd wr it e t o us  s oon!

G eneral top ics

Q:  W ho c r ea t ed t he S TA R  F R ONTI ER S
ga me?
A : T he original ru les  w ere dev elop ed

by D av e Cook  and L aw rence Schick ,

betw een 1 9 7 9  and 1 9 8 1 . T he game

w as  rev is ed by Mik e G ray, A llen

H ammack , H arold J ohns on, D av id C.

Su therland I I I , and Stev e W inter, and

edited by Stev e W inter and T roy

D enning.

Q:  I  under s t a nd t ha t  t he S TA R
F R ONTI ER S  ga me wa s  r ewr it t en befor e
it  wa s  fir s t  publis hed.  W ill t he or igina l
r ules  developed for  t he ga me ever  be
publis hed?
A : Cu rrently, there are no p lans  to

p u blis h the original v ers ion of  the

ST A R F RO N T I ERS game. Mu ch of  the

material that w as  lef t ou t w as  f elt to

be too comp lex ;  p layability w as

emp has iz ed in the f inal v ers ion ov er

comp lete realis m.

Q:  H ow is  t he S TA R  F R ONTI ER S :  A lpha
D a wn ga me differ ent  fr om t he S TA R
F R ONTI ER S  ga me r ules  t ha t  wer e fir s t
publis hed?
A : T here is  no dif f erence betw een

them. F or v ariou s  mark eting rea-

s ons , the game�s  name w as  changed

to dis tingu is h betw een the tw o s ep a-

rate s ections  of  the ST A R F RO N T I ERS

game ru les  p rinted thu s  f ar: the

A lp ha D aw n character generation

and combat p ortion, and the K night

H aw k s  s p ace combat ru les .

Q : H ow  c a n t he ST A R F RO N T I ERS ga me
be c ombined wit h ot her  r ole-pla ying
ga mes  lik e t he D U NG EONS  &
D R A G ONS ®  ga me?
A : A t p res ent, there are no s et con-

v ers ion s ys tems  to change charac-

ters  f rom one game s ys tem to the

ST A R F RO N T I ERS game, or v ice

v ers a. Su ch conv ers ions  w ill be

p rinted as  game v ariants  in the

f u tu re, if  s ome reader s u bmits  s u ch

s ys tems  to D ragon Pu blis hing.

A lien Races

Q:  C a n s ome of t he new r a c es  des c r ibed in
t he S TA R  F R ONTI ER S  ga me modules ,  s uc h

a s  t he U l-mor ,  K ur a ba nda ,  a nd Enor a  fr om

t he V olt ur nus  s er ies ,  be us ed a s  pla yer

c ha r a c t er s ?

A : T he f u ll s tatis tics  and abilities  of

N PC races  des cribed in the v ariou s

modu les  hav en�t been dev elop ed and

p laytes ted enou gh to s ee if  they w ou ld

f it w ithin the game s ys tem as  PCs . Y ou

can u s e them as  PCs  if  you  w ant, or

ev en create new  character races , bu t

you �ll ru n the s ame ris k  that p layers  in

f antas y games  ru n w hen they u s e

giants  and dragons  as  PCs : it might be

f u n, bu t the PCs  might be too p ow er-

f u l f or the game to p rop erly abs orb.

Caref u l game ref ereeing cou ld of f s et

this , of  cou rs e.

Q:  C a n a  D r a la s it e divide int o t wo or  t hr ee

c ha r a c t er s ?

A : N o;  D ralas ites  are s ingle creatu res

and can only div ide thems elv es  w hen

giv ing birth, not at their w him. W hen

they giv e birth, they p rodu ce baby

D ralas ites , not new  p layer characters .

Q:  H ow fla t  c a n a  D r a la s it e ma k e it s elf?

C a n it  go under  door s ?

A : D ralas ites  can � s q u as h�  thems elv es

as  low  as  1 0  cm high ov erall, bu t this

w ill tak e them abou t an hou r to
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accomplish. Few doorways have

cracks under them that are this high;

most would be only a couple of centi-

meters at most.

Q: Can a Dralasite move if it turns into a

big, round ball with no arms or legs?

A: It could roll itself along, but no

faster than at its walking speed unless

going downhill ( a dangerous situation! )

It would also not be able to fight, since

it couldn�t hold or fire weapons.

Q: Can a Vrusk carry another character on

its back?

A: It can, but it would be the same as if

a human were carrying someone

around. V rusk are not adapted to

serving as pack animals, and acting as

such could give them serious back

inj uries and other medical problems.

Q: Can Humans, Vrusk, Yazirians, or

Dralasites interbreed and have children?

A: No; the four races are genetically

incompatible with one another, and

not even advanced biological sciences

could crossbreed them.

Q: Could someone use a genetically-altered

�superman� character in the game, with

heightened strength and other powers?

A: Setting aside the question of

whether or not this is possible ( and it

is doubtful even in reality) , such a

super-character would throw the

game balance out of alignment. Who

would want a normal human if one

could have a super-human?  How

would the other players in the game

feel about this?  The problems that

such a character might create would

more than offset the enj oyment the

player using such a character might

feel in running it. Of course, the

game referee might use such altered

characters as non-player characters

( since NPCs are not necessarily

bound by character restrictions) , and

such NPCs might be allied with or

fight against the player characters.

Psionics

Q: Why weren�t psionics included in the

STAR FRONTIERS� game rules?

A: This was a design decision. It was

felt that psionics would not fit with the

mechanics of the STAR FRONTIERS

game system, so they were dropped

from the rules. However, a psionics

system for the STAR FRONTIERS game

appeared in ARES�  Magazine, Special

Edition # 2  ( �Frontiers of the Mind,� by

Jon Mattson) , and may be worth a

look.
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Character skills

Q: The cost for gaining skill levels is

unclear; how many experience points does

it take to get from one level to another?

A: The listed point cost is as stated for

every transition. It does not simply

require 3  ( or 4  or 5 )  more points each

time a new level is gained; instead, it is

a progression. For example, to go from

level 1 to level 2  in the Military PSA

costs 6  points. When the same charac-

ter goes from level 2  to level 3 , it will

cost 9 points. To get to level 4  from

level 3  costs 12  points, and so forth.

The entire progression from levels 1 to

4  will then cost 2 7 X P.

Q: Could a new PSA, J ack-of-All-Trades, be

created? If so, how would it work?

A: You could create such a PSA,

though the game system already

allows a character to learn many dif-

ferent skills. If you use such a PSA, it

would be best to use the doubled Tech-

nological PSA Skill Costs for all skills

the character wants to learn. Remem-

ber, this PSA has not been playtested

and may need to be altered for game

balance and playability once the cam-

paign has gotten underway.

Equipment

Q: The Expanded Rulebook gives two

different costs for the Standard Equip-

ment Pack. Which is correct?

A: The 15 0 Cr cost given on the equip-

ment list is correct; the 2 5 0 Cr cost

given under Expanded Game Charac-

ters is incorrect.

Q: The rules say a gas mask fits over the

wearer�s face. How does this apply to

Vrusk, who breathe through small nostrils

in their undersides, or to Dralasites, who

breathe through their skin?

A: The rules were written from a

human point of view. A V rusk gas

mask is a harness arrangement that

straps to the underside of the body.

The filter is a thin sheet of plastic

material that covers the nostril area.

The Dralasite gas mask is better

called a gas suit; it completely covers

the Dralasite. Again, a thin sheet of

plastic material filters the harmful

gases. B ecause this limits the amount

of oxygen reaching the Dralasite, they

may only wear these suits for a short

period of time before they become too

hot. The Dralasite gas �mask� may be

worn with other defensive suits.

Q: On the Equipment List Tornadium D-19

masses 1 kilogram. Does this mean you

get 1 kilogram of the explosive for 50

credits?

A: No; Tornadium D-19 should cost 5 0

Cr for 5 0 grams. This should be cor-

rected in the game rules. The 1 kilo-

gram mass assumes that some of that

mass is taken up by packing material,

and also helps restrict the amount of

explosive a character can carry

around at one time.

Q: On the equipment lists, what are the

masses of unmarked items like grenades?

Why aren't they marked?

A: U nmarked items have masses of

under .5  kg; they aren�t listed individu-

ally because of the bother in having

characters keep exacting track of

every gram of equipment carried. A

reasonable amount of such equipment

may be carried about ( 2 0 grenades, for

example)  depending upon how diffi-

cult such items are to pack away and

how many are taken. If lots of items

are being taken, an overall mass may

be assigned to them by the referee.

V ehicles

Q: How does one manage vehicle-mounted

weapons in the game?

A: The note in the rules stating that

vehicle mounted weapons are not

covered refers only to fixed and heavy

weapons, such as turrets, tank guns,

ball-mounted machine guns and

lasers, and missile launchers. If the

referee allows it, characters may

mount a machine gun or similar

weapon on a simple ring or post

mount on vehicles such as aircars

and explorers. This would cost 15 0

Cr  total. Glij ets and hovercycles can-

not be so mounted.
Mounting a weapon does not change

any of the modifiers given in the V ehi-

cle Combat section. The advantage of

the mounting is that it allows use of

heavier weapons while on a moving

vehicle. One maj or drawback, of

course, is that vehicle-mounted weap-

ons are prohibited in built-up, civilized

areas; characters driving such vehicles

risk immediate arrest.

Modules

Q: What new modules will be coming out

in the future?

A: Generally, TSR, Inc., avoids

announcing lists of new products to be

released, unless such items are almost

ready for shipping. The best thing to

do is to keep in close touch with your

local hobby shop. They may receive a

list of �coming attractions� that you

can examine.


