
StarQuestions
Answers and advice o n the S T AR  F R O N T I E R S

®
g a m e

If you need some answers to help

your g ami ng  campai g n, wri te

down your q uesti ons and mai l

them to S tarQuesti ons, Drag on

P ub li shi ng , P .O . B ox  1 1 0 , L ak e

G enev a, W I 5 3 1 4 7 .

Q: Can supernatural things happen on
STAR FRONTIERS® ga m e  worlds?

A :  O nly i f you ( as referee)  are wi lli ng

to mak e up rules to cov er i t. T he

S T A R  F R O N T IE R S  g ame uni v erse i s

b ased on technolog y and sci ence

rather than on supersti ti on and

mag i c. T hat i s not to say that such

cannot ex i st, b ut i t i s most often

encountered on b ack ward planets

wi thout access to � ci v i li z ed�  ways.

R eferees wi shi ng  to use so-called

supernatural effects i n thei r cam-

pai g ns should fi rst estab li sh a log i cal

b asi s whi ch does not contradi ct the

g ame system. ( F or ex ample, a ref-

eree mi g ht choose to i ntroduce

effects whi ch appear to b e mag i cal,

b ut whi ch can b e done b y technolog -

i cal means.)  O nce your means of

deali ng  wi th the sub j ect i s set, you� re

pretty well stuck  wi th i t, so try to

foresee any maj or b alance prob lems

the new addi ti on to your system wi ll

g enerate.

Q: W hat do y ou do af ter gaining six
levels of  ex perienc e in a sk ill?

A :  C onsi der addi ng  addi ti onal sk i lls

to your repertoi re, or spend your

ex peri ence poi nts to i mprov e ab i li ty

scores. N ev er let ex peri ence poi nts

g o to waste;  there are always plenty

of g ood ways to use them.

Q: O n p.  8  of  the K night H awk s Cam-
paign B ook ,  it states that the damage
c ontrol rating is eq ual to three multi-
plied by  the hull siz e plus twenty ,  but in
the sec ond c olumn at the top it gives an
ex ample whic h is obviously  in error:
( 3  X  8 )  +  2 0  =  3 2  +  2 0  =  5 2 .  S hould I  multi-
ply  the hull siz e by  f our or c hange the
ex ample?
A :  T he sample calculati on i s i ncor-

rect. It should read:

( 3  X  8 )  +  2 0  =  2 4  +  2 0  =  4 4

b y  P enny  P ettic ord

Q: I n the basic  rules,  it say s that c harac -
ters start with 1 0  c redits and a standard
eq uipment pac k .  B ut in the ex panded
rules,  it say s to roll 1 d1 0  and add 5 0
c redits f or starting c apital.  W hic h is
c orrec t?
A :  T he former i s correct for the

b asi c g ame, and the latter i s correct

for the ex panded g ame.

Q: Can y ou c hoose two starting sk ills
f rom a c harac ter� s main PS A ,  or does
one have to be f rom a dif f erent PS A ?
A :  A s long  as at least one of the sk i lls

chosen i s from the mai n P S A , the

other may b e chosen from the same

one or a di fferent one, at the player� s

preference.

Q: I  f ound � whip�  on the eq uipment list
( p.  4 0  of  the E x panded G ame R ules at
the very  bottom) ,  but I  c ould not f ind it
on the M elee W eapons Chart,  W eapons

T able,  or in the W eapon D esc riptions ( p.
4 2 ) .  Could y ou give some inf ormation
about it?
A :  T he whi p i s descri b ed on the

W eapons T ab le and p. 4 3  under the

headi ng  � C hai n/ W hi p� . It does 1 d1 0

poi nts damag e and has a modi fi er of

-5 . Inerti a screens and sk ei nsui ts

ab sorb  half the damag e.

Q: Could heavy  lasers be mounted on a
f ighter?  W hat damage and range would
suc h a weapon have?

A :  H eav y lasers cannot b e mounted

on fi g hters. S ee the T acti cal O pera-

ti ons M anual for sample shi ps and

the weapons that can b e carri ed b y

each.

Q: Please c omment on the possibility  of
trading a ship design f or a c ommission.
A :  C ommi ssi ons may b e g ranted as

rewards for a v ari ety of thi ng s, at

the referee� s di screti on. C onspi cuous

v alor, effi ci ent handli ng  of a sti ck y

si tuati on, and a new weapon or shi p

desi g n are all g ood ways to g ai n a

promoti on. T he referee should ev al-

uate the i ndi v i dual� s performance i n

the way that a superi or would

b efore recommendi ng  such an

acti on, thoug h. F or ex ample, a new

shi p desi g n must b e practi cal and

not too ex pensi v e to b ui ld and mai n-

tai n, or i t would not b e profi tab le to

use i t. A  prototype must b e b ui lt and

tested ( test fli g hts, crash tests, and

b attle si mulati ons)  b efore i t i s

approv ed for use. ( T he referee can

and should req ui re the player to

redesi g n porti ons of the shi p that do

not meet the speci fi cati ons of the

� customer�  b efore g ranti ng  a com-

mi ssi on.)  O nce i t passes all the

req ui rements, the character who

desi g ned i t would b e eli g i b le for a

reward of some type, b ut i t mi g ht

tak e consi derab le ti me, si nce the the

wheels of b ureaucracy do turn

slowly.

Q: T he f ront c over art on Sundown on
Starmist and that on p.  4  show a double
moon sy stem,  when p.  3  and p.  2 4  ( S y s-
tem B rief )  c learly  state the S tarmist has
no moons!  V arious other parts of  the

tex t imply  poor lighting at night.  W as
the planet supposed to have moons?
A :  N o, the i llos are i ncorrect. S tar-

mi st has no moons.

Q: I n module S F 3 ,  if  the f ans of  the war
tank  hit water,  do repairs tak e 2  day s ( as
on p.  2 5 )  or 1  day  ( as on p.  1 3 ) ?
A :  R epai rs tak e one day.

Q: T he rules say  a ship c an be c ontrolled
by  a pilot,  an astrogator,  and an engi-
neer.  Y et on p.  6 ,  it say s that a f reighter� s
c rew numbers about the hull siz e of  the
ship.  W hat are the ex tra c rew members
used f or?  A nd what are the sk ills needed
by  those ex tra c rew members?
A :  It� s usually conv eni ent on long

space fli g hts to hav e cook s, techni -

ci ans, weapon speci ali sts, and medi -

cal personnel, ev en thoug h such

i ndi v i duals are not necessary to

operate the shi p i tself. S ecuri ty per-

sonnel are needed for transport of

passeng ers or v aluab le carg o. ( S ee

P O L Y H E DR O N �  N ewsz i ne # 2 2  for

R og er M oore� s arti cle on shi pb oard

personnel, for more i nformati on.)
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