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The introduction says how to adapt the adventure to the players
Be clear what the adventure requires. Make the information easy to find.

• Does the adventure require men? Does it require women? How many?
• What skills do the characters need to succeed?
• What equipment does the characters need that is not supplied in the

adventure?
• What if the characters have their own spacecraft? What abilities does it

need?
• Is there a scripture quotation to give the players a hint? People 100

years ago and their characters went to Sunday school; this is a genre-
compatible way to provide a hint. Provide chapter and verse (that is the
way they did it). The Internet quickly gives a list of scriptures about a
subject.

Genre compatible plot devices
• Pulp science fiction is usually about rescuing in some way
• People get knocked out a lot. This never seems to have any long-term

effects.
• Non-player women scream when in peril
• Women get kidnapped, particularly after fainting
• Even dumb monsters kidnap beautiful women instead of eating them. They

usually keep them in a lair, where they can be rescued later. The woman
can expect to be presented with disgusting food and knocked silly when
she tries to escape. There may be a way to keep her there when the
monster goes out.

• Heroes have to fight a lot of dinosaurs. Often with swords.
• Non-player characters fall in love, and their love becomes a major plot

driver. Once an NPC falls in love it becomes their primary motivation.
• Heroes deal with royalty a lot. A king and queen rule most planets or

countries within planets. There are usually princes and princesses.
• Royalty falling in love happens. They sometimes fall in love with heroes

and heroines (like player characters).
• Since most planets have a culture where wives have to do as they are

told, forced marriage makes a great plot device. Twists can include a
villain coercing the sole princess or a player character.

• Prisoners, hostages, and captives get tied to chairs by bad guys.
• Some bad guys have the same aversion to deadly force the characters

do. They may have a code of honor, like always keeping their word.
• Many bad guys use unarmed combat and melee weapons. They are

reasonably effective in this game.
• Characters often wear speedos/bikinis as underwear. They have to swim a

lot, and often get stripped of outer clothing.
• Bad guys often strip captives down to their underwear so they cannot

conceal anything. Especially captive player-characters.
• Crashing through jungles quickly shreds outer clothing, but never affects

underwear.
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Which star should I put the adventure on?
Earth space is most things within 75 light years of the Earth.

• Want a civilized planet with lots of commerce with Earth and few
external threats? Pick a star within 25 light years of Earth.

• Want a frontier world with few humans that is vulnerable to
external threats? Pick a star 50-75 light years out.

• Want something in between? Pick a star 25-50 light years out.
Omit stars that would be unlikely to have habitable planets:

• No red giants (they cook their planets)
• No post-collapse stars like white dwarves or neutron stars
• Some multi-star systems have no habitable zone
• No really big stars (they burn through their fuel and go boom

before the planet has a chance to develop)
Omit planets that are too big (they have too much gravity) or too small (they
would not be able to hold down an atmosphere). Really big planets can have
habitable moons.
Stars known to have dust rings, asteroid belts, and/or planets are good
choices, but we do not have this information on most stars.
Most inhabited stars will be class F G, K, or type IV. Our sun is class G. You
could also put inhabited planets around some class A or M class stars.
If a known big planet occupies the habitable zone of a star, make your inhabited
planet a moon orbiting it.
The Internet is a great source of star lists. www.SolStation.com has lists of stars
near your target.
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Types of stars
There are many competing star classifications. This decoder translates the ones
you are likely to see into laymans terms.
Protostar: A ball of gas that has not yet collapsed down enough to form a star. Planets have
not formed yet.
T Tauri: a newborn star. Planets are forming or newly formed. No inhabitable planets.
Type 0 hypergiant: A huge, short-lived star doomed to go supernova. No inhabitable planets.
Type I supergiant: A huge, short-lived star doomed to go supernova. No inhabitable planets.
Type II bright/luminous giant: When a star larger than our sun uses up its hydrogen fuel and
starts burning helium, it swells up into a bright giant and burns up the inner solar system. It
will eventually run out of fuel and shrink down into a white dwarf. No inhabitable planets.
Type III red giant: When a star the size of our sun uses up its hydrogen fuel and starts burning
helium, it swells up into a red giant and burns up the inner solar system. It will eventually run
out of fuel and shrink down into a white dwarf. No inhabitable planets.
Type IV subgiant: When a star smaller than our sun uses up its hydrogen fuel and starts burning
helium, it swells up into a subgiant and burns up the inner solar system. It will eventually run
out of fuel and shrink down into a white dwarf. No inhabitable planets.
(Type V is the main sequence, and uses the letter class designations)
Class O blue giant: Large, hot, short-lived stars doomed to become a supergiant and then go
supernova. No inhabitable planets.
Class B blue-white subgiant: Large, hot, short-lived stars. No inhabitable planets.
Class A white: Larger, hotter, and shorter-lived than our sun. Some can have
inhabited planets, but the star will be nearing the end of its safe lifespan (with
just a few million years left).
Class F yellow-white: Similar to our sun, but larger and hotter. This
is a good choice for inhabitable planets.
Class G yellow: Our sun is class G. This is a good choice for
inhabitable planets.
Class K orange: Similar to our sun, but smaller and cooler. This is a
good choice for inhabitable planets.
Class M red dwarf: 3/4 of all stars are class M. All but the smallest
can have inhabitable planets. Red dwarfs have big solar flares that
create a navigational hazard: the smaller the dwarf the bigger the
solar flares.
Type VI subdwarf: Similar to class K orange stars, they are smaller
than our sun but larger and hotter than red dwarfs. This is a good
choice for inhabitable planets.
Type VII white dwarf: This is the low-wattage remnant after a star goes red-giant
and burns up its inner solar system. Sometimes the fading red giant leaves a
debris disk, which can form planets.
Black dwarf: When an ancient white dwarf uses up all its remaining fuel, it fades completely.
Brown dwarf: A star that is too small to burn properly. No inhabitable planets.
Neutron star: When a big star goes supernova, the remainder collapses into a tiny neutron star.
Neutron stars emit mostly X-rays. No habitable planets.
Pulsar: A rapidly spinning neutron star.
Black hole: When a really big star goes supernova, the remainder collapses out of existence. The
black hole remains as an invisible navigational hazard.

Binaries and multi-star systems
Close binaries are stars that orbit each other closely. They can have planets orbiting
around the pair of stars, as long as the planets arenÕt too close to the stars.
Distant binaries are stars that orbit each other at a great distance. They can each have
their own solar system, as long as the planets donÕt get too close to the other star.
Some binaries and multi-star systems do not have a stable habitable zone.
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Making up stars
Sometimes you have to make an adventure on short notice and do not have time
to pick the star or stars where things take place.
If you make up a star system, make it both dim and distant. Our astronomers
do not thoroughly catalog stars class G and dimmer more than 50 light-years
away; a class M red dwarf can work closer than that. Be sure to say what
constellation it is in and give its distance to one or more key destination (like
Earth). Give it a generic sounding name, like Georges star or Lumina.

Matching stars with alien empires
When the characters must deal with an alien empire, one of two questions
quickly comes up:

• This is the star where the adventure takes place; Which alien empire
should I use?

• This is the alien empire they will face; Which star should I put the
adventure on?

The answer lies in a handy constellation map. It is a map of the sky with all the
constellations labeled (two are included: RR_Constellations). Each empire listed
in the details about aliens (RR_Alien_details) has a location, the constellation
the alien empire comes out of.

• Got a star and need an empire to bother it? What constellation is
the star in? Find the closest constellation on the star map that
contains an alien empire.

• Got an empire to use as an antagonist and need a star? Pick a star
in or near the aliens constellation. Any adjacent constellation will
be often be fine.

Stars thought to have planets in the habitable zone
This list of stars within 75 light-years of Earth is constantly expanding, check the
Internet if you want more stars or more detail.
The planet may be high gravity or low gravity. If the planet is too big, give it a
habitable moon.

Trappist Gliese 832 Luyten
Proxima Centauri Gliese 667 HD 40307
82 G. Eridani Ross 128 Tau Ceti
LHS 1140 Ross 508 Gliese 1002
Wolf 1069 HD 48 948


