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Guide forR experRiENCEd GAME MASTERS

RoARING Rockers can be different fRom OTHER RoOle-playing games. IT is A Hundred-
yvearR-old Genre, ANd everyTHiNG iN iT predates THe Cultural Revolution of THE
1960s. THe bigGest cHallenge is THE AdvenTures ARe forR A culture unfamiliar TO THE
playerRs AN GAME MASTER.

THe Ggenre & culture is different: Read THE GENRE & culture quide (RR_Genre), And
iNfo for making RoARING ROCkeTs ADVENTURES (RR_Adventures_for_RR).

NEw GAME MASTERS: ReAd THE GAME MASTER STARTER (RR_GM_101) ANd AdVENTURE
desigN STARTER (RR__Adventure_design_101) if you ARE NOT AN EXpPERIENCEd
GAME MASTER.

Men & Wosmen

THere ARe differences berween male and female cHaracTers in THis game. THE Group
ofren Needs both 10 succeed. THis works mMuch berter if players USE A CHARACTER
of THEIR OWN GENAER (SUGGESTION: REQUIRE iT).

Leadenship and misbehavion

WHENEVER A PplayeR GETS AN EXPERIENCE pENAlTy, THE leader Gets A maTching
EXPERIENCE PENAlTY. SOME players consisTently goof up And GeT  penalries.
EncouraGe THE leaders player 1o work with THe problem player instead of
REJECTING THEM.

THese people ofrfen goof up THeiR Real lives As WEIL As THEIR CHARACTERS. ENCOURAGE
THe leaders player 1O prAcTice Real leadersHip. If THe leaders player can Help The
EEFSC():'N 170 NoT qoof up THE GAmE, THE pERsON is probably being GEeNUINely
elped.

If THe leaders player is unwilling To meer THe challenge, pick someone who
probably will aNd proOMOTE THEIR CHARACTER iNTO THE leadersHip posiTion.

All leadership is ultimately mMoRral leadersHip. THE game masters and THe Leaders
player sHould ser THe example by doing THe RigHT THING NO MATTER WHAT iT
ADﬁEARS 70 cosT iN THE SHORT Term. THey should endeavor To do it in Real life As
well.
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Many Role-playing GAMES HAVE cHARACTERs ouT for THEmSELVES. You can do This iN
RoARING Rockers, but it woRrks berter if THE CHARACTERS ARE SPACE RANGERS (OR
Space Caders assigned TO THE SpACE RANGERS). THE SpAce RanGers ARe like THE
MARSHAls of THe old Awmerican WestT. THey roam ArRound in small Groups making
THE fRONTIER safer.

Exploration-ORiENTED games could Have everyonNe be STarR Scouts. STaR Patrol
GAMES AR perfectly viable as well.

IT is A good idea TO START New CHARACTERS As Space Caders.

See THE SERVICE ORGANIZATION GuUIdE fOoR MORE details (RR_Service_orgs).

All players sHould see THe Use-OF-Force quidelines (RR_Use_Of_Force).




e et otret
THE SpACE RANGER GENRE USUAlly feaTURED ONE OR MORE INEXPERIENCEd CHARACTERS
ANd AN EXpERIENCEd CHARACTER. ROARING Rockers simulates THAT with THE point-level
of New CHARACTERS WHO ARE OfTEN SpACE cadeTs.

IF you WANT A GAME WHERE EVERYONE STARTS WiTH MORE cApAblE cHARACTERS, Give All
players % extra skill points during cHARACTER CREATION, WiTH ARCHETYPE CHARACTERS
RECEIVING THEM As A Hero package (+1 body & +1 stun). THey Have already
GRaduated from THE Space Caders.

Vic of

WEe see lots of fictional cHarRAcTERs killed ON-scReen every day. ModerN AcCTiON
Heroes Use A loT of deadly force. ANd THE Audience is ENTERTAINE.

Pulp science fiction did A lot less killing, because THAT was NoT WHAT THE Audience
cAaME forR (unless iT was aboutr war). People ot tied 10 cHairs A loT iN RadiO
plays, and in books THey qot knocked our.

Ever TAlk TO A WORld waR VeTERAN? Ask Him About THe quy He TOOK PRISONER.
Why did you shoot Him in THe leg? To avoid killing Him.

Like our policemen, cHARACTERs iN THE SpACE RANGERS OR OTHER SERVICE
ORGANIZATIONS CAN GET INTO TROUDIE fOR USING UNNECESSARY fORCE (Offen A dEMmERIT).
UnaffiliaTed cHARACTERS cAN GET ARRESTEd fOR DATTERY OR MANSIAUGHTER. YOou may
Need TO Remind some players THAT THEIR cHARACTER HAs A cultural AVERsiON TO
UNNECESSARY  Killing,.

THis is NoT usually A problem because stun Gquns and TacTical batons are HigHly
effective weapons. Jusrifications for deadly force include war, MoONsTERs, and bEiNG
atiacked with deadly force.

Be sure All players Have seen THE use-of-force quidelines (RR__Use_of _force).

Space combut

THrRee pages of THe Rules ArRe devoted 1O space combat. You will need 10 do
SOME, but keep it TO A MiNiMUM. SpACE cOMDAT uses powerful weapons THAT can
kill A cHarACTER OUTRIGHT (NEVER fUN), and A series of unfavorable die rolls can
wipe ouT All THE cHARACTERs.

If THe fight HAs ARe MORE THAN A couple space sHips, THE TacTical space combar
SYSTEM CcAN  MAKE iT EASiER TO visualize wWHAT is GOiNGg ON
(RR_Tactical _space__combat). A simple fight is usually berrer with THE
AbSTRACT VEHIClE coOmMbAT system iN THE Rules.

THe Rules make No provision for distant THiNGS being HARderR TO Hit, because
combaT iN RoOlE-playing GAMES is AlMOST aAlways AT sHORT RanGe. IF you need T1O
Have lonGg RANGE combat, use THese RANGE Modifiers (penalties 1O THE SHOOTER).

Pistols: 0-10m: -0 10-20m: -1 20-50m: -2 30-40m: -2 40-90m: -4
CaARrDbiNEes: 0-1"m: -0 17-50m: -1 720-49m: -2 4%-60m: -2  60-/9m: -4
Rifles: 0-20m: -0 20-40m: -1  40-60m: -2 60-80m: -7  80-100m: -4

Using A ResT WHEN aiming (ResTing A Rifle or pistol onN something) EffecTively
Halves THE RANGE TO THE TARGET. Using A Rifle scope does also.
If you cannort find This Table quickly wHen you need iT, just wing it



Adventune design and the Dibile

Most people wHo Read pulp science fiction wWent To Sunday school Growing up.
Most of THem went 10 cHurRch every week. THey and Their pulp science fiction
characTers knew THE Bible well.

MosT adventures sHould Have THE CHARACTERS DRINGING RESCUE, REASON, lAw, jUSTICE,
ANd/OR MORAliTY iN SOME WAY; THAT is WHAT sO mANy pulp sTORies WERE Abourt. Use
Bible scrRipTURE VERSES iN THE setup TO uUNerliNe THE cHARACTERS ROLE; iT is AN
eXCELlENT GENRE-cOmMPpATIDIE way TO eT THE players know wWHAT is expected of THEIR
CcHARACTERS. THE INTERNET is A Good ResOURCE for Bible SCRiIpTURE.

Example: if THE cHARACTERS ARE TO DRING pEAce, SEARCH fOR PEACE SCRIPTURES; yoOu
will et A laARGe menu of Bible quotes. Use THE MOST AppROPRIATE ONes for THE
AdVENTURE iIN YOUR SETUP.

Powens ane evil

CHarACTERs & OTHER Good GQuyS NEVER USE MENTAL POWERS OR PARANORMAL POWER.
THe Bible is clear THAT THERe ARE ONly TWO SOURces Of paranorRmAl power: God
and His fallen servant. AnyTHING NOT Of God is a TRick.

THe audiences of old did ~ot put up with good quys USING PARANORMAL POWER.
WHen publishers TrRied This stuff in pulp science fiction, THE blowback was Severe.

Nobody Tried THis MORE THAN ONCE. Even as |aTe As THe 1960s, Star Trek was

NEARly TAKen off THE AR WHeN Captain KiRk LleT AN alien inTELliGeNcE possess  His
body.

IN fiction, causality is THE principle THAT Actions Have consequences. Every evil
woRd ANd AcT will come back 10 HAUNT THE cHARACTER. Pulp science fiction and
comics used This principle fRequently. It works well in RoARING Rockers
AdVENTURES.

Polite spcech

THERE WAS NO CURSING WHATSOEVER iN THE pulp science ficTiON GENRE, NOT EVEN WiTH
SURROGATE SWEAR WORdS. THE closest THey GoT was wWHen Buck Rogers exclaimed
ROARING ROCKEIS! LOOK AT THAT!

CHarACTERS dO NOT SWEAR AT All, NOT EVEN WiTH SURROGATE SWEAR WORAS. PlayeRs
should speak politely as well.

Some Role-playing games Have A statistic called LUCK. THis game does NOT. WHEN
you look for THe victim something bad Happens 10, pick THe player with THE
dirtiest OR least Respectful mouth. WHen looking To bestow something good on
somMeoNE, pick THe player with THe politest speech. It is OK 10 ask THe players
feedback on whHo sHould qer iT.

TRy T0 be mMoRe polite THAN THE players To ser THE example.

RethoTech

TRy playing ROARING ROCKETS iN A SEMICONAUCTOR-fREE ENVIRONMENT. PRINT WHAT yOUu
Need AHead of Time, but Turn oOff THe pHones, calculators, aNnd comMpuTERS WHEN
you play. This will not work well for Eeveryone, but can provide A MORE
IMMERSIVE EXPERIENCE. THE GENRE HAd space sHips, pAper, and pencils.




The Eanth

MosST GOVERNMENTS WERE SMAIIER A Hundred years aGo, and people liked it THat
way. THey Had A saying: THE GOVERNMENT THAT GOVERNS lEAST GOVERNS best. Pulp
science fiction qovernments Reflected This.

THe EARTH GOVERNMENT is small and Hands-off. It Handles THe common defense,
ENSURES THAT locAl GOVERNMENT SERVICES HAppPEN, smacks dOwWN CORRUPTION,
provides some police services ON THE fRONTIER, keeps THE powerful in cHeck, and
keeps THE WHEels of cOMMERCE TURNING. THAT is Abour iT.

THe Genre is iNncompaTtible witTh AN EarRTH GOVERNMENT THAT is controlling,
OMNISCIENT, OPPRESSIVE, Evil, CORRUPT, iNsidious, OR CONSPIRATORY. AN AdVENTURE
aAbout stopping AN evil TRyiNG TO GeT A fooTHold in THE FARTH GoVERNmENT would
be fine, THouGH.

The nole of women

Most of tHe pulp sci-fi stories did NoT Have women iN cHARGE Of men. THE same
GOEs for NoN-TRAdiTiONAL GENAER ROIES. GAME MASTERS MAY IGNORE THiS PRECEdENT
and play A mod game instead. IN AN ulTRA-MOd GAME WOMEN ARE Also aAllowed 1O
fight in THE MmiliTARY.

IF you want TO GO TrRAdiTiONAL:

* A womaN mAy be in cHArRGe, but sHe will NoT often be placed iN cHARGE
of Men by superiors. Of course, someTimes THE best man for THE job is A
wOMAN, As THey would say beforRe putting A WOMAN iN CHARGE.

* A female character may N~NoT be iN THE miliTARy OR Have military
background, such As SpACE MARINE.

* WoMeN GeT A badge of virtue decoration insTead of pROMOTION EVERY
OTHER TiME. THis Gers THEM THE RespecT THey deserve witHout much dangGer
of THem outranking THE MEN.

Talk 10 your female players wHen deciding policy. You may want 10 apply mod
oR TradiTional policy on AN ad-Hoc basis (A Hybrid game). A hybrid GamE can
Also be AlTERNATING GAME MAsTERS WiTH different policy.

ARCHETYPE CHARACTERS ARE GooOd for firsT-TiMe players, bur some women do Not
WANT A STEREOTYPE CHARACTER, OR ONE WHO faints. Walk THem THrROUGH MaAKiNG A
GENERIC female FaRTHWOMAN, iT does NOT Take VERy lONG.

Setting up chanacten sheets

Keeping clean cHARACTER sHeeTs makes THEM Easy TO UsE.

THe best use for THe backside Appears 10 be WriTinG cHARACTER background
(RR_CharSheet_backside).

KeepiNG SEPARATE SHEETS fOR EXPERIENCE, EQUIPMENT, MONEY, ANd dECORATIONS WORKS
WEll (RR_Sheet_addendum).

Make suRe THAT cHArRACTER SHeeT ARTWORK conforms 1o THE standards of THe day.
NO suGGesTivVE ARTWORK OR sexy poses, NOTHiNG THAT would be covered by A
bikini OR UNAERWEAR, EVERYTHING is PG RaTed.

Pulp cover ART someTimes Had Racy drawings of WOMEN, SOMETIMES WiTH TORN
clothing. But THey did ~not do sexy poses, ARcHed backs, bedroom eyes, or
ReveAl TOO much.

Do NOT PERMIT A CHARACTER SHeeT, stTaNdup, OR MINIATURE THAT GOEs Too AR TO bE
used iN A ROARING ROCKETS GAME.



Equipment bunden

Nobody wants 10 carRry A bunch of Heavy stuff ArRound. THE players may want

THEIR cHARACTERs TO CARRY 7 Rifles and A 60-pound load, but THe cHarAcTERS

\B«ould NOT WANT TO do THAT. Have THe players Rrole-play wHen deciding wHAT TO
RING.

A ReasoNAble load is A 20-pound OR less pack. CHARACTERs EexpecTing TROUDIE
MiGHT brinG A Rifle. Rifles aRe big, Heavy, and cumbersOME.

A cHARACTER MiGHT bRinGg A pistol, batoN, OrR sword. PerHAps t™wo of THese. Or
mMAaybe A Rifle aNnd one of THem if expecting TROUDIE.

Small THings like A collapsing baton OR A liTTle exTRA AMMO ARE A MiNiMAL DURdEN.

ARMOR is uNcOMIORTADIE. THE cHARACTERS would NOT puT iT ON UNIESS EXPECTING

TROUbLE. THey migHT WEAR A VEST OR HEelmeT for possible TROublE.

Stellan ne-ude

IT is qood desigN TO RE-USE A STAR SYSTEM iN A [ATER AAVENTURE. BUT iN PRACTICE
multiple gaMe masTers MAKe multiple adventures and somebody will eventually purt
A different STAR sysTem AROUN A pReviously used star. THe best way 10 Handle
THis is T0 NOT WORRY About iT1. THE players RAREly RevisiT THE SAME STAR AfTER AN
exTENded ADSENCE. A GAME MASTER CAN pUT EITHER SYSTEM AROUNA THE STAR TO SuiT
THe Needs of THe campaign.

THis GAME pROVIAES A CONSISTENT GAME-SUPPORTING TECHNoloGy and society like
MANY pulp science fictioNn woRrks used. Most WRITERS A HUNARed YEARS AGO jusT
made iT up As THey WenT, and borrowed ideas from each oTher. Most of THem
did ~NoT worry About Technology THAT would cause THEIR IMAGINARY SOCIETY TO

UNRAVEL iN 20 vyears. THis game system does, so its Technoloqy is carefully
defined.

THINK TYPEWRITERS ANd adding MACHINES
Audio & music RECORAINGS ARE ON MAGNETIC TAPE ANd vinyl RECORdS.
CoMpuTERS ARE MOSTly siNnGle-purRpose  MecHANical computing  devices.
MathemaTicians WHO perRfORM  computations ARE Also called compurters.
THERE ARE NO ElECTRONIC COMPUTERS As WE UNAERSTANA THEM.

* Technoloqy is mostly devices operated by people.

* Technoloqy is simpler and Has A few knobs and buttons. Operator skill is
REQUIREd.




VideopHones

FAX macHines and iNTERSTELAR Faxes (THE |ATTER ARE ONLly plANeT-TO-planeT)

Telerypes & iNTERSTELAR TEleTypes (THE [ATTER ARE ONly planeT-To-planet)

CasserTe-TAPE based ANSWERING MACHINES

Cameras like Polaroids and 79mm film cameras

Microwave OVens, pHotocopiers, ANd MecHanical casH REGiSTERS

If A business is noT in THE TElEpHoNE book THe customers will NoT know it

EXISTS.

* Pagers ARe THE size of A waller and THey beep whHen you should TelepHone
YOUR PAGER SERVICE. A MEecHanical voice will say wHo called your pager
service. THis only works in big cities ON EARTH OR PIANETS NEAR iT.

By ¥i€ PHILLIPS T




Nuclear wWeapons, NucleaR power, OR ANyTHING Else Atomic. THey do Not
Really Need THEm. Nuclear enerqy was NoT developed until the Twilight of
THe pulp era. THey knew about radiation, THougH.

* SemiconducTtors. THEeiR elecTRONics Use REelays and vacuum Tubes. OUR
comMpuTERS AN ElecTRONICS ARE beyond anyTHING THE WRITERS iMAGINEd.

* LEDs, LCDs, Har screens, orR Touch screens. THey Have cathHode ray Tubes,
Nixie Tubes, And Vacuum florescent Displays (VFDs) insTead.

*  Computer sofiware. THey Have people wHo do Things insTead.

* THe InTerner. THEy Go To libraRries insTead.

* Arrificial inTelligence ANd ROboOTs THaT THINK fOR THEMSELVES SOMETIMES
APPEAREd iN THE GENRE, buT ARE NOT consisTENT WiTH THE Technology. Also,
societies would be Rreally different, quickly becoming robot-centric. THis
ClleE does Not Have anything like THem. Instead, it Has people who do
THiNGS.

*  Sell-driving cars. THey drive THEIR OWN CARS.

Digital cameras, digital warches, orR pocker calculators. They Have film

cAMERAS, MECcHANicAl watches, and slide Rules.

Videos. THEiR MOVie cAMERAS USE film.

GPS nNavigation. THey Have radio-HOMING NAVIGATION iNsTEAd.

SpeecH RECOGNITION. THEY HAVE SOMEONE liSTEN iNsTEAd.

AUTO%ATEd Tellers OR debit cards. They have bank Tellers and clerks

insTEAd.

* DisiNTEGRATOR RAyS APpPEARed iN THE GENRE but make foR poor gameplay.
Players HATE iT WHEN you disiNTEGRATE pARTS Of THEIR CHARACTERS WiTH NO
possibility of Healing.

* Magnetic Rays AppeArRed iN THE GeNRe, but THey ArRe ThHe stuff of mad
science ANd Hyper-advanced aliens. Affer THE 1960s THese sTarRTEd beEing
EAulfjd TRACTOR beams. THis is NoT AnyTHiNG THE cHARACTERS caN Have OR

vild.

* LigHtsabers. THE Genre is full of real swords, but no ligHTsAbERs.

*  Powersuits. THe Technology does NOT suppoRT THEm.

Mad Sciecnce

Mad scCienTisTS ARE AN IMPORTANT PART Of THE GENRe, but be SurRe THAT any
Technoloqy ThHey develop is NoT Reproducible orR does NOT oOTHERwisE cHANGE THE
GAME ENVIRONMENT.

For example, if you wmake AN AdVENTURE WHERE A mad SCienTisT MAkes A
disiNTEGRATOR  RAY THAT Nobody €else can understand, THat is fine. But if His
wORksHOp HAs A disiNTEGRATOR RAy Assembly line THAT can be capTured and
duplicated, THere would be diSINTEGRATOR RAys EVERYWHERE iN A few yeARrs. THis
would pull your game away from THE Genre and probably make it less fun.

Be careful wHAT your mad scientists Make. Do NoT be AfRaid TO ANNOUNCE THAT
YOU ARE RETROING OUT A MISTAKE OR SOMETHING A GUEST GAME MASTER iNTROdUCEd.

Technologies THAT Appeared in THe pulps, but Are strictly in THE Realm of mad
SCIENCE:
* Roborts & arrificial intelligence
TiMe TRAVEL
TRAVEL OVER AbsURd disTANCES
MaGNEeTic RAyS (Aka fORCE RAYS OR TRACTOR beams)
Body switching, brain TRANSPIANTS, ETC



Rotots

THe rRobots in THis GeNrRe WeERe exclusively THE Realm of mad scientists. THe
TechHNoloqy of THE GENRE caNNOT MAKE RODOTS, so ONly mad scientists caN mAkE
THem, and THey can only make A limited NUMbER.

SY

Most ROboTs ARe Humanoid iN form.

RoboTts ARE AlwAys pARTly REMOTE CONTROL. SOME ARE 100% REMOTE
CcONTROl, WiTH AN OpERATOR CONTROLlING THEIR EVERY MOVE.

Many RObOTs ARE paARTlY AuTONOMOUS. MAaNy can walk in A diRecTiON
without TRippinGg And falling.

HighHly advanced rRobots Have a simple controller with A dozen buttons
Abeled ‘acquire’, ‘ReTURN', ‘figHT!, ‘REscUE’, aNd so [ORTH.

THErRe ARE NO compleTely autoNomous oOR THiNKING RODOTS.

~compatible campaign

THE CHARACTERS ARE SpPACE RANGERs ANd OperATE Much like The sHeriffs or
MARSHAlS of THE old AMERICAN WEST.

THE CHARACTERS ARE STAR Scouts ANd ARE EXPlORERS.

THe cHArAcTERS ARE iN THE STAR PATROl ANd OperaTE mMuch like THE coast
GUARd.

THE CHARACTERS ARE AdVENTURERS WiTH NO GOVERNMENT AaffiliaTions OR lEgal
pOWERS. THEy Go TO OTHER planers WHERe THey explore, Rescue, and foil
bad quys. THe sub-Genre Has stories of wandering Heroes, Heroes on call,
TRAMpP  [ReiGHTERS, spAcesHips forR HirRe, RiCH AdVENTURERS, NEWSPAPER
REPORTERS, PRIVATE INVESTIGATORS, bOUNTY HUNTERS, aNd so forTH.
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typecd
A group of dark anti-HeEroes does NoOT fiT in THE GENRE.
A GRoup oOf AdvenTURERs OUT fOR THeEmsElves ANd ENGAGING iN MORally
questionable acrivities does NoT fiT iN THE GENRE.
Campaigns of A NON-PG  RaTed NATURE (Pulp scifi was PG Rrated, Even
THougH it predated THE RATING SYSTEM)
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SOME CHARACTERS HAVE MORAIS OR MOTIVATIONS THAT CAUSE THEM TO ACT iN WAYS OUR
forefaThHers would Have called wrong. THis beHavior migHT even be Acceptable in
OUR SOCIeTy. SOMETIMES THE CHARACTER is OK, but THe player plays Him THAT way.
Give THe player AN AppROPRIATE NUMbER Of warNings. If This fails 1O produce
cHArRACTER beHAVIOR OUR fOREfATHERS would Accept, coNndemn THE cHARACTER As evil.
THe evil cHARACTER bECOMES PROPERTY Of THE GAME MASTER.

THis cHARACTER cAN THEN be used as A villain in fUTURE GAMES, pREferRADLly in
PARTNERSHIp WiTH THE player.



Fonced netinement — the ultimate newand

A cHarAcTER Used for A long TiMe will eventually et A lot of rank, skills, money,
decorations, ANd possessions. THE GAME MASTER cAN fORce THE cCHARACTERS
RETIREMENT WHEN THEse GeT out of Hand. This should be accompanied by some
sorT of promoTtion. BotH THe player and GgAME MASTER GeT A copy of THe
CHARACTER fOR USE As A NON-playeR CHARACTER, ideally As SOME SORT Of PATRON OR
SUPERVISOR. WHENEVER possible THE player sHould be THe one 1O ROlE-play THE
cHArRACTER. THis is A REWAR, NOT A penalty.

ANy CHARACTER THAT ReacHes RaNk Supervisor/Colonel/rank % is automaTically
ReTiREd iN THiS way.

AwARd THe player up 10 6 extrRa skill points, 6 extRA credits, and possibly A
litrle Rank WHEN making THEIR REPIACEMENT CHARACTER.

CHARACTERS SOMETIMES leave, REeTIRE, OR die. UNless THE GAME MASTER sAys
oTHerwise, THE OTHER cHARACTERs do NOT GeT His stulf.

Gl'.vin.g. the chanractens a Apace
If THe cHARACTERs do nNoOT |—|AVE A spAce sHip, THE GgAME masTerR sHould
AssiGN ONE for THE AdvenTURE As Needed.

*  Many campaigns will be MoRe enjoyable if THe cHaracTers Have A fast ship.
SOME AdVENTURES REQUIRE iT.

* Size THe ship To mATcH THE miNniMum And maximum NUMbDER Of players THAT
ofren show up 10 THE GAME. THey must be Able 1O crew it if few players
show up, And THey must be able 1o fit inside if many show up.

* A cumer is A good cHoice. IT caArries A cRew of about THE RiGHT size, it
Has A litlle caRGo spAce, ANd MANy Types ARE ARMEd. YET iT is NOT A
WARSHIp.

*  WarsHips ARe NOT NORmAlly A qood choice, unless THey HAave been
CONVERTEd TO sOMEeTHING MORE useful. All warsHips ARe good for is
blowing THings up and GetTing sHOT AT. WHeN converting, first THiNK Of
CONVERTING A ReAl WARSHip OR WARpIANE you ARe familiar with inTo A useful
and cosrt-effective civilian veHicle, THEN you will understand THE issuEs.

* FReiGHTERS ARE NOT NORMAIly A qood choice, unless THey Have been
cONVERTEd TO SOMETHING MORE UsEeful. THey ARe Huge, often slow, and mosT
ARE NOT Good iN A figHT. IMAGINE CONVERTING AN 18-WHEEL TRACTOR/TRAIlER
inTo A police veHicle and you will understand THE isSuEs.

* DO NOT OVER-ARM THE sHip. You may waANT A NOSE GUN for THE piloT 1O
sHoot by aiming THE sHip. You mAy WANT A TURRET TO GivE THE CREW
someTHinG TO do.

* OtHer crRew cAN OpERATE THE scope, aNd possible A deflector or ECM if
THe sHip Has ONE. RUNNING AROUNd fixing THINGS is AN iMpPORTANT job called
damage conTrol.




Space combut

*  Make sure THE leader Assigns A & B crews and batrle sTATiONS EVERY TRip
THrRouGgH space, even if you know THey will NnoT Have 1O figHT A space
battle. THE TWO CcREws AlTERNATE SHifts & down-TiME.

* THe co-pilot operates THEe scope on sHips of THe Type cHARACTERs OfTEN
ust. It is usually positioned so THAT He cannoTt copilot wHile using iT, but
A THIRd crRewmaAN can use iT WHile He Helps ThHe pilor.

* Most space sHips Have automatic bulkheads THat shut when THe ship
SpRINGS A leak. THE mechHanism is simple and Reliable. THe ship will sTArRT TO
leak badly once some parT of it is destroyed.

* No MecHanism is 100% Reliable, so space sHip CRews ARE TRAINEd TO sHut
All doors and keep THem shut if A batrle might be foughrt. It 1akes lonGerR
170 GeT fROM ONE pART Of THE sHip TO ANOTHER WHEN dOORs HAVE TO bE
opened ANd SHuT jusT TO MOVE Abour.

e Standard procedure is fOR EVERYONE TO put ON THEIR spAce suits quickly
WHeN THey MmigHT Have 1O fighT A space batrle. It 1akes A few minuTEs, so
CREWS TAKEN by SurRpRisE MusT Rely on automatic bulkheads.

* All portential batrle stations Have AN OXYGEN liNE AND EMERGENCY OXYGEN
mask. It will stop working if THe ship Takes Too mMuch damage.

crlx.a.ce w

Opposing sides send fleets of space sHips out 1o cApTURE fRONTIER planeTrs and
PROTECT THEIR OWN [RONTIER plANETS.

CApTURING planets is done by bringing sieGe-crafr like ketcHes, mMONITORS, OR
battleships iNto OrbiT TO destroy GrRound defenses. THen THE TRoops |and N
TROOPSHips. THe defenders may outnumber THE ATTackers, but orbiting bombards
and THE Ability TO Mmove TRoOps Give THE ATTACKERS A HUGE AdVANTAGE. SiEGE TAKES
A long TiME, so someTimes THE defenders may NeqoTiATE THE SURRENER of THE
planer and withdraw insTead of fighTing.

Once THe defenders ARe low onN ships, THe attacking fleer may TRy planeT-Hopping
10 drive deep. THe Risk is THAT THe defenders may be able 1o cut off THe chain of
planers and isolate THe atracking fleeT.

THe most cost-effective size for A ship of war is 6-9, but biq ships can ~oT be
™WO places A1 onNce. So fleets ARe composed mostly of litrle shHips. THe Humble
frRigaTe is THE dominanT sHip Type iN many fleeTs.

THe backbone of many Heers is THE [RIGATE-ESCORT-MANOWAR-PANZERSHIP-bATTIESHIp
series Of warsHip Types. THe backbone of most earTH fleets is desTROYERS &
CRUISERS (EARTH PREfERS TO WiN Dy MANEUVER).




