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Roaring Rockets
Pulp Science Fiction Role-Playing Game

Version 3.1.1 (Booster). Copyright Ken Young 1988-2025. All rights reserved. http://www.roaringrockets.org/
Game by Ken Young. Development by Matteus Ribiero. Editing by Angela Young.

Roaring Rockets is a fast-moving retro/pulp science fiction role-playing game based on the
pulp/golden era of science fiction (1890s-1950s). Popular works were Buck Rogers, Flash Gordon,
and Tom Corbett. Streamlined rules allow easy play and short set-up time.

The people reading the genre (literally a hundred years ago)
People in the 1890s-1950s were self-reliant and morally strict. Their divorce rate was 10%. Polite
society did not curse. Their fiction was PG rated. They had strongly defined gender roles. Women
laced corsets tight, which caused fainting under adverse conditions. Corsets came off in the 1920s,
but the fainting stereotype persisted in pulp fiction for a while.

The women reading pulp science fiction were not liberated. They could not vote and were expected
to do as they were told. The genre had independent and capable women. Men found this perfectly
acceptable in science fiction, and women liked seeing this. Pulp science fiction was also progressively
free from overt racism.

The Genre
This genre can be a little different:

o Space ships do not use fuel, but shoot sparks & smoke out the back
o They have faster-than-light travel but still use vacuum tubes. Their computers are mechanical

devices that perform one specific computation.
o They have ray guns, but still fight with swords
o They do not have nuclear weapons, but orbital battleships are just as effective
o Men are taught how to fight but not how to cook
o Good looks for stereotype women are their superpower. The official will say yes instead of

no, the monster will kidnap her instead of eating her, etc.
o Fainting is kryptonite for stereotype women. This usually is not a problem during the game.

Sleeping and fainted women get +1 looks. You can faint voluntarily. You can be a generic (non-
stereotype) woman.

o Men and women are equal in pulp science fiction, but still have gender-specific jobs and
strong roles.

o Men are expected to protect women, and sacrifice to keep them safe and comfortable. Women
hate getting their hair, clothes, and makeup ruined, men are expected to be proactive about
that.

Earth is united because it is surrounded by hostile alien empires. It administrates a benevolent de-
facto empire, providing interplanetary security. Known space is most things within 75 light years of
earth (a 75-day trip). It encompasses 3500 star-systems, many containing an inhabitable planet. The
Star Scouts are slowly pushing back the boundaries of known space.
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Character creation (skip this if you are using a character archetype)
This is the quick list. The instructions are detailed below.

1. Get a character sheet; Characters may only be human. This will go better if the character is
the same gender as you. Your choices are a stereotype earthman, stereotype earth-woman, or
generic human (male or female).

2. Roll statistics on 1 die each or divide points between them. Make re-rolls as directed. The
three character types have different rules for this. See below.

3. You need INT at least 4 to be a Space Cadet. If you do not have it, you may switch two stats
to get it.

4. If the stats do not go with the artwork on your character sheet, now is the time to change sheets.
5. Calculate figured characteristics (see below)
6. Background: Pick a background; roll for skill levels and money
7. Basic skills: Pick or roll for an extra skill & roll for level
8. Special skills: Stereotype men and women get different special skills (follow directions)
9. Cadet skills: If you are going to be a cadet, pick or roll a skill.
10. Re-roll one of the rolls you made earlier, and keep the best roll. This may change other numbers.
11. Decide on name, description, and personality.
12. Buy equipment with money. You get clothes & effects for free, and something to carry them

in. Space cadets get some stuff for free (see bold text in the next paragraph).

The characters might be in the Space Rangers (sheriffs in space), Star Patrol (like our coast guard), or Star
Scouts (explorers). If so, they are issued equipment but have to obey orders. New characters should
be Space Cadets assigned to the rangers, patrol, or scouts. Issue uniforms, space suit, helmet, vest,
pocket multi-tool, and stun pistol. Stereotype women are also assigned pepper spray, makeup, &
hair stuff. Everyone with mechanic skill gets a small mechanics toolbox.
Astro Fleet and Space Marines are not good choices because they just fight battles and get shot at.
Non-service characters might be adventurers, company men, or other non-government status. They
are still expected to uphold the laws and societal conventions even though they lack authority.
Things go a little better in this game if everyone is in the rangers, patrol, or scouts.
All player characters are good guys. The game master must confiscate all characters who are
morally repugnant or socially unacceptable by the standards of 100 years ago or today. They are
kept for use as villains, preferably in partnership with the player.

High numbers are good on character sheets. Low die rolls are good when playing the game.
Anything that adds to your skill or subtracts from your die roll is good.

Most characters are stereotype men and women. If you want a character that does not fit the
stereotypes of the day, make a generic human character: You may start with either mens or womens
backgrounds. Instead of mens or womens special skills, take 4 points of them in any combination.
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Statistics
Stereotype men & generics have 3 stats. Roll on 1 die each, then take 3 rerolls (keeping the best value
every time). Or divide 13 points between the three stats.
Stereotype women have 4 stats. Roll on 1 die each, then take 4 rerolls. Or divide 17 points between
them. They can transfer points from STR to INT after taking their rerolls.
Intelligence (INT): Basic mental stat. Smarts, perceptiveness, etc. The range is 1-6. You try to roll INT

or less on a die to figure things out or notice them.
Strength (STR): Basic physical stat. Brawn, toughness, etc. The range is 1-6 for men and 1-5 for all

women & generic characters. All women take 1 instead of 6, generic men take 4 instead of 6.
Dexterity (DEX): Basic combat stat. Quickness, accuracy, etc. The range is 1-6 for all men and

generics and 2-6 for stereotype women. Stereotype women take 4 instead of 1. "The
stormtroopers are not bad shots, I have a high DEX!"

Looks (LKS): Only stereotype women have this stat. Looks get them a favorable result. The official
says yes instead of no, the monster kidnaps you instead of eating you, etc. The game master
decides when to roll. You can temporarily improve your looks with things like heels and
makeup. Some situations warrant a penalty, and looks may not work after you attack. LKS 0 is
average and gets no roll, LKS 1 is well above average, and LKS 6 is stunning. All men and
generic women have LKS 0. Player characters and some bad guys are immune to looks. Looks
works on most males and some females.

Notes: Your character's stats must all be in the 1-6 range. They may never drop below 1, or rise
above 6. Stereotype women can never have DEX below 2 or STR above 5. Generics may not have STR
above 5. If character creation increases a stat past its legal range, take 3 skill points instead.

There is no statistic for luck; instead there is verbal hygiene. Nobody swore in pulp science fiction
books, movies, or comics. Not even surrogate swear words. There was no off-color speech or
innuendo, either. If the game master needs a victim, he will pick the player with the dirtiest mouth.
Good things will happen to the cleanest.

Figured Characteristics
Body: You have as many Body points as STR points (or 3 body, whichever is greater). When the

amount of body damage you have taken equals your body, you are badly wounded and
cannot move on your own. If you go down to -6 body, you are dead. You get 1 body
point back per week you rest. Big wounds (3+points) bleed 1 body per 10 turns until
someone stops the bleeding or the game master says it stops. Your body stat may not be
more than STR+3.

Stun: You have as many Stun points as STR points. The minimum is 3 for all men and 2 for all women.
When the amount of stun damage you have taken equals your stun, you are knocked out. You
get 1 stun point back per turn you rest. If you go down to -6 stun, you are stunned for a
long time. Your stun stat may not be more than STR+3.

Hit Roll: Your hit roll is 7+DEX. To hit a target in combat, you must roll 2 dice and subtract them
from your hit roll. If your result is bigger than or equal to the target's DEX, you hit. If
not, you miss. This is the same as using the chart.

Punch: All women without a fighting skill (like boxing) punch for 1 stun damage. Men and fighting
women punch for light stun. -1 damage if STR is 1, +1 if STR is 6.
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Character backgrounds for stereotype men & generics ('credits' is the money you start with)
If you do not want to pick a background, take 8 points of skills and 3 credits.
1. Space Pilot: 1-6 credits, Pilot skill 1-6, Navigation 1-6, Scope 1-3, Zero-G 1-3
2. Spaceship Engineer: 1-6 credits, +1 INT, Mechanic skill 1-6, Deflector 1-3, Scope 1-3, Zero-G 1.
3. Meteor Miner: 2-12 credits, Pilot skill 1-3, Navigation 1, Miner skill 1-6, Mechanic 1, Zero-G 1-6
4. Space Marine: 1-6 credits, +1 STR, Shooting 1, Fencing 1, Boxing 1, Wilderness survival 1-3, Zero-G

1. Not for women in traditional games.
5. Martial Arts: 1-3 credits, 1-3 abilities:

1) Judo chop (md stun) 2) Karate chop (lt kill)
3) Judo hold vs minor NPCs 4) Add 1-3 stun to your character sheet
5) Block and punch combo 6) Sweep: Knock down humanoid and do lt stun

6. Action hero: 1-6 credits, Shooting 1-3, Fencing 1-3, Boxing 1-3, Pilot 1-3

Character backgrounds for stereotype women & generic humans
If you do not want to pick a background, take 8 points of skills and 3 credits.
1. Reporter: 1-6 credits, +1 INT, Operate audio/visual equipment 1-6, Type fast 1-6, Shorthand 1-6
2. Nurse: 1-6 credits, Medic skills <best of 2 dice>: Stop bleeding, Heal a body point in a day

instead of a week. Also chemistry 1-3.
3. Travel Agent: 1-6 credits, +1 INT, Travel agent skill 1-6: Encyclopedic knowledge of the known

planets, plus details about bad guys and monsters
4. Entertainer: 1-6 credits, +1 LKS, Music skill, singing, dancing, & modeling all 1-6 (or split 12

points between them). Also take an extra 3 points in womens skills.
5. Rich Girl: 10-60 credits. Get-daddy-to-pay-for-it skill 1-6. There is a penalty when using this skill

for expensive items or trying again.
6. Cowgirl: 1-3 credits, Shooting 1-3, Cowgirl 1-6: riding, roping, animal husbandry, etc.
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Basic skills list
Skills have a maximum value of 6. Roll your skill level or less to succeed. Take 2 points of skills if
you do not want to pick or roll skills from this list.
1. Shooting: 1-3 (improves your chance to shoot something).
2. Fencing: 1-3 (improves your chance to club something).
3. Boxing: 1-3 (improves your chance to punch something).
4. Pilot: 1-3, Navigation 1, Scope 1.
5. Medic: 1-3 (Stop bleeding, Heal a body point in a day instead of a week).
6. Science 1-3: You know all kinds of science things. The skill cannot be higher than your INT.

Special skills for stereotype men & generic humans
Cooking: Men cannot cook. Without this skill they can only eat what comes out of a can or box.
Eating after a failed cooking roll is not pleasant. Men start with a skill level of 2 in one type of
cooking. Generics split 4 points between the mens & womens special skills. Mens cooking skills are
half price; you get 2 per skill point. Or take the generic human default of Sandwiches 4 plus
Breakfast 4.
1 - Grilling & BBQ 2 - Sandwiches & burritos
3 - Soups & stews 4 - Pasta
5 - Baking (breads, cakes, etc.) 6 - Breakfast (eggs, bacon, panflaps, waffles, etc)

Special skills for stereotype women & generic humans
Stereotype women get all 4 skills and roll for value. Embrace the stereotype and have some fun. If
you do not want to roll these, divide 12 points between them.
Faint resistance (1-5): Stereotype women may faint under sudden stress. This is your resistance to
fainting. The game master decides when to roll. Faint resistance cannot start higher than 5 (take 3
instead of 6). Note that sleeping & fainted women get +1 LKS. You can faint voluntarily.
Revive a fainted woman by fanning her face or gently slapping the back of her hand to give her
another faint resistance roll. Throw water on her face for instant revival at the cost of her clothes,
hair and makeup. Smelling salts wake her right up, but you need certified medical skills to get them.
Run in heels (1-6): Heels improve your looks, but slow you down to 2m/turn and you cannot sneak
in them. This skill negates the penalty. Blow your roll and you stumble loudly. Miss it by 4 and you
fall.
Makeup (1-6): A successful roll lets you improve your looks with improvised makeup, under adverse
conditions, or put your face on twice as fast. Makeup normally takes half an hour and a bunch of
stuff.
Hairstyling (1-6): A successful roll lets you improve your looks with improvised stuff, under adverse
conditions, or do your hair twice as fast. Hair normally takes half an hour and a bunch of stuff.

Cadet skills (for Space Cadets, rangers, patrol, & scouts)
You get this when joining the cadets. Space cadets get another pick or roll when promoted to
Space Ranger, Star Patrol, Star Scout, or the military.
1. Pilot 1
2. Scope 1: Operate the scope on a space ship
3. Shooting 1: Subtract from die roll (improves your chance to shoot something)
4. Mechanic 1: Fix things
5. Wilderness survival 1: This is your ability to survive with little or no equipment
6. Deflector 1: Operate the deflector on a space ship
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Equipment List
A credit (cr) is money. One credit is a lot of money. Inexpensive things are "free".
This genre has no semiconductors. Electronics are big. It does not have micro-electronics,
computers as we know them, or artificial intelligence either.
Weapons and armor are restricted on most populated planets and in most cities. Frontier towns will
allow you to carry a vest, force field belt, stun pistol, or baton. Note that rifles are cumbersome
and hard to carry around. Space rangers and other officers carry their service-issued stun pistol
nearly everywhere.
Equipment marked @ is usable in zero-G, those marked % are usable underwater.

Space suit @%: -1 looks, 20 cr. It is formfitting and comes in certain sizes and cuts. It has a 2-hour
tank, a radio, a bubble helmet, and thrusters (only works in space). Space suits are also diving suits:
Replace the air tank/thruster pack with the gill/impeller pack. Womens suits have a button on the
neck to puff air on their face for faint recovery.
Nice looking womens space suit @%: No looks penalty, 100cr. You can wear makeup and most
hairstyles in it. For an extra 5 credits it can have high-heeled boots (+1 looks).
Radio: 2 cr. A walkie-talkie/cell-phone combo the size of a quart of milk.
Interstellar telegram: 1 cr. Telegraph offices are available in capitols and large cities.
Sleeper helmet @: Not for sale. Keeps prisoners asleep for transport.
First aid kit @: 0 cr. Medical skills have a -2 penalty without medical supplies.
Binoculars: 1 cr

Makeup @: +1 looks if properly applied, takes about 30 minutes, 1 cr
Hair stuff @: +1 looks if hair is properly done, takes about 30 minutes, 1 cr
High heels: +1 looks, but slows you down to 2m/turn and you cannot sneak well, 1 cr
Nice clothes or uniform: +1 looks, but they are expensive and easily damaged. 5 cr

Tactical baton: Md Stun + 1 kill, 0 cr. Telescoping baton costs 1 cr but is easy to carry.
Knife / Bayonet %: lt Kill, 0 cr sword / spear %: Md Kill, 2 cr
Bullet pistol: lt Kill, 2 cr Bullet rifle: Md Kill, 3 cr
Machine pistol: 2 Kill autofire, 3 cr Machine rifle: 3 Kill autofire, 4 cr
Note: If a machine pistol or rifle is fired full auto, it runs out of ammo on a hit roll of 9 or more
(spend the next turn reloading if you have more ammo).
Shotgun: Lt Kill, treat target as 1 DEX, 2 cr
Gauss pistol %: lt Kill, ignores armor, 4 cr Gauss rifle %: Md Kill, ignores armor, 6 cr
Stun pistol @%: Md Stun (energy), 4 cr Stun rifle @%: Hv Stun (energy), 6 cr
Rocket pistol @%: Lt kill to everything with 1m of impact. Min range=6m. 4cr
Rocket rifle @%: Md kill to everything with 1m of impact, 1 kill to everything within 2m.
Minimum range for rocket rifle is 10m. 7 cr
Ray pistol @%: Stun setting (blue) does lt Stun. Kill (red) does lt Kill. Autofire does 1 stun. 4 cr
Ray rifle @%: Stun (blue) setting does Md Stun. Kill (red) does Md Kill. Autofire does 2 stun. 6 cr
Heavy weapon: Big tripod-mounted version of a rifle. It does mega-damage, but takes 2 men to
carry. Mega-stun weapons usually do lt kill also. 3x as expensive as rifle.
Splat gun: Hv Stun + lt Kill, treat target as 1 DEX. 20 cr. Big bipod-mounted energy weapon, difficult to
carry.
speargun %: Md Kill, 2 cr
Concussion Grenade: Hv Stun+Lt Kill, 5m radius, 1 cr. Fragmentation Grenade: Hv Kill, 5m radius, 1 cr.
A grenade will usually roll 1-3m after landing, more if the ground is smooth.
Pepper Spray: A hit reduces the victims DEX to 1 and causes a lot of pain. Most animals and minor
NPCs will run if hit. 4m range.
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Force field belt @: 1 point armor vs. energy attacks only. 15 cr. Lasts 30 minutes. Force fields cancel
instead of combining. The belt is somewhat bulky.
Helmet @%: 2 points armor if the attacker rolls max damage, messes up hair, 1 cr.
Ballistic vest @%: 1 point armor if the attacker rolls above average damage, -1 looks, 2 cr.
Shield @: Vs ranged: 2 pt armor if damage die is odd. Vs melee: Make hit roll to block attack. 1 cr.
Light armor @%: 1 point armor, -2 looks. 10 cr. Your DEX is limited to 5. Heavy, uncomfortable,
takes 15 minutes to put on. It takes a turn to get back up if your STR is below 3.
Medium armor @%: 2 points armor, -4 looks, STR 2 required, 50 cr. Your DEX is limited to 3.
Heavy, uncomfortable, takes 20 minutes to put on, and you need someone to help you put it on. It
takes a turn to get back up if your STR is below 5.
Heavy armor @%: 3 points armor, -6 looks, STR 5 required, 250 cr. Your DEX is 1. Heavy,
uncomfortable, takes 30 minutes to put on, and you need someone to help you put it on. It takes a
turn to get back up.
Nice looking womens armor @%: 5 times as expensive, but the looks penalty is 1 less and it only
fits you. For an extra 5 credits it can have high-heeled boots (lowers looks penalty more).
Space armor @%: +20 cr, but it also works as a space suit.
Most armor prevents the use of makeup, hairstyles, clothes, & heels.
Armor suits come with helmets. Vests & helmet protection is not cumulative.

C-rations: Food in cans that men can handle. Does not taste bad, but does not taste good either. 1 cr/box.
Dehydrated food bar: Food in a box that men can handle. Does not taste good. 1 cr/crate.

Ground car: 250 cr Speeder (hover) car: 500 cr
Flying car: 750 cr Horse, Thoat, or other beast of burden: 50 cr
Rocket pack @: Flies 30m/turn, lasts 30 minutes, 10 cr.
Gill pack %: Lets you breathe underwater. The impellers move you 1m/turn for 30 minutes. 10cr.
Boar: 600 cr. Large 6-wheel-drive amphibious boat/car. Government ones may have an optional
turret.
Interstellar passage, private cabin: 4 cr per light year (this takes 1 day)
Radium recharge for a space ship: 10 cr times the size of the ship (good for 30 days of travel)
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Character combat
Characters & bad guys take alternating turns

Damage classes
Wimpy: 1 point of damage. Mega: Roll 2 dice, and add them. 
Light (lt): Roll 2 dice, and the lowest one tells you the amount of damage you did. (Example: Bare fists). You
can roll a d4 (4-sided dice) instead if you prefer. 
Medium (md): Roll 1 die. This is the damage. 
Heavy (hv): Roll 2 dice, and take the biggest. You can roll a d8 (8-sided die) instead if you prefer.
Killing (kill): Does body damage + stun damage. Stunning (stun): Does stun damage.
Killing weapons do the same stun damage as body damage unless otherwise specified.
Autofire weapons can be used several ways.

Drill: Roll your hit die and make an extra hit for each lower number that would hit the target. The
hits combine to overcome armor.
Hose: Make one attack and treat the target as DEX 1.
Fan: Make one attack against every target in a close group. Your hit roll is 8 (DEX 1) vs every target.

Armor subtracts damage points.
Fists usually do light stun damage. All women without any boxing-type skills do wimpy damage.

The character hit chart (This is the same as subtracting the dice from your hit roll)
Attacker DEX (top) vs. Roll 2 dice (left side)

1     2     3     4     5     6
2: 6 6 6 (6) (6) (6) Check your DEX against the die roll.
3: 5 6 6 6 (6) (6) You hit if the target has that DEX or less.
4: 4 5 6 6 6 (6) (Lots of dodging happens in pulp SciFi)
5: 3 4 5 6 6 6
6: 2 3 4 5 6 6 3 = You hit if the target has a DEX of 3 or less.
7: 1 2 3 4 5 6 (6) = You hit with the next bigger damage class.
8: (1) 1 2 3 4 5 (1) = You hit if the target has a DEX of 1 or less
9: - (1) 1 2 3 4 with the next smaller damage class.
10: - - (1) 1 2 3
11: - - - (1) 1 2 Targets that are not trying to avoid your attack
12: - - - - (1) 1 have a DEX of 1.

Add the appropriate skill to your hit roll stat, making it easier to hit.
Add the targets sizemod to your hit roll stat. Examples: Car: sizemod +2, Breadbox: sizemod -2
Add a penalty to the hit roll if the target is taking cover. Example: a -2 penalty for good cover.
Example: Rex punches a bad guy and rolls a 7. Add the bonuses (he has boxing 1) to the hit roll (11)
to make it 12. Subtract the dice from his hit roll (12): 12-7=5. Rex hits if the target has a DEX of 5
or less.
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Tactics (things you can do in a fight)
Advance: Move 3m and attack with -1 penalty to your hit roll stat.
Aim: Spend a turn aiming and then you can attack that target with a +2 bonus to your hit roll stat.
Attack: Normal attack, you do not move an appreciable distance.
Block: Instead of attacking, make your normal hit roll to block the other guys punch. An arm can

block a punch, a stick can block a sword, but not everything can be blocked.
Cover: Delay your attack until something happens with the target. Example 1: You cover a bad guy;

if he tries to draw his gun you punch him. Example 2: You cover a window; if a bad guy
tries to shoot out of it, you shoot at him first.

Dodge: Move 3m and attackers have -1 penalty to their hit roll.
Run: Move 6 meters.
Opportunity fire: If the game master allows, you can take your turn early to shoot at a moving target.

Virtual damage roll: Some attacks do constant damage (punching and autofire). Some defenses have you check
the damage roll to see if they apply (helmets & vests). Make a die roll and use it to see if the defense applies
as if that was the damage roll.

Character-on-minor-NPC: When a character attacks a minor Non-Player-Character, apply the hit roll spillover
to one damage die. Example: If you hit a DEX of three, but only needed to hit a DEX of one, add two to a
damage die (six max). If you do max damage you might kill or knock out the minor NPC. The game master
decides when you can do this.

NPC-on-NPC: When minor Non-Player-Characters are on both sides of a fight, do not waste time keeping
records for them. Roll a die when they shoot at each other, they incapacitate on a roll of 1-2. Good
fighters or hv dmg weapon incapacitates on 1-3, a poor fighter or lt weapon on a 1.



Roaring Rockets Rules Page 10 of 17

Vehicle combat chart
Characters and bad guys pick tactics simultaneously and shoot simultaneously

Firer's DEX (top) vs. Target size (left side)
1     2     3     4     5     6

6�: 7- 8- 9- 10- 11- 11� 7- = Roll 2 dice. If you roll a 7 or less,
5: 6- 7- 8- 9- 10- 11- you hit. If not, you miss.
4: 5- 6- 7- 8- 9- 10- 11� = Roll 11- & Firer chooses hit location.
3: 4- 5- 6- 7- 8- 9- 3* = Roll 3- & Target chooses location.
2: 3- 4- 5- 6- 7- 8- Subtract your shooting skill from the dice.
1: 3� 3- 4- 5- 6- 7- 

The hit location (roll 1 die)
1. Weapon mount: weapon(s) destroyed by one hit. Any person in the mount takes a megahit.
2. Cargo: Some is destroyed.
3. Crew: Someone takes a megahit. Turret operators & tail gunners are hit when their weapon

mount is (and not by crew hits).
4. Engine: the engine takes a hit. Its damage capacity is the same as the vehicle size. Max

performance with damage is “normal“, max with half damage is “slow & sluggish“. The ship cannot
move or maneuver once the engine is destroyed.

5. Power plant (or gas tank): takes a hit. Its damage capacity is the same as the vehicle size. Things
that need lots of power will not operate when it is destroyed. This includes engines, overdrive,
gravity, deflector, energy weapons, etc.

6. Overdrive or Wheels: Its damage capacity is the same as the vehicle size. The vehicle cannot go
faster than light when it is destroyed / A wheel takes a hit and may be impaired or destroyed.

If a non-existent or destroyed system is hit, the game master assigns or rolls a new hit, and assigns
extra damage. (Someone's footlocker, the stereo, the toilet, etc.)

Tactics (these are things you can do in a vehicle)
Attack: Most guns may fire.
Close attack: Opponent shoots first. Both vehicles may use short-range weapons this turn. Your tail

guns cannot fire. Fails vs. open range or disengage unless your vehicle is faster. Example:
taking your fighter in to strafe a battleship.

Disengage: Escape, unless opponent does close attack or maneuver. Your nose guns cannot fire. Fails
against faster vehicles. Example: running away.

Maneuver for position: Puts you behind a vehicle of equal or larger size at close range. Make pilot
skill roll to succeed (+2 to skill if your vehicle is more maneuverable). Fails if the other guy
makes his pilot skill roll (-2 to his skill if his vehicle is less maneuverable). Both pilots deduct
the size of their vehicle from their skill roll. Example: trying to get on the other guy's tail.

Open range: You can only fire and be fired at with long-range weapons. Your nose guns cannot fire.
This maneuver fails vs. close attack, disengage, or maneuver. Fails against faster vehicles.
Example: trying to get farther away so you can paste him with missiles at long range.
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Size: Small vehicles are harder to hit.
1 = car 2 = city bus 3 = yacht
4 = ferry 5 = freighter 6 = tanker

Size 1 vehicles can be damaged by md kill hand weapons. Their sizemod is +2.
Size 2 vehicles can be damaged by hv kill hand weapons. Their sizemod is +4.
It takes one day for most ships to cover a light year using overdrive.
Slow ships need two days to cover a light year. Any ship that takes half engine damage becomes slow.
Fast ships can go 2 light years in a day. A ship with engine damage is no longer fast.
Sluggish ships halve the pilots skill roll (round up).
Maneuverable ships always succeed in their tactics against sluggish ships that are slower if the pilot

makes his skill roll.
Space ships and scopes work underwater like submarines. Most space ships can only go down 50m.
Start the battle with one turn at long range (only if someone has long range weapons).
If two vehicles close attack each other, they both succeed.
If someone is on your tail, you may not use nose guns, close attack, or use the maneuver tactic.
Nose & tail guns cannot both be used on the same target on the same turn.
Nose guns are operated by the pilot. He uses pilot skill, not shooting skill.
Tail guns are operated by a tail gunner, or the copilot can operate them remotely with a -1 penalty.
Each turret needs a gunner, or they can all be slaved together and controlled from the weapons

console with a -2 penalty.

Vehicle weapons
Equipment marked @ is usable in space, those marked % are usable underwater.
Big weapons: Larger versions of weapons do more damage to whatever they hit.
Heavy Cannon @: Short range only, but does double damage.
Autocannon @: Short range only, but shoots twice.
Ray guns @%: Can be set to disable, which does not do permanent damage. The can autofire: A size

3 ray gun could fire once for 3 damage or 3 times for 1 damage. If you want to fire at
multiple targets, they must be close together.

Deflector shield @: Blocks one (normal damage) ray hit per turn if the operator makes his deflector
skill roll. This is a difficult system to operate, and you need a ship of size 3+ to carry it.

Military vehicle weapons (usually found only on military vehicles)
Coil gun @: Short range only, ignores all defenses. It can only be a nose gun because it runs down the

length of the vehicle. Non-military vehicles could carry this, but do not for obvious reasons.
Torpedoes @%: Short range single-use weapon, but does double damage. You have a limited number, but can

launch all, some, or one all at once. Torpedoes are expensive.
Missile launcher @%: A long-range weapon that shoots 1 missile per turn. Missiles are expensive. Most

launchers have 6-12 missiles; enough for a simple battle without counting. -2 penalty at short range.
Bombard @: Large space ships use these to flatten cities. It needs a large supply of bombs.
ECM @%: This is an expensive system. An ECM unit confuses one missile per turn, subtracting the operators

ECM skill from the attackers DEX (roughly canceling the attackers shooting skill). One per vehicle max.
Force field @: Large warships (size 4+) can have one force field. It blocks one point of ray damage per turn.
Armor @%: Certain vehicles (like tanks & battleships) have armor. It reduces the damage from weapons by 1,

so only hits from big weapons get through. It is a heavy system, reducing speed & maneuverability.

Space ship technology
Tesla engines are used for maneuvering and landing. They shoot sparks and smoke out the back.
Overdrive makes space ships go really fast; it can go a light year in about a day. Overdrive cannot

be engaged quickly. It cannot be used in air, and you must slow down in nebulas. It takes 3
turns to engage the overdrive, the ship cannot turn or use weapons when the overdrive is
being turned on. Weapons cannot be used in overdrive.

Gravity generators go under the floor-plates. They provide artificial gravity in space and can be reversed to
provide antigravity hover over planets.

Power generators power the Tesla engines, overdrive, gravity generators, and so forth. They run for a month
at full power on a tank of radium (available at every spaceport). Refueling means taking the engine apart
and it takes a team of mechanics all day.

Interstellar radio goes 5-10 light years and provides instantaneous communication.
Scope is a TV screen that works like a combination radar, FLIR, and telescope.
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Cyrochambers put someone in cold sleep. They are used to transport prisoners, injured people, and
desperate passengers. The process is safe but unpleasant.

Self-sealing bulkheads turn large holes into slow leaks that can be patched.

Vehicle combat notes
• Normal sized vehicle weapons are the same as heavy weapons for character combat (mega damage).
• Normal vehicle weapons do 1 damage per hit. Size 2 weapons do 2 damage per hit, and so forth.
• Players and important NPCs can choose hit location if the target is larger than size 12.
• Space ship engines can be red-lined if there is a mechanic in the engine room. The space-ship is

treated as if it were faster for a few turns (according to GM), but roll against mechanic skill. If
nobody makes their roll the ship takes an engine hit. -1 to roll per engine hit and for every previous
time you red-lined it.

• Disable rule: Many large vehicle systems can be disabled by damage. The game master rolls a die when
they are hit. If he rolls the weapon damage or less, the system is disabled (stops functioning) until
someone fixes it by making a mechanic roll. The game master should ignore this rule selectively to
advance the plot when necessary. Space ship power plants explode if the disable roll is 1 (unless a
player character is on board).

Example space ships (small craft do not have an overdrive or scope)
Typical human crewman: int4/s4/d4, pilot 2, shooting 2, scope 2, deflector 2
Runabout, size 1 small craft: A one or two seats and a little cargo space.
"P-1000 Space Shark" type fast & very maneuverable Astro Fleet fighter, size 1 small craft: One seat, nose

autocannon
"R-7 StarFlash" type fast & very maneuverable Astro Fleet fighter-like recon craft, size 1 small craft: one seat,

scope, small ray gun (does not affect targets larger than size 2, and only does hv damage to crew).
Exceptionally fast and can usually pull away from even fast ships.

Shuttle, size 2 slow small craft: Crew 1, holds cargo or a dozen people.
"Rock Hound" class small fast maneuverable scout, size 2: Star scout vessel, Crew 1-2, optional ray gun or

autocannon in nose.
"Intrepid" class large fast scout, size 3: Star scout vessel, crew 1-6, optional ray gun or missile launcher

turret, small cargo area, can make 40-day trips (covering 80 light-years).
"Kaze" class fast maneuverable torpedo boat, size 2: Astro Fleet warship, ECM, ray gun turret, 4 nose

torpedoes, 15 light-year range. The name is pronounced Kaw-zee.
"Aardvark" class brig, size 3, fast: Star scout vessel, crew 2-8, bay for boar or flying car, Autocannon in

nose, missile launcher turret, ECM. 75 light-year range, large pantry and deluxe kitchen for long trips.
Expensive scope for reconnaissance missions.

"Starburst" class cutter, size 3: Space Ranger/Star Patrol vessel, aka patrol ship, crew 2-6, cargo area,
deflector shield, up to 2 optional ray gun turrets. The power generator is extra robust, and takes 4
hits.

"Balclutha", a small slow & very sluggish freighter, size 4: Crew 2-4, generous cargo area
"Cyrano" class prowler, size 5, fast: Astro Fleet warship, deflector shield, ECM, missile launcher turret (8

missiles), 4 R-7 StarFlash recon craft, 4 F-2 Lightning fighters, or 8 cruise drones. This versatile craft
can be reconfigured for other missions, like replacing the fighters with a special ops team with 4
boar amphibious vehicles. Only Earth builds prowlers.

Most space ships have binoculars, a hand radio, first aid kit, smelling salts, and tools for maintenance &
repair aboard. Every room has an intercom. If someone stays on the ship, the away team is supposed to
bring the radio.
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Aliens (INT/STR/DEX, Hit Roll) Ð hit points are same as STR unless it says otherwise
Beguiler int5/s2/d2, HR9: These big grubs use mental powers to alter the way one person sees them.
Often they will try to look like a beautiful female, pile of gold, etc. Their goal is to get their
proboscis into the victims ear to suck their brains out. They steal space ships. They are solitary.
Bug-Eyed Monster (BEM) int0/s15/d4, HR11, sizemod +1: Claws & bites for hv kill
Cloudworm int0/s12/d3, HR11, sizemod +3: Bites for megastun + md Kill. Flies, can damage vehicles.
Lives in clouds, mists, & vapors. They are slow, but are hard to see in a cloud. Hard to kill but
easy to flee. They have a snaky dragon-like appearance. Vehicle stats: slow & very maneuverable.
Dinosaurs of one kind or another are on a lot of planets. Once they have you in their mouth they
will keep chewing (guaranteed hit every turn). Swords do +1 damage to them and bullets do -1
damage.

Small predator int0/s4/d4, HR11: Bites for Lt kill. Velociraptor size.
Medium predator int0/s8/d3, HR10, sizemod +2: Bites for Md kill. Allosaur size.
Large predator int0/s16/d2, HR9, sizemod +4: Bites for Hv kill. Tyrannosaur size.
Herbivore: Similar stats to carnivores. Can do damage by charging or tail-whipping when provoked.

Humanoids: At least half of intelligent life is humanoid of one kind or another. Most of them stay on
their own planet.
Insectoid: They are always trying to conquer some helpless community, take the land, and enslave the
inhabitants. There are a lot of them, and they would be a major threat if they did not spend most
of their efforts fighting other insectoids. They use a mix of high- and low-tech equipment; they have
high tech but produce mostly a mix of archaic equipment. Insectoids follow orders without fear or
questions. They have many castes, but here are the ones you might meet:

Worker int2/s3/d2, HR9, sizemod -1: Lots of these. Hits for wimp kill, but may have crude weapons.
Soldier int2/s6/d4, HR11: Claws for Lt kill, can have any weapon.
Juggernaut int1/s18/d4, HR11, sizemod +2: Claws for hv kill, cannot hold weapons, 1 point armor.
Smart int3/s3/d3, HR10: These crew space ships. Hits for wimp kill, but may have any weapon.

Kakido int3/s2/d3, HR10: The Kakido empire came apart after attacking Earth too many times. The
princes carry on independently with small hidden forces. They engage in piracy, terrorism, and crime
while dreaming of conquering the galaxy. They are short bald grey humanoids.
Kraken int5/s4/d4, HR11: These malevolent relics of a shattered high-tech empire are bent on conquest.
They look like a big black octopus and only breathe water. Their vehicles are less maneuverable than
air-filled ones. They have excellent scientists and military planners. Kraken are few in number, so they
allow some planets to become vassals, bolstering the Kraken forces. If they get you with their
tentacles they hold on and bite for lt kill every turn.
Mimi int0/s3/d5, HR12, sizemod -1: Small and fuzzy. Bites for lt kill. Comes in screaming packs on
many worlds. How they spread is a mystery.
Mollizoon int2/s3/d3, HR10: They want to conquer everything, starting with each other. Mollizoon
are hampered by impatience and having to buy most of their advanced technology. They often show
up among pirates and mercenaries. They look like a fat worm with sucker-feet beneath, spines on top,
and a ring of short manipulatory tentacles around their mouth. Bites for 1 kill. Breathes both air &
water.
Mutant rat int1/s3/d4, sizemod -1, HR11: Dog-sized. Bites for lt kill, but some use crude weapons. A
mad scientist genetically engineered them, but they escaped and spread from planet to planet by
hiding on ships.
Orc int2/s5/d3, HR10: Humanoid wannabe conquerors. Their tech is not as advanced as Earths, and
they fight each other a lot. They often show up amidst mercenaries, slavers, and pirates.
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Predator: Predators are part of the balance of nature. Big ones can be dangerous.
Wolf-like: int0/s3/d5, HR12: Bites for lt kill. Tiger-like: int0/s9/d5, HR12: Bites for Md kill.
Crocodile-like: int0/s12/d3, HR10: Bites for Md kill. Shark-like: int0/s15/d4, HR11: Bites for Md Kill.

Psio int6/s2/d3, HR10: These sinister relics of a fallen empire are always up to no good. They have
mental powers and are very tricky. Hairless pointy-eared humanoids. They have whatever mental
powers the game master wants them to, but only one at a time and it takes all their concentration.
Their powers are short range and stop affecting the victim once concentration or contact ceases.
Psios often use space apes & mercenaries.
Psyren int3/s2/d3/lks3, HR10: Sinister green haired female. They can sing a beautiful psycosonic song
that stuptifies men (but not women). Victims are addicted man-slaves after a month or so of repeated
exposure. After a few years their intelligence has been so damaged the men die. The defense is
earplugs or loud music. Because the song is 50% mental powers, it does not work if recorded,
amplified, broadcast, etc. Psyrens are catty and do not cooperate well, and usually use their power
for personal advantage on a small scale. Looks do not work on them. A woman with singing skill
can sing loud into an ear to protect a man, or make a skill roll to protect everyone nearby.
Salamander int2/s4/d3, HR10: The salamanders want to be conquerors. Their only problems are pride,
poor planning, comically unreliable technology, and the fact they spend most of their time trying to
conquer each other. They look like a big white 6-legged salamander and bite for lt kill. They breathe
air and water. They eat prisoners, except for beautiful stereotype women, who they enslave.
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Shelk int3/s3/d3, HR10: Evil wannabe conquerors. They enslave vulnerable communities, forcing them to
work and slowly slaughtering the victims to feed on blood. They look like spiders with fanged
humanoid heads, 8 spider-legs that look like fingers, and a pair of small humanoid arms tucked
under the head. Looks do not work on them. Can bite for lt kill.
Space ape int1/s9/d2, HR9, sizemod +1: Genetically engineered soldiers by the Psios, now working as
thugs & mercenaries. They do md stun with fists, do Hv Stun + Lt kill with batons, and can use
splat guns as rifles.
Space pirates: Hijackers, slavers, thieves and kidnappers. Some are multi-species groups, often led by
an evil earthman.
Tentacle monster int0/s12/d4, HR11, sizemod +1: You cannot move once grabbed. Tentacle monsters
usually have Hv kill fangs for eating you (the fangs cannot miss once you are held).
Thark int3/s5/d4, HR11, sizemod +1: 4-armed green barbarian humanoids. They acquire technology when
they can and become raiders. They get two attacks per turn if using fists, batons, or swords. They
sometimes work as mercenaries.
Tigerman int3/s5/d4, HR11: Genetically engineered humanoid warriors made by an extinct people.
Purposeless, they attempt to conquer and enslave hapless communities. They are not good at
governing or empire building. Claws for Lt kill, can have any weapon. They sometimes work as
mercenaries.
Void shark (vehicle size 1-6, fast & very maneuverable): These huge critters live in space and
occasionally tear open space ships to eat a crewman or two. It bites ships for damage equal to its
size. It usually takes 3*size hits to drive it off, and you cannot outrun it. The only tactic it uses is
close attack, and it always works. DEX & pilot skill for attacking is usually 3. Void shark attacks are
terrifying but uncommon. Jettisoning the food often works.
Wanderers int3/s2/d5, HR12: They were genetically engineered to be space workers by an extinct race.
A target for conquerors, they try to live in peace and stay out of the way by building space
stations in systems with no habitable planets. They look like multi-armed monkeys, and bite for 1 kill.
They only live in zero-G and never land on planets (they only live in space ships and stations).

Please invent new genre-compatible bad guys and draw from golden-age science fiction.
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Zero-G
The little rockets on your space suit accelerate or decelerate you 1m/turn. You keep going unless
you slow down. Doing things like punching or shooting a bullet pistol cause you to spin
uncontrollably until you make a zero-G roll, spinning down with your rockets. Zero-G skill lets you
do hard things, like using non-zero-G equipment without spinning uncontrollably.
Low gravity planets: Characters can jump 8m. Low gravity natives have -1 punch damage.
High gravity: planets Characters can only run 2m and advance 1m per turn. High gravity natives have
+1 punch damage.

Underwater
You can swim 1m/turn and it makes you tired quickly. Breathe underwater with air tanks or gill packs.

Experience
o The game master gives every character 3-5 experience points (EP) at the end of every session,

depending on the session length.
o Rescuing earns 1-3 EP, depending on the number of people rescued and rescue quality.
o The game master awards 1-3 EP to those players who were very entertaining and enriched the

play experience for everyone.
o The game master awards 1-3 EP to those players who stayed in character and role-played well.
o At the end of the adventure there is a 1-3 EP for players accomplishing their objectives

(double for the leader). The entire group is usually given the same award.
o Stereotype earthwomen get a 1 EP per sitting bonus for traditional games

Penalties to experience point awards
When a player (or group of players) gets a penalty, the leader gets a matching penalty

o 1-3 EP penalty for violating or the genres moral code: immoral acts, ignoring innocents in
distress, putting innocents at risk, killing instead of capturing, abuse of authority, ignoring
abuse of authority, treating laws & social norms as impediments, etc. There may be demerits
and/or criminal charges as well.

o 1-3 EP penalty for violating or the genres PG rating. This means no nudity, no sex, no
displays of vice, etc. Characters who divorce or have sex outside of marriage become
property of the game master.

o 1-3 EP penalty for blasphemy by player or character. Public blasphemy would cost you
opportunities a hundred years ago.

o 1-3 EP penalty for men who hurt women or allow them to come to harm, except in the line
of duty. Women may be harmed while being apprehended, arrested, fighting against men,
perpetrating evil, and so forth if necessary. Female characters may place themselves at risk.

o 1-3 EP penalty for women who disrespect or disobey authority.
o The earthmans burden is to protect those beings & planets under earth protection, 1-3 EP

penalty for ignoring this.
o 1-3 experience point (EP) penalty for irritating the game master or bogging down the game.
o 1-3 EP penalty for players who peeked at the adventure or other GM-only information.

Spend experience points during downtime, like between adventures or during voyages. It requires
study and practice.

o 10 experience points improve one skill by one point.
o 10 experience points buys a new skill at level 1.
o 30 experience points can buy you a stun point. The max is 3 + STR.
o Martial arts maneuvers like chops and sweeps cost 30 experience points.
o It costs 30 points for a stereotype woman to raise her faint resistance from a 5 to a 6, and

she cannot faint any more if she does (even if she wants to).
Payday happens after the adventure. Space cadets get 3CR/month; Deputy Rangers, Patrol, and Space
Scouts get 5CR.
Some skills cannot be added after character design, such as get-daddy-to-pay-for-it.
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Genre notes
o In traditional games: A woman can be in command, but a woman will rarely be put in

command of men. Game masters may ignore this history-based rule and play a mod game.
o Frontier justice: if someone tries to kill or kidnap you, and you prevail, you are entitled to

what they have on them. If you are a Space Ranger or other serviceman you are permitted to
take only their weapon.

o Pulp science fiction frequently featured space stations and domed underwater cities.
o Mental powers are strongly associated with evil. Any character who acquires them becomes

evil and/or insane (but will not think so), and becomes property of the game master for
future use as a villain (preferably in partnership with the player).

o The society reading pulp science fiction had limited accommodation for non-traditional gender
roles. Make characters outside of established gender roles on a generic human character
sheet. Both male & female background & skills are available. Use any appropriate artwork.

o In pulp science fiction, nobody goes beyond second base (kissing). Even though men and
women take long voyages in small spacecraft, your characters would never even contemplate
an illicit relationship.

o Sacrifice is an important concept. Characters risk their lives to save others. Readers quoted
John 15:13 and expected heroes to act like this. If a character perishes this way, the players
next character gets a head start. The usual award is an experienced character; award +5 skill
points. Award +25 cr if there was no hope of survival.

Character design
Roaring Rockets needs role-playing more than other games. Here are character design suggestions:

• Describe the personality of your character.
• Why does the character do what he/she does?
• Defining moment: what event made the character into what he/she is?
• What is the story question? (She wants love, will she ever find it? He wants to find his father,

will he?)
• What are his/her quirks or mannerisms? What does your character sound like?
• What does your character value and what is his/her attitude?
• Write brief history of your character in less than 100 words.

Try using at least 3 of these. The best place for this is on the back of your character sheet.


