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“I think that science fiction, even the corniest of it, even the most 

outlandish of it, no matter how badly it's written, has a distinct 

therapeutic value because all of it has as its primary postulate that 

the world does change. I cannot overemphasize the importance of that 

idea.” - R.A. Heinlein 

 

Introduction:  

 

Starspite is a blend of the tabletop strategy of beloved, 

traditional games such as Risk and the customization, 

roleplaying and endless variation of brilliant but esoteric 

games such as Dungeons and Dragons. It does not attempt to the 

dethrone the greats in any genre but do define its own, to be 

the action-RPG of the tabletop gaming world. Ultimately, 

Starspite provides a fairly simple framework for the creation of 

scenarios, stories, and gaming experiences that are anything 

but. A Starpsite game can ten minutes, ten hours, or ten days - 

this is by design. Starspite allows players to construct a vast 

universe of planets and star systems, limited only by their 

imaginations. I have given players some starting points: four 

ships, twelve planets, and three game types. I stress that these 

are starting points and nothing more, the first ships of an 

armada, the first planets of a galaxy, the first game types of a 

lifetime of custom-tailored experiences. Starspite dovetails 

nicely with the mechanics of existing science fiction universes, 

from Halo to Battlestar Galactica. Starspite is a vehicle for 

both original creation and homage. The galaxy, your galaxy, 

awaits... Jump!  

 

-Admiral Starspite       
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Getting Started 

Preparing for a game of Starspite requires, at minimum the 

acquisition or creation of game pieces representing, at minimum, 

12 planets, and two ships, and 20 drones. A wide variety of 

objects are suitable, from nicely formatted printable factsheets 

to hastily scribbled index cards with the planet or vessel’s 

vital statistics. 3D printed game pieces are especially nice. 

Also useful are a simple calculator and some means of recording 

information about each ship’s state.  

 

 Formulating the Vital Statistics:  

-Ships have the following base statistics:  

Base Damage: 6 (How much health damage one shot from 

your ship’s weapon inflicts.)  

Base Health: 20 (How much damage a ship can endure, 

see above.) 

Base Capacity: 10 (How many resources the ship can 

store. 100 units of capacity per point per resource. 

10 points of capacity means the ship can store 1000 

units of each resource and so on.)(One orbital defense 

drone per 2 points of capacity.)  

Base FTL multiplier: 1.0 (How much the value of a 

rolled die (or dice) is multiplied when determining 

how far the player can move in a given turn). 

 

Into each category ten Customization Points have already been 

invested, a total of 40 points. A single ship may never use more 

than 40 points but it may redistribute them. Redistribution is 

determined by deriving what 1/10th of the given base statistic 

is, if a point is removed from a category it is reduced by that 

value. If this point is then added to another category the base 

value of the gaining category will be multiplied by 1/10th and 

this value will be added to it. For example:  

 

I remove two points from Health to increase my FTL multiplier. 

Since 1 point = 1/10th of the base value then two points, of 

course = 2/10ths. 2/10ths of 20 is four so my Health is reduced 

by four from 20 to 16. I now have two points to spend, as I 

said, I will be investing them in FTL. The base FTL value is  

1.0 and 1/10th of 1.0 is 0.1 so 2/10ths of 1.0 is 0.2 so I add 

0.2 to my FTL multiplier, bringing it to 1.2.  
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This method of ship customization ensures that players can 

tailor their ship’s to their play style without building a ship 

that is dominant in all aspects.   

 

Now that your ship(s) is/are ready, it is time to create the 

planets. For every 12 planets there are a grand total of 12,000 

Resource Points. That’s 1,000 per planet though even 

distribution makes for a boring game. Instead, create some rich 

worlds for players to fight over and some arid ones for them to 

avoid or use as staging areas.  

 

There are four kind of resources: 

 

Uranium: Used for weapons. (Every point of damage dome 

requires 10 uranium.) 

Scandium: Used to repair the hull. (Every point of 

damage taken requires 100 Scandium to repair.) 

Tyllium: FTL Fuel (Every jump requires 100 Tyllium.)  

Foodstuffs: Food for colonists, *not used in most game 

types.  

 

Distribute the resources among the planets, name them, and set 

their distance, in parsecs (to move one parsec, a player, 

assuming their ship has an FTL multiplier of 1.0 must roll a “1” 

on the die, one is a relatively short distance, the recommended 

distance between major planets is 6 to 16), from the the two 

adjacent planets. It is recommended that you lay out the papers 

or game pieces representing the planets in a way that is 

reflective of their relative location. 

 

Example: 

 

Planet: Austopia 

Distance from “Isabelliona” 7 parsecs 

Distance from “Harrisonland” 9 parsecs  

 

Resources:  

600 Tyllium 

1500 Uranium  

55 Foodstuffs  

400 Scandium  
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Taking a Turn  

Now that the game has been set up and the rules of your chosen 

gametype reviewed and agreed upon (more on game types later), it 

is time the first turn. Every turn, the player rolls their dice 

(up to two standard cube dice), this determines the maximum FTL 

jump distance, in parsecs the player can make that turn, this is 

then multiplied by the player’s ship’s FTL multiplier. For 

example:  

 

I roll a “6” but my ship is rather slow, so my FTL multiplier is 

0.5. This means this turn I can jump up to three parsecs, 

provided I have the fuel. Since my ship has a capacity of 15 I 

started with 1500 units of Tyllium fuel, every jump only costs 

100 units, so I have plenty. I can choose to make my jump now or 

make one other move... attack a nearby enemy!  

 

Each player can now do one of four things: Jump immediately, 

attack a nearby enemy (any enemy orbiting the same planet as the 

player or between the same two planets can be attacked) and then 

jump, simply attack and not jump, or do nothing and forfeit the 

turn. If the player chooses to attack, they roll their dice 

again and the damage their attack does is a fraction of the the 

number they rolled over the maximum possible roll. (If two 

standard cube dice are being used, as is recommended, then the 

maximum roll is “12” so all values will be multiplied by a 

fraction of 12). 

 

I choose to attack! My old nemesis lies between me and the 

closest two planets and is therefore within range! My ship is 

bristling with advanced weaponry so my Potential Damage is 10. I 

roll my two standard dice, and roll a seven. Therefore my 

maximum potential damage is 7/12ths of 10, or 5 and 5/6ths. My 

randomly diminished broadside slams into my nemesis reducing 

their health from 20 to about 14.167. My nemesis will have a 

chance to respond when it is his turn.  

 

My nemesis’s turn comes around and the fiend decides to return 

fire instead of immediately jumping away, his Max. Potential 

Damage is 8, and, as it happens, he rolls an “8”, 8/12ths of 8 

is 5 and 1/3rd so his attack does 5 and 1/3rd points of damage 
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to my ship. He then uses the jump he rolled for (five parsecs) 

to escape to a nearby planet. That little coward bastard.  

 

If a player is orbiting a planet, they gain a fifth and sixth 

option, to harvest that planet’s resources and to deploy orbital 

defense drones. To harvest a planet’s resources, the player 

rolls their dice and can take the dice fraction of any given 

resource. A planet has 600 Tyllium, I roll an “8” (on two 

standard dice) and am therefore allowed to extract 8/12ths (400 

units) of the planet’s total Tyllium, assuming I have the empty 

space in my Capacity statistic.  

 

Then there are the drones. The amount of drones stored aboard 

ship is determined by the ship’s Capacity statistic. (One drone 

for every 2 points (not units, points) of capacity). Once a ship 

has disgorged its drones, they must be micromanaged by the 

player. Each drone does 1.0 points of damage per shot and have 

2.0 health. Drones can be fired during a player’s attack roll 

and are affected by that roll’s multiplier. However, a drone 

could be on the other side of the galaxy and still be controlled 

by the player, ship proximity is immaterial, in this way, drones 

are highly useful for defense as they can be used to deter enemy 

vessels from raiding planets you would like to keep for later 

use or hold as part of an objective in a given game type.   

 

If for any reason a player does not have the fuel to advance or 

the resources necessary to engage in combat, they are at the 

mercy of other players, this is why forming alliances can be 

highly useful as there is nothing in this or any rulebook 

disallowing in-flight refueling and restocking by a friendly 

vessel. Such aid should occur during the turn of the player 

providing the aid, and both players must be either between the 

same two planets or in orbit of the same planet to conduct a 

transfer of resources. How much is transferred and what, if 

anything, is expected in return is at the discretion of the 

player providing the aid.  
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The Role of the Admiral 

Admirals are responsible for creating unique scenarios and 

quests for players. The three gametypes included herein do not 

require an admiral, but they are not quest-based and only 

lightly invested in the Role-Playing aspect of the game. The 

Admiral may present individual scenarios (that give an 

individual player a choice or force them to roll to settle some 

issue, e.g. “There is a critical radiation leak, how do you deal 

with this...” (Several options would then follow, or a free form 

answer could be allowed, at the Admiral’s discretion, though the 

decision regarding whether or not free form answers should be 

allowed is best made with the group’s input before beginning the 

game). Such individual scenarios should be presented when the 

affected player begins their turn. The Admiral can also present 

scenarios which all players will have to respond to, these 

scenarios should be presented at the beginning of a turn cycle 

(when the first player to roll at the beginning of the game is 

now the next player in line to roll). The Admiral should state 

at the beginning of each cycle, what scenario(s) the players are 

expected to respond to, including those which have carried over 

from the last cycle. 

 

The Admiral can control an unlimited number of ships and drones, 

which are considered Non Player Characters, their function and 

hostility is at the Admiral’s discretion. They may be used to 

provide a fleet of allied players with an armed obstacle on 

their quest path, act as refueling stations or merchants, and so 

on. The fact that the Admiral could, theoretically muster a 

fleet capable of wiping the board clean of all opponents and 

ending the game then and there makes it incredibly important to 

select and Admiral that is interested in creating an enjoyable, 

winnable gaming experience and not simply abusing the players.                                                

 

There are some limitations on the Admiral’s power:                       

-The Admiral cannot kill or damage players without reason. 

Valid reasons include fair combat with an Admiral-

controlled vessel or drone and a scenario wherein the risk 

of damage to the player has been made clear.  

 

-The Admiral cannot bestow an unearned and/or unfair 

advantage on any player or on their self. Note that the 
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Admiral’s ability to control an unlimited number of vessels 

does not constitute such an advantage, as it is a power 

enumerated in this rulebook.   

 

-Players can vote out an abusive Admiral, though this 

requires a unanimous decision (with the Admiral, of course, 

abstaining from voting). They may then elevate one of their 

own by majority vote. This usually has a negative effect on 

the continuity of the game and, as stated, all players 

should make an effort to select a good Admiral beforehand 

so this is not necessary.  

 

-The Admiral cannot declare the game to be over unless a 

pre-defined end state has been reached or a majority of 

players have decided to adjourn.  

 

-The Admiral cannot make rules on the fly. Any new rules 

must be introduced and mutually agreed upon by the players 

and the Admiral before the game. If a new rule is, for some 

reason, called for by extenuating circumstances during the 

game, such as an exploit being found and abused, any player 

and/or the Admiral can suggest a suitable rule and it will 

be struck down or adopted by majority vote.   

 

 

Additional Rules 

The following rules are in place to settle some the more common 

issues which may arise during gameplay.  

 

-Re: Control of Multiple Ships: The amount of ships a 

player (the Admiral can control unlimited ships, this 

applies only to players) may control is based on the 

gametype. If the players are playing a player-created 

gametype, this limit is among the many things they will 

need to define beforehand. If players are controlling 

multiple ships, they still only roll once for FTL distance 

and Damage multipliers and then can move or attack with any 

number of the ships they control within the bounds of the 

rolled for values.  

 

-Re: Empty Specifications: There are two specifications 

that can have zero points invested, FTL multiplier and 
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Damage. A ship with zero damage is effectively an unarmed 

transport, a ship with an FTL multiplier of 0 is 

effectively a barge. It can be moved by other player’s 

ships (if its owner chooses to allow this) through FTL 

jumps during that player’s turn. The “tugboat” ship which 

will be moving the “barge” must be in the same orbit or 

between the same two planets. To move a “barge” the player 

who controls the FTL capable vessel (“tugboat”) rolls for 

an FTL distance as usual, and then, if they choose to 

escort the “barge” through the jump, reduces that number by 

1/2th. This means that a ship with a “barge” in tow can 

only go half the distance it normally can. A player who 

controls multiple ships, including a barge(s) can also 

choose to move it with one of their other FTL capable 

ships.  

 

-Re: Permadeath and Respawning: Whether or not death is 

permanent death (once a ship is destroyed it is out of the 

game) or respawning is allowed (once a ship is destroyed it 

can return at some point) is at the discretion of the 

player group and should be established before starting a 

game. The conditions for respawning should be somewhat 

punitive, such as a loss of resources, or being forced to 

sit out for a number of turns.  

 

-Re: Alliances and Secrecy: Players may, and are in fact 

encouraged to, form alliances amongst themselves. Members 

of such alliances may pass information clandestinely 

(whispers, notes, text messages, etc.) about their plans. 

Players are not required to declare that they have formed 

an alliance. The enforcement of a penalty for wantonly 

turning on one’s previous alliance is at the discretion of 

the player group. This is encouraged if players are 

organizing into specific, openly evident teams or opposing 

forces.   

 

-Re: Currency: There is no established in game “currency”, 

with the bartering of resources suitable for most 

transactions that may require it. Players may establish an 

in-game currency as needed for their Role-Playing 

situation. Try not to use real money...  
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-Re: Galactic Limbo: If a player does not roll a high 

enough number to go from one planet to the next directly 

and chooses to jump anyway, they will be placed in between 

the two planets. Players do not have to jump the full 

distance they are entitled to, they need go no further than 

they wish, and this includes intentionally hanging around 

in the space between planets.  

 

-Re: Repairs: Scandium is required to make repairs (the 

amount required per Health point is defined earlier in this 

guide). To make repairs, a player must first jump to safety 

or counterattack. Repairs can be made at the end of every 

turn.  

 

Re: Starting Resources: The base amount of resources is 100 

per Capacity Point. 10 points of Capacity is 1000 Resources 

per category, 4000 Resources total. All players start will 

full Resources.  

 

Re: Surrender: A player may surrender a damaged ship to 

another player during the surrendering player’s turn. If 

the player accepts the surrender they take all resources 

from the ship, leaving it barren and drifting, but do not 

acquire the ship itself. The surrendered vessel may then be 

recovered by other ships belonging to the surrendering 

player or ships of that player’s alliance.   

 

Recommended Gametypes 

 

-Race: The simplest gametype, race involves all players 

attempting the reach the planet farthest from a central 

starting point. Each player only controls one ship and 

there are no respawns. Combat is allowed. Orbiting and 

harvesting planets are allowed. No alliances. The game ends 

when one player, the winner, reaches the designated “finish 

line” planet. Play with more dice for a slower game.  

 

-Colonization: Every player chooses a homeworld which 

houses 1500 Colonists. The amount of Colonists a ship can 

carry is determined by their Capacity Specification, 50 
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Colonists for each point invested. The goal is to move as 

many colonists to as many different planets as possible 

while evacuating the homeworld entirely. The “Foodstuffs” 

resource is used in this gametype. While there are 

Colonists aboard your ship, they will consume 50 units of 

food per 100 Colonists per turn (e.g. if there are 500 

Colonists aboard, they will consume 250 [500/100 * 50] 

units of food per turn). For every turn taken with no food 

in the holds, 150 Colonists perish (note: this only applies 

to Colonists which are aboard your ship, Colonists that 

have already been landed or remain on the homeworld are 

unaffected). Players will need to return to the homeworld 

periodically to pick up Colonists, while they are there, 

they should roll to extract resources from the homeworld, 

with food and fuel being paramount concerns. Once all 

Colonists have been landed, the objective turns sinister... 

conquer all other planets and peoples by force. Players may 

control as many ships as the player group agrees upon at 

the beginning of the game. Combat is allowed. Orbiting and 

harvesting planets are allowed. Alliances are welcome. The 

player or alliance that wins is the last one left standing.  

 

-Not One Step Back! (NOSB for short): (written for a four 

player game). One player is chosen to defend a single 

planet - the homeworld - in the relative center of the 

“galaxy” (the planets amassed by your player group). This 

player can control up to seven ships, and has access to 

double the usual number of orbital defense drones. The 

other players can control up to two ships, and have the 

standard compliment of drones, resources, etc. The other 

players besiege the homeworld and attempt to eliminate all 

of the defender’s ships and drones while the defender holds 

them off and sends small detachments out to bring back m 

resources to aid the defense. The defender must keep at 

least three ships at the homeworld at all times. Combat is 

allowed, of course. No respawns. Orbiting and harvesting 

planets are allowed. Alliances among the attackers are 

allowed. The defender wins if they eradicate all the 

attackers, the attackers win if the slay all of the 

defender’s ships and drones, thereby taking the planet.  
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Planets 

Some pre-made planets. Players are encouraged to make more. 

 

 Arvada: 

A small, rocky, rust-colored world with a few  

beleaguered orbital stations, high temperatures, and a 

high suicide rate. 

 

Tyllium: 500 

Uranium: 450 

Scandium: 370 

Foodstuffs: 10  

 

12 Parsecs from Carpathia, 8 From Pyrrhus  

 

Carpathia: 

Known for its snowcapped peaks, frigid lakes, and bad 

food.  

 

Tyllium: 350 

Uranium: 900 

Scandium: 400 

Foodstuffs: 160  

 

12 Parsecs from Arvada, 4 from Pyrrhus  

 

Pyrrhus: 

A scarred wasteland that was once a thriving garden 

world. Analysts believe that orbital bombardment in a 

long-forgotten war rendered it nearly uninhabitable.  

 

Tyllium: 0  

Uranium: 450 

Scandium: 100 

Foodstuffs: 0  

 

4 Parsecs from Carpathia, 16 from New Carthage 

 

New Carthage:  

Early innovations in asteroid mining brought riches to 

this world. Though the mines have been played out, the 

well-equipped settlers have plenty of food to spare. 
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Tyllium: 50 

Uranium: 75 

Scandium: 150 

Foodstuffs: 600 

 

16 Parsecs from Pyrrhus, 9 from Thermopylae  

 

Thermopylae: 

This fortress world is well stocked with military 

resources.  

 

Tyllium: 700 

Uranium: 500 

Scandium: 400 

Foodstuffs: 350 

 

9 Parsecs from New Carthage, 8 from Hargreave 

 

Hargreave: 

A modest planet that is home to notable research 

facilities with nefarious purposes. 

 

Tyllium: 200 

Uranium: 300 

Scandium: 100 

Foodstuffs: 100  

 

8 Parsecs from Thermopylae, 12 from Providence 

 

Providence: 

So named by early settlers who believed this fuel rich 

planet was a gift from heaven. Unfortunately, they 

exploited almost all of its resources. 

 

Tyllium: 50 

Uranium: 75 

Scandium: 10 

Foodstuffs: 0 

 

12 Parsecs from Hargreave, 4 from Trouble  

 

Trouble: 



15 

This arid moon, a former pirate base has only ever 

been one thing to those who approached it... Trouble.  

 

Tyllium: 10 

Uranium: 100 

Scandium: 300 

Foodstuffs: 10  

 

4 Parsecs from Providence, 14 from Kaspersky  

 

Kaspersky:  

Home to a high security research base and a mass 

grave... Coincidence?  

 

Tyllium: 200 

Uranium: 150 

Scandium: 175 

Foodstuffs: 200 

 

14 Parsecs from Trouble, 7 from Joyeuse  

 

Joyeuse: 

A smaller fortress world constructed on an ice moon.  

 

Tyllium: 230  

Uranium: 450 

Scandium: 210 

Foodstuffs: 55 

 

7 Parsecs from Kaspersky, 8 from Durandal  

 

Durandal: 

An advanced artificial intelligence research outpost 

sequestered on a lush but dangerous planetoid.  

 

Tyllium: 150 

Uranium: 100 

Scandium: 170 

Foodstuffs: 400 

 

8 Parsecs from Joyeuse, 14 from Madrigal 
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Madrigal: 

This lush garden world is home to vast human 

settlements. 

 

Tyllium: 590 

Uranium: 470  

Scandium: 890 

Foodstuffs: 870 

 

14 Parsecs from Durandal, 8 Parsecs from Joyeuse  
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Ships 

 Four premade ships for your consideration: 

   

  Sojourner Class Armed Merchantman  

  Damage: 2.4  

  Health: 10 

  Capacity: 16 

  FTL Multiplier: 1.5  

 

  Skidbladnir Class Protected Cruiser  

  Damage: 10.2 

  Health: 28 

  Capacity: 5 

  FTL Multiplier: 0.4 

 

  Lance Class Scout Frigate 

  Damage: 3 

  Health: 10    

  Capacity: 5 

FTL Multiplier: 2.5  

   

  Argo Class Artillery Barge 

  Damage: 12 

  Health: 20 

  Capacity: 10  

  FTL Multiplier: 0.0  
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Planet Factsheet: {Duplicate as needed} 

 

Planet Name:__________________________ 

 

Jump Distance from:___________ = _____ 

 

Jump Distance from:___________ = _____ 

 

Tyllium:__________________ 

 

 ___________ 

 ___________  

 ___________ 

 

Uranium:__________________ 

  

 ___________ 

 ___________ 

 ___________ 

 

Scandium:_________________ 

 

 ___________ 

 ___________ 

 ___________ 

 

Foodstuffs:_______________ 

 

 ___________ 

 ___________ 

 ___________ 

 

 

Notes:__________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________ 
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Ship Factsheet: {Duplicate as Needed} 

 

Ship Name:__________________ 

 

Health:__________ 

  

 ___________ 

 ___________ 

 ___________ 

 ___________ 

 

Damage:__________ 

 

Capacity:________ 

 

FTL Multiplier:__________ 

 

Notes:__________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________

________________________________________________________________ 


