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Star Ace: Adventures in Space is a setting that
takes you across galaxies and into adventure at
speeds faster than light. You're going to run into
new worlds, new life forms, and new excitement
every time you leave on a mission, or even when
you're on furlough from your hidden base in the
Wilderness System. Any place can become an
instant hot spot, whether you're flying your Star
Team fighter, or stopping over in a bar on Stalitsa!
As you play the role of a Star Team member, you
join a crack organization whose job is to travel
through space, sabotaging the Empire's efforts to
rule the universe, and keeping whatever riches
might happen to fall their way. Of course, your enemies –
and they're not just the Empire – always plan to make your
mission a tough one.

Blood and Space
A lot of the D20 rules for Star Ace are taken

from, or built from, the material found in
RPGObjects’ Blood and Space. This use is
with the permission of RPGObjects and the
authors of Blood and Space. You will not
need Blood and Space to use Star Ace but,
if you’re looking for more depth and variety,
Blood and Space has a lot to offer.

Some of the material you’ll find useful for
your Star Ace games include more new

classes, several new skills and feats, and the starship
construction rules that were used to build the Star Ace
ships.

The following pages introduce you to different aspects of the Star Ace universe. 
This preview material could change in the final release of the game book. 

See www.staracerpg.com for more information.
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The Xenophobic War
Negotiations following the

armistice failed to produce a peace
treaty. Not only did the Empire
gain the Sol system, including
Earth, but it soon broke the non-
interference agreement and occu-
pied several systems in the
Wilderness Region: Sepa Green,
Emniyet, and Shamba. Things
looked bad for the Alliance; the
Empire, with all its resources, could
rebuild much faster than the

Alliance and would probably attack
as soon as it was able.

The Alliance was saved by the
appearance of the Xenophobes in
3503. We'd never heard of them
before, and we still don't know
much about them: they're not
human, and they're from some-
where near the galactic core. At
any rate, they know how to make a
strong first impression: they
announced their arrival in this sec-
tion of the galaxy by blowing two

entire planets to cosmic dust and
attempting to grab three more.
Naturally, this caught the attention
of the Empire, and with many of
their forces dispatched against the
Xenophobes, they no longer could
carry on a fullscale war against the
Alliance. As for the Xenophobes,
they're still a major Imperial
headache, but they haven't both-
ered the Alliance . . . yet. At any
rate, theirs is not what you'd call a
mission of mercy.

The Empire Today
Enough of history. I spent some

time on Cairn not so long ago. They
asked me to leave, for reasons I
won't go into at the moment I've
been kicked out of better places
before, so good riddance! Here's the
lowdown on the way they work
things on Cairn, and throughout the
Empire.

First of all, the current Emperor,
Frederick Constantine II, is a com-
plete incompetent – can't handle the
Star Teams, much less the Alliance
or the Xenophobes. The court is one
big shark tank with each advisor out
for himself. Life near the Emperor is
dangerous; those who displease him
have been known to end up pushing
rocks on Tamilla or floating face-
down in a swamp on Sepa Green.

Beneath the Emperor himself are
three roughly equal ruling classes:
the heads of the Imperial bureaucra-
cy, the Council of 100, and the
Emperor's direct vassals. It is possi-
ble for one person to be a member of
all three groups at once.

1. The Imperial bureaucracy has
five branches; one individual,
appointed by the Emperor, heads
each branch:

Administration (headed by Duke
Metellus) has offices and agents
on almost every Imperial planet It
handles the daily operation of the
Empire and carries out Imperial
policy.

Revenue (headed by Duke
Metellus) is the Imperial tax collect-

ing agency, responsible for raising
and guarding Imperial funds.

Legal (headed by Count Sillith) is
the Imperial court system. All trials
are conducted by its appointed
judges. These officials can com-
mand testimony, inflict torture to
obtain information, waive any or all
the rights of the accused, and
impose penalties, including death.
They seem to enjoy all these duties.
The legal branch keeps voluminous
records and has facilities for almost
any type of research related to
Imperial law or law enforcement.

Imperial Military Forces (headed
by Grand Duke Otto IV) includes all
regular military forces of the
Empire. The head of this branch, the
High Admiral/General, reports
directly to the Emperor who is
Commander-inchief of the Imperial
forces.

Only the highest and most trust-
ed officials know the exact size of
the Imperial Navy and Army (and
since the Emperor trusts no one,
even those officials aren't sure), but
these forces are certainly enor-
mous. All occupied planets have a
garrison, usually numbering several
thousand at least, and the navy's
vessels patrol all major space
routes. In addition to patrol and
occupation forces, there are the
main battle fleets of the navy and
the assault units of the army.

Imperial Command Enforcement
(headed by Duke Yanayir) is com-
posed of fanatically loyal elite troops

who also function as the Imperial
secret police. ICE has priority and
authority over other branches when
in the field, and answers only to the
Emperor.

2. The Council of 100 is an adviso-
ry body with no legal authority.
However, its members have the right
of access to the Emperor; he must
agree to see them personally about
any grievance or problem they have.
The Council advises on Imperial law
and policy. Its members include all
nobles with the rank of Grand Duke
or Duke, and anyone the Emperor
feels like appointing: when a member
dies or retires, the Emperor simply
appoints another to fill out the 100.
Duke Metellus is the present
President of the Council.

3. Vassals of the Emperor are all
who govern planets or star systems.
Direct vassals hold their territories
by direct grant from the Emperor
himself; other vassals hold territo-
ries by grant of these direct vassals.
For example, Baron Silva is a vassal
of Countess Livia, who is a direct
vassal of the Emperor. Only direct
vassals are of equal rank with
Council Members and heads of the
bureaucracy, but all vassals have
certain privileges: the right to legal
authority in all nonImperial affairs in
their possessions, the right to tax
their planets or systems, and the
right to raise personal military
forces.
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Light Prototrooper
Fast, mobile, and always ready, the light prototroopers are most

often deployed within urban environments or inside starships
and space stations. Their armor is environmentally sealed and
protects the prototroopers from any and all environmental haz-
ards (including space) for up to 24 hours before the armor’s sys-
tems must be recharged with a standard charging station. The basic
armor is designed for the humanoid form and most light prototroopers
stand about six feet tall though some suits have been adapted for aliens
that vary slighly from humanoid average (four arms, for example).

Light prototrooper armor offers only a minimal increase in strength and
speed and does not augment the wearer’s natural dexterity in any way.
Built into the suit is a short-range communications system, viewer with
range finder and night vision, and motion detector.

These are the most common prototrooper units seen in the Star Ace uni-
verse (though gorlon troops will be seen three to four times more often
than prototroopers).

While a large number oi Imperial
troops are gorlons, there has been a
growing movement within the
Empire’s high command to deploy
armored troops of many other races
(including humans). The prototrooper,
a type of “foreign legion soldier,” has
been created by the Empire to test
new tactics and weapons and prepare
for a time of less reliance on gorlon
troops.

Prototroopers are heavily armed
and armored, wearing thick pow-
ered armor that augments the
strength, speed, and dexterity of
the wearer. While there are
dozens of different types of pro-
totroopers, from deep space soldiers
to hazardous environment troops,
there are a few standard prototroop-
ers seen throughout the Star Ace
universe.

Light
Prototrooper

Imperial Prototroopers

I sight the Tamillan freighter as soon as
we pop out of translight. Against the gas
giant's turbulent surface, she looks like a
silver beetle crawling through space. She's
right on schedule for our little rendezvous,
and so are we. This little girl has enough
andilinium concentrate aboard to mint
money for an entire system, and to keep my
entire crew in Stalitsan heaven for the rest
of our lives. The boys know what to do: two
quick missiles to her fat belly, a few bursts
at her rear laser, a quick scuffle with her
crew when we board, and she's ours.
As I bring us to missile range, the sensor

alarms break into a scream. I glance down
at the ultra-wave radar and see a blip com-
ing around the farside of the gas giant. I
slap the alarms off and turn back to the-
freighter. The rear gunners will handle the
blip, it's just an IMP fighter or two escorting
the freighter. Nothing for a Spade Ace like
me to worry himself about.
The freighter swells up in our viewing

screen like a great big whale just waiting
for a harpoon. "Tag" and I launch our mis-

siles at the same second, and I swing the
ship around to our prey's hindquarters.
The ship intercom crackles, and Leo, the

reargunner, yells, "Step on it, Ace – you've
got a frigate on . . . " Suddenly, the whole
craft shudders and lurches. Damage alarms
ring like church bells. Leo doesn't finish his
sentence.
“Tag” flips the viewing screen to rear and

we see an ICE frigate five sectors away, her
heavy lasers blazing away. Her next hit
takes out our translight drive. "I've got big
neg vibes about this," Tag growls, his cat-
like ears Iying flat.
Maybe "Duck" Tasha was right, after all.

The scoop on this freighter had come too
easy; it must have been an ICE plant. As
usual, I should have listened to the trakan.
But my poor manners won't matter in
another five seconds.
The scanners show four IMP fighters

dropping out of the frigate. Looks like we're
all dressed up with no place to go. There's
only one thing to do: dive for the gas giant
and hope for the best. If I can put the plan-
et between us and the frigate, we might

take out a few of the interceptors before we
become cosmic dust pollution.
As we whip into orbit around the planet-

sized ball of gas, my scanners pick up a
huge explosion from the frigate's direction.
Curiosity gets the better of me – it's a
chronic weakness. I pull out of the planet's
gravity well and swing around to establish
visual contact.
There's an Imperial cruiser, drifting

through the ICE frigate's wreckage her big
plasma guns still glowing Pretty odd: an
Imperial cruiser attacking an ICE frigate?
"Wheeeaaa!" The voice comes from

inside my head. It has a kleibor accent.
"Where you going, good buddy? The
freighter’s over there! We'll take care of
those mosquitoesfor you. " I could kiss that
big dumb-sounding bear, whoever he is.
How he got his paws on an Imperial cruiser
is beyond me, but I'm not complaining.
Tasha probably had something to do with it.
All I know fors ure is that when we get back
to Marauder's Landing, I'm going to buy
that kleibor the weekend of his life!
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One of the most exciting ways to
adventure in a Star Team is to play the
role of a nonhuman alien. Player char-
acters in Star Ace belong to one of a
number of different races. One race is,
of course, the human race, who, if they
aren’t Earthings, trace their ancestry
to Earth. But other races are just as
important to the Alliance, and each is
just as important to the Star Teams
because of the richness and quality of
their talents.

What follows is a short assortment
of races available for Star Ace players
to choose from. The galaxy of Star
Ace is massive, limited only by the
imagination of the players involved in
the game. With the approval of the GM,
races from other D20 books can be
easily integrated into a Star Ace cam-
paign. The introduced race may be
“the last of his kind,” a survivor of
some great cataclysm. Or, perhaps,
the race selected is from some outer
world that has yet to be properly
explored and cataloged by either the
Empire or the Alliance. The player and
GM should work together when intro-
ducing new races to Star Ace cam-
paigns.

RRacaceess
Yasik the traka, ladies and

gentlemen – back again and
at your service, this time to
acquaint you with some of
the folks you’re likely to
meet during your Star Ace
adventures.

There are several hundred
known intelligent species
within the boundaries of
the Empire and the
Alliance. Of these, a handful
play important roles in
Imperial and Alliance
affairs. I’m going to give
you a little background on
these important races.
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This race is a result of mixing
the crystal folk of the planet
Ruoka and the human race.

Soon after humans first arrived
on Ruoka, it was discovered that
contact between the crystal folk
and a human cell causes a cloning
of sorts. Human explorers who
searched for Ruoka's famed
Xantium crystals reported feeling
a strange surge of energy pass
through them. These hour-glass
shaped waves of energy were, as
we know now, the crystal folk and
after these strange but harmless
encounters, the humans were sur-
prised to find other humanoid

beings coming from nowhere to
greet them, or sometimes just to
watch them.

What had happened was this: by
a method unknown to anyone but
the crystal folk, these bizarre liv-
ing waves of energy had acquired
a cell from the human they passed
through, and begun a cloning
process. The resulting alien was
more human in appearance and
physical make-up than its crystal
folk ancestors. But the diet and
behavior of the new race was
decidedly "Crystal." It was impos-
sible for these creatures to fit into
Crystal society, and they were not

welcomed into general human
society for other, unfortunate rea-
sons.

Appearance 
and Behavior
Crystal clones appear thin and

frail compared to their human
"ancestors." They are about six
inches shorter than the average
human. They have arms, legs, and
hair, just as humans do. Crystal
clones are pale blue, almost white;
their hair is white or light yellow,
and always very straight and limp.
Their eyebrows are raised and

Crystal Clones








