Star Cluster – a Science Fiction Role-play

Prolog of a saga

It is now 500 years ago that the Great Optimator from planet Tronikon was defeated by his own creators the, the humans. Even though his kingdom had fallen and was forgotten, like many others before, over the centuries, even though the highly developed maschine and all knowledge was lost forever, the human race still the rules and populates small parts of the galaxy „Star Cluster“.  

The years went by and some races developed a their culture to a climax. But as the old wisdom was lost in the endless nowhere of the destroyed storage cells of Tronikon, these races are now anxious to know how the former planet formation looked like. They only heard rumors and random pieces of information of „star travellers” – those brave heroes who discover and travel through the star cluster with the newest but also the oldest of spaceships. 

It is a dawn of a newera of change and everybody tries to be the first to benefit from its glory, wisdom and wealth. ´

Many new alliances and conventions were formed in different ways. Their members came from different cultures and even foreign species joined them. In such a companionship, the players travel through the the star cluster in a small spaceship (be it captured, bought or found). 

Some of these travellers may have waited long on a (re-)discovered world for this opportunity to jump on board. Others, however, were wealthy enough to afford a ticket for a ride through the galaxy others were appointed to be the captain of the ship because of their skills. But they all have one thing in common: an exciting story in a universum full of opportunities is waiting for them. 

Enter a new world of fantasy, 

the world of „Star Cluster“...
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CHAPTER 1 – Creation of a Star Traveller:

Features and Skills:

There a number of characteristics which allow us to differentiate the star travellers. On the one hand, there are the “features” or “basic features” which characterize the appearance, the intelligence or the strength of a person (to name just a few examples). These features are represented by a number which can differ from person to person. and is generally between 0 (absolute lack of this feature) to 19 (almost perfect). 

Many of those features have great consequences for the life of a star traveller (e.g. only a particularly strong person can walk upright at great gravity without needing special equipment). Some features have consequences that can be represented by a new attribute (e.g. the feature endurance which has a significant influence on „vitality” – the measure for the body’s enduring damage in occurrences of illness or combat). Thus, these features are basic. But as these basic features do not cover all features of a star traveller by far. There are no thinkers that know everything from all kinds of fields or skilled craftsman or sportsmen that are equally skilled in all fields of  their expertise. This is why players can learn additional skills, these are talents, fields of expertise, techniques or rare special features. These additional features are also represented by a number which can be between 1 (merely developed) or 19 (almost perfect). If the number for this feature is 0 it means that the player does not have this feature at the moment. This difference is important when writing the numbers of  a player on a sheet of paper since there are only a few basic features but a lot of additional features.  

Please find more information on features in Chapter 2

Please find more information on features in Chapter 3

Experience is the measure of all things:

„You learn from experience“, is a saying and it is also true fort he star travellers. 

All species in the game have a great or small wealth of experience. Experience is represented by a value which is called “Experience” or “Experience points“. At the beginning of their carrier, star traveller have a “basic wealth of experience. This is the sum of all experiences that have been made during childhood and adolescence by the individual (in this game, we assume that the wealth of experience of a new born or emerged creatures is 0. Even an android is only an unformatted disk without his basic configuration). Every important action of a player after the completion of this childhood or adolescence (which has never done before) means to gain a new experience. 

The simulation leader decides how much experience is gained through an action. The experience value is added to the basic wealth of experience which the player started the game with. You usually gain 10 experience points per hour of playing. When the game is particularly busy it can be up to 20 points per hour. When the game is slow the player usually can earn only 5 points per hour. For special actions and personal experiences the director can decide to give experience points as a reward. There is a maximal limit of experience gain which is called “Experience limit”. Usually the wealth of experience is limited to 30,000 points but it can still be increased through „high wisdom“(attribute) after reaching the limit of 300,000 (for every “wisdom” point the experience limit is increased by 1000 points). 

When making several new experiences on different adventure trips, the experience points are simply added. 

But it is required that the experience is genuinely new for this person. So every player should remember or better take down which experiences he has already made so that he does not receive experience points for something he has already experienced. 
Why is it worth gaining new experience for a star traveler? You have to imagine new gained experience points as being new credit on an account and takes down the credit which can be used in a separate row next to the total wealth of experience. Whenever he has the opportunity (e.g. at the end of a game day or when a long journey has been completed) a player can decide if he want to spend his new experience credit on increasing his/her feature or skill values as long as he has enough credit. 
Even though the experience credit decreased through this purchase the total wealth of experience does not decreases (only in situation when the player suffers a memory loss the wealth of experience decreases). If you gain new experience the credit of experience and the total wealth of experience increases for the same value (the experience points are added to the credit and the total value). 
As long as the total wealth of experience has not reached the maximal limit it can still be increased. 

When the limit is reached no new skills can be learned and no improvements can be made. There has to be a memory loss first, which leads to a decrease of the total wealth of experience and the loss of skill points. 

The experience credit can be spend in the following way: 

Every feature (see Chapter 2) and every skill (see Chapter 3) have a certain VALUE. 

A higher value means that a feature or a skill costs more if you want to improve it. How this is done is explained in the following. 

If you want to increase the value of a feature or a skill by one you have to pay the value of the factor in experience points. If you want to increase the value by 2 you have to pay the FACTOR twice, and so on. 
Example:

Shredder, a space soldier, wants to improve his value in response from 7 to 10 (so by 3 points).  He his experience credit is 700 points and his total wealth of experience is 25,000 points. The feature response hast he FACTOR 200. 

The improvement costs:

3 x 200 = 600 of his experience credit. After the improvement Shredder has still 100 points left of his credit and still 25,000 points of total wealth of experience (this value is not decreased).
The upper limit for a value is usually 20 points. Through gaining advantages like “expert” or “master” (please find more information on advantages in Chapter 4) the upper limit can be increased to 30 or even 45 points. 
If one of your features or skill has the value is 0, you cannot take a test in this feature or skill (please find more information how such a test in a feature or skill works in Chapter 3). 
Every skill that has the value 1 or more will appear in star traveler’s list of learnt skills. It can be used as soon as it has the value 1. 

Every star traveler can only have the 20 (+ wisdom) skills at most.  If you want to learn more skills you have to improve your wisdom first (if you have not reached the maximum yet). 
You cannot lose a skill (expect when suffering from a memory loss or after suffering from an illness).

Some features, however, can be temporarily decreased, e.g. because lack of training or a lasting injury. But usually these features get better again with training or an operation without costing experience points again.
.

Professions and Specialisations:

Even if two travelers are from the same race and have similar values in dexterity, intelligence and strength they might still have learnt different professions or come from different social background. Some merchant may shake his head when he sees his friend, the scientist working and thinking every day only to quench his thirst for knowledge.  Both may be clever people but in mind and background they are different like day and night. If one star traveler devotes all her life to medicine and biology she already has gained totally different skills in her youth compared to the street fighter who gets into fights every day and wants to do nothing else than to provide doctors with new patients. He might be a talented fighter with good military skills and know many tricks and hints – but when he is seriously injured and no plaster can do the trick, he hast o go and see specialists in medicine…

A profession has following consequences: at the beginning of the game you have some start skills you do not have to spend experience points on. In some cases you will even get some other “presents” or special skills that you cannot usually gain in the game. Some professions offer you special right you would if it was not for the profession. Which professions are possible depends on the cultural background the traveler comes from (see Chapter 7, under cultures).

Apart from that there is nothing much to say about professions, except that they are all listed in Chapter 5. The decision about the profession may determinate the outcome of the game and should be thought through carefully.  
Special Advantages and Disadvantages:

Besides all the aforementioned distinguishing features there are also other differences. 

Two star travelers may both are from the same race, come from the same cultural background, they may even have gone to the same university to become a scientist or physician but both may notice that one of them may keep a close eye on his stock shares or even strive after other people’s money (even cheating on them) while the other has a significant weakness for using hard drugs. Maybe our cheater is rarely ill and our addictive friend has an extraordinary luck when it comes to have the right idea in critical situations. 
„Well, what’s with all this nonsense? “, some may say when imagining these two cosmic figures. It is easy - one of them has the advantage to be less likely to suffer from an illness while the other is more likely to have luck. The other special features are often negative or troublesome. 

Some races, professions or cultures are known for distinctive advantages and disadvantages which usually affect the whole population or the whole industry. In Chapter 5, Chapter 6 and Chapter 7, you will find which advantages and disadvantages there are. 

How these special attributes can affect you is described in detail in Chapter 4. 

