




































































































































































Player Log

STARTRADER RULES, PAGE 16

SPACESHIPNR DAMAGE.
SPI grants permission to copy this sheet for personal use only.
HULL/NAME.
Name
CARGOCAP. PASS CAP.
CONNECTIONS
POLITICAL____ BUSINESS___ CRIMINAL PROTEC coMBAaT_____ ()
LOANS PASSENGERS INTERCEPT CREW
4
AMOUNT INTEREST DUE TURN #GROUPS DESTINATION
PODS.
SPACESHIP NR DAMAGE
MARKET BIDS HULL/NAME .
INIT
TURN BID COMMODITY LOCATION BUY/SELL _PRICE CARGOCAP PASS CAP
4
PROTEC COMBAT. { ]
INTERCEPT. CREW______ [ =
PODS
SPACESHIP NR DAMAGE___
HULL/NAME
CARGOCAP PASSCAP.
PROTEC ____ comBaT____ ()
INTERCEPT. _ CREW______/
PODS
SPACESHIP NR DAMAGE
HULL/NAME
CARGOCAP PASSCAP.
PROTEC COMBAT _____ | )
INTERCEPT. CREW. i .
PODS
SPACESHIP NR DAMAGE.
HULL/NAME
CARGOCAP PASSCAP
PROTEC — COMBAT_ ()
INTERCEPT CREW. !
PODS
SPACESHIP NR DAMAGE
HULL/NAME.
CARGOCAP PASS CAP.
NOTES SPECIAL COMMODITIES PROTEC B COMBAT L)
COMMODITY DESTINATION AMOUNT
INTERCEPT. CREW. .
PODS
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[16.6] AGENT SUMMARY

Price s _ : o ' Price
Index ' ' : Index el e S i b e e L S R e e
Amy. Add 4 to the Hyperjump Chance when Amy is aboard a ship that is at- m
tempting to hyperjump. _
e : : Badger. Subtract 3 from the Security Rating of a system when Badger is
Momnee*) +7 | +6 | +6 | +6 [ +5 | +5 | +5 | +4 | +4 | +4 | 43 [ +3 | +3 | +2 | +2 | +1 | +1 | O 0 O | 1{-1({-1]|-2|-2|-2|-3|-3|-3|-4|-4|-4|-5|-5]|-5]|-5/| —6 | R
: > . = . : OCIe (.?rip. T'}le player controlling Crip may, during the Transactions Phase, con- w
<4« MOVE MARKER TO LEFT WHEN BUYING Supplv/Demand Track MOVE MARKERTO RIGHT WHEN SELLING » . : sider himself a market manager of any one market commodity in the system,
: : g ; _ if Crip is in the system spaceport. Exception: Crip may not be used if
: ; : i nother T 1S 2 / ger of the ¢ ity i stion.
ABBREVIATED 4. HYPERJUMP PHASE 6. OPPORTUNITY PHASE 7. INVESTMENT PHASE eHire or replace spaceship crews. C. Raise Reputation Levels (notabove 20) for players whose MISCELLANEOUS INFORMATION e
Travel to destination Systems; resolve interception attemp Conducted in Turn Order. Conducted simultaneously in any order. e Take outloans. current Levels are 1-19. Each OB e iaone Dragon. Add 4 to the controlling player’s initiative dice roll each Game-Turn. h
SEQU E NCE 0 F PLAY Hyperjump Resolution (9.0) ul if 5SS than or *Receive commodities produced in factories. e Purchase increase in Reputation Level. Loan Availability (18.1): 100HT per ship + 20HT per factory D. AL'I"?rd Reputation Boquse.c for Reputation Levg!s25orhfgher_ equals 1 cargo u\r(ﬂ{. e S Dwarf. Add 4 to thedice roll for any type of sabotage attempted by the con-
Including frequently used formulae and procedures. equal to modified Jump Chanc * Attempt sabotage. Increase Reputation (21.0): OHT: Levels of increase R E. Re-invertany Jump Failed counters to spaceship side. SEach R e chice o teminns trolling player if Dwarf is in the spaceport of the system where the sabotage
Enter Safe Berth (9.3): Cos er turn Sabotage Attempt (20.0): 5 20HT x 2 equal to 1D (noi se on roll of 6) Turn Interest Payment (18.0): (Principal — Reputation) COMBAT SEQUENCE equals 0 cargo units, but some facility must einpl ke place, e e o cab e e e T8
1. BID PHASE S Smuggling cih'_a‘:k_ “EE'_ S _ ' I : * Purchase warehouse units. = 20 (minimum of THT) Interrupts Hyperjump Phase as required. be available ‘o store them. J.B. Subtract 1 from every negative modification to the player’s Reputation
Record HT expenditures for Initiative and proposed transactions. tha m Security Rating Alte Purchase Warehouse (14.1): 20HT per unit 8-Turn Interest Payment (18.0): (Principal — Reputation) A. Interception Segment e Each warehguse unit holds 10 cargo units Level when J.B. isin any spaceport. m
rmine : s : sfulif 1D is ~ 10 (minimum of THT) ti | : : e e BN TTTAD e R g e
h 2. INITlATl_V_E PHASE 5. TRANSACTIONS PHASE (F h di : : > ® Purchase factory units. 10 ._|Imr| TRl ”__| 1'_.| II:tPrPP_, uoy i *Each cargo pod holds 2 cargo units. Each Tender. No sabotage may be attempted against the controlling player’s
De-_-?re:fr_mnle Initiative Orde: and Turn Orde; A. s bl o or each commodity) : -‘ o Purchase Factory (19.0): [(5 A0 + 10HT] per e Pay off interest on existing loan. : X n- ini passenger pod holds 2 passenger or slave spaceships, warehouses, and factories in a system, if Tender is present in the
Inaatae Totalid 0 2R Texpendlifine ‘ME;I"kEtAACt!'V’?t( '{-'-.17 0): nodi Y Modifie Hifr\“Aan'r Attempt (17.0): St ul if factory unit = */ncrease Connection Levels. B '_A»I(_téck S-eg-r;'lent- ! e chi iti petcpCLotmALaSEm . . . oL system,
3. NEWS PHASE LTt Yolhe L0 A 1o HT? ael Sell Factory (19.4): (5 x co e) per factory unit Gain Connection Level (5.0): 4T % e ‘Fire Procedure (10.0): 1D 'g:fgfl:gﬁgizgfi aztdhc:&”;?ggﬁ? g}ag;ﬂ Two Gun. Add 1 to the intercept die roll of a spaceship if Two Gun is I.D
em A. Reveal and return to pools News chits in current turn space. C‘ Bﬁwa d“ ; 0 bkt : e Purchase, repair, or sell spe 7 . el i Y- dities may be <old o;ﬂ\, : aboard, whether the ship is attempting to intercept or avoid interception.
e . Buy and sell commodities. il - S ; e ; ; | ‘ : P :
. Drz " . ies g i [Po';it?()n e = _ ; 3 L [ | IPurc.hdsreIShip (8.0): Hull list p 8. |NQU|BY PHASE On Planet. | Willy. Add 2 to all rolls on the Black Market Table if Willy is on planet in the
( Draw (6.0): 1D + 2 (round down) bl st UL el { of oric ] \ : (required Cre _ A. Conduct federal Patrol Sweeps. than the nur slilecalihat R hins mav be renaired ani i system where the controlling player is selling.
nine appropriate chits. equal to n r of units boug 1 un 5HT per arot nbarked Sell Ship (8.4): 1( : : Sweep (10.3): ful e if modi ) is greater C. Salvage Segment TaI?CE't?Spa(::e:{th ¥ s L Wm"_.__‘““““‘—‘—” q
Eligibility for Chit Examination (6.0): 5HT and appro D. Modify commodity’s market price according to S/D marker’s e Use Opportunity chit previously examined. of list pri E n Pé . Salvage Attempt (11.4): 10 ﬁ ' w
m Connection Le final position on track. e Sell illegal commodities. Repair (7.8): ¢ 3 : ; quiry 5 commodities that are
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SUMMARY OF HYPER JUMP CHANCE MODIFIERS
Add 1...if ship has .a Class C crew

ok Add 2...if ship has an Augmented Jump Pod

MANAGER MANAGER Add 3.../if ship has a Class B crew

Add 5...if ship has a Class A crew

With modified chance of 12 or imore, jump is automatically successful
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CONTRACTOR

MANAGER ' ON PLANET iti CONTRACTOR MﬁNAGER POD TYPE COMBAT CREw _ COST

Abundant Goods A it 7(14) 1 100
Mononoles Augmented Jump 0 0 10 CD

e : Does not count against hull ped total.
Battle Comm™ 6

SECURITY RATING Market Position] DEALER |CONTRACTOR| MANAGER [7.7] SUMMARY OF SHIP AND HULL SRR et G
3 CHARACTERISTICS M.ay ;arnr WO cargo units. m

POD CARGO PUR  REPAIR e RIS M -
CLASS CAP INT  CREW COMBAT PROT CAP  COST  COST Heavy Weapons 5(10)

1
Clarinet 5 3 N 160 20 Hunter™ 40 0
0
1

[21.8] INQUIRY TABLE [21.7] REPUTATION LEVEL SUMMARY iti DEALER
el A player’s Reputartion Level will be raised or lowered as the - :

quitted; inc e Reputation to 8. = B
: I = player meets the following

| between 1 and 19 at

ay a minor fine of 100HT. If he
available, he must immediately
up dif nce, as in 18.4.
onnection Levels is reduced by 2. Increase
n Level to 6.

Market Position CONTRACTOR| MANAGER

make up the

3 _ - 5 1 2
difference, as in 18.4. “onnection Levels is B SR : - ! as 2 EIElt Al canons =)
difcnanliie S el rolior6). MMl [20.5] SABOTAGE TABLE  moDIFIERS: [16.6] BLACK MARKET [23.4] CORPORATION TABLE Optional [10.7] COMBAT RESULTS TABLE [8.9] CREW CHART oo 2] N0 e =
(\1: the sup ing p 's (if any) Connectio TR S s 3t i — S : EFFECT ON EFFECT ON (Applied to Both Dice Rolis} TABLE TARGET'S e CREW = 2 e 0 Ma; ca!r;twc passenger or slave groups. q
< : S 2 2D TARGET REPUTATION e Gk et e e D : PROTECTION RATING Results indicate the CLASS  BOUNTY SA = - B et L
educed by 2. and his Re o Tavelic : . Add sabotaging player’s Criminal Con- ATTACKER'S COMBAT ! LARY Corco Mu 9 1 1 1 1 30 : T
educed by 2, and his Reputation Level is ; s Dsition. : 2.6 0 0 iz LS e i ILLEGAL GOOD NUMBER OF PLAYERS CKER'S COM 1 2 3 & number of hits : 5% = Ship Hulls scction lists Pod Cap
B T S A R e S — 1;‘ : E[ : o _d‘ . - SLAVES WEAPONS TEMPUS - 4 5 22 T taken by the target = : Corco Zeta 4 1 1 1 N 10 (maximum number of pods ship hull can
= upiract numper ol produciion unmits in rac- = - o . s e e A i
0 . E A : 8 12 3,9 P8BS 23568 = T B et Daggers™ 1 2 1 4 B2 el I
i o 2 T g e R e g = missiles are used in = : number of crew groups required to man
: lates ¢ — = EFFECT ON TARGET: e . 6.9 34712 6781011 3,4,679,10 = s an atrack, e s Flutes e hull; Combat (Combal Rating): Prot ™
S, —_—m— e —— — & 1 z ! = . i ) O - = bl S (Protecti atinel: (careq
q = ; 37 it : ay. ...attempts to intercept, unless ship has Battle 6 - q Results indicate num_bler r_nfhln._s (_)_;shlp; or 15 25 : 6,7 G2l ST 810002 5679 1112 1012 Ei ?Ltl?;};gglpfi?lr::iie - _ : i Leviathan 18 1 4 1 1 6 t:;:tthginlilidti:ﬂ;;(;:cadrﬁ'?lg?lp Lgtn‘;ﬁtlzil
Comm Pod. - - e SO SRS 20 30 7.8 679 46810 24,389,12 R T roll is equal o or o iealein Ul onarch 5 I 3 ! it dicates hull can carry only spice,
; : : B 0 warehouse oteur’s choice of whic e & ) Slaric: Ate botional. _ arry only spice,
on ship that has not attempted interception. 17:18 2 g commodit or number of Game-Turns 25 40 4,8 89,10 3,8,911 456,79 2,4,7,8,11,12 17-20 5> 2 less than the number TE e Phoenix 1 1 1 1 2 s N
ison while attempting to smuggle. 19-20 7 0 factory will fail to produce. Results indicate the number of 412 SHII2 56710 347911 245689 = < = 't:'f h“ts rha_kcf] t;; e Piccolo® 3 1 2 2 N el R:pa'; CtOSt )
e plaver’s o T R g T AR " 2 ' 5 i g (1 oo o kg o e Al B D st I I i e bt B i i BB T S5 21-25 dio3 = arget ship in the — omba
m _ Ilhe,_pl_i} sl ; ['“ e -R i - S oLng EM EFFECT ON REPUTATION f:zi:aigz wggc;l;?hbl;n;;ﬁ: L Roll 1D and cross-reference the result with the number of pla current round, the SpearM 1 2 5 4 1 ut using mi
- Heis out of the ame,l TN Results indicate the number of Reputation & y : game to determine which corporations (i 26-30 S 13 target ship is SwordM 3 3 1 5 4 N and — in parenthes
' 6 5 4 -

: ! <L A : : e as e 9 Points lost by the saboteur. OP-8 indicates are used. Each player then rolls 1D. The player with the highes | 31 or more completely —————————————————————————— e —————e— Crew (number of crew g
Connection Level is reduced to 0, other Connection that the saboteur may choc any other chooses which of the available corporations he will play; then the play- T T destroyed. : S: Streamlined hull (capable of landing on planer). man pod); Pur Cost (purchase 1 i p—
Levels are reduced by 3 each, Reputation Level by 2D. a , oras a result of an inquiry. player to lose 8 Reputation Points. er with the second highest roll chooses; and so on. : M: Military hull or pod (illegal and available only through opportunity chit). HT’s; all pods have a 10 HT repair cos

Reputation
P Track < 0 |21 S | 4w o
~ REP REP REP ; REP REP REP REP REP i - : ;
: : 2 ’ . ; See 21.3 5 10 10 1 - 20 20 25
+3 £3 3 +3 +3 s +3 . +3 g See 21.3 See "‘.f 3 : HT's HT's H-?'S J | Eipian | HT'S . 350P21
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