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 To whet your appetite for the upcoming release of this game, here are the highlights 

of the game’s introductory sections!  The cover art was rendered by Barry Combs, while 

the interior art is by Christopher Califf!  Enjoy!  -- Matt “Friz” Frisbee 
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Introduction              
 No offense to the players and fans of Survivors of the Fire, but this is the game I 

always wanted to publish.  I have been a huge fan of space adventure games ever since I 

got ahold of Classic Traveller by GDW back in 1980.  There were many more after that, 

and I even contributed in a small way to the MegaTraveller universe with a couple of 

adventures published in The Traveller’s Digest magazine by Group Digest Publications. 

 Back in the early 1980’s, I kitbashed a set of house rules together under this title 

using game mechanics from Hero Games’ Champions and the setting from Fantasy 

Games Unlimited’s Space Opera.  It turned out to be a good game (in my humble 

opinion), but it was also a good exercise in what it takes to organize and physically write 

a set of rules (even if it was a derivative work).  Over the years since then I have 

progressively gotten more into writing original rules systems for games I’ve wanted to 

run, rather than adapt and adjust others. 

 With the finalization of FUGLI (Friz’s Uniform Gaming Line Instructions) back in 

2011, I decided to try writing an original game for publishing.  That led to the alpha test 

version of SOTF – a 24-page rule booklet that painted the game’s systems and the setting 

in broad strokes and on to the 100-page core rulebook that came out in April 2012, ten 

complete rewrites later.  The logic then was to write something I thought I could see 

through to the finish – a game with a limited setting but plenty of potential for action and 

adventure.  Little did I know how many other post-apocalyptic games were already on the 

market by then! 

 Live and learn, I suppose.  After some additional post-production play-testing, I 

tweaked FUGLI and felt it was time to write the game I had always wanted create from 

the start.  I didn’t think it would take ten rewrites this time around, but it has.  I’ve 

grappled with many aspects of the game that I had just winged when I was running this 

system’s various incarnations, as well as a number of the game’s genre issues.  And yes, 

there are myriad space adventure game systems already on the market, including the 

impending release of Traveller5, the latest rules set for the first RPG I ever loved. 

 So why should you bother with purchasing, reading and playing these rules, when 

there are so many others out there?  This is a great game system with uniform game 

mechanics.  You don’t need to mull over the rules every time a character wishes to do 

something – just grab one to five six-sided dice (depending on the character’s most 

relevant attribute and edge, if any), roll, and compare the values on the dice to a target 

number for the task.  There’s very little adding or subtracting or other mathematical 

complications to resolve a character’s actions.  The game plays quickly and simply so the 

focus can be on the action in the game, and not the mechanics of its systems. 

 That being said, the game also accommodates the need for a semblance of realism 

balanced by that aforementioned ease of play.  Characters can fail and face the 

consequences, get hurt and deal with their injuries, break or damage equipment and try to 

jury-rig or repair it, and so on.  Characters are placed in a setting where they can deal 

with grand adventures on an epic scale that could shake the very foundations of 

interstellar society; be thrown into a life-or-death struggle on an alien world with little or 

no warning; encounter the unknown in the dark and empty depths of The Void; or simply 

try to make it to the next paycheck by making the right business decisions.  More often 

than not, it’s a mixture of all of these. 

 So check your spacesuit’s seals, chamber a round in your trusty impulse pistol, and 

close your visor – it’s time to step off the landing pad into a bigger universe! 

 

-- Matt Frisbee 

For Friz Games 
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“I remember their 

arrival – a great 

sky chariot 

heralding their 

approach with fire, 

thunder and smoke.  

My clutch-mates 

and I watched them 

as they emerged 

from within, 

carrying strange 

objects that they 

pointed at things – 

animals, plants, the 

sky and the ground.  

I could hear them 

speak to each other 

in their strange, 

lilting tongue, 

gesturing to each 

other excitedly 

when one of them 

found something of 

interest.  Each of 

the Charioteers wore a strange headpiece – a bubble that enclosed the head 

with tubes that ran to a pack strapped to their backs.  Some carried other things 

– long and slender on one end, thick and heavy on the other – at first I thought 

they were ceremonial staves. 

 

“Suddenly, a choktara broke from the brush near where two of the Charioteers 

were standing, its massive tusks gleaming in the bloodlust of the hunt.  One of 

the Charioteers pointed the slender end of his stave at the charging beast, and it 

made a hard, flat cracking sound.  The beast’s head snapped back as if it had 

been struck by a great blow, spilling blood and gore from a gaping wound near 

its foremost eye, falling to the ground near the warrior’s feet...” 
 

PART I:             
THE WAY THINGS ARE 
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The Mother of Invention         
It is the year 2135, and mankind has reached the stars.  We almost didn't make it – 

World War III wiped out over half the population of Earth in the 1970’s.  A combination 

of nuclear weapons, biological warfare and chemical agents killed billions of people, 

either in the war itself or as a direct result of it.  The northern hemisphere of the planet 

was rendered uninhabitable and rest of the planet’s poisoned biosphere was failing. 

With its collective back against the wall, humanity's survivors worked overtime on 

solutions to their most pressing problems.  Synthetic foods were invented to feed what 

real crops and livestock couldn't.  Terraforming methods were developed to make the air 

breathable and water pure again.  Genetic engineering helped improve the chances of the 

surviving flora and fauna while finding new ways to improve the health of humans as 

well.  Weather control technologies were perfected to steer deadly fallout storms and 

severe weather away from habitable areas.  Information technologies were developed to 

make finding, recording and analyzing data faster and more complete.  Advanced 

robotics developed to help reclaim lands contaminated with industrial waste and explore 

the new frontiers of ocean and space.  And on it went in dozens of other fields – a new 

Renaissance to start the Third Millennium. 

Along the way, there were three technological developments that opened space to 

humanity, allowing people the option of moving to other worlds to start over again.  The 

first was development of new nanotech materials – strong and durable as most metal 

alloys, weighing a fifth as much and costing only a third as much to make.  The second 

development was the perfection of fusion power technology (due in part to the 

availability of the new materials) which allowed cheap and plentiful electric power fueled 

by processed ocean water. 

Smaller fusion power plants, in turn, became the power sources for the third 

development, high-energy ion thrusters for spacecraft.   Transits to the planets suddenly 

became viable trips of days instead of months or years.  With the new nanotech materials 

to help save weight and cost, space travel also got a lot cheaper.  This allowed the 

creation of great space colonies where advanced manufacturing facilities could operate in 

the absence of gravity and new technologies could be developed. 

With these technologies in place, humanity colonized Luna (earth’s moon) and 

Mars, plus established space colonies where even more exotic materials and technologies 

were developed.  These colonies allowed expeditions to the asteroids where crews mined 

minerals and metals.  Then in 2022, mankind discovered the first of four anomalies in the 

solar system that gave it access to other star systems.  The first expeditions through them 

uncovered more anomalies, leading to stars even further out.  With the potential for 

nearly unlimited profit, the race to explore and colonize was on. 

Spacecraft from earth and its colonies have ventured outward to a distance of twenty 

parsecs from home to find hundreds of alien worlds. Humanity has carved out a very 

small part of the universe to call its own, but also has discovered there are other sentient 

races out there as well – some friendly, some neutral, some isolationist and some 

downright hostile. 

Space offers nearly infinite possibilities – both legal and not so.  But come prepared, 

because the void is not a forgiving place.  It takes a special breed to make it out in the 

black – tough, independent and cagey.  They are exactly the kind of people who don’t do 

very well when hemmed in by rules, regulations and laws.  They are the sorts of people 

who take risks every single day of their lives and call it an occupational hazard – and 

wouldn’t have it any other way. 

 Welcome to the universe of Distant Worlds! 
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