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Mindjammer  

Starblazer Adventures in the  

Second Age of Space  

 

ñIt was the Second Age of Space.  The light of human civilization, which had 

flickered and threatened to die, suddenly burned bright again with contact with the 

thousand worlds of space.  Humankind laughed, filled with the joy and power of a 

new-found youth, and strode forth to bring its message of hope and regeneration 

to the stars...ò 

- from ñThe Songs Of Old Earthò, Book I 
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The time: 15000 years from now.  The place: 

the Milky Way galaxy.  For millennia, Old Earth 

sent slower-than-light colony ships to the stars; 

for millennia, new worlds were settled and 

went their separate ways, keeping only 

tenuous, generations-long contact with Earth.  

Many colonies failed; many went silent, 

regressing into barbarism and savagery; but 

many thrived, evolving and diverging into new 

subspecies and societies.  On Old Earth, the 

centuries wore into millennia, each one much 

like the last; blessed with long life, untold 

riches, and advanced technology, humankind 

had at last achieved utopia, only to find it 

wearying, and stale.  Whilst the stars 

sang with the songs of men, Old Earth 

slowly began to die. 

 Two hundred years ago 

everything changed.  After centuries of 

stagnation, the scientists of Old Earth 

discovered the secrets of faster-than-

light travel.  In their planeships  they 

ventured to the stars, in search of the 

colonies they had sent out millennia 

before. 

 What they found stunned 

them.  The galaxy was alive!  

Everywhere they went, they found 

people.  Vibrant cultures, civilizations 

made strange with vast stretches of 

time, worlds savage and untamed.  

Suddenly, Old Earth felt itself old no longer, 

but young, and excited by the prospects of an 

unknown and unpredictable future.  It was a 

new age of discovery - a Second Age of 

Space. 

 Mindjammer  is a game of action and 

adventure in the far, far future.  Explore new 

worlds, contact lost colonies, help rejuvenate 

the ancient civilization of Old Earth and save it 

from decay and the unknown dangers of 

space.  Can you defend the light of humanityôs 

greatest civilization as it spreads to the stars?   
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Clashing Civilizations!  

The alien warship dropped out of 2-

Space, its primitive planing engines 

distorting spacetime with churning 

vortices of Z-radiation. 

The Commonality man-o-war was 

ready for them. 

ñVenu Warhawk, Venu Warhawk, I 

repeat, stand down!  You are 

outgunned and outmanoeuvred,  Cut 

your gravity engines and cease 

targeting the planetary surface 

immediately, or we will use 

annihilating force! 

ñDammit!  Donôt these people 

understand?  What - theyôre firing on 

us?  Do they want to die?  This makes 

no sense... 

ñAll right!  Activate the Torsion Field 

Projectors.  Tear that ship out of the 

sky!ò 

Mindjammer  is a sourcebook for the 

Starblazer Adventures  game set in the 

strange and distant future of our own planet 

Earth.  It is a cool yet believable science-fiction 

setting of lost worlds, incredible technologies, 

and clashing civilizations. 

The Mindjammer  sourcebook 

introduces the New Commonality , the 

nascent interstellar state attempting to 

dominate the Expansionary  Era, a time when 

ultra-advanced technologies rub shoulders 

with lost and regressed worlds.  It provides a 

unique and action-packed setting of epic high 

adventure - and something a little different 

from more conventional space opera settings.  

Mindjammer  provides everything needed to 

play using only the Starblazer Adventures  

rules. 

 

 

 

   

An Action -Packed Setting!  

ñWere we on the brink of extinction?  

Iôd say so, yes.  Three or four 

centuries ago, no one had any interest 

in anything.  It was like everything 

worth knowing had already been 

known, everything worth doing already 

done, and a million times over.  We 

were happy enough, with our drugs 

and our slaves, and our endless 

diversions.  But we were on our way 

out: something had gone, some zest, 

some spice, that made it all 

worthwhile. 

Now you get to live as long as 

you want, as long as you donôt get 

killed.  Life is dangerous again.  And, 

somehow, that suddenly makes it all 

worth living.ò 

Mindj ammer  stays true to the spirit of 

Starblazer Adventures , providing an action-

packed pulp-inspired science-fiction setting in 

which players will never struggle for something 

to do!  The galaxy is in turmoil; new worlds are 

being discovered every day, and the 

Commonality is struggling to cope.  As it tries 

to assimilate and colonize the worlds it 

discovers, it finds itself ñgetting colonized right 

backò, and its millennia-old traditions and 

stability are shaken to the core.  The men and 

women of SCI Force, the ñSecurity and 

Cultural Integrity Instrumentalityò (secret 

agents, special forces, and decidedly ñblackò 

ops) fight an often violent battle to stop their 

Old Earth culture from being swamped from 

outside; the Empire of Venu bristles with 

insane hostility on the Commonalityôs frontier, 

and the brave Space Forces risk everything to 

keep its murderous frenzy at bay. 

 The New Commonality is a beacon of 

light and civilization and hope in the blackness 

of space; its ultra-advanced technology, the 

Commonalityôs gift to the stars.  The 

Mindscape , a vast technological ñshared 

consciousnessò, links the citizens of the 

Commonality together.  It stores the memories 

- and even personalities - of dead generations, 

and every Commonality citizen can boost their 

own skills and knowledge using their 
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Mindscape Implants  - direct neural 

connectors to the Mindscape - and the 

staggering powers of Technopsi .  Synthetic 

lifeforms with the personalities of dead heroes 

pilot sentient spaceships to the stars. 

But even the Mindscape struggles as 

the Commonality spreads itself further and 

further into space, limited by the slow 

communication times of 2-Space.  The 

Mindjammers , sentient spaceships charged 

with maintaining interstellar communication 

and the fabric of the Mindscape, work 

ceaselessly and heroically to hold the far-flung 

worlds together.  In the Core Worlds around 

Old Earth, the new cutting-edge 3-Space 

ñgatingò technology now permits instantaneous 

interstellar travel, enabling the Mindscape to 

function in real-time between the stars and 

threatening the Commonalityôs stability with a 

true technological revolution.  Everywhere the 

Commonality struggles to keep control - and 

everywhere change and conflict are forging a 

new and unpredictable tomorrow. 

So... Whatõs in the Book?  

The Mindjammer  core book details the 

background and history of the New 

Commonality Era, providing information on 

new species and cultures; new gear (including 

some very advanced technology!); new (and 

often sentient!) starships; the near-ubiquitous 

Mindscape; a starmap of an octant of 

Commonality Space, complete with world 

descriptions and planetary maps; an action-

packed introductory campaign consisting of 

four linked scenarios - and much, much more!   

A Universe of Strange Lifeforms  

- and the Strangest of all is Man  

The New Commonality is a predominantly 

human civilization, but one of staggering 

diversity.  The inhabitants of Old Earth who 

began the Expansion were a largely 

homogenous species, but the new Culture 

Worlds have changed all that, as races new 

and old are reinvented and explored anew.  

The inhabitants of the Ten Thousand Worlds 

are human, too - in theory, though this is often 

more honoured in the breach: ten millennia of 

divergent evolution have spawned some 

unique races indeed, with some evolving so far 

along their own paths as to become separate 

subspecies - to say nothing of those which 

took hold of their own evolutions with genetic 

engineering.   

 But humans and hominids are not all 

the Commonality has to offer.  Xenomorphs - 

uplifted animals of hugely differing 

appearances and capabilities, from chimp-like 

pithecines doing drudge work on mining 

colonies to the exotic chelodont-riding 

snakepeople of Zhaffrane - populate whole 

worlds in some regions of space, and their 

new Sentient Alliance is a force to be reckoned 

with.  Then there are the alien species, 

including the strange vegetable intelligences of 

Drefnia and the warlike Hooyow - far more 

alien than anyone would ever have expected.  

And, everywhere in the Commonality, there is 

created intelligence - the often uncanny beings 

known as Synthetics. 

Intelligence is 

Everywhere  

The computers of the early 

technological era on Old 

Earth were simply a 

stepping stone to greater 

things, like the abacus and 

slide-rule before them.  

They have not been part of 

Old Earthôs technological 

toolkit for millennia, but are 

instead regarded as 
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historical curiosities.  Their true successors 

include synthetics, ubiquitous intelligence, and 

the Mindscape.  In the New Commonality Era, 

intelligence is everywhere, and its manufacture 

is trivial; everything is intelligent that needs to 

be, from a sidearm to a starship, and regarded 

as nothing out of the ordinary (at least in the 

Commonality: those on the Fringe and Outer 

Worlds may have other ideas!). 

Synthetics  

ñJay Derek Frost was dead, and had 
been for many centuries.  He didn't 
mind that so much: the body they had 
given him still felt alive.ò 

 

Synthetics are artificial lifeforms.  They range 

from entirely mechanical creations to entirely 

biological ones, although the differentiation is 

frequently blurred; the key factor is that they 

are made, not born.   

Synthetics are as intelligent as they 

need to be: synthetics with higher intelligence 

than humans are commonplace, usually 

operating starships, space stations, and orbital 

cities. 

Selected intelligent synthetics have 

personalities derived from thanograms , 

deceased human personalities stored in the 

Mindscape.  These intelligent synthetics are 

known as Eidolons , and have the same civil 

rights as humans in the Commonality.  

Eidolons are never considered to be the 

original human personality ñrebornò: they are 

imperfect copies of that personality at best, 

with many of the same memories, but a new 

and discrete individual.  Many 

Eidolons tend to revere their source 

personalities as a kind of ñparentò; 

some even display religious or 

reverential feelings. 

Sentient Starships  

2-Space is an ñother-dimensionalò 

space where light travels much 

faster than in Normal Space, and 

which can be entered and travelled 

through using a planeship  - a 

starship fitted with the planing 

engine  star drive.  The shipôs planing engines 

open up a "tear" in N-Space, and the ship 

passes through; thereafter the engines 

navigate through the strange dimensions of 2-

Space until the destination is reached.   

Gravity wells in N-Space of any size 

somehow perturb the fabric of 2-Space, and a 

close encounter can spell destruction of an 

entire ship.  As a result all planeships are fully 

intelligent and concentrate on microsecond-by-

microsecond navigation throughout the 

journey.  2-Space travel is mentally traumatic, 

and planeships can have mental breakdowns 

on very demanding runs; human 2-Space 

starship pilots are skilled in ship therapy. 

As there is no faster-than-light 

broadcast communications technology in the 

Commonality, communication between the 

stars is carried out by the legendary 

Mindjammers , sentient starships travelling 

from known world to known world, reinforcing 

and updating the Mindscape, tying the 

Commonality together.  Mindjammer 

synthetics often become fascinated by the 

human thought traffic of the Mindscape and 

want more direct physical contact with 

organics; often they retire from Mindjammer 

service and transfer their intelligence to Fast 

Couriers, or in more extreme cases, actual 

synthetic bodies.  Mindjammers by definition 

have Technopsi abilities, which accounts for 

their special mystique: they are ñtelepathic 

starshipsò. 

The Mindscape  

The Mindscape is the virtual brain which 
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pervades all of Commonality Space and to 

which all Commonality citizens are neurally 

connected at maturity using the Mindscape 

Implant .  Citizens isolated from the Mindscape 

(usually by distance, illness, or when exploring 

new worlds without Commonality transmission) 

report feelings of loneliness, isolation, and 

often depression. 

It is a vast space, linking together 

Commonality citizens, storing the 

consciousnesses and memories of those who 

have shifted from organic to synthetic 

existences (often upon death), and providing 

the environment for chipped skill 

enhancements and the ñpseudo-psionicò skills 

known as Technopsi  ï essential aspects of 

life in the New Commonality Era.   

The Mindscape is the sole reason the 

Commonality is able to cohere as a single 

civilization.  With the vast distances, long 

travel times, and enormous number of worlds, 

the Mindscape is the only way cultures, 

languages, and institutions can retain some 

degree of common identity. 

Offenders in the Commonality can 

have their Mindscape Implants temporarily or 

permanently disabled, becoming Embargoes  

or Exiles .  Criminals are also able to create 

counterfeit Implants known as Black Chips  

using the identities of innocent victims they 

have (usually) killed.  Black Chips are hunted 

down by the SCI Force, Mindscape Sentinels, 

and agents of the Communications 

Instrumentality using the terrifying powers of 

Technopsi. 

Technopsi  

True psionics continues to elude humankind, 

although recent experiments with advanced 

genurgy suggests that may not always be the 

case.  In its place, however, the Commonality 

has Technopsi - the use of the Mindscape to 

provide pseudo-psionic powers, including 

Telepathy , Remote Control  of equipment 

(including sensor and combat drones), 

Redaction  (the ability to heal minds, including 

those of sentient starships, damaged by 

Technopsi trauma or 2-Space planing 

disasters), and Exoeidetic Memory  - the 

strange ability to remember memories in the 

Mindscape originally experienced by someone 

else! 

 More sinister uses of Technopsi are 

the preserve of special operations groups such 

as SCI Force and the Mindscape Sentinels, 

including Domination  and Mindburn  - abilities 

also usurped by users of the forbidden Black 

Chips. 

Makepoints and Matter 

Creation   

Breakthroughs in mass / energy conversion 

technologies have led to Makepoints  (M/EC-

Points) - devices able to duplicate or create 

matter, given sufficient energy input; even with 

the Commonalityôs most advanced Zero Point 

Energy (ZIP) Plants, however, quantities are 

small.  For larger quantities of material, 

physical mining and extraction is still more 

economically feasible, but for food and air 

replenishment on starships and space 

habitats, ammunition creation in weapons, and 

synthesis of medical products, Makepoint 

technology has provided enormous 

advantages.  In Mindjammer , your sentient 

weapon need never tell you when itôs run out 

of ammo - it can simply regrow its own!  

The Darradine Rim  

Mindjammer  showcases the Darradine Rim , 

Octant Gamma of the Darradine Restoration .  

It is a region of intense exploratory activity, as 

well as one of the areas badly affected by the 

Venu War of 110-115 NCE (New Commonality 

Era).  It stands on the edge of Commonality 

Space on the frontier Quarantine Zone with the 

Empire of Venu, the Commonalityôs greatest 

foe. 

 Like all of Commonality Space, the 

Darradine Rim has only been explored in the 

past couple of centuries.  It contains a large 

number of Old Colony worlds, settled by 

humans during the First Age of Space, and a 

high overall population.  There are several 

hominid and relic xenomorph races, and 

significant alien presences on the worlds of 

Drefnia and Zvukimu.  The octant capital of 
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Ajeux is also the capital of the whole Darradine 

Restoration, some 250 LY from the Rim Sector 

capital of Tsen Tair. 

The Black Zone  

Mindjammer  includes The Black Zone , an 

introductory campaign spanning multiple 

adventures set in the Darradine Rim, featuring 

nefarious foes, terrifying space battles, and 

awe-inspiring planetary invasions, where your 

heroes can make the difference for the fate of 

an entire planet and the future of the 

Commonality!  Escape From Venu , ñscenario 

zeroò of the Black Zone campaign, is available 

from Cubicle7  as a free demo adventure - 

look for its continuation in Mindjammer ! 

How to Play  

Mindjammer  is a fully-detailed and self-

contained setting.  You can play it ñout of the 

boxò; or by plugging your own campaign into 

the huge reaches of Human Space (thereôs 

plenty of room); or even by using the whole 

Mindjammer  book as a toolkit and cherry-

picking your favourite parts for your own 

campaign!  You can play with pre-existing 

Starblazer characters, or with new characters 

created using the species, careers and 

cultures provided in this book.  We even 

provide pre-generated characters so you can 

get started right away!  Play characters like: 

¶ dedicated agents of the Commonality, 

defending the frontiers against the 

incursions of virulent and alien 

cultures;  

¶ heroic special forces patrolling the 

spacelanes and Mindscape of the 

Commonality on the 

lookout for spies, alien 

agents, or renegade 

artificial intelligences 

with dubious agendas; 

¶ canny 

merchants - the so-

called New Traders  - 

mistrusted by most as 

evolutionary 

throwbacks to the bad 

old days of money and speculation, 

carving out a living carrying 

information and goods between the 

worlds - and dodging the 

Commonalityôs laws and its agents as 

they do so; 

¶ intrepid 2-Pilots, navigating the 

terrifying reaches of 2-Space, in 

constant mental contact with their 

sentient planeships; 

¶ explorers, soldiers, scientists, and just 

about any character you can imagine 

in this adventure-filled galaxy of the 

far, far future! 

A Whole Universe Awaits...  

Never has there been a greater time of 

opportunity.  Old certainties are dying; the 

universe is in flux, and for the first time in ten 

thousand years no one knows what the future 

will bring.  So charge your blaster, think your 

commands to the starshipôs brain, and fire up 

the planing engines - the future of the whole 

universe is at stake! 

 

AVAILABLE AUTUMN 2009! 

 


