
6 Chapter One

CHAPTER ONE

INTRODUCTION

introduction

the second age of space

M
in

dj
am

m
er

 P
re

vi
ew

 1
 —

 ©
 2

01
3 

M
in

dj
am

m
er

 P
re

ss
 L

im
ite

d,
 

fo
r p

re
vi

ew
 p

ur
po

se
s 

on
ly

.

Welcome to Mindjammer — transhuman adventure in 
the Second Age of Space! This is the second edition of the 
ENnie Award-winning science-fiction roleplaying game, 
updated and expanded for the Fate Core rules. It’s a cool 
yet believable setting of lost worlds, hyper-advanced tech-
nologies, and clashing civilisations. In these pages you’ll 
find a unique and compelling space opera roleplaying 
game, a whole universe of action and adventure!

Mindjammer details the New Commonality of 
Humankind, a vast interstellar civilisation centred on Old 
Earth. Following the invention of faster-than-light travel 
only two centuries ago, the Commonality is expanding to 
the stars, contacting lost worlds colonised in the distant 
past. The Expansionary Era is a time of turmoil; as the 
Commonality discovers and assimilates these lost colonies, 
it finds itself getting “colonised right back”, its cultures and 
stability shaken to the core. Agents of the Commonality 
battle constantly against cultural contamination, and eve-
rywhere the frontier flares in conflict and war.

WHAT’S IN THIS BOOK
Mindjammer provides a detailed yet open setting, with rich 
background yet plenty of room for you to create and play 
the science-fiction game you want. You’ll find descriptions 
of the interstellar civilisation of the New Commonality Era, 
histories, species and cultures, enhancements, occupations, 
hyper-advanced technologies (including the ubiquitous 
Mindscape), powerful (and often sentient!) starships, rules for 
interstellar travel, worlds, star systems, alien life, and more.

Mindjammer addresses the great science-fiction issues 

of the 21st century — transhumanism, xenoscience, virtual 
worlds, synthetic life, cosmological mysteries — while 
providing a setting ripe with roleplaying potential. It caters 
for many styles of play: pulpy, hard SF, space opera, political 
intrigue, military sci-fi, exploration and investigation.

This book comprises twenty-four chapters; you don’t 
have to read all of them to get started. In fact, you could 
probably just read Chapter 2: The Basics and play. Here’s 
what those chapters contain:

•	 Chapter 1: Introduction introduces the Mindjammer 
game and explains what’s in this book. 

•	 Chapter 2: The Basics gives you a quick overview of 
the Mindjammer rules.

•	 Chapter 3: Creating Characters shows you how to 
build a game and its characters.

•	 Chapter 4: Cultures, Genotypes, and Occupations 
provides examples of home cultures, genotypes (spe-
cies) and occupations (careers, backgrounds, jobs) you 
can select for your characters.

•	 Chapter 5: Aspects and Fate Points describes these 
two key parts of the Mindjammer rules in detail.

•	 Chapter 6: Skills and Stunts describes the kinds of 
activities and specialisations your character may be 
competent in.

•	 Chapter 7: Extras introduces these extensions to your 
character’s abilities, and provides a core list of special 
abilities he may have access to.

•	 Chapter 8: Technology provides essays on the hyper-
advanced technologies of Mindjammer, and details the 
enhancements and equipment your character may possess.

“It was the Second Age of Space. The light of human civilisation, which had flickered and 
threatened to die, suddenly burned bright again with contact with the thousand worlds 
of space. Humankind laughed, filled with the joys of the power of a new-found youth, and 
strode forth to bring its message of hope and regeneration to the stars...”

— from “The Songs Of Old Earth”, Book I
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•	 Chapter 9: Playing the Game provides rules for resolv-
ing actions, challenges, contests, and conflicts.

•	 Chapter 10: Gamemastering Mindjammer gives 
guidelines for running Mindjammer games, including 
rules for handling non-player characters (NPCs).

•	 Chapter 11: The Mindscape describes this crucial part 
of life in the New Commonality, and provides detailed 
guidelines for including it in play.

•	 Chapter 12: Constructs provides rules for creating and 
using starships, vehicles, and other constructs in your game.

•	 Chapter 13: Starships and Space Travel explains how 
to use starships to travel between the worlds of the 
Commonality, and provides statistics blocks for major 
vessels from Commonality Space and beyond.

•	 Chapter 14: Vehicles and Installations describes the 
planetbound counterparts of starships and space sta-
tions, including descriptions of major vehicles.

•	 Chapter 15: Organisations provides rules for running 
corporacies, instrumentalities, and other organisations.

•	 Chapter 16: The New Commonality Era describes the 
history and politics of the New Commonality of Human-
kind, including example organisation sheets for polities, 
corporacies, and other organisations.

•	 Chapter 17: Cultures provides rules for describing 
cultures and cultural conflicts, including guidelines for 
running cultural operations, as well as descriptions of 
the key cultures of the New Commonality Era.

•	 Chapter 18: Worlds and Civilisations provides rules 
for creating and describing planets and civilisations.

•	 Chapter 19: Stellar Bodies and Star Systems provides 
rules for creating star systems and other stellar bodies, 
and also for star system resources. 

•	 Chapter 20: Commonality Space provides an overview 
of the universe of Mindjammer, including a detailed 
look at Manhome, the solar system of Old Earth

•	 Chapter 21: Alien Life provides rules for alien bio-
spheres and life forms, including example exofauna.

•	 Chapter 22: Scenarios and Campaigns discusses how 
to create and run scenarios, and provides tools and 
guidelines for running multi-scenario campaigns.

•	 Chapter 23: Themes, Genres, and Styles of Play dis-
cusses how to run transhuman science-fiction games, 
providing guidelines for different subgenres, themes, 
tones, and styles of play, and specific rules sub-systems 
to help support them.

•	 Chapter 24: The Darradine Rim describes an entire 
octant of Commonality Space, providing planetary statis-
tics, maps, and descriptions of more than twenty worlds.

At the end of this book we’ve also provided appendices 
providing rules summaries and useful tables, copies of 
character, construct, organisation and culture sheets, and 
an extensive index. 

THE NEW COMMONALITY  
OF HUMANKIND
The New Commonality of Humankind is a beacon of light 
in the blackness of space; hyper-advanced technology 
and transcendent intelligences are its gifts to the stars. The 
Mindscape, a vast technological “shared consciousness”, 
links the citizens of the Commonality together, storing the 
memories — and even personalities — of dead genera-
tions. Every Commonality citizen can boost their skills and 
knowledge using Mindscape implants — direct neural 
connections to the Mindscape — and the astonishing 
powers of technopsi. 

The Commonality is a predominantly human civilisa-
tion — but the very definition of “human” has expanded 
to a staggering diversity. The inhabitants of Old Earth who 
began the slower-than-light diaspora millennia ago were a 
homogenous species, but divergent evolution and genetic 
manipulation have created a multiplicity of post-human 
and para-human subspecies — or hominids — tailored to 
the many environments of space. Uplifted animals — the 
xenomorphs — populate whole worlds, taken to the stars 
as cheap labour, and created intelligences — the synthetics 
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— are everywhere, whether sentient starships with the per-
sonalities of dead heroes, or intelligent weapons, exploratory 
probes, or other life forms tailored for a myriad of purposes.

Everywhere the Commonality expands, it finds life, 
a natural part of the evolution of the cosmos. Since the 
beginning of the Expansionary Era two hundred years 
ago, the Commonality has even made contact with alien 
intelligence — to find it far stranger and more difficult to 
understand than anyone had ever dreamed. The vegetable 
intelligences of Drefnia, the violent and corrosive Hooyow, 
and the silent Lowhigh are only the more comprehensible; 
and with the Planetary Intelligence, contact threatens to 
transform even humanity itself.

THE EXPANSIONARY ERA
Mindjammer takes place in an era of violent change. In the 
past, the First Commonality of Old Earth achieved utopia, 
blessed by long life and advanced technology. But hand-in-
hand came stagnation and decay and, while the stars sang 
with humanity’s song, Old Earth fossilised and began to die.

Two hundred years ago everything changed. Almost 
overnight, the scientists of Old Earth discovered the secrets 
of faster-than-light travel. In their planeships they ven-
tured 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, 
strange civilisations, worlds savage and untamed. Suddenly, 
Old Earth found itself old no longer, but young, and excited 
by the prospects of an unknown future. It was a new age of 
discovery and expansion — a Second Age of Space.

Now, the Commonality contacts lost colonies almost 
every day. Some are peaceful, others deeply inimical; the 
galaxy is a cacophony of conflicting cultures. As it expands, 
the Commonality struggles with the slow communication 
times of 2-space; the Mindjammers, sentient starships 
charged with maintaining interstellar communication and 
the Mindscape, hold this far-flung civilisation together; in 
the Core Worlds around Old Earth, new 3-space far gates 
promise instantaneous travel and technological revolution. 
Everywhere the Commonality struggles to keep control.

TRANSHUMAN SPACE OPERA
This book provides all you need to play far future transhu-
man space opera adventure using the Fate Core roleplaying 
system. The New Commonality setting is vast enough to 
contain any number of campaigns; this book presents one 
part — the Darradine Rim — as an example campaign, 
where the Venu Empire, one of the Commonality’s deadly 
foes, staged a devastating invasion eighty years ago. It’s an 
area of constant cultural conflict and intrigue, and everyone 

is expecting war. You’ll also find descriptions of other parts of 
the Commonality — including a look at Manhome, the solar 
system of Old Earth itself — which you can use to create 
your own worlds, sectors, starmaps, cultures, and civilisa-
tions, either within the Commonality or beyond its frontier. 

Using these rules you can play characters like:

•	 soldiers of the Armed Forces Instrumentality, 
defending the Commonality frontier against the incur-
sions of virulent alien cultures.

•	 agents of SCI Force — the Security and Cultural Integ-
rity Instrumentality — investigating strange new cultures 
and managing their integration into the Commonality.

•	 the heroic crews of Space Force, patrolling the Common-
ality space lanes and the virtual spaces of the Mindscape 
on the lookout for spies, alien agents, and invaders.

•	 intrepid 2-Pilots, navigating the deadly mysteries of 
2-space in their faster-than-light planeships, in constant 
mental contact with their sentient starship comrades. 
You can even play a sentient starship yourself!

•	 canny New Traders — the new breed of merchants on 
the Commonality frontier, mistrusted by most as evolu-
tionary throwbacks to the bad old days of money and 
speculation, carving out a living carrying information and 
even goods between worlds, running the Commonality 
embargo and dodging agents and enforcers. 

•	 rogues and adventurers, the flotsam and jetsam of 
the Fringe, xenomorphs falling between the gaps, 
disenchanted sentient starships left behind by the new 
technologies of 3-space.

•	 explorers, mercenaries, socialites, scientists and 
spies — and just about any character you can imagine 
in this adventure-filled galaxy of the far future!

But that’s not all. The Mindjammer rules and setting 
are deliberately modular, allowing you to cherry-pick ele-
ments if you have a particular setting in mind. Maybe you’d 
rather use a different published science-fiction setting — or 
maybe design one from the ground up. Or maybe you’d 
like to base your game on a setting you’ve seen in a movie 
or read in a novel. Use this game to power your transhu-
man science-fiction adventures; the only limitation is your 
imagination. Explore the infinite worlds of space!

THE 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, thoughtcast your orders 
to the starship sentience, and fire up the planing engines 
— come and defend the light of humanity’s greatest civili-
sation as it spreads to the stars!


