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This digital book contains new and original works of art that are protected by Federal Copyright Law.  No art-
work may be printed or published in any form, for any reason, without written permission from the author.   
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be pursued in Federal Court. 

This digital book may be printed for individual and group use for the purposes of gaming and role-playing.  
Copies of the printed book may be made and distributed on an individual basis, as long as no money is 
transacted in any form or manner through said distribution.  With exception of the previous statement, no part 
of this book may be reproduced in part or whole, in any form or by any means, without permission from 
Christian Conkle, except for brief quotes for use in reviews.  All incidents, situations, institutions, govern-
ments, and people are fictional and any similarity, without satiric intent, of characters or persons living or 
dead is strictly coincidental.  

AT Votoms the RPG, Bubblegum Crisis the RPG, Mekton Zeta, Mekton Zeta Plus, and Dragonball Z Anime 
Adventure Game, are trademarks of R. Talsorian Games, Inc. WildStrike! is a trademark of HERO Games. 
Usagi Yojimbo the RPG is a trademark of Gold Rush Games. Fuzion TM is a trademark of The Fuzion Labs 
Group. Fuzion TM is copyright 1997 by The Fuzion Labs Group. All trademarks and copyrights used without 
permission.  This document is by no means a challenge to any copyright, trademark, or authorship.  

I have the utmost respect for the creators of the original Fuzion TM rules and subsequent Fuzion TM games and 
only wish to improve upon their outstanding work. 

Playtesters: Neil Baumgardner, Jonathan Combs, Christa Cloninger, Paul Fields, Kevin Iacobacci.  

Special Thanks to: Mark Arsenault, Benjamin Baugh, Mark Chase, Jeff Dodd (for being the Bounty Hunter), 
Dustin Evermore, Sean Patrick Fannon, Paul Fields, Jeffrey Low, Jim Milligan, Jared Nielsen, Lisa 
Pondsmith, Gary Washington, and all the members of the Fuzion Mailing List.  

For more Lightspeed, check out http://www.mecha.com/~conkle/lightspeed 
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Chapter 1: Introduction 

Chapter 1:Chapter 1:  

Introduction to LightspeedIntroduction to Lightspeed  

Lightspeed is a Role-Playing Game set in the Gal-
axy of the 27th Century, a period known as the In-
terstellar Era. This is a time of exploration and ad-
venture. The conflicts of the Core Wars are over 
and the Galaxy is at peace, though old animosities 
simmer below the surface and new rivalries threaten 
to flare into conflict.  

The Galaxy of the Interstellar Era is vast and its 
possibilities are limitless. In this game, the players, 
with the help of a sort of referee/director called a 
Game Master, craft a story of epic proportions.  The 
players experience the promise and peril of the 
story vicariously by controlling the actions and de-
sires of a character that they, themselves, create. 

In Lightspeed, there are no limits on the types of 
characters you can play. Some of the choices out-
lined in detail in this game include AstroPol Rang-
ers, Federation StarForce Officers, Bounty Hunters, 
Corporate Espionage Agents, Mercenaries, Inde-
pendent Merchant Spacers, or even Criminals! 
These are only the tip of the iceberg. Using the 
FuzionTM rules for character creation, players can 
create any type of character they can imagine. 

Lightspeed also offers several specialized rules to 
enhance your Intergalactic gaming experience. Us-
ing the FuzionTM  game rules provided, Game Mas-
ters can adjudicate brawls and fistfights, blaster bat-
tles, vehicle chases, starfighter and starship com-
bat, computer hacking, and more!  

By using the FuzionTM  game system, Lightspeed 
joins a family of several excellent games ranging 
from SengokuTM , a game of feudal Japan, to Cham-
pions: New MillenniumTM , a game of super-powered 
action, to Dragonball ZTM , a game of outrageous 
martial arts fighting.  FuzionTM  games run the gamut 
of settings and styles and characters and rules 
made for one FuzionTM  game can be easily port to 
any other FuzionTM  game, creating infinite possibili-
ties. If the game is marked FuzionTM  Powered, it 
can be used with Lightspeed. 

If elements of Lightspeed seem familiar, that is in-
tentional. The Lightspeed universe attempts to be 
all-inclusive, drawing inspiration from many Science 
Fiction films and novels and putting them together 
into a coherent whole. The purpose of this is to 
make Lightspeed as generic as possible, allowing 
players and Game Masters to set their characters 
and stories against any backdrop they desire. Within 
you’ll find elements of many of your favorite genres 
of Science Fiction. 

So strap on your blaster pistol, rev up your ion en-
gines and blast off to adventure at the speed of light 
with Lightspeed! 
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What is a Roleplaying Game? 
A Role-Playing Game, or RPG, is an interactive 
game where a Game Master, also called the GM, 
directs and tells a story and each player controls the 
actions and behavior of the one of the characters in 
that story. Protagonist characters controlled by a 
player are called Player Characters, or PCs, while 
“guest stars” and “extras” controlled by the GM are 
called Non-Player Characters, or NPCs. 

The players have the easy part. It’s their job to cre-
ate their characters, choose their actions, and speak 
appropriately for that character.  The Game Master 
has the toughest job. In addition to being the referee 
and adjudicating the rules, he has to control the ac-
tions and behavior of all the supporting characters 
and villains of the story. Sometimes, he even has to 
create the story itself. When creating his own story, 
or Adventure, the Game Master has to keep an eye 
on the plot, the pacing, the perceived “fun” of the 
story for the players, and on maintaining an appro-
priate level of challenge for the players and their 
characters.   

What do I need? 
All that is required to play Lightspeed is three or 
more players, a copy of these rules, three or more 
regular six-sided dice, some paper and pencils, and 
a healthy imagination.  

How do I play? 
In a Role-Playing Game, one player becomes the 
GM and decides the setting of the adventure, the 
rules to be used, starting points for characters, and 
all the choices and options presented in the rules.  
The other players get their characters ready based 
on what the GM tells them about the rules.  The GM 
either gives the players a character, lets them pick 
one that’s already created, or lets them create a 
new character of their own design. 

What else does the Referee/
Game Master do? 
The GM prepares a story, or uses one already writ-
ten for him in a pre-published adventure book, and 
begins to tell the players what their characters see 
and hear. The GM asks the players what their char-
acters will do next. When something comes up 
where the result isn’t obvious, such as whether or 
not a player’s character can hit someone or pick a 
lock, the GM and players use the game rules to de-
termine the outcome.   

How do I GM? 
The best way to learn how to GM is to become one. 
The GM should read through the rules completely 
and familiarize himself with the game setting. An 
example of typical game play as well as some sam-
ple story ideas is included in the Game Master sec-
tion to help.  Above all, the most important part of 
being a good Game Master is to be a good story-
teller. The Game Master should try and vividly de-
scribe the world they are guiding their players 
through, and to post problems or situations that will 
challenge the players without discouraging them.  

Almost as important is the need for the GM to be an 
impartial judge of the rules and effects of the game 
on his or her players. If the Game Master’s story is-
n’t interesting and their rulings aren’t fair, the play-
ers won’t have fun and probably won’t want to play 
again. 

Chapter 1: Introduction 
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A Typical Role-Playing  
Session 
The GM, Mike: “You round the corner and find your-
self surrounded by 10 enemy guards, what do you 
do?” 

Player 1, Neil: “My character, Dani, prefers peace-
ful resolutions, so she’ll try to bluff her way out of it, 
exclaiming, ‘Help! We’re lost and we need to get to 
the shuttle bay!’” 

Player 2, Jeff: “My character, Hans, will play along, 
‘Uh, yeah. We must have taken a wrong turn back 
there. Where are we?’” 

The GM, Mike: “The Guards look at each other, 
confused. Your escape has not been noticed yet, 
and there’s a reasonable chance they might mistake 
you for lost civilians. Both of you roll a skill check 
using your Presence plus Persuasion skill vs. a diffi-
culty of 21.” 

Player 1, Neil: “My Presence is 3, about average, 
and my Persuasion skill is 6, that’s a total of 
9..” (rolls three six-sided die) “. I rolled an 14, that’s 
a total of 22!” 

Player 2, Jeff: “My Presence is 6, above average, 
and my Persuasion skill is 2, for a total of 8, 
er..” (rolls three six-sided die) “..I rolled a 4! That’s a 
total of 12! We’re doomed!” 

The GM, Mike: “Maybe, maybe not. The guards 
look at you sternly for a moment before their leader 
steps forward. He’s pauses menacingly, then points 
down the hall, saying, ‘The shuttle bay is down that 
way. Follow the blue lines.’ As you begin to walk 
past, he puts his arms out, stopping Hans, ‘Hold on 
there a minute. I’d like to see your ID.’  What do you 
do?” 

Player 2, Jeff: “Uh oh. I say, ‘Uh, ID, officer? Yes, 
it’s right here somewhere.’ I look like I’m searching, 
stalling for time. I drop some papers on the floor, the 
ones we stole from that laboratory? I lean down to 
pick it up. When I get up, I rush into him, hoping to 
knock him over!”   

…To be continued! 

About Lightspeed 
Lightspeed is presented in nine chapters plus ap-
pendices. 

Chapter One: Introduction 
The Introduction defines Role-Playing Games and 
provides information on the game and the layout of 
the book. 

Chapter Two: The Interstellar Era 

The second chapter describes the world of the Inter-
stellar Era, its technology, political powers, and so-
cial forces. 

Chapter Three: Creating a Character 
The third chapter provides instructions on creating 
characters for Lightspeed, including  skills, talents, 
perks, and gear. 

Chapter Four: Advanced Character Op-
tions 
Lightspeed provides near infinite possibilities for 
creating characters. Chapter Four: Advanced Char-
acter Options offers alien species, education pack-
ages, and advanced guidelines, allowing players to 
create more detailed characters for Lightspeed  

Chapter Five: Never Tell Me the Odds! 
The fifth chapter offers game rules for adjudicating 
actions and conflicts. The full array of science fiction 
action is covered, from physical stunts and mental 
achievement to shouting commands and hacking 
computers.  

Chapter Six: Shields Up! Fire All Missiles! 
Starship combat is an important element in any sci-
ence fiction role-playing game. Lightspeed provides 
an innovative and flexible solution to resolving con-
flict between two or more craft ranging from grav-
bikes to starfighters to massive starships.  

Chapter Seven: Creating a Story 
The seventh chapter provides tools and resources 
to the Lightspeed Game Master, arranged by the 
most common types of stories told in Lightspeed. 

Chapter Eight: Allies and Enemies 
This chapter lists a number of pre-generated statis-
tics for character archetypes that can be used either 
as quick Non-Player Characters or as packages for 
quick and easy Player Character generation.  

Chapter Nine: Starships and Vehicles 
Without starships, there would be no Galactic civili-
zation. This chapter provides statistics on an array 
of starships from various Galactic powers. 

Appendices 
Several appendices are offered to aid the Player 
and Game Master. Included is a chart converting 
Space MOVE to real-world figures, a glossary, con-
version notes to other Fuzion games, and a dis-
claimer.  

Chapter 1: Introduction 


