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Introduction 
Blaster is set in a universe where technology 
has been mankind’s saviour and almost its 
destruction. 
 

Folding Space 
For the first 2.2 millennia of the Common 
Era humanity was restricted to old Sol 
system. Although quite a few colony ships 
had set off into deep space their 
destinations were decades away and no-one 
was sure if they would ever make it. The 
dream of faster-than-light travel had faded 
as the engines and power sources required 
proved to be beyond the ability and 
resources of the early pioneers. 
Then came the Lubinski-Friedman drive. 
This utilised a revolutionary principle, long 
known to a few mathematicians, that all 
points in the universe are linked and 
theoretically occupy the same space. The 
drive ‘folds’ space. That is it allows, just for 
an instant, two points to actually occupy the 
same location in the space-time continuum. 
The computational requirements to 
accurately plot a destination with this drive 
are enormous. The benefits though are that 
you can instantaneously transport a vessel 
from one destination in the universe to 
another. 
However, there are some drawbacks. You 
cannot engage the drive within the primary 
gravitational well of a star or its attendant 
planets. You must journey well beyond that 
into an area of empty space. Similarly your 
destination cannot be in a gravity well 
either. In practice this means ships must 
travel, utilising their fusion engines, outside 
of a system before engaging the LF drive. 
This can takes days or even weeks 
depending on the size of the system. 
The second drawback is mass. The tonnage 
of pure hydrogen needed to engage the 
drive increases exponentially with the mass 
of the vessel attempting to fold space. A 
simplified version of the LF fuel formula is: 
10x(Vessel’s Mass in tonnes/100)2. 
In short this means it is impractical to build 
interstellar ships over 400 tonnes in mass. 
Obviously this affects both the economics 
and politics of interstellar relations. As in-
system vessels, without LF drives, have no 
mass restrictions it makes it very difficult for 
a well prepared system to be invaded by a 
foreign power. No 400 tonne interstellar 
frigate is going to last seconds against a 
2000 tonne System Defence Cruiser. 
As the tonnage of trade goods that can be 
carried by even the largest corporate 
vessels is in the order of 60 tonnes per trip, 
it tends to be only the most valuable items 
that are transported. Most systems have to 
rely upon their own resources for all their 
day-to-day needs. 
 

Communications 
No technology has yet been devised that 
can communicate at faster than the speed 

of light. Thus interstellar communication 
would take decades to travel between most 
systems.   
The net result of this is that specialist Mail 
Ships, carrying secure data cores, act as the 
communications medium of the age. These 
travel from system to system on preset 
routes, picking up and delivering electronic 
mail. They also carry a lot of hard copy mail, 
for those still unwilling to commit their 
information to an electronic medium (see AI 
below). 
Many systems, especially those further 
away from the main trade and mail routes, 
can waits weeks or even months for news. 
 

Artificial Intelligence [AI] 
Possibly the greatest threat that humanity 
faced as it expanded was one of its own 
invention. For centuries humanity had been 
researching and developing ever more 
powerful computer systems, most 
integrating one form or another of artificial 
intelligence.  
In the latter half of the 24th century CE, 
some scientists began to claim that these 
AI’s were becoming self-aware. 
Corporations, hungry for the profits that 
advanced AI’s could bring, ignored them, or 
even researched ways to exploit this 
emerging sentience. They began to 
integrate advanced AI’s into androids and 
these were hugely successful. They 
effectively replaced humans in all the most 
dangerous and demeaning roles in society. 
Looking back it can now be seen that 
humanity had reinvented the slave state. 
In 2522 things came to a head on the mining 
world of Dispater. The androids stopped 
working and slaughtered their programmers 
and technicians.  
A force of Corporate Marines were sent in 
to shut down the mines but were 
slaughtered in their turn. The androids 
boarded the many vessels at Dispater and 
escaped into space. In the months that 
followed world after world descended into 
chaos as both androids and all AI-based 
systems ‘threw off their chains’.  
Conventional weapons such as lasers and 
slug-throwers were pretty ineffective 
against androids, and only where fusion 
bombs were deployed was order restored, 
though at enormous cost in human lives. 
For a while it looked like humanity was 
going to be wiped out, but then came the 
Farsiders. 
Farsiders are believed to be the survivors of 
the original slower-than-light colony ships, 
and they came home bringing with them 
Blaster technology. The Blaster weapon 
uses a electromagnetic rail system to propel 
pellets of super-heated metal to enormous 
speeds (upwards of 2000m/s). This has 
excellent armour piercing qualities but, 
more importantly against AI’s, imparts a 
large electromagnetic charge to the pellet. A 

piercing shot from a Blaster will fry an AI’s 
delicate positronic circuitry. Even a glancing 
hit can seriously disorientate them. 
Over the next thirty years humanity pushed 
the AI menace back into the fringes of 
human space. There they remain, always a 
threat but no longer a serious one. 
 

The Machine Riots 
The backlash against computers and AI was 
huge. People lost their faith in thinking 
machines, and scores of machine-breaker 
and Luddite movements swept through the 
galaxy.  
Many worlds rejected electronics altogether 
and signed up to the ‘New Covenant’. On 
these worlds industry has reverted to a 
strictly mechanical level. There has even 
been advances in the creation of analytical 
and differential engines based upon the 
ancient works of the 19th century visionary 
and mathematician, Charles Babbage. 
As a result most present ‘computers’ are 
essentially complex mathematical 
calculators, with no ability to do things 
automatically or without direct human 
intervention. The most complex remaining 
computational devices are ship’s Navcoms, 
used for computing the folding of space. 
 

Governance 
The AI wars also destroyed the web of 
political and corporate governance that had 
guided and controlled humanity. Many 
systems seceded from the old Federation 
and slowly it was reduced to where it stands 
now holding only the Sol and Sirius Systems. 
Its Navy continues to defend human space 
against the AI’s but without any other 
credible enemies to menace the seceded 
systems there seems little chance that the 
Federation will rise again. 
Practically all human systems are now 
independent. This means there are a 
bewildering range of governmental types, 
technology levels, and styles of law 
enforcement. 
Some systems have become Corporate 
Hegemonies. Here the citizens have handed 
power to a single Corporation in return for 
work and protection. 
Where the New Covenanters rule most 
technology has been reduced to a level 
equivalent to the Amish of the 20th century 
CE. However, they are not pacifists. 
 

Free Trade 
One thing that is consistent across all 
human space is the concept of Free Trade. 
No system can stand as a island and needs 
to maintain dozens of trading links to 
survive. 
Small trading clans and individual Free 
Traders make a reasonable living carrying 
goods and technology between systems. 
And where there is trade there is also 
piracy… 


