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WIZARDS OF THE
LOST COLONY
500 years ago, a half-million people vanished in
space. Now their descendants have been found.
What cultures have evolved in half a millenium?
What alien works and ways have been discovered?
What will the lost children of Earth think of the
Universe that is now open for them?

Unnight is a GURPS Space supplement for 3 to 6
players. It includes:

• A planetary record sheet for the world of
Unnight, and information on its strange animals
and plants.

• Data on Unnight’s sun Stuzak, its anomalous
satellite Orb, and the rest of the Stuzak system.

• The nations and cultures man has built on this
new world . . . including the flying Hawk Lords
and the secretive “Wizards.”

• “First Contact,” an Unnight adventure.

This PDF is a scanned copy of the last print-
ed edition of GURPS Space: Unnight. No
changes or updates from that edition were
made, but we have appended all known
errata to the end of the document.
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About GURPS 
Steve Jackson Games fs committed to 

full suppon of the GURPS system. Our ad- 
dress is SJ Games, Box 18957-A, Ausdn, 
TX 78760. Please include a self-ad- 
dressed, stumped envelope (SASE) any 
time vou Write us! Resources now avail- 
able kude: 

R o b h e r .  This bimonthlv newsletter 
incl& q&tions & answers: new races, 
rules, beasts, information on upcoming 
releases, and more. Please write for cur- 
rent subscription information. 

New supplernenrs and adveniures. 
We're always working on new material. A 
current catalog is available for an SASE. 

Erraia Nobody's perfect - but when 
we make a miptalre, we admit it. Upto- 
date errata sheets for all GUMS releases, 
bcluding this book, are always available 
from SJ Games; be sure to indude an 
SASE with your request. 

QM. We do our best to answer any 
game question accompanied by an SASE. 

Gamer irzpui. We value your com- 
ments. We will caoside~ them, not only for 
new products, but also when we update 
this book on later p ~ t i n g s !  

Abbrevianons 
The following abbreviations are used to 

Player's Introduction 
Welcome to Unnight. This mysterious world could be considered an un- 

spoiled paradise, a pit of savagery or a pigeon ripe for the plucking, depend'ing 
on the point of view. Umight is a lost colony. 2lst-century Earth, with the care- 
lessness common to societies at that level of development, left its population to 
develop on their own for half a millennium. Now, for better or worse, this world 
is about to reenter the mainstream of human society. 

Umight lies deep in the heart of the Meschuan nebula. With its sibling 
planets, it circles Shmk, a red star. Driven into the wilderness by a disaster 
shortly after the initial landing, the natives created a host of exotic cultures. Be- 
sides the usual threats of war and brigandage, the people of Umight must deal 
with the capricious climate, bizarre wildlife, and phenomena like the mind-bend- 
ing Night Dance. While most folk muddle along with tools and technology out 
of the Dark Ages, a few men - the Wizards - wield mysterious f o r m  for 
power and profit. 

Unnight is a planet ripe for exploration and adventure. Space travelers ate 
trying to recontact the lost tribe of humanity on this strange new world. Native 
adventurers trade, explore and fight for the glory of their nation, or perhaps 
simply to make their fortune. Adventure is in the air. 

I f  you inted to be a player in an Unnight canpaign, read no firrrher. m e  
rest of the book is for the GM's eyes only. 

GM's Introduction 
Umight can be a brand-new world to your players, or the only world they 

have ever known. You must ration information to the characters based on theii 
background and the way in which they are introduced to the situation. A visitor 
from space will know nothing but the physical bcts that his sensors can measure; 
a native peasant might know little but the few miles around his birthplace. 
Photocopies, notes or a view of selected pages are all that the players can have 
until their own investigations have uncovered the mysteries of Umight! 

Introduction - 2 -  7-14-88 



STUZAK: 
THE SYSTEM 

Stuzak, a main-sequence red dwarf star, lies nestled in the heart of the Mes- 
chuan nebula, hard by the edge of the stellar wilderness. Lit by two A3 giants 
and a baker's dozen young stars, the nebula is a fantastic sight. In the skies of 
Stuzak's five planets, the nebula appears as an overall mottled haze ranging in 
color from a subtle pink to bright white and orange. A brilliant white and green 
'Z' shape stretches from system zenith to the ecliptic vertically, and a third of the 
way around the sky horizontally. 

System Gazetteer 
Most of Stuzak's planets and their moons are rather ordinary; two are rather 

extraordinary, Unnight and Orb. Most of the other worlds have little adventure 
potential, but for completeness's sake they and Stuzak are described in the 
sidebars. 

The UnnightIOrb Binary planet 
Unnight and Orb are a binary planet system; two large bodies circling each 

other in a close orbit. A mere 126,880 miles separate the two worlds, a bit more 
than half of the distance between Earth and Luna. The barycenter of the Un- 
nightIOrb system, the center of mass about which the two circle, is located 
within Unnight. It is therefore correct to say that Orb is a moon of Unnight. 

The mighty moon, which is larger than its primary, Unnight, completes an 
orbit every 243 hours, seven minutes, eleven seconds (10.13 standard days). 

SaaaL is a IUI star, spectral class MY. 
Like Earth's Sol. it is a main seauence stu. 
Smak  is a latbmiddle-aged dwarf, bnm- 
ing plain hydrogen, and far from the 
violent throes of binh or death. Stlaak is 
on the large side for its dass, with a mass 
of .3 Solar masses. It is only .9% as bright 
as Sd.  

Prom the surfme of UnniglU, Smzak 
appears J l i y  dimmer and nuldies than 
Sol docs to an O ~ S ~ N W  on Earth . . . very 
much likc the sun in late afternoon. The 
total insollrrion (incoming energy) Unnight 
gets from its sun is a little lower than that 
received by Earth. A greater proportion of 
it is infrared and much less is ultraviolet 
The sun of Unnight warms, but seldom 
bums or wen tans. The majority of Uu- 
nighters are descended from dark-skinned 
peoples of Earth. After 500 years, the 
average is notably lighter-skinned than 
among those of similar genetic background 
from more Sol-like conditions. 

Peculiarities 
Observation and shldv of Shlzak will 

reveal a few puzzles. ~hkacters  with As- 
uonomv skill and access to shbboard sen- 
sors may make a skill roll &ring each 
week of study to reveal these oddities. 
(Allow a bonus of + 1 for each of Stuzak's 
worlds that have been surveyed; study of 
rock and ice core samples helps determine 
the star's history.) The first peculiarity is 
in Stuzak's composition; it is subtly wrong 
for a star of its age. There are too many 
heavy elements, both in the star and its 
  la nets. Second. Stuzak is roo smble. Most 
'sun flare up, emilting bursts 
of ~mic les  and UV light. Scientists study- 
inithe star and syste&will find that~tuzak 
does not flare - which is simply impos- 
sible! 

Stuzak: me System 



UHNSHT LOST: 
THE COLONY 

The Colonists 
l%.histq Unnight's human settlers were a varied and unusual lot. Most were gathered 

space traders m e r i n g  Unnight and from the backwaters of late 2lst-century Earth. The United Nations Cultural 
Orb quickly reach the conC1usion that Preservation Organization had been charged to "preserve the natural and tradi- the system is unnanual. No theories of 
planetary fmfion dew for such a close tional life-style of the indigenous inhabitants of all the nations of Earth." This 
K i p l a n e t ;  no siretchoftheimagination was easier to command than to perform. Huntingand-gathering tribes, slash- 
couldex~laintheexistenceofanaPPareu- and-burn agriculturalists and nomad herders could neither compete with nor ig- 
ly hollow and the barywofthe nore the bustling, high-technology world around them. The corrosive effects of binary system is in the wrong place. 
worse, long obsewation will show that progress on traditional societies were easier to see than to prevent. Desperate 
something i s  keeping the nearly circular and perhaps slightly dotty bureaucrats decided that the problem was just big 
o** of this exotic pair stable. Somebody enough to run away from. A fleet of three interplanetary bulk transports was pur- 

Of playing around with planem chased from an ailing corporation and converted to the new and still somewhat masses and bending physical laws on a 
titanic scale had a field day i,, the Stuz& experimental hyperspace drive for FTLtravel. The ships were commissioned as 
system. UNCPO Star Ships under the organization's general authority "to take such 
The idea of P ~ ~ ~ u r s o r  races should not measures not forbidden by specific treaty provisions or customary international 

startartraves~ will be practices as are necessary to the accomplishment of this directive." This meant familiar with stories about the ancient and 
powerful races11 that - rule. the that the ships were required to meet no certification standards except those set by 
galaxy. Those of a scholarly bent may UNCPO and were inspected only by UNCPO staffers. The flagship was chris- 
have read papers in academic jDumals tened UNCpOSS A&. 
brimming with speculation and a smatter- 
ing of hard facts. Those from au inm- The Ank and its sister ships were gloriously ugly but ingenious vessels. In 
planetary society who are skilled in later years they were hvorite illustration subjects in nostalgic histories of the 
History or Archeology, or who have ac- "golden age of space travel." The ships were assembled in orbit and had no 
cess to a large wa.% mi.& even come capacity for a planetary landing. They were powered (in Newtonian space) by an 
up with candidates for the Orb builders. Orion drive. This was a reaction drive consisting of a simple shell of titanium 

alloy in which small fusion bombs were detonated 
for thrust. Plutonium-fission reactors salvaged 
from obsolete anti-missile laser satellites provided 
power for life support, instruments and com- 
munication. Around the unstreamlined shell were 
strapped a dozen modules for people and livestock. 
Three nuclear-powered shuttles, donated by 
AustroChina Pacific Ltd., were taken along for 
cargo hauling and exploration. Even at the time 
there was some comment about the haste of con- 
struction, the lack of independent inspection and 
the very slender margin of safety in the life-support 
system. The critics were not paid much attention. 
Perhaps most of the 21st century was not reluctant 
to part with these anachronisms. 

Political pressures forced UNCPO to take 
people from all the seventeen official Endangered 
Ethnic Groups on the fleet's maiden voyage. This 
totalled some 500,000 persons, from infants to the 
extremely aged. No physical or psychological test- 
ing was permitted; it was declared more important 
to preserve the totality of the society than to rnaxi- 
mize the chance of individual survival. Moun- 
taineers from the Himalayas and the Andes, jungle 
hunters from the Congo and the Amazon, 

Unnight Lost: Ihe Colony - 8 -  1 



Unnight Best- 
A sampling of Unnight's c r e a m  is 

provided below. 
* means specid - see the text for 

details. 
#means there are exceptions - see the. 

text for details. 
Under Habit&: 
D = Desert 
F = Porest 
J = Jungle 
P=Plains 
S = Swamp 
SW = Salt-Water Aquatic 

Bmk 
ST: 25-100 SpeedlD*. 415 
DX:IO PDIDR: 114-31121 

URIPIGHT: 
THE WORLD 

Unnight is a diverse world. Vast areas lie unsettled, thanks to low popula- 
tion pressure and barriers of mountain, desert and sea. These wildernesses are 
places of mystery and dread to the folk living in the villages scattered across the 
land. Many people never venture more than a few kliks (see p. 9) from their na- 
tive hamlet. Reeions smaller than a countv can have their own dialect, myths, 
folkways and gonomy. Unnight is Earthlike in many ways, but there are more 
than enough differences to make it interesting . . . and dangerous. 

The World of Nature 
Unnight is a largely untamed world, with huge tracts of wilderness. Most of 

the life is native to the binary planet system, but many Terran species were im- 
potted. About half of the imported animal species and most of the plant varieties 
couldn't adapt to their new world, but a visitor from Earth will run into quite a 
few that are familiar. 

IQ: 6 Damage: * 
HT: 18125-100 Reach: C, Id#  
Si: 2-12 Weight 300-10,000 lbs. 

Animals 
Habitats: SW Many animals are valued for hides or other body parts and products 

The brok is a solitary carnivorous sea (poisons, oils, musk, bones and so on). Some beasts are hunted for their meat. 
cream which, from the surface, appears Some return the favor by stalking and eating people. 
as alarge, flat disk - me 
top of the creature's Mammals are the dominant animal form on Unnight, 
shell. Spikes and saw- t. * 0' 

at least on the continents. Except for insects, w o r n  and 
like teeth ring the edge 

UQO 
imported Earth creatures, all of the world's land life is 

of the shell. The size of *"I - warm-blooded. A high percentage of the ocean life is 
the disk varies with age: 
Young broks are about mammalian, too. Research will indicate that the eco- 
two yards across while sphere is engineered, with every niche neatly filled. 
adnlt spedmens may be Some very peculiar creatures are possibly the result of 
twelve yards in diam- genetic manipulation. For instance, about fifty individual 
eter. 24 long tentacles 
hang from the bottom 

species - ranging from a burrower under the Kiroonian 
side of the disk reach h tundra to a fish-eating flyer on the shores of Far Ocean - 
H of shell diameter. seem to be directly descended from a single common an- 
Broks can be very bos- cestor. It's as if laboratory rats had been altered to replace 
tile when approached. 
They can easily drag gophers, sea gulls, otters, foxes and wolves! There are no 
swimmers and small fossils older than seven million years and no traces of ear- 
ships under and oc- lier forms of current species. 
casionally ram larger Unnight's animals have adapted (or been adapted) to 
vessels, tearing great 
gashes in their hulls. 

the world's long days and nights in many ways. Some 
Broks can bring (1-1) hole up at night, either by literally crawling into a hole or 
tentacles against a foe by growing a shell. Others are only active at night, and 
each turn; tentacles can prey on sleeping dayworkea. Examples of Unnight's 
either mike to damage 
or try to grapple. Broks 

fauna are in the sidebars. 
grapple victims to drag Among the Terran species are cats, dogs, horses 
them underwater to (which are rare), camels, llamas (which have been geneti- 
drown; tentacles are cally engineered into riding beasts), sheep, cattle, bats, 
tough and hard to hack 
through. Damage de- 

rats, a score of birds and numerous insect and inver- 
pendsontypeofaaack tebrate species. 
and size ofthe. bmk. 

Plants 
Because leaves and branches are more liability than 

Unnight: me World - 14- 



NPCs 
The following NPCs are provided for 

use as swordfodder, chance encounters 
and casual afquaintances. The adventllr 
at the back of the book will occasionally 
refer to these typical NPC types. 

mu8 
This fellow is representative of thugs, 

bandits, household guards and leaders of 
enraged mobs of any nationality. A b e m  
figbter than the average man, but probably 
not dangerous to a competent PC. 

ST 11.DX11,IQ l0,HT 11. 
Basic speed: 5.5. 
Advantages: High Pain Threshold. 
Disadvantages: Fanaticism or Greed. 
Skills: Brawling-13; Knife-11; Short- 

sword-12; Streekwise9. 
Weapons: Knife or Baton. 
Equipment: At night, heavy clothing 

equal to padded cloth armor. 

Guard 
A professional fighter of middliigcom- 

petence, the Guard may be used as the 
leader of a bandit gang, an Iquazoran fight- 
ing monk, or a typical foot soldier of the 
eastem nations. 

ST 12,DX 12, IQ 10, HT 11. 
Basic speed: 5.75. 
Advantages: Toughness @R I), Alert- 

ness +2. 
Disadvantages: Bully; Honesty. 
Skills: Brawling-I?; Broadsword-13; 

Crossbow w Spar-throwing-12; Knife12 
Shield-13. 

Weapons: Broadsword and Medium 
Shield, or Crossbow and Large Knife, or 
spear. 

Equipment: Heavy leather armor. 

O#iier 
A competent professional soldier. Not 

as well-rounded as a typical PC, but a 
matcb for one on the battlefield. 

ST 12, DX 12, IQ 11, HT 11. 
Basic Speed 5.75. 
Advantages: Combat Reflexes, Tough- 

ness O R  1). 
Disadvantages: Duly (Army, on 15 or 

less); Impulsiveness. 
Skills: Brawling-12; Broadsword-13; 

Knif.12; Leadership-12; Shield-1% Tac- 
tics-12. 

Weapons: Broadsword, large knife 
Equipment: Heavy leather armor; 

Small shield, Telescope. 
mNtNtlued on iralpage . . . 

Characters 
PCs adventuring on Unnight may be natives of Unnight or visitors from 

space. In a space-travel campaign, established PCs may happen across Unnight 
in their travels, have some adventures and leave. A purely Unnight campaign 
will be a medieval/fantasy campaign in which all the magic is technological 
fakery. 

Natives 

Character Generahion 
Unnighters come from a medieval society. Therefore, advantages, disad- 

vantages and skills, will be typically medieval. Literacy is an advantage costing 
10 points, even in the most literate countries. Crippling injuries count for their 
full value. Social advantages and obligations are not unlike those of a European 
medieval society. Starting wealth is $1,000; prices and equipment are those of 
the GURPS h i c  Set. 

W i d  
Wizards are a special case. They are people of Unnight, but they have access 

to advanced technology. Their own secrets are at about TL9, concentrating on 
organic rather than mechanical techniques. They have some limited knowledge 
of a technology that may be as high as TL16. See pp. 46-49 for detailed informa- 
tion on wizards. 

PCs can have a wizard, his chapter house, the national guild or the whole 
Wizards' Conference as apatron. 

Visitors From Space 
PCs from other worlds, created using GURPS Space, may find themselves 

on Unnight by accident, on orders from the Space Patrol, to write their doctoral 
thesis or perhaps simply to make their fortune. They have a beginning wealth of 
$15,000 and access to the appropriate equipment for their TL. 

Equipment 
Space travelers potentially have access to whole catalogues of equipment, 

ranging from camping gear to medical supplies to weaponry. What they actual- 
ly have in their pockets when they land on Unnight depends a lot on howthey got 
there and why they are there. If the PCs are part of a recon team, they can pick 
what they want from ship's stores. Shipwrecked tourists may have only a few 
survival kits from their lifeboat and the poker hand they were examining when 
their liner's emergency siren started. 

Note that high-tech gadgetry requires a high-tech society to provide spare 
parts, ammo and repairs. If PCs are not careful with their equipment they may 
find themselves using clubs, spears and bows . . . weapons that Unnight natives 
have been using for generations. The W i s  will do their best to relieve off- 
worlders of their high-tech gear. Unlike most natives, they will know how to use 
some advanced equipment, or can safely learn its operation. Remember that 
there are no credcard terminals on Unnight, and no Gamotchan merchant will 
recognize a draft on the Bank of Spica. 

Native Tools and Weapons 
The people of Unnight use tools and weapons similar to those of Earth's 

middle ages. Some of this is parallel evolution, some due to memories of the 

Adventuring 
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STUCK FOR AN ADVENTURE? 

NO PROBLEM.
Warehouse 23 sells high-quality 

game adventures and supplements 
in print and PDF formats.

� Free downloadable adventures for 
GURPS, In Nomine, and Traveller!

� Fun gaming accessories – shot glasses, 
shirts, specialty six-siders, and more!

� PDFs from Atlas Games, Amarillo Design
Bureau, Pelgrane Press, Goodman Games, 
and many others – plus gems from 
the up-and-comers.

� Original material for Transhuman Space
and new GURPS supplements from 
Kenneth Hite, Phil Masters, David Pulver, 
Sean Punch, and William Stoddard!

� Fully searchable files of GURPS Fourth
Edition supplements.

� Digital editions of out-of-print classics, 
from Orcslayer and the complete run of ADQ
to GURPS China and GURPS Ice Age.

� Buy board games and roleplaying PDFs in 
the same order! Download digital purchases
again whenever you need to. 

warehouse23.com
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