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The future awaits! This issue of Pyramid provides the essen-
tial information you need to found your own space colony . . .
at least at the gaming table. Most of the articles are generic,
but our biggest article is designed with GURPS fans in mind:
Kelly Pedersen’s Surprises From Mother Nature. These new
critters are suitable for any space world, but they’re especially
appropriate for groups of new space colonists trying to make
sense of the local ecosystem.

The journey to a new world can batter even the most stalwart
psyche, so J. Edward Tremlett explores what happens When the
Dark Eats You – what could happen and how to prevent it.

Your new colony will never get off the ground if it doesn’t
have the right stuff. Thankfully, Christian Nienhaus gives you
details on what a fledgling civilization needs to survive in How
to Build Tomorrow.

Brian Rogers examines the similarities and differences
between the supers and science fiction genre in The Super
Colony. This article offers suggestions on how the two overlap,
including a sample supers space colony to use as a campaign
setting or a location to visit.

When it comes to colonizing another world, getting there is
more than half the challenge. Chris Wong Sick Hong solves
that problem by comparing the benefits and drawbacks of var-
ious engine types in Reaching for the Stars.

Once you decide on how to get there, let Steven Marsh,
Pyramid editor, help you decide just how far apart worlds are
in this month’s Random Thought Table.

This issue’s bonus insert, Your Very Own Space Colony, pro-
vides GMs with an instant method of generating colony lay-
outs and ready-to-use maps, making it a tool especially helpful
in world-hopping campaigns.

The two Recommended Reading articles make suggestions
for games useful for replicating the space colonization experi-
ence, and they offer ideas on how to combine certain board
games with roleplaying campaigns.

This month’s Last Word comes from Ken Burnside, the
 creative force behind Ad Astra Games. Find out from him the
final word on the final frontier. 
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