
Occultation: A System/Setting Hack for Diaspora 
by Roger Carbol.  Version 0.1 released 30 Oct 2009. 

 
Synopsis:  By the Diaspora rules-as-written, “Slipstream points (slipknots) are located at 
a distance roughly 5 AU (astronomical units) above and below the barycenter, which is 
the point around which all bodies in the system revolve.”  This hack suggests that the 
slipknots are in the plane of the ecliptic.  As such, they are occasionally disrupted by the 
passage of Jupiter-like (Jovian) bodies orbiting at roughly 5 AU; this event is called 
occultation. 
 
Changes to System Generation:  Systems now have a fourth attribute, Jovian (J), and 
two derived attributes:  the period (P) and duration (d) of occultation.  Roll for this after 
generating the other 3 attributes for the system.  Unless otherwise noted, use the standard 
period and duration (P=12, d=0.5). 
 
Rating Jovian Description Details 
4 No Occultation Entire system is always Phase 0. 
3 Weak Occultation No Syzygy phase; go directly from Phase 3 to Phase 5. 
2 Benign Jovian Reduce all Jovian attack values by 2. 
1 Quick Meta-Orbit P=6, d=0.25. 
0 Standard Standard Occultation: P=12, d=0.5. 
-1 Slow Meta-Orbit P=24, d=1. 
-2 Dangerous Jovian Increase all Jovian attack values by 2. 
-3 Constant Occultation No Free phase; go directly from Phase 7 to Phase 1. 

-4 Strong Constant 
Occultation 

No Free or Pre/Post Phases; go directly from Phase 6 to 
Phase 2. 

 
Changes to Slipstream Generation:  Slipknots themselves now have an attribute.  Roll 
for this after linking the systems. 
 
Rating Description Details 
4 Near Slipknot Slipknot is located at 3 AU.  It never enters occultation. 
3 Distant Slipknot Slipknot is located at 7 AU.  It never enters occultation. 
2 Slipknot Beacon +4 to Navigation rolls when exiting this slipknot. 
1 Easy Slip +2 to Navigation rolls when exiting this slipknot. 
0 Standard Standard slipknot located at 5 AU. 
-1 Tricky Slip -2 to Navigation rolls when exiting this slipknot. 
-2 Unstable Slipknot -4 to Navigation rolls when exiting this slipknot. 
-3 Remote Slipknot Slipknot is located at 30 AU.  It never enters occultation. 

-4 Incoherent 
Slipknot 

When exiting this slipknot, ships suffer 2+4dF Frame 
damage. 

 
Note that you may want to revise the Aspects of the Systems after this step, or write them 
once this step has been completed.

 



Occultation Phase Diagram 
 
This is a standard occulting system with one slipknot: 
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The Jovian body is in orbit counter-clockwise around the star.  The period of orbit is 12 
years, so each sector (and the duration of each phase of occultation) is 6 months long.  
The convergence of the Jovian body and the slipknot (syzygy) will occur in 4.5 years.  
The sector numbers are labeled on the outside ring; the Jovian body’s starting sector 
should be randomly determined (1d24).  The phase numbers are labeled on the inside ring 
(assume unlabeled sectors are in Phase 0) and described below: 
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Phase (Standard duration: 
6 months)   

Jovian 
Navigation

Default Band 
Placement 

Jovian V-
shift  

Trade 
Modifier 

0:  Free from Occultation * * * * 
1:  Pre-Occultation -2 3 1 +1 
2:  Approaching Occultation 0 2 2 +2 
3:  Occultation, Converging 2 1 3 +3 
4:  Convergence (Syzygy ) 4 0 4 +4 
5:  Occultation, Diverging 2 -1 2  +2 
6:  Departing Occultation -1 -2 0  +1 
7:  Post-Occultation -3 -3 0  +0 
0:  Free from Occultation * * * * 
 
 
Standard Multiple Slipknot Configurations 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Using Slipknots During Occultations 
 
The use of a slipknot during an occultation is modeled using the space combat system.  
Leaving via an occulted slipknot and arriving via an occulted slipknot are modeled 
slightly differently. 
 
The Jovian body is modeled as a ship with the following weapon ratings: 
 
Band Separation Jovian EW Rating Jovian Beam Rating 
0 5 6 
1 4 4 
2 3 2 
3 2 * 
4 1 * 
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Slipping from an Occulted Slipknot 
 
Go immediately to Space Combat.  The Jovian-Slipknot pair is treated as a ship, although 
it cannot be attacked and cannot take damage of any sort.  Note the “Default Band 
Placement” value for the applicable Occultation Phase.  This indicates the number of 
bands between the Jovian body and the slipknot; this separation must be maintained at all 
times.   
 
Phase 0:  Detection:  Make a Navigation check as usual.  For the Jovian body, use the 
“Jovian Navigation” entry for the applicable Occultation Phase. 
 
The winning player may place the Jovian-Slipknot pair as though placing a ship, as long 
as he maintains the Default Band Placement separation. 
 
If the Jovian body wins, place the Jovian body on Band 0, the slipknot on the Default 
Band Placement band, and the ship on the band furthest from the slipknot.  The Jovian 
body always decides to move immediately to phase 2, electronic warfare. 
 
On subsequent turns, during this phase, if the player’s ship is in the same band as the 
slipknot, he may immediately activate the slipdrive.  If they are not on Band 0, the ship 
suffers the effects of slipping without deceleration upon arrival. 
 
Phase 1:  Position:  Roll for the Jovian body using its “Jovian V-shift” value for the 
applicable Occultation Phase. 
 
If the Jovian body wins, it moves either itself or the other ship to minimize the number of 
bands between them.  If either move is valid, it chooses the move that leaves it closest to 
Band 0. 
 
If the player wins, he can move the Jovian-slipknot pair as a single ship, if desired.  He 
must have sufficient shifts to move both bodies off the board if he’s trying to make the 
pair “escape” from combat. 
 
Phase 2:  Electronic Warfare:  The Jovian body attacks every ship with a skill value 
based on the number of bands separating it from its target, as shown on the above table.  
This represents the powerful electromagnetic field that typically surrounds these gas 
giants and which can disrupt a ship’s electronics. 
 
Phase 3:  Beam Weapons:  The Jovian body attacks every ship with a skill value based 
on the number of bands separating it from its target, as shown on the above table.  This 
represents the asteroid fields and intense gravitational fields that typically surround these 
gas giants. 
 
The Jovian body is not relevant during Phase 4 or Phase 5. 
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Slipping into an Occulted Slipknot 
 
Go immediately to Space Combat.  The ship suffers the usual amount of Heat stress.  Do 
not place the slipknot on the map, but place the Jovian body on Band 0.  The Jovian body 
will always remain on this band. 
 
Phase 0:  Detection:  Make a Navigation check as usual.  For the Jovian body, use the 
“Jovian Navigation” entry for the applicable Occultation Phase. 
 
The winning player may place ships as usual, although the Jovian body already occupies 
Band 0 and cannot be moved. 
 
If the Jovian body wins, place the other ship on the “Default Band Placement” as shown 
on the table above.  The Jovian body always decides to move immediately to phase 2, 
electronic warfare. 
 
Phase 1:  Position:  Roll for the Jovian body using its “Jovian V-shift” value for the 
applicable Occultation Phase. 
 
If the Jovian body wins, it moves the other ship to minimize the number of bands 
between them.  
 
If the player wins, he can move as usual, although he cannot move the Jovian body. 
 
Phase 2:  Electronic Warfare:  The Jovian body attacks every ship with a skill value 
based on the number of bands separating it from its target, as shown on the above table.  
Since the Jovian body will always occupy Band 0, this is simply the band number of its 
target. 
 
Phase 3:  Beam Weapons:  The Jovian body attacks every ship with a skill value based 
on the number of bands separating it from its target, as shown on the above table.  Since 
the Jovian body will always occupy Band 0, this is simply the band number of its target. 
 
The Jovian body is not relevant during Phase 4 or Phase 5. 
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Trade Modifiers from Occultation 
 
During occultation, a system’s regular trade routes are disrupted.  A trader who can 
survive leaving or arriving through an occulted slipknot can sell his goods for a much 
higher profit margin, as shown by the table. 
 
If a slipstream is occulted on both ends, add both trade modifiers. 
 
If a system has more than one slipknot, use only the lowest trade modifier, as the trading 
routes have been merely re-arranged more than they’ve been disrupted.  If the occulted 
slipstream is the only route possible for a particular good, it might qualify for the full 
trade modifier of that route. 
 
Occultations of Extremely Long Duration 
 
It’s possible, although very unusual, for slipknots to be occulted for long periods of time 
– decades, centuries, or longer.  The re-opening of a long-occulted slipstream can connect 
an isolated cluster to a much larger universe. 
 
Cluster Diagram Legend 
 
 
 
 Blank occultation phase means 

no occultation (phase 0)  
 Jovian Sector
 
 
 
 

Italic occultation phase means 
occultation is modified by slipknot  

 
 
 
 
 
 
Miscellaneous Counters 
 
 
 
 
 
 
 
 
Jovian Body  Slipknot  Syzygy 

Occultation 
Phase 

Slipknot 
Attribute 

DEPARTURE 
System 

arrival 
System 
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Worked Example:  Spirit Cluster 
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Ba1 Ed-2 Ef-3 Gf0 

 
Akavavit: T-1 E0 R-2 J-1, Damassinian Empire 
 The Akavavites are a religious, patient, and meditative people.  They import 
heavy water.  Recently, a monk on a barren world monastery developed the New Heresy, 
which suggests that the Damassinian nobles do not have the divine right to rule.  A 
common sentiment among the Akavavites is “Silence is golden.” 
 
Borovicka: T-2 E2 R2 J-2, Damassinian Empire 
 The Borovickans are a stolid, industrious, and earnest people.  They produce 
Helium-3 (fusion-reactor fuel) for export in orbital refineries around Jabol, the most 
dangerous Jovian in the cluster.  Borovicka is the breadbasket of the Empire.  
Borovickans have a long and friendly relationship with the Akavavites, and the New 
Heresy is spreading. 
 
Caipirinha: T-1 E2 R-2 J0, Damassinian Empire 
 The Caipirins are a clever, quick, and studious people.  They are addicted to an 
advanced virtual reality known as The Simulation.  They are known as good pilots and 
good hackers.  They import metals of all sorts as Caipirinha is metal-poor.  They are 
vehemently anti-Heresy. 
 
Damassine: T2 E-1 R0 J1, Damassinian Empire 
 The Damassinians are the technocratic feudal lords of their empire.  They 
actively suppress the technological advancement of their vassal systems.  A brief 
summation of the Damassinian philosophy is Know Thy Place.  A border patrol strictly 
controls the slipknot to Everclear; most citizens and all foreigners are denied access. 
 

Ab2 

5Ac1 

Bc1 
4Bd1

Ca0 

De-1 5Fe-2 Gh-1

1Cb-1 

Cd-1

Db-3 6Fg0

5Df1 4Fd3

Hg23Fh0 Dc-1

4Hf-1 



Spirit Cluster continued… 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Ba1 Ed-2 Ef-3 Gf0 4Bd1 
De-1

5Df1

5Fe-2Ab2 

 
Everclear: T-3 E0 R-2 J0, Unaligned 
 The Everclarans, a primitive people, are heirs to technology indistinguishable 
from magic.  They are violently xenophobic.  Rumors continue to persist of a secret 
machine-intelligence base somewhere in the system. 
 
Fassbrause: T2 E1 R-2 J-4, Fassbraun Incorporation 
 The Fassbrauns are the plutocratic leaders of their mercantile corporate empire.  
Money drives everything in their philosophy, and they love to gamble – “Double or 
nothing?” is a very common sentiment.  They import fusion fuels and slip crystals.  The 
gas giants in the system were re-arranged into The Rosette Moat, which makes travel 
difficult (except to Damassine.) 
 
Grappa: T1 E1 R2 J0, Fassbraun Incorporation 
 The Grappans are an adventurous, greedy, and lusty people.  They are in the grips 
of The Last Gold Rush.  They are prospecting on hostile planets for hyperidot, a crystal 
necessary for the construction and maintenance of slip drives, which they then export.  
Their philosophy is “Finders, Keepers.” 
 
Hadiya:  T0 E0 R3 J0, Fassbraun Incorporation 
 The Hadiyans are stereotypically naïve, elitist fops and space tourists.  They 
export platinum group metals and rare earths, which has led them to become nouveau 
riche.  They tend to believe everything has its price.  Some are becoming disillusioned 
with the protectionism of the Fassbrauns and are quietly fomenting an independence 
movement. 
 

5Ac1 

Bc1 Gh-1
Db-3 6Fg0

4Fd3

1Cb-1 

Cd-1 Ca0 

Dc-1 3Fh0

4Hf-1 

Hg2 
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OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the 
Coast, Inc ("Wizards"). All Rights Reserved. 

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open 
Game Content; (b)"Derivative Material" means copyrighted material including derivative works and 
translations (including into other computer languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such content does not embody the 
Product Identity and is an enhancement over the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically excludes Product Identity. (e) 
"Product Identity" means product and product line names, logos and identifying marks including trade 
dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly identified as Product identity by the owner 
of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means 
the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products 
or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or 
"Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating that the 
Open Game Content may only be Used under and in terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may be added to or subtracted from this License except as 
described by the License itself. No other terms or conditions may be applied to any Open Game Content 
distributed using this License. 

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of 
this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a 
perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the 
Open Game Content. 

5.Representation of Authority to Contribute: If You are contributing original material as Open Game 
Content, You represent that Your Contributions are Your original creation and/or You have sufficient rights 
to grant the rights conveyed by this License. 

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name 
to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to 
compatibility, except as expressly licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as 
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expressly licensed in another, independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall 
retain all rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the 
work that you are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. 
You may use any authorized version of this License to copy, modify and distribute any Open Game 
Content originally distributed under any version of this License. 

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game 
Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name 
of any Contributor unless You have written permission from the Contributor to do so. 

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with 
respect to some or all of the Open Game Content due to statute, judicial order, or governmental regulation 
then You may not Use any Open Game Material so affected. 

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and 
fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the 
termination of this License. 

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be 
reformed only to the extent necessary to make it enforceable. 

15 COPYRIGHT NOTICE 
 
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 
 
Fudge System 1995 version © 1992-1995 by Steffan O’Sullivan, © 2005 by Grey Ghost Press, Inc.; Author 
Steffan O’Sullivan. 
 
FATE (Fantastic Adventures in Tabletop Entertainment) © 2003 by Evil Hat Productions LLC; Authors 
Robert Donoghue and Fred Hicks. 
 
Spirit of the Century © 2006, Evil Hat Productions LLC. Authors Robert Donoghue, Fred Hicks, and 
Leonard Balsera. 
 
Diaspora © 2009, VSCA Publishing. Authors Brad Murray, C.W. Marshall, Tim Dyke, and Byron Kerr. 
 
Occultation © 2009 by Roger Carbol. 
  
 


