
For Light Years


 A Sci-fi Four Kingdoms Variation


This is a science fiction supplement for Four Kingdoms. In this version of 
the game, you are playing as four species of aliens exploring a galaxy. 
Drawn to a signal from an anomaly at the galactic center, you crash-
land on a new planet. Here, you are forced to start again. While trying to 
solve what the anomaly is, you will make contact with other species 
drawn to the same mystery as you.


Will you hold on to the society and culture you brought with you, or will 
you change and be changed by your new surroundings and discoveries?


To play, replace the text on the pages stated in the four kingdoms core book with the text below.


Written by Jay Underwood
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Page 7:  Replace - I: The Old World


With 


I: The Galactic Center


'When we saw what was there, we couldn’t believe our eyes.' 


All players should discuss and then draw some ‘ANOMALY’ in the center of the galaxy.


(Examples: A derelict spaceship, an exoplanet full of suit-wearing cats, a clown nebula, some 
space creature laying eggs or feeding on a star).


And


A Distant call


'Log Entry # (say a ridiculous number). We were from the planet (name), a (adjective/biome/
ideology) planet in a sector of the (name) star cluster. We are a group of (describe and draw your 
alien race) and have long since discovered faster-than-light travel and the vast array of life out 
in the universe. This is our story. The story about the day we received a signal from the galactic 
center and went to investigate.


Page 8:  Replace - II: Foundations


With 

II: Crash Land


'As we approached the center of the galaxy, something interfered with our navigational devices, 
and we were forced to make an emergency landing. Our ship came down on a (adjective/biome) 
planet full of (adjective) (noun). (DRAW LOCATION OF CRASHED SHIP AND PLANET LOCATION). Luckily, we 
still have some working tech and comms, but we lost many crew members in the crash. It is time 
to salvage what we have left, explore, and rebuild. This will be our new home.'
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Page 9:  Replace - III: leadership


With 


III: Initial Discoveries


'We then began to explore our local cluster. We charted many things.'


Describe any locations (nebulas, black holes, asteroid fields, derelict spaceships, exoplanets) and 
draw them around your sector of space.


Page 10:  Replace - IV: growth


With 


IV: Contact


'After the first few months, we have established communications with the other life forms 
nearby.'


Establish shipping lines and the vessels going between players’ planets and sectors. Establish 
what these lines mean.


Examples: Research/diplomatic/trade exchanges, teleportation/mixing of populations, rivalries 
(such as open hostility, piracy, raids).


Page 10:  Replace - V: A Mysterious Object


With


V: The Artifact at the center of the galaxy


'It was then that the source of the signal in the Anomaly was uncovered. Our scanners determined 
the artifact (a beacon aboard a long-lost ship, an alien egg, yourself from the past, a teacup, etc.) 
that was calling to us.'


Draw this on a separate piece of paper or small card. One of our nations managed to obtain it. 
CHOOSE A PLAYER and GIVE THEM THE PAPER WITH THE DRAWING ON IT.
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Space Time 

The New Saga Deck

These new prompts replace the prompts on pages 17 through 20 in the book.

Comms

A See Act break table

K A new religious sect/cult is formed. What do they worship?

Q A charismatic leader/famous starship enters the orbit of your planet from your homeworld.

J Communicative attempts with the Anomaly reveals something new.

10 A major cosmic event shakes a corner of the galaxy.

9 A Communication breakdown leads to conflict.

8 One faction/player raids another. What are the outcomes of this raid?

7 Two things, seemingly unconnected, are found to have a very important connection.

6 Our planet believes X is sacred and Y is profane because of the last card drawn.

5 a summit at a neutral location. What is discussed? How do these talks go?

4 A comet brings with it a good/bad omen to our people. What do the religious people of your planet believe?

3 Two players get a vision of the future from the Anomaly.  Discuss what it is together.

This will happen after the next card draw.

2 A fifth planetary society enters the race for the Artifact.
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The Anomaly at the Galactic Center

A See Act break table

K Strange symbols begin to appear (on surfaces/in dreams/in your planet's math) and 
across the galaxy. Draw a unique symbol. Each player creates a possible meaning to it.

Q The anomaly (or artifact) vanishes. It will return as a result of the next card.

J The anomaly/artifact destroys/creates something.

10 The anomaly creates a profound change on the drawing faction’s homeworld.

9 The drawing faction begins to believe that the Anomaly can answer some mystery of 
the Universe. What?

8 A wormhole opens. To where? / From where? / Does anything emerge from it?

7 Meteor showers, nebulas, and/or space stuff?  Things move about.

6 Our faction has been taken over by the Anomaly. We will do anything to protect it. 

5 Our faction has succumbed to space madness. We must destroy the Anomaly at all 
costs.

4 Time is affected by the anomaly. Advance or rewind time X number of years/generations.

3
The Anomaly creates a black hole somewhere on the map. Shuffle all four papers randomly. Poke 
a hole through the back of one with a pencil. Destroy or erase everything within an inch of the 
hole. 

2
The power of the Anomaly extends beyond our plane of existence. All players may only draw 
with the non-predominant hand for the next two cards. (Or as an alternative, a player may wish 
to create their own unique rule to change the game state momentarily.)

5






Discoveries & Strange Phenomena

A See Act break table

K A new form of Intelligent life is found 

Q A rogue faction begins to appear in corners of the galaxy.  What could they want?

J A strange new form of plant life is discovered. Where? What does it do/look like?

10 A strange new animal lifeform is discovered. Where? Is it friendly/hostile?

9 Two previously established prompts combine to create an unexpected new phenomenon.

8 Draw a triangle on the map somewhere.  Things begin acting strangely within it.

7 Glowing lights are observed in a distant quadrant of the galaxy.  What could they 
mean?

6 Our explorers move about the galaxy.

5 A one-of-a-kind or last-of-its-type (creature/object) is discovered and named.

4 Something friendly turns hostile (and/or) Something hostile turns friendly.

3 A faint signal is picked up from a previously undiscovered planet.  It may be worth 
investigating.

2 Supernova! A star somewhere goes supernova. Draw the area of effect showing what 
it will take out with it.
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Technologies

A See Act break table

K Our scientists have created a new technology that changes our bodies in some way. 

Q Our scientists have created a new defensive capability.

J Our scientists have created a new offensive capability.

10 Something short circuits or explodes.

9 A technology/ship/the artifact is stolen by one faction or player.

8 A form of energy is harnessed and then utilized.

7 A mega-project is started. It will finish when the next diamond is drawn. 

6 AI systems go haywire.

5 We have created a new chemical alloy. Name it. Describe its  potential applications.

4 ROBOTS!

3 A famous scientist among us has discovered what the artifact wants. Choose another player to 
draw the scientist and make a galaxy-wide announcement.

2 Contact with a homeworld has been re-established. The drawing player should draw a home-
world planet on a new card (with details). Then make a major change somewhere.
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