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“I saw the angel in the marble and carved until I set him free.”
-Michelangelo
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Introduction
Uncarved Worlds is a role-playing 

game of epic proportions.  Instead of 
creating a character, you create a planet, 
or even an entire solar system.  Then, 
using the system presented later, you will 
pick the biochemistry of life on that 
planet and create that life.

But Uncarved Worlds is also a game 
about the scrawls in the margin of a 
notebook.  It is not meant to be taken 
seriously.  You design the most exotic 
planets you can, and you will not be 
abusing this system.  It is made for the 
exotic.

The scale of this game is wrong, 
intentionally.  It is a game of cartoon 
proportions, where planets might be six 
men across.  Your planets are small, your 
creatures huge by comparison.  You must 
have more space!  So expand into the 
inky blackness of outer space and prove 
your worth!

RPGs in General
While Uncarved Worlds is no ordinary 

RPG, it shares many of the characteristics 
of role-playing games.

First, it is completely open-ended.  
LIke most RPGs, there are almost no 
limits on what kinds of things you can 
create and play.  UW is more open-ended 
than the majority of RPGs, simply 
because of its scale and flexibility.

Second, you create your own planet 
and species in much the same way that 
other RPGs allow you to create 
individuals: by recording their 
information on a special character sheet 

provided for you.  On the last page of this 
guide, there is such a character sheet.

Finally, this is a game about a story 
told by you and your friends.  If you 
decide that you wish to ignore these rules 
to tell your story, go ahead.  They’re more 
like guidelines, anyway.

UW differs from other RPGs in several 
key respects, however.

As mentioned above, you will not 
control a single character in a story.  You 
will create a species from scratch, and 
they will inhabit a planet you created.  
This flexibility is usually not afforded 
players of most RPGs.

Also, there is no “game master” or 
“dungeon master” of any kind.  This is a 
game about fun, not about one person 
telling everyone what to do.  Relax!  Live 
a little.  Tell a story together with your 
friends.

24 Hour RPGs
This is a 24-hour RPG, meaning that 

all the work was done on it in a single 24-
hour period.  The idea for this game had 
been bouncing around in my head ever 
since I watched a preview for Spore, and 
it seemed the next logical extension of the 
Extra universe, which I had tried 
unsuccessfully to turn into a good game 
for years.  Lets see how this turns out, 
shall we?

Started at 8:30 AM (-9 GMT), Sunday, 
March 2, 2008.
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Aesthetostronomy
Before you attempt to create one of 

these Uncarved Worlds’ inhabitants, you 
must first create the Uncarved World itself.

This section of the guide is intended 
to help you do just that.  But first:

What is an Uncarved World?
That’s an excellent question.  Imagine, 

for a moment, the margins of your 
favorite notebook.  Filled with half-
conceived ideas and doodles, no doubt.

No imagine that within the paper, 
there is another world, into whose 
infinite potential we tap whenever we 
put pen to paper.

Within this semi-magical universe of 
probability, imagine all of your sketches, 
your drawings embodied.  Imagine the 
simple creatures you draw given life and 
free reign over tiny planets.

Those planets are the Uncarved Worlds.  
They house the lives of doodles, sketches, 
drawings, and other creatures at whose 
outward appearance you chisel when 
you draw.

The image is already in the paper, just 
waiting  for a careful hand to trace 
around it, is it not?

What is Aesthetostronomy?
Let us say, for the sake of this game, 

that you are now given insight into the 
nature and whereabouts of these 
Uncarved Worlds.  The science of their 
observation is called Aesthetostronomy 
(from aesthetics and astronomy, of course).

The Aesthetostronomer notices a 
pattern to the world of UW.  These 
hidden planets orbit stars, which are 
organized into nebulae, star clusters, and 
galaxies.   There are oh so many stars.  If 
you were to slip one of your own in there, 
would anyone even notice?

That is the principle on which this 
game operates.  You will create a solar 
system of your own, and the planets 
involved in it, and their moons.  Do not 
panic, this is easier than it sounds.  On 
one or more of these planets you may 
even choose to create life.

How are these things measured?
All Aesthetostronomical bodies in UW 

are measured the same: with colored 
points and diameter.

There are five colors of points that an 
object may possess. 

Red points represent volatility, energy, 
and heat.  Stars and hot planets have a lot 
of red points.

Green points  represent  atmosphere , 
surface liquids, and livability.  If life can 
come about on a body, it must have at 
least one green point.

Blue points represent coldness and 
stability.  Most planets with life have a 
couple of blue points, although its not a 
requirement.  Cold planets have many 
blue points.

Black points represent geology and 
natural resources.  All planets and some 
stars have black points, and these will 
determine how much wealth you can 
glean from your planet before you are 
forced to expand.
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Purple points represent strange new 
discoveries are waiting on that body.  
Few bodies have any purple points, but it 
is always worth your while to investigate 
the ones that do!

All bodies also have a diameter.  A 
body’s diameter is measured in 
centimeters.  When your solar system is 
drawn, be sure to draw all the parts full 
size, with their listed diameters.

Everyone should agree on the number 
of points which the players are allowed 
to use in their Solars systems.

Stars
You have the unique right and 

privilege to create a single or double star 
system for your creations.  When play 
begins for the first time, you should all 
agree on how many home star systems 
will be created.  In some games, players 
might share a star system for their 
creatures.  In others, they may occupy 
adjacent or far distant systems.  However 
you choose to do it, you will need to 
create at leas one star.  Your star may be 
whatever color you wish, although star 
colors (yellow, red, orange) should be 
used for most.

Stars come in ones or twos.  Meaning, 
stars can either be in single star systems, 
where one star possesses all the planets, 
or double, where each of two stars 
possesses some.

Diameter:
Small stars are 6 cm in diameter.  The 

largest are rarely more than 9 cm.  8 cm is 
average.

Points:

A star has as many red points as 
centimeters in its diameter.  Stars may not 
have green or blue points, but some have 
one or two Black points.  Back points on 
stars represent heavy elements which can 
only be mined with great technology and 
difficulty.  More than one or two black 
points is excessive on a star.

Orbiting Planets
A star can have a number of planets 

(maximum) equal to half its diameter.  
The center of mass of a planet or asteroid 
belt occurs every (diameter)/2 
centimeters.

Planets
Planets will be the bodies on which 

the majority of the action takes place.  
Only on planets can life evolve.  Planets 
are smaller than stars, but contain more 
mineral wealth.

A planet if composed mostly of a 
rocky body and several layers of liquid or 
atmosphere.  Gas giants are essentially 
planets with a very low diameter and 
many layers of atmospheric gas (any 
planet with more green points than black 
is a gas giant).

Some planets have liquid on their 
surface.  This is good for forming life: the 
liquid acts as a solvent and lubricant for 
macromolecules.  Regardless of what 
liquid composes that layer, all bodies of 
water are called seas.  Seas of 
incompatible liquids (see  Chapter  2: 
“Aesthetochemistry”) form separate 
layers, and the heavier liquid sinks to the 
bottom.

Similarly, the denser of two gasses is 
found closer to the crust.  Not all planets 
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have multi-layered atmospheres, but on 
the ones that do, completely different 
ecosystems can be found in ravines as 
opposed to mountains.

Mountains, ravines, and craters are 
purely decorative features on a planet 
with a single-layered atmosphere.  Only 
volcanoes have any point value.

Diameter:
Planets range from 2-5 cm in 

diameter, with 3- and 4-cm being the 
most common.

Points:
Planets have as many black points as 

they have cm of diameter.
Planets with molten interiors have 

half that many red points.  Each volcano 
also gives the planet a red point.  Planets 
fewer than eight centimeters from their 
star have (8-orbital distance)/4 red 
points.  Round down.

Each half a centimeter of atmosphere 
is one green point.  Each half a centimeter 
of sea depth is also a green point. Note 
that organisms taller than the atmosphere 
cannot live on that planet.  If there is no 
atmosphere, organisms taller than the 
oceans cannot exist.

Large deposits of frozen liquids, such 
as ice caps or glaciers, are 1 blue point 
each.  In addition, planets more than 
eight centimeters from their star  have 
(orbital distance-8)/4 blue points.  Round 
down.

Moons
Moons are essentially planets that 

orbit other planets.  One planet may have 
any number of moons whose diameters 
add up to its diameter, but no one moon 

may be more than half the planet’s 
diameter.

Exception:  Double planets exist.  
Essentially, two planets are in very tight 
orbit around each other.  Any seas or 
atmospheres than they possess are pulled 
towards the companion planet, creating a 
sort of hourglass shape.  Create two 
separate planets and then pool them to 
create such a system.

Moons are generally airless, and tend 
not to have hot cores.  Any planet with 
moons that also has seas will have tides.  
Any planet with atmosphere that also has 
moons will have occasional storms (but 
other factors can still cause storms on 
moonless planets).

Points:
A moon is created exactly like a 

planet, and uses the planet’s distance 
from the sun to determine its red or blue 
distance-related points.

Asteroid Belts
Asteroid belts are essentially planets 

that never formed.  None of them may 
have bodies over 1 cm in diameter.  As 
such, none of those bodies can have 
moons, seas, or atmospheres.  Asteroid 
belts are still useful for mining, however, 
because some of those bodies will have 
one black point.  Bodies with diameters 
smaller than 1 cm have no points.

Finishing up
Record the size and point composition 

of the sun, and the distances, diameters, 
and point compositions of all the planets 
and their moons on the Uncarved Worlds 
sheet.
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Aesthetochemistry
Now that your star system and planet 

are created, it’s time to determine its 
chemical makeup and the biochemistry of 
the life forms on it.
Elements, Atoms, and Molecules

All things are made out of atoms.  A 
single atom can be from any of the twelve 
elements in the Uncarved Worlds.  These 
elements combine, in turn, to make up 
molecules based on their properties.

Atoms in the Uncarved Worlds are 
most stable when they have a multiple of 
two or three electrons, and are the very 
most stable when they have a multiple of 
six.  Uncharged atoms have the same 
number of electrons as protons (each 
element has a unique number of protons).  
Atoms with more electrons than protons 
are positively charged, atoms with fewer 

are negatively charged.
Two atoms can form a bond by 

sharing a pair of electrons.  Essentially, 
both atoms “gain” an electron without 
(usually) gaining a charge simply by 
being close to one another.  Atoms are 
most stable when the number of electrons 
they have or share is a multiple of two, 
three, or six.

Some elements are more 
“electronegative” than others.  This 
means that those elements share electrons 
unevenly when bonded.  The more 
electronegative atom gains a slightly 
negative charge, and the less 
electronegative one gains a slightly 
positive charge.  This is called “polarity.”

In addition, between any three 
electrons, there can exist an attraction.  
This is known as a triplex.
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How to Read the Chart
Provided here, for the player’s 

convenience is a periodic table of the 
elements of Uncarved Worlds.  You may 
use it and the abridged list of simple 
molecules provided below to create more 
complex macromolecules required for 
life.  Here is the periodic table:

Now, that chart may look 
intimidating, but for each element there 
are really only four pieces of information:

Simple Molecules
There are many different types of 

molecules in the Uncarved Worlds.  
However, some simple ones recur again 
and again, and are useful to know.

When this guide talks about blue 
points and red points, it’s referring to the 
net number of blue or red points.  
Subtract the number of blue points from 
the number of red points.  Is that a 
positive number?  Then that is the 
number of red points on the planet.  
Otherwise, remove the negative sign and 
make that the number of blue points on 
the planet.  Do not erase the previous 
totals of red and blue points.  This 
number is just to determine what 
substances are solid, liquid, or gas.

Gasses:
Gasses have no attractive forces 

between their molecules and hence are 

ineffective solvents.  Most living things 
need some kind of gas, however, and 
there are is no shortage of ones from 
which to choose.

S2 is perhaps the most common gas, 
but it has a tendency to react with D2, B2, 
or H (all gasses) to form S2D gas, SB 
liquid, or S2•H1 liquid, respectively.  F2 is 
usually inert.

H, Kn, and Lo are all monatomic 
gasses.  H had a tendency to form triplex 
attractions with other molecules, like S2.  
Kn and Lo are almost entirely inert.

QS4 is a gas as well, but has a 
tendency to react in the presence of D2.  If 
D2 is present, QS4 reacts to form QD2 gas 
and S2 (which will often react again to 
become S2D).  Similarly, ÜS3 gas reacts 
with D2 to form Ü2D3 (a solid) and S2.

On planets with at least one red point, 
ÜS3 is a gas, but otherwise it is a 
nonpolar liquid.  Similarly, FS3 is a gas if 
there are two or more red points, but a 
polar liquid otherwise.  S2D is a gas only 
if there are three red points, and a polar 
liquid otherwise.

Liquids
There are four types of liquids.  

nonpolar liquids, polar liquids, and 
triplex liquids.

Nonpolar liquids include ÜS3 if there 
are fewer than one red points, and QS4 if 
there is at least one blue point.  Chain 
molecules consisting of just a Ü or Q 
backbone are often nonpolar liquids as 
well.  If there are four or more blue 
points, S2, F2, Kn, and Lo are nonpolar 
liquids.
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The most famous polar liquid is S2D, 
and this is what is assumed to compose a 
sea.  However, FS3 and ÜS2F are both 
liquids if there are fewer than 3 or 2 red 
points, respectively.

Triplex liquids are not as common as 
polar or nonpolar liquids.  The most 
common one is S2•H, which is also often 
found in space as a gas.  At low 
temperatures (2+ blue points), D•S•S 
forms, but it rapidly reacts into S2D when 
warmed.  Few other triplex liquids exist.

Solids
A truly baffling variety of solids exist.  

Low temperatures can freeze virtually 
any liquid into a solid, and many 
macromolecules are solid when not 
dissolved.

Salts are combinations of positive and 
negative ions.  They are soluble in polar 
solvents.  ÜB is the most common slat, 
although ÑB also occurs.  Simple 
molecules that lose an atom (usually an 
S) often become negative ions as well.  so 
ÜQS3 and ÜSD have been found.  Salt 
planets are rare, but salts in polar seas are 
fairly common.

Metals are simple compounds that 
contain long chains of atoms that are 
often considered positively charged.  Ü, 
Ñ, F and Sl are the usual constituents of a 
metal.  Metals are conductive, and not 
soluble, although some metals can be 
acted on by various liquids and gasses.  
Sl metal is very common in the hot cores 
of planets.

Crystals are structures formed by the 
repeating subunits of a simple molecule.  
In the presence of two or more blue 

points, S2D forms crystals.  At three blue 
points, FS3 also forms crystals.  Most 
crystals, however, are made up of ÑSD2, 
ÑS3D, ÑSQ, or ÑS5.  These molecules all 
form crystals unless there are more than 
seven red points, making them the chief 
constituents of most planetary crusts.

Picking Planetary Compositions
From the lists of simple molecules 

provided, pick one gas and one liquid per 
green point, and one solid per black 
point.  If you really want more 
substances, feel free to design your own.  
Aesthetochemistry is modeled after real 
chemistry, so if you have an 
understanding of chemistry you should 
be able to continue in this vein.  
However, the composition of a planet is 
just the starting point.  Next up is:

Biochemistry
Don’t be upset by the complexity that 

this word invariably suggests to you.  
Real-world biochemistry is very difficult.  
Uncarved World biochemistry is simple.

All organisms are basically chemical 
energy machines.  They turn various 
types of energy into chemical energy, 
then into kinetic energy.  This is 
accomplished by macromolecules, which 
are large molecules composed of smaller 
ones.  All organisms have at least one 
macromolecule (you don’t have to design 
it, just know what it does and of what it 
is made).

Essentially, a macromolecule can have 
one of two or three roles.  It can be an 
energy carrier, like a sugar molecule.  It 
can be a catalyst.  Or it can be structural.

A 24-Hour RPG by William Prahl

9



For a macromolecule to qualify as 
living, however, it needs to come with a 
system for self-replication and 
encapsulation.

Encapsulation is easy.  Any way of 
separating the molecule from its solvent, 
such as forming crystals around the 
macromolecule, is acceptable.  The most 
common way is to use a molecule that is 
partially polar and partially nonpolar, 
which will form a doubl-layered bubble 
around substances when dissolved in 
either type of solvent.

Self-replication is more difficult.  Since 
this is intended to be a game, a fun one at 
that, you can gloss over how this 
happens if you want.  Having a basic idea 
about how the macromolecules are 
formed is enough.

A summary of the process for creating 
a biochemistry follows:
• Determine planetary composition
• Determine atmosphere/solvent
• Determine composition of 

macromolecules
• Where do you get your energy?
• Encapsulate the macromolecules
• Replicate them.

How Much Biochemistry do you 
really need?

The answer is: as much as you want.  
Biochemistry can be an integral part of 
your species design, and you can fully 
develop your macromolecules and figure 
out the mechanisms of their interactions.

Or you can completely ignore 
biochemistry and simply skip ahead to 
Aesthetobiology.

Either of these approaches is 
acceptable, but you are encouraged to 
give at least a passing nod to 
biochemistry.  There is room to record 
whatever you do decide to do about 
biochemistry on the Uncarved Worlds 
sheet, although it lacks any real types of 
guidelines.

Now what?
Well, now its time to move on to the 

next step, the biology and ecology of 
your Uncarved World, meaning the next 
section.

Record the biochemical information of 
your species on the Uncarved Worlds sheet 
and move on.
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Aesthetobiology
The systems and chemistry of the 

Uncarved Worlds would be all but 
meaningless if they did not contain life.  
Aesthetobiology is the study of that life.

Biochemical to Macroscopic
In our world, there are many levels of 

organization between a “complete” 
biochemistry and a macroscopic 
organism.  Those levels, however, are not 
as interesting as either the begging or the 
end of the process.

And what a coincidence!  In the 
Uncarved Worlds, macroscopic organisms 
are made up of only a few cells and some 
inorganic building material.

Once you have created a working 
biochemistry, all that is required is to 
come up with one to a few complete cells.  
These cells are the self-replicating 
portions of the creature.  The bulk of its 
tissue may be inorganic.  Essentially, this 
a single-celled creature with a developed 
body surrounding its simple cells.

Creatures
Creautres are the inhabitants of 

Uncarved Worlds.  They live on the 
various planets.  Usually, all the creatures 
on a planet will have the same 
biochemistry, and there will be a handful 
of different species.  The vast majority of 
your time, however, will be spent on your 
planet’s intelligent creature.  When we 
talk about a “creature” in the creature 
design process, it could be any of the 
creatures on your planet, but the only one 

for which you will do all these steps is 
probably your intelligent creature.

Basic Creature Design
Just like planets, creatures are built 

with points.  While the point level of a 
planet or a solar system is not necessary 
for game balance, the point level of a 
creature is the only way to balance 
different players’ creations for a fair 
game.

There are four kinds of points with 
which creatures are designed: cyan, 
magenta, yellow, and black.

Cyan points are a creature’s ability to 
find food.

Magenta points are a creature’s ability 
to fight and outcompete other creatures.

Yellow points are a creature’s ability 
to survive and breed.

Black points represent a creature's 
ability to use tools and technology.

The Design Process
You will start out the designing of 

your creature with the natural starting 
place for a game about doodling: a 
drawing of your creature.  Usually 
creatures are simple.  Of then, they are 
humanoid.  Remember that, however big 
you draw your creature your creature is.  
Most creatures will have to be under 1 cm 
tall, because of the height of the 
atmosphere.

Once you have your simple creature, 
draw an enlarged version of it if you 
wish, and figure out its internal structure.  
How many cells does it have?  Where are 
they?  How much  are the differentiated?    
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These are all fun questions to answer, but 
not strictly necessary.

Creatures generally have one or more 
torsos, with attached heads and limbs.  A 
head generally has a cell, and some 
important sensory or thinking 
equipment.  A limb is either a leg or an 
arm, depending on whether its used for 
propulsion or manipulation, respectively.

Creatures with openings can eat, 
breathe, and excrete through them.  
Creatures with at least one opening can 
breathe.  If a creature has two openings, 
they can have a digestive tract.  
Otherwise, they’ll need to either produce 
their own food or feed by absorption.

Creatures have the option of having a 
skeleton.  This is required for land 
creatures that move, but sea creatures 
and inhabitants of gas giants needn’t 
have one.  Creatures may have an 
internal or external skeleton (an 
exoskeleton is also called a carapace).

The creature’s reproductive capacity 
is also important.  Creatures can produce 
seeds, spores, or bud offspring.  Some 
give birth to live young, but this is rare.

A variety of other structures are 
possible, such as gas balloons for floating, 
or spikes for fighting.  These are usually 
called “general adaptations.”  The player 
should determine under what category 
they fall and add one point in that 
category.

Cyan:
Creatures that make their own food 

have 3 points of cyan.  Those that have to 
hunt or find food get 1 point of cyan if 
they have a digestive tract and another if 
they have one or more legs or arms.

Magenta
Creatures with an endoskeleton get 1 

point of magenta, and those with an 
exoskeleton get 2.  Having legs is worth 1 
point and having arms is worth 2.

Yellow
A digestive tract is worth 1 yellow 

point, and so is an exoskeleton.  Most 
general adaptations also fall under 
yellow.  If a creature does not need to 
breath, this is worth 2 points of yellow.   
Your reproductive ability is worth a 
number of yellow points equal to the 
number of days it takes to produce an 
offspring (usually 1-5) minus three 
(minimum zero).

Black
Any head that a creature has adds 1 

black point.  Similarly, any arms add 1 
black point.  Creatures with especially 
well-developed brains get another black 
point (this is required for intelligent 
creatures).

Ecology
There are likely to be several 

microenvironments on an Uncarved 
World.  Whether this means its seas, its 
atmospheric layers, its volcanoes its 
ravines or mountains, or simply its plains 
versus its forests or its swamps, all are 
likely to have a few creatures living in 
them.  Most planets have at least a few 
autotrophs (creatures that make their 
own food; a plant for example).

Not that since planets are small in 
comparison to their inhabitants, it will be 
rare indeed for more than a few dozen or 
so of any one creature to live on it.
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Aesthetophysics
Creature in hand, it is now time for 

you to conquer your planet and extend 
off into space.  There, among the stars, lie 
untold adventure and wealth.  Reach out.  
Take it.

Intelligence
The essential marks of an intelligent 

creature are the use of language, tools, 
and boredom.

Language allows cooperation between 
creatures for greater coordination.  Tools 
allow the creatures to accomplish things 
about the likes of which mere animals 
can only dream.  And boredom gives 
them a reason to do all that.

Populations
Populations of intelligent creatures 

have technology, and the capacity to 
make more technology.

A population is any group of 
creatures that is separated from others of 
its kind.  In some cases, the entire planet 
may be one giant population.  
Populations are rated three different 
ways: technology, size, and output.

Technology
A population of intelligent creatures 

uses technology to get things done.  
There are six levels of technology in 
Uncarved Worlds.

Exactly what these levels of 
technology mean is explained later.  All 
player populations should have the same 
technology level with which to start.

Size

This refers to the number of creatures 
in the population.  Determine the total 
points in one of your intelligent creatures, 
then divide the total desired point cost of 
the population by that number.

To ensure game balance, the different 
players’ populations should be of equal 
point value.  They may have different 
numbers of creatures, but should have 
the same total point value.

Whenever a creature in a population 
dies, you may create another one, but it 
takes the number of days required by 
your reproductive ability to do so.

Output
Populations output three main 

resources: mass, energy, and ideas.
Mass is the food and resources 

produced by a population
Energy is the amount of, well, energy 

that a population can generate.
Ideas are the inspiration and 

innovation put out by a population.

Technology Levels
Populations have four main categories 

of technology: language, tools, buildings, 
and general.  As mentioned above, there 
are six levels of technology.

For the first three levels, the 
population is entirely constrained to their 
planet of origin.  Except by freak chance, 
no individuals are able to move to 
another planet.  Any travel is not 
replicable.  Note: creatures that do not 
need to breathe can sometimes make the 
journey between two planets during a 
conjunction.  Two planets that share and 
atmosphere (double planets) allow travel 
between them.
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Level 1
Level one populations barely have 

any technology at all.  Their tools are 
limited to hand tools, their homes are 
simple huts, and they have mastered the 
secret of fire.  Huts can be built with 
optional pits, for storage.

Level 2
At this point the population can be 

said to be developing.  They have better 
building techniques, domesticated 
creatures, and the ability to travel to most 
of the planet.  Farms can be attached to 
homes.  Forts provide protection against 
attack by other populations.

Level 3
At this level, all populations on a 

planet become linked.  The planet is 
treated as one population as it expands 
into space.  Walls built around homes 
turn them into cities.  Land, air, and 
undersea vehicles can be built.  For the 
first time, mass is refined.

Level 4
The first reactors can be built, 

allowing the construction of reaction-
powered spaceships.  Space stations can 

be built, as can satellites.  The Internet is 
built, doubling the output of ideas.

Level 5
Colonies in previously unavailable 

areas, such as airless moons or asteroids, 
become available as domes.  Domes are 
exactly like homes, but the creature 
inside of them cannot leave.  Nanotech 
ushers reconstituted mass for the first 
time.  Spoken language is replaced 
entirely by empathetic control.  
Terraforming is available.

Level 6
Perfection is achieved in all aspects of 

technology.  The monolith is the ultimate 
tool for reshaping the world around you, 
and the bubble is the perfect combination 
of spaceship and dome.  General 
technology becomes indistinguishable 
from nature.  Essentially, instead of 
making something happen, it happens by 
itself.

Playing the game
Essentially, players take 1-day turns 

for their populations.  Each population 
takes 1 turn per round.  During that turn, 
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1 grunting hand huts fire, pits

2 speaking animal homes, forts farming, ships

3 broadcast engine cities factories, vehicles

4 interconnect reactors stations spaceships

5 empath nanite domes terraforming

6 telepath monolith bubbles nature



they have their output step, when the 
produce their net mass total and their 
energy for the turn.  Then they build 
anything that they are going to build that 
turn (which is ready for use at the 
beginning of their next turn).  Unused 
mass and energy are stored.  Then the 
player uses takes any other actions they 
wish.

Output
The output of a population 

determines how much mass, energy, and 
ideas is can produce.

A population can produce (size x TL 
squared x creature’s black points) mass 
units per day, so long as this not more 
than (size x TL x planet’s black points).

A population also requires (creature’s 
cyan points - 3) x size mass per day.  If 
that much mass is not available, creatures 
die until that total is less than the amount 
of mass produced.  The amount of mass 
produced minus the amount of mass 
required equals the net mass produced.

Only the net mass can be used to 
build.  Net mass not used is stored, 
although a population cannot store more 
mass than than it has pits (at TL 2) or 
homes/stations/domes/bubbles (at TL 
3+).

Similarly, a population can produce 
(size x TL squared x creature’s black 
points) energy units per day, so long as 
this does not exceed (size x TL x planet’s 
red points).  Satellites, available at TL 4+ 
produce (TL/4) energy per turn.

During and after TL 3, stored energy 
must be allocated to technology.  Each 
day, a state-of-the-art piece of technology 

uses 1 energy unit.  If it is near a 
generator, it can be replenished.  If it is 
not, it must carry more energy with it.  A 
population stores half of the energy it 
does not use, and this must be divided 
between all cities, vehicles, tools, et 
cetera.  Technology from previous TLs 
uses negligible amounts of energy.

During an after TL 3, mass cannot be 
used directly to build.  It must be refined, 
requiring 1 energy per mass at TL 3 and 
1/2 an energy per mass at TL 4.  This 
requires the construction of a refinery and 
a reactor.

Similarly, TL 5+ technology must be 
built with reconstituted mass, which 
costs 1 energy per mass at TL 5 and 1/2 
at TL 6.  This requires to construction of a 
reconstitution and a nanite.

Ideas are produced randomly.  During 
TLs 1-3, an idea is generated once every 
(24/(size x creature’s black points)) days.  
At TL 4+, the population’s rate of ideas 
doubles.

To research an idea, it takes one 
creature two days, 1 mass, and 1 energy.  
Once researched, one of the four 
technologies of the next TL is unlocked, 
and can be built for twice its ordinary 
cost (if it requires another technology, like 
a terraformer requiring a nanite, then 
substitute two pieces of the previous 
technology; two reactors for one nanite).  
Once all the technologies of the new TL 
are available, the TL changes.

Buying and Building
To build the most sophisticated tool, 

building or technology, it requires one 
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creature one day with one unit each of 
mass and energy.

Previous developments are 
proportionately less expensive to build.  
They require only (level/current level) 
units of mass and energy.

Note that a city is not built all at once.  
Buying a city means buying they wall 
that is built around the city.

Can I Build a Colony there?
• The first colonial home costs 2 mass and 

2 energy, further homes are unchanged.
• The planet must have the same net blue 

or red point cost.
• The aquatic creatures require the same 

composition of the planet’s seas.
• Land and air creatures require the same 

composition of the planet’s air.
• If the depth of the seas or the thickness 

of the atmosphere is different, each .5 
cm of difference makes the colony cost 
1 more mass and 1 more energy.

• Each cm of difference in the planet’s 
diameter or the diameter of the planet’s 
moons makes the colony cost .5 more 
mass and .5 more energy.

Space Travel and Colonization
At TL 3+ vehicles can be made.  First, 

a shop must be built (treat as a home).  
The an engine and vehicle must each be 
built.  Vehicles behave like ships in all 
ways except the ability to warp and 
travel through space.  To move from any 
point on a planet to any other point on 
the planet, so long a reasonable path can 
be drawn between them, costs a vehicle 1 
energy.

At TL 4+, space travel is possible.  A 
launch pad (treat as a home) must be 
built, then a reactor and a spaceship must 
each be constructed.  At TL 5 and 6, 
substitute a nanite or monolith for the 
reactor.

A spaceship requires 1 stored energy 
to reach orbit, 1 to reach cruising speed, 
and 1 to land or enter orbit.  This takes 
one day for each (TL) cm of distance 
exists between planets.  A ship can store 
(TL) energy.

Ships may be outfitted with weapon 
systems.  These require 1 energy to fire, 
and the player rolls two dice.  If this is 
less than the TL of the weapon plus the 
creature’s black points plus the creature’s 
magenta points, the attack succeeds and 
the weapon can destroy targets based on 
this chart:

Target 
TL

Hits Targets 
Destroyed

TL-3 1 8

TL-2 1 4

TL-1 1 2

TL 1 1

TL+1 2 1

TL+2 4 1

At TL 5+, a ship can use “warp” to 
move between star systems.  The ship 
begins in orbit around one planet, 
expends 5 energy, and ends in orbit 
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around any other planet that the 
population has explored or visited before.

Each star has several of four warp 
types.  There are called, for lack of better 
words, up, down, left, and right.  Warp 
travel is not possible between two stars if 
they share a type.  Stars with a single 
type can travel to any of three other warp 
types, making them very useful.  Stars of 
three types are similarly useful because 
they are difficult to access.  The suns in a 
home system should always have two  
warp types.

Ships can carry TL passengers, 
technologies, or mass units.  Instead of 
carrying 1 mass unit, a ship may instead 
carry 2 refined mass units, 4 reconstituted 
mass units, or 1 stored energy unit.  A 
ship always has a pilot, who does not 
count as a passenger.

At TL 5+ a population can construct a 
dome on any planet around which they 
have an orbiting ship.  This circumvents 
the additional cost of building a colony 
where the atmosphere, depth, or 
diameter is different.  The first dome built 
on a planet costs 2 mass and 2 energy, but 
domes can be built anywhere, in any 
environment.

At TL 6, bubbles can be built.  Bubbles 
are the same as domes, but when they are 
installed with a monolith they can travel 
around as a spaceship.

When a nanite is sent down to a 
planet with a terraforming unit and 
stored energy, it can spend 1 energy a 
turn to change the composition of a sea or 
atmospheric level.  They can also spend 1 
energy to change the net red or blue 
points of the planet by 1 point.

Monoliths sent down to a planet with 
stored energy can spend 1 energy to do 
that or any of the following:
• Change the composition of the crust.
• Turn a sea layer into solid matter or vise 

versa.
• Turn an atmospheric layer into a sea 

layer or vise vera.
• Remove 1 cm of diameter and create a 1 

cm moon or asteroid, or vise versa.
• Make 1 point’s worth of changes to any 

one creature.
Beyond TL6 all technology becomes 

too fantastic to set down here.  However, 
some vague predictions about TL7 are 
possible:  another way of altering mass 
will be invented, allowing it to become 
eight times as compressed.  Time travel 
or dimensional travel may even become 
possible.

Conflict Resolution
To resolve any conflict between 

individuals or populations, each player 
totals up their population’s TL, and their 
creature’s relevant points.  Then each 
player rolls two dice.  If the die result is 
less than the total, the action is a success.  
If both actions were successes, the one 
that succeeded by the larger margin wins.  
If both succeeded by the same margin, 
neither side succeeds.  Bonuses may be 
applied to totals for particularly 
overwhelming odds.
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Where to go from here
“All that is visible must grow beyond itself, into 

the realm of the invisible.”
-Dumont, from Tron

Well, you have (probably) by this 
point either created your own population 
or wondered why the heck anyone would 
write this.  I’m going to assume that you 
fall into the first category, because I’m not 
unsympathetic to the second one myself.

Finding Adventure
It should not be difficult for most 

players to find as much adventure as 
their imagination permits.  Although the 
system was not designed with an end 
expressly in sight, it will adapt well to 
any number of endgames.

The natural “goal” of this game, 
inasmuch as it has one, is to advance 
your population to TL 6 and colonize the 
universe.  Between you and your friends, 
there is undoubtably more potential for 
adventure than I could possibly imagine, 
let alone set to paper.

Each new solar system discovered 
and colonized, each colony ship that you 
dispatch is a new chance for adventure.

With monolithic technology, the 
endgame can be literally whatever you 
want it to be.  Without very much 
imagination, you could easily think of 
ways to control hundreds of populations 
the way that this game allows you to 
control one.

Alternatively, this game could easily 
be adapted to follow individuals on 
various worlds, or the actions of deap-
space pilots.  The universe is you oyster.

The cartoony mood of this game 
seems ill-fitting in a scifi game, but I 
happen to think that there’s something to 
be said for not taking things too seriously.

This game, though it has its own 
chemistry, biology, and physics, is not in 
any way intended to model the real 
world.  The physics of this game are 
shaky at best, intended for play rather 
than analysis.  Tacking on a better physics 
engine might make the game more 
enjoyable for some, but that’s not my 
place to say.

Respect these Rules
Or don’t.  It’s not my game anymore; 

it’s yours.  Uncarved Worlds isn’t really 
about harsh rules, or about mechanics or 
competition.  It’s about fun.

If you think it’s fun to give monkeys 
guns, so be it.  Have your monkeys with 
guns.

If you think that it’d be cool to have 
epic spacewars between twenty players 
over the internet, you could do that too.

If you want to form massive alliances 
and interfere with the lives and 
livelihoods of the petty species under 
you, go right ahead.

In short, there’s nothing you can’t do.  
These rules aren’t the alpha and omega of 
anything.  They sky is the limit, 
figuratively speaking.  And the sky is 
waiting...
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A Worked Example: The 
Extra-Inhumi System

This is a worked example to help you 
understand what a finished solar system 
and population is going to look like.  This 
system is home to two species: the Extras 
(TL 4) and the Inhumi (TL 2).

The Sun
This sun has a diameter of eight 

inches.  Its warp type is up-down.  It two 
planets and an asteroid belt.

Extrus
This planet, the first (4 cm) from the 

sun, is home to a species of creature 
known as the Hot Extra (Extra for short, 
although similar creatures that evolved at 
different temperatures are also called 
Extras).  Extrus is 3 cm in diameter.

The planet has .5 cm each of a D2-F2 
atmosphere and QS4 seas.  It has two one 
cm moons, two volcanoes, and a glacier 
(not pictured).  The extras have built a 
city, several homes, a refinery, a launch 
pad, and domes on each moon (an idea 
that they happened to research).

Jungle
The Jungle is the third planet from the 

sun (12 cm), and is home to a species of 
flying carnivore known as inhumi.  The 
inhumi do not need to breathe, and 
resemble nothing as much as giant, 
malevolent butterflies.

There are no seas on Jungle, just .5 cm 
of atmosphere.  The planet is 4 cm in 
diameter, and its moon is 2 cm.  Jungle is 

so named because it is partially covered 
in stands of tree-like creatures whose sap 
the inhumi drink.  Recently, however, 
they have developed a taste for Extra 
blood.  Every conjunction, inhumi travel 
between the worlds to find their prey...
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Record Sheets
This is the Uncarved Worlds record 

sheet.  There are places to record all the 
different aspects of the solar system and 

the characteristics of your population.  
This is by no means a the only or even the 
best way to record the information about 
your population, but i strongly encourage 
you to use it.
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End Notes
Although this game was an ambitious undertaking, I’m glad that I did take it on.  Every now and then, 
just to prove to myself that I can, I like to indulge in this contest.  Twice before have I completed it, and I 

think that this game will find its place well among my previous entries.

I have no idea how this game will play, or even if it will.  The rules are very open ended and the game 
could go very literally anywhere.  I hope that someone does play this game; I know I will certainly try.

Finis
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