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III

M URPHY WAS TO SPEND THE NEXT FEW YEARS OF HIS LIFE wandering
around on this special planet, which the local inhabitants call
Færie — ‘The Beautiful Land’. Murphy chose to call it ‘Chaos’.

He passed the time writing notes, drawing maps, and crying a lot.
Eventually, he became acclimatized to the unique character of the
world he had discovered. He made some contacts, developed a work-
able marketing plan, and prospered. Murphy’s World became his home.

Murphy’s World is a silly place which operates according to
Murphy’s Laws. The real culprit is Ludo, the planet’s sun. This amber
orb assaults the little planet with strange energies which toss any
predictability regarding natural laws or supernatural forces right out
the metaphysical window.

The planet also happens to possess an extensive, though faulty,
network of dimension doorways — through which many of the inhabi-
tants have unwillingly arrived — connecting Murphy’s World to just
about everywhere. New arrivals can pop up anytime, anywhere:
confused, embarrassed, and often vulnerable… yearning to return from
whence they came. The trouble is, spaceships usually crash upon
entering the atmosphere, and return portals are hard to find.

This book provides a gateway to this remarkable world, an alter-
nate and anything but internally consistent reality, within which you
may adventure.

Welcome to Murphy’s World.
May your bread occasionally land butter side up!

From the Journal of Sean Murphy, Independent Space Explorer and Opportunist.
It was a dream come true. I’d spent the last three years in the cramped quarters of my spaceship, desperate for a rest and refueling stop, with only
the odor of my socks for company. I was taking a short-cut through a deserted section of the galaxy when I made the discovery of a lifetime — an
uncharted planet that could sustain life! The third of seven planets orbiting an amber star, all blue and green with pastel pink and yellow clouds, it
was one of the most beautiful things I had ever seen. A scan of the surface revealed that it was technologically undeveloped and teeming with life.

To someone sitting comfortably on a roomy and temperate place like Earth, this may not mean much, but to many hapless souls on 
countless other worlds, a find like this is their chance to build new lives for themselves. to a lucky fella like myself, it means a tidy profit
and an early retirement. Quickly, I called up the necessary claim forms on my terminal and filled them out, then fired them off via sub-space
link to the Planetary Claims Office at Galactic Central. The planet was mine!

For 10 years I had been looking out for a place like this: an unclaimed world with vast resources, an underdeveloped consumer market, 
and an exploitable labor force. Now I had it all! It seemed too good to be true.

It was.
I brought the ship into low orbit and switched on the auto-pilot, telling it to seek out a touchdown spot that would have the best chance 

of impressing the natives. Meanwhile, I hopped into the shower and put the final touches on my colonial take-over speech: ‘What’s Yours Is Mine, Let’s
Work Together’. As I slipped into my best cybernetic tuxedo, I found it hard to believe how good I felt. Everything was finally going my way. 
I was in complete control of my destiny. Nothing could go wrong!

Suddenly, all the little lights on the control panels, the ones that never light up, lit up. Sirens screamed. I screamed. I scrambled and 
tore open a smoking service panel revealing a jumble of laser circuits. The one furthest back had completely melted. Somewhere in the back 
of my mind I wondered, if something had to go wrong, why did it have to do so in the least accessible place? I grabbed a replacement circuit
card and eased into the crawlspace… then the auto-pilot died.

I was thrown against a bulkhead. I dropped the new circuit card. It hit my foot and tumbled into the hold. As the ship plunged through pinkish
clouds, I cursed the salesman who sold me the auto-pilot. Then the engines burst into flame.

As everything around me fell into chaos, I realized that anything that could possibly go wrong, had just done so. Within seconds the ship, 
now a blazing fireball, crashed into a shallow body of water (which I later discovered is called the Sea of Tranquillity).

I spent the rest of the day turning into a prune while salvaging as much as I could from my toasted spacecraft, submerged in about 5 meters of water.
A small contingent of finely dressed natives came out of a nearby settlement and offered me a formal greeting. Gradually, the entire town 

assembled and held a picnic while watching me throughout the afternoon. I’m sure that my disheveled and soaking wet appearance made an 
authoritative impression.

I decided to omit my prepared speech.

PP REFACE
“I’ve had worse days… at least today I didn’t end up sopping wet and naked….”

— Sean Murphy.
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