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Introduction
FAQ

What is this?

This is an attempt to write a set of Sci-Fi rules using the RuneQuest, Traveller and D20 Modern SRDs.

Is it Traveller RuneQuest or RuneQuest Traveller?

Neither. This is RuneQuest for a Space-based Sci-Fi game. It uses many terms from the Traveller system but is not merely a Traveller
conversion.

Why not just use the Traveller Rules?

Traveller is a good system, as far as it goes. However, Traveller is not flexible enough nor does it have the same depth that RuneQuest
has to enable it to be used in a general Sci-Fi game.

So, can | use this to run Traveller scenarios with RuneQuest?

Probably not, although this might give some pointers as to how to convert Traveller scenarios to RuneQuest, this is not a set of
conversion rules.

What about other Rules Systems?

This should be fairly compatible with some Sci-Fi rules systems such as Future World, Ringworld, Other Suns or Basic Roleplaying.
Many of the concepts from those games could easily be used in a RuneQuest Sci-Fi game. However, there are copyright implications
in using swathes of their rules, which is why this concentrates on Traveller and RuneQuest, both being published under the Open
Game Licence. It is less compatible with other Sci-Fi rules systems as they are not ultimately based on RuneQuest or Basic
Roleplaying.

What is the Focus of These Rules?

This SRD is a RuneQuest Sci-Fi SRD, so the main Focus is on producing a workable set of RQ rules for a Sci-Fi game.
Having said that, there are different things that a Sci-Fi game emphasises that a Fantasy game, for instance does not.

Many people who enjoy Sci-Fi games like to design Spaceships, Vehicles, Robots and so on, so | have fairly detailed design rules for
each of those. | have emphasised Character Generation, Skills and Character Progression. Players can play aliens and robots as well as
humans. | have tried to play down the role of combat in a Sci-Fi game, which is why the Combat Chapters can be found towards the
end of the document. This is a deliberate decision because many Sci-Fi rules play up combat more than anything else. Sure, Shipboard
combat is important when it happens but how often should it happen? If you are playing a game where the PCs are Space Marines and
have missions to attack and destroy various aliens then combat is important. If you are playing in a game of traders travelling between
far-away solar systems then combat will not be that important. If you are playing rebels fighting against a Galactic Empire or
Federation then Diplomatic skills and evasive skills might be more important than combat ones. | have relegated World Design to a
single chapter at the end of the main section not because it is unimportant but because the Traveller SRD only touches on World
Design and | know that there are more detailed rules elsewhere. If | can find more detailed rules in an SRD then | will include them in
this document, otherwise you will have to look at published games for detailed World Design rules.

What About Settings?

The best thing about Sci-Fi games is the settings. Babylon 5, Star Wars, Star Trek, Blake's Seven and Farscape all have excellent and
detailed backgrounds and settings. There are novels and series of novels by Sci-Fi authors that detail backgrounds that would be great
as Sci-Fi settings. However, licensing issues and the extremely large amount of work that needs to be done to describe the settings
mean that producing a Sci-Fi setting is only practical for a RPG Company.

This Sci-Fi RQ SRD is not based on a single setting, even though it uses the Traveller SRD as its basis. Because of this it is very
generic and very dry. | would love to introduce Phasers and Light Sabres, Vorlons and Mimbari, Wookies and Jedi, Klingons and
Vulcans, but those are way beyond the scope of an SRD.



Are These Rules Complete?

No. These rules are more of a set of rules that can be applied to a Sci Fi setting. They form a toolkit from which a GM can pull
whatever rules he wants. As such, they are not designed to be complete. As more material becomes available through SRDs more
rules can be added. Also, because these rules have not been polished into a published work, they are rough and ready.

Technology Levels

One of the most important things about Sci-Fi settings is that they operate at different levels of Technology. Traveller has the
excellent concept of Technology Levels, the equivalent to D20 Modern/Future's Progress Level, that identify the general level of
technology that a particular culture, planet or society has reached or currently has. Technology Level can be abbreviated to Tech
Level or simply TL for short and have a scale running from TLO to TL15.

Technology Levels measure the scientific capacity of a world and the complexity and effectiveness of a piece of equipment.

TL 0: (Primitive) No technology.

TL 1: (Primitive) Roughly on a par with Bronze or Iron age technology.

TL 2: (Primitive) Renaissance technology.

TL 3: (Primitive) The advances of TL 2 are now applied, bringing the germ of industrial revolution and steam power.

TL 4: (Industrial) The transition to industrial revolution is complete, bringing plastics, radio and other such inventions.

TL 5: (Industrial) TL 5 brings widespread electrification, telecommunications and internal combustion.

TL 6: (Industrial) TL 6 brings the development of fission power and more advanced computing.

TL 7: (Pre-Stellar) A pre-stellar society can reach orbit reliably and has telecommunications satellites.

TL 8: (Pre-Stellar) At TL 8, it is possible to reach other worlds in the same system, although terraforming or full colonisation are not
within the culture’s capacity.

TL 9: (Pre-Stellar) The defining element of TL 9 is the development of gravity manipulation, which makes space travel vastly safer
and faster.

TL 10: (Early Stellar) With the advent of Jump, nearby systems are opened up.

TL 11: (Early Stellar) The first true artificial intelligences become possible, as computers are able to model synaptic networks.

TL 12: (Average Stellar) Weather control revolutionises terraforming and agriculture.

TL 13: (Average Stellar) The battle dress appears on the battlefield in response to the new weapons.

TL 14: (Average Stellar) Fusion weapons become man-portable.

TL 15: (High Stellar) Black globe generators suggest a new direction for defensive technologies, while the development of synthetic
anagathics means that the human lifespan is now vastly increased.

Higher Technology Levels exist and may appear in other settings or be discovered by pioneering scientists.

D20 Modern (Future) uses Progress Levels to categorise societies.

D20 Progress Level Technology Level

PL 0: Stone Age TLO

PL 1: Bronze/lron Age | TL 1

PL 2: Middle Ages TL2

PL 3: Age Of Reason | TL 3

PL 4: Industrial Age TL4-TLS

PL 5: Information Age | TL6-TL 7

PL 6: Fusion Age TL8

PL 7: Gravity Age TL9-TL11
PL 8: Energy Age TL12-TL 14
PL 9 And Higher TL 15+

Where possible, | have kept this equivalency, except where the different Technology Levels disagree. In those cases | have tended to
use Traveller's Technology except where | think that D20 Technology fits better. In some situations | have disregarded both Traveller
and D20 and placed technology at a different tech level to both, simply because | thought that it fitted better.

Some cultures specialise in certain technologies and can have higher levels of technology in those areas than their normal Tech Level
would indicate. It is quite normal for a culture to have one of two technologies at one TL higher and perhaps to have a single
technology at 2 TLs higher than the standard for the culture. It is rare to have any technology 3 TLs higher than normal unless the
culture has obtained the technology from another source.

So, a culture may have reached TL 7 but have specialised technology in Computing, Cybernetics and NanoTechnology, giving it TL 8
NanoTechnology, TL 9 Computing and TL 9 Cybernetics. It may have gained the use of Organic Machines form alien artefacts found
in ancient ruins on a planet in their solar system and have Organic Machine Technology at TL10.

This can lead to a slightly unbalanced culture where one technology skews the development of the culture.



Feedback and Criticism

| have attempted to convert the Traveller and D20 Modern (Future) SRDs into a RuneQuest format as well as to add different types of
equipment, space travel and other rules that seem to fit reasonably well. However although I have played RQ for a long time | am not
completely familiar with Mongoose RuneQuest and | am woefully unfamiliar with both Traveller and D20. | played Traveller for a
couple of months in the 1980s and AD&D in the early 1980s for a year or so, back in the days where AD&D was different to D&D.
Because of this, there will be areas that | have converted badly, areas where | have misinterpreted the rules and areas which are simply
awful. There will also be areas that | have missed out completely.

Whilst | am a big fan of Sci-Fi books, TV series and films, | appreciate that there are far bigger geeks fans out there who have a far
greater knowledge of Sci-Fi settings and rules than | do. Most of my roleplaying as player and GM has been Fantasy and much of that
has been in Glorantha, so | am woefully limited in my Sci-Fi gaming. | have played a little Traveller, some Ringworld, even less
Future World and pretty much nothing else.

Because of this, | would appreciate any criticism and feedback that anyone reading this can give me. There are entries in the RQ
Forum and the Mongoose RQ Forum where you can post your comments, or you can email me directly at soltakss@yahoo.com with
any comments or criticisms. | am normally quite open to criticism and will include most additions with a bit of editing. Any
comments or additions that make it into the SRD will be credited in the OGL Section in the Appendices.
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CHAPTER 1: Creating an Adventurer

Character Creation Checklist

Follow this checklist when creating a new character.

Determine the character’s Characteristics.
Determine the character’s Attributes.
Determine the character’s Basic skill scores.
Determine the character’s Previous Experience.
Determine the character’s General Information.
Outfit the character with Starting Equipment.

S A

Part One — Characteristics

All characters and creatures have at least eight Characteristics. Other Characteristics may be added depending on the particular
species.

Strength (STR): A character’s brute force, Strength affects the amount of damage he deals, what weapons he can wield effectively,
how much he can lift and so on.

Constitution (CON): A measure of the character’s health, Constitution affects how much damage he can sustain in combat, as well
as his general resistance to disease and other illnesses.

Dexterity (DEX): A character’s agility, co-ordination and speed, Dexterity aids him in many physical actions, including combat.

Size (S1Z): This is an indication of the character’s mass and, like Strength and Constitution, can affect the amount of damage a
character can deal and how well he can absorb damage. Unlike most other Characteristics, a high score in Size is not always an
advantage. While a large character can take more damage, a small character will have a much easier time when sneaking around in the
shadows.

Intelligence (INT): A character’s ability to think around problems, analyse information and memorise instructions. It is a very useful
Characteristic for characters interested in becoming accomplished engineers or scientists.

Power (POW): Perhaps the most abstract Characteristic, Power is a measure of the character’s life force and his personal force of
will. It also measures his ability to use magic, for those settings that allow magic to work, or to change or control the surroundings by
extra-normal means.

Charisma (CHA): This quantifies a character’s attractiveness and leadership qualities.

Education (EDU): A measure of a character’s learning and experience.

Optional Characteristics

Length (LEN): This is an optional derivative of SIZ, for those who wish to separate the height and mass of a person. LEN may be
used to calculate reach in place of SIZ. A person's SIZ is abstracted as his (LEN + MAS) / 2.

Mass (MAS): This is an optional derivative of S1Z, for those who wish to separate the height and mass of a person. MAS may be
used to calculate Hit Points and Damage Modifier in place of SIZ. A person's SIZ is abstracted as his (LEN + MAS) / 2. Mass can be
important in a Sci-Fi setting as different species have different body shapes and concepts such as Momentum rely on a person's mass
rather than length.

Robotics (ROB): This is a measure of how Robotic a character is. It is only available to those characters that have cybernetic
implants.

Social Standing (SOC): A character’s place in society. Some Gamesmasters will prefer not to use SOC as a characteristic, preferring
this to come out of roleplaying. In this case, treat any mention of SOC as CHA.

Psionics (PSI): A measure of the character's Psionic power. Every character has a Psionic score, representing his/her innate Psionic
strength, but not everyone can use Psionics. Some Gamesmasters will prefer not to use PSI as a characteristic, preferring to use Power
as a general characteristic for pseudo-magical powers. In this case, treat any mention of PSI as POW.



Determining Characteristics

Depending on the inherent superiority of the characters, a slightly different approach is used in rolling characteristics than the
standard RuneQuest method. Each characteristic is given as nD6(BN) which means "Roll n D6 and take the best N values". So, the
standard human Characteristic is 4D6(B3) meaning "Roll 4D6 and take the best 3 values”, meaning that you drop the worst roll.
Sometimes you have nD6(WN) which means "Roll nD6 and take the worst N values", these are for characters with worse than normal
characteristics.

Human Player Characters normally have Characteristics rolled as 4D6(B3) or 3D6(B2) + 6. Genetically engineered Human Player
Characters normally have 5D6(B3) or 4D6(B2)+ 6. Non-human aliens may well have different characteristics, as may non-intelligent
animals.

Players will need a number of six-sided dice to generate their characters’ Characteristics. Roll the following dice to determine an
adventurer’s Characteristics:

Human Characteristics Table Humanoid Hit Locations
Characteristic | Abbreviation | Normal | Player Genetically D20 Hit Location
Character | Engineered 1-3 Right Leg
Strength STR 3D6 4D6(B3) 5D6(B3) 4-6 Left Leg
Constitution CON 3D6 4D6(B3) 5D6(B3) 7-9 Abdomen
Dexterity DEX 3D6 4D6(B3) 5D6(B3) 10-12 | Chest
Size SIZ 2D6+6 | 2D6+6 2D6+6 13-15 | Right Arm
Intelligence INT 2D6+6 | 2D6+6 4D6(B2)+ 6 16-18 | Left Arm
Power POW 3D6 4D6(B3) 5D6(B3) 19-20 | Head
Charisma CHA 3D6 4D6(B3) 5D6(B3)
Education EDU 3D6 4D6(B3) 5D6(B3)
Social Standing | SOC 3D6 4D6(B3) 5D6(B3)
Psionic Strength | PSI 3D6 4D6(B3) 5D6(B3)
Strength (STR): 4D6(B3) - Roll 4D6, drop the lowest die and total the remaining dice.
Constitution (CON): 4D6(B3) - Roll 4D6, drop the lowest die and total the remaining dice.
Dexterity (DEX): 4D6(B3) - Roll 4D6, drop the lowest die and total the remaining dice.
Size (S12): 2D6+6 - Roll 2D6 and total the dice. Add 6 to the result.
Intelligence (INT): 2D6+6 - Roll 2D6 and total the dice. Add 6 to the result.
Power (POW): 4D6(B3) - Roll 4D6, drop the lowest die and total the remaining dice.
Charisma (CHA): 4D6(B3) - Roll 4D6, drop the lowest die and total the remaining dice.
Education (EDU): 4D6(B3) - Roll 4D6, drop the lowest die and total the remaining dice.

Social Standing (SOC): 4D6(B3) - Roll 4D6, drop the lowest die and total the remaining dice.
Psionic Strength (PSI): 4D6(B3) - Roll 4D6, drop the lowest die and total the remaining dice.

The Games Master may also allow players to assign their rolls to specific Characteristics, so that a player who wants to play a burly
warrior can move a rolled 15 from CHA to STR, for example. Players should not be allowed to move rolls from INT or SIZ to any of
the other five Characteristics, however.

Homeworld Modifiers
The homeworld of a character's birth can cause some slight variation in characteristics. Some of the more common modifiers are listed
below. Note that no characteristic may be decreased to less than 3 or raised to more than 21.

High Gravity +1 STR, -1 CON, (-1 LEN, +1 MAS)
Low Gravity -1 STR, -1 CON, (+1 LEN, -1 MAS)
Hostile Atmospheres -1D3 CON, +1D3 DEX*

High Population +1D3 CHA

Low Population -1D3 CHA

High Tech Level -1D3 CON, +1D6 EDU

Low Tech Level +1D3 CON, -1D6 EDU

* Only if environment suits were often worn



Part Two — Attributes

These are a set of secondary scores that define exactly what the character is capable of.

Combat Actions (CA): This is the number of actions a character can perform in each combat round.
Psionic Combat Actions (PCA): This is the number of Psionic actions a character can perform in each combat round.

Combat Actions Psionic Combat Actions
DEX Combat Actions PSI Combat Actions
6 or less 1 6 or less 1
7-12 2 7-12 2
13-18 3 13-18 3
19ormore | 4 19ormore | 4

Damage Modifier (DM): The Damage Modifier applies whenever the character uses a melee or rolln weapon.
Psionic Damage Modifier (PDM): The Psionic Damage Modifier applies whenever the character uses a Psionic Power or Talent.

Damage Modifier Psionic Damage Modifier
Total of STR and SIZ (MAS) | Damage Modifier PSIx2 Psionic Damage Modifier
1-5 -1D8 1-5 -1D8
6-10 —-1D6 6-10 —1D6
11-15 -1D4 11-15 -1D4
16-20 -1D2 16-20 -1D2
21-25 +0 21-25 +0
26-30 +1D2 26-30 +1D2
31-35 +1D4 31-35 +1D4
36-40 +1D6 36-40 +1D6
41-45 +1D8 41-45 +1D8
46-50 +1D10 46-50 +1D10
51-60 +1D12 51-60 +1D12
61-70 +2D6 61-70 +2D6
71-80 +2D8 71-80 +2D8
81-90 +2D10 81-90 +2D10
91-100 +2D12 91-100 +2D12
101-120 +3D10 101120 | +3D10
121-140 +3D12 121-140 | +3D12
141-160 +4D10 141-160 | +4D10
161-180 +4D12 161-180 | +4D12
181-200 +5D10 181-200 | +5D10
201-220 +5D12 201-220 | +5D12
221-240 +6D10 221-240 | +6D10
241-260 +6D12 241-260 | +6D12
261-280 +7D10 261-280 | +7D10
281-300 +7D12 281-300 | +7D12
301-320 +8D10 301-320 | +8D10
321-340 +8D12 321-340 | +8D12
341-360 +9D10 341-360 | +9D10
361-380 +9D12 361-380 | +9D12
381-400 +10D10 381-400 | +10D10




Hit Points (HP): These determine how much damage the character can sustain before reaching unconsciousness or death. Hit points
are located in certain areas of the character’s body, representing exactly how much damage he can sustain.

Hit Points
STR+SIZ | Leg | Abdomen | Tail | Chest | Arm | Wing | Head STR+SIZ | Leg | Abdomen | Tail | Chest | Arm | Wing | Head
1-5 1 2 1 3 1 1 1 101-105 21 22 21 23 21 21 21
6-10 2 3 2 4 2 2 2 106-110 22 23 22 24 22 22 22
11-15 3 4 3 5 3 3 3 111-115 23 24 23 25 23 23 23
16-20 4 5 4 6 4 4 4 116-120 24 | 25 24 26 24 24 24
21-25 5 6 5 7 5 5 5 121-125 25 26 25 27 25 25 25
26-30 6 7 6 8 6 6 6 126-130 26 27 26 28 26 26 26
31-35 7 8 7 9 7 7 7 131-135 27 28 27 29 27 27 27
36-40 8 9 8 10 8 8 8 136-140 28 29 28 30 28 28 28
41-45 9 10 9 11 9 9 9 141-145 29 30 29 31 29 29 29
46-50 10 11 10 12 10 10 10 146-150 30 31 30 32 30 30 30
51-55 11 12 11 13 11 11 11 151-155 31 32 31 33 31 31 31
56-60 12 13 12 14 12 12 12 156-160 32 33 32 34 32 32 32
61-65 13 14 13 15 13 13 13 161-165 33 34 33 35 33 33 33
66-70 14 15 14 16 14 14 14 166-170 34 35 34 36 34 34 34
71-75 15 16 15 17 15 15 15 171-175 35 36 35 37 35 35 35
76-80 16 17 16 18 16 16 16 176-180 36 37 36 38 36 36 36
81-85 17 18 17 19 17 17 17 181-185 37 38 37 39 37 37 37
86-90 18 19 18 20 18 18 18 186-190 38 39 38 40 38 38 38
91-95 19 20 19 21 19 19 19 191-195 39 |40 39 41 39 39 39
96-100 20 21 20 22 20 20 20 196-200 40 |41 40 42 40 40 40

Strike Rank (SR): This determines how quickly the character acts in combat. Strike Rank is determined by adding together the
character’s INT and DEX, and halving the result.



Part Three — Skills

Every character has a range of skills that allows him to perform a variety of actions with varying degrees of expertise.
Each skill is set by the total of one or more Characteristics. Some skills will also suffer a penalty from other Characteristics.

The Starting Skills table lists all the skills characters might possess and the Characteristics used to determine the skill’s base score. If
a Characteristic is listed as a penalty, deduct it from the skill’s base score.

Different backgrounds and different species have different Skills.

Some skills have specialities. A character may pick a speciality when he gains 50% in a skill with specialities.

What About Basic and Advanced Skills?

Mongoose RQ introduced the concept of Basic and Advanced skills, Basic Skills being those skills that everyone naturally has and
Advanced Skills being those skills that have to be specially taught. For this SRD | have deliberately not used Basic and Advanced
Skills. This is because it is very difficult to decide what is a Basic Skill in a Sci-Fi setting. Athletics is fine, but what about Spacers
brought up on a Zero-G spaceship? They won't have Athletics as a Basic Skill but will have Zero-G. What about Species that are
Psionic? They will have Psi-Skills as Basic Skills. What about people brought up on a High-G world? They will have High-G as a
Basic Skill. In my opinion, this is simply an extra layer that serves no useful purpose in a Sci-Fi game.

Part Four — Previous Experience

There are three stages involved in determining the character’s previous experience. First the player must pick the character’s cultural
background. This provides certain starting skill bonuses that reflect this upbringing. Second, the player must pick a profession and
gain further associated skills with that profession. Thirdly, the player spends the character’s free skill points.

Homeworld

Growing up on your homeworld gave you skills that depend on the planet’s nature. You can select any skill that matches your
homeworld’s planetary description and trade codes. If you came from a planet already established, then consult those sources for the
planet’s description.

Homeworld Type | Basic Skill
Agricultural Animals
Asteroid Zero-G
Desert Survival
Fluid Oceans Seafarer
Garden Animals
High Technology Computers
High Population Streetwise
Ice-Capped Vacc Suit
Industrial Trade
Low Technology Survival
Poor Animals
Rich Carouse
Water World Seafarer
Vacuum Vacc Suit
Professions

A character may choose his own profession as with standard RuneQuest. If he chooses to do so then he uses the tables and method
below. However, he can also choose a Traveller-style character generation method, in which case he should go to the Traveller
Generation Method in the Appendices.

The Professions table shows all the various bonuses each profession bestows on a character. Standard RuneQuest uses basic and
Advanced skills, but they do not really fit in a Sci-Fi setting, so the skills here are just skills. Skill Bonuses are added straight onto the

character’s skill scores. Skills that are gained as part of the Profession start at their base Characteristic score.

If a character is Psionic, with Gamesmaster approval, he may have Psionic Talents as described in the Psionics section.



Professions

Profession Skill Bonuses

Traveller Pilot (any) +10%, Sensors +10%, Comms +10%, Gunner (any) +10%,
Gun Combat (any) +10%, Persuade +10%, Stealth +10%, Medic +10%

Mercenary Sensors +10% , Comms +10% , Medic +10%, Leadership +10%, Heavy Weapons (any) +10%, Gun Combat
(any) +10%, Gun Combat (any) +10%, Stealth +10%

Trader Pilot (any) +10%, Sensors +10%, Medic +10%, Streetwise +10%, Broker +10%, Advocate +10%, Diplomat
+10%, Astrogation +10%

Starship Pilot (any) +10%, Gunner (any) +10%, Engineer (any) +10%, Mechanic +10%, Sensors +10%, Medic +10%,
Comms +10%, Astrogation +10%

Explorer Pilot (any) +10%, Astrogation +10%, Sensors +10%, Survival +10%, Recon +10%, Gun Combat (any) +10%,
Stealth +10%, Medic +10%

Diplomat Advocate +10%, Diplomat +10%,

Persuade +10%, Stealth +10%, Streetwise +10%, Deception +10%, Computers +10%, Comms +10%

Investigator

Advocate +10%, Admin +10%, Investigate +10%, Persuade +10%, Stealth +10%, Streetwise +10%, Computers
+10%, Sensors +10%,
Gun Combat (any) +10%

Criminal Pilot (any) +10%, Sensors +10%, Stealth +10%, Deception +10%, Persuade +10%, Streetwise +10%, Broker
+10%, Medic +10%
Mecha Jockey Mecha Operations (DEX) +10%, Engineer (Mecha) +10%, Mechanic +10%, Sensors +10%, Comms +10%,

Heavy Weapons (any) +10%, Stealth +10%

Free Skill Points

Every character receives 100 additional skill points. The player can add these free skill points to his skills in the following ways:

. Add to a Basic or Weapon skill score.
. Add to an Advanced skill score, as long as the character already possesses the skill.
. Purchase an Advanced skill. This costs 10 free skill points and the Advanced skill starts at its basic Characteristic-derived

score.

No single skill can benefit from more than 30 free skill points. The Advanced skill of Psionic may not be purchased, but a character
with the Psionic Advanced Skill may increase it. An Advanced skill purchased with free skill points cannot be increased by more than

20 points.

Education

A formal education gives you a basic level of competence in various sciences and academic disciplines. Any educated character
receives his EDUX5 skill points that can be split among the following list:

Admin, Advocate, Art, Carouse, Comms, Computer, Drive, Engineer, Language, Medic, Physical Science, Life Science, Social
Science, Space Science, Trade.

Part Five — General Information

Movement: Human characters have a Movement of 4 metres (4m).

Hero Points: Every character starts with two Hero Points.

Age: The character may start out at any age between 18 and 30.




CHAPTER 2: Traveller-Style Character
Generation

RuneQuest has a very straightforward and simple character generation process. However, many people find it dry and prefer the
Traveller character generation system for a SciFi game. Many of the aspects of the Traveller character generation system can be
converted to RuneQuest. A few things do not convert easily and have been replaced by a RuneQuest equivalent. Traveller and
RuneQuest SciFi skills are very similar and often have the same names, so they are easily usable in RuneQuest SciFi. Where
professions are not included, it should be very easy to use the equivalent Traveller profession and convert the skill levels to
RuneQuest.

Character Generation Process

Basic character generation uses the following steps:

1.  Roll characteristics and determine characteristic modifiers.
2. Background
a. Choose a homeworld.
b. Gain background skills.
3. Career
a. Choose a career. You cannot choose a career you have already left.
b. Roll to qualify for that career.
c. If you qualify for that career, go to Step 4.
d. If you do not qualify for that career, then you can go to the Draft or enter the Drifter career. The Draft can put you back
into a career you have been forced to leave, at your old rank. You can only apply for the Draft once.
4.  Ifthis is your first time on this career, get your basic training.
Choose a specialisation for this career.
6.  Choose one of the Skills and Training tables for this career and roll on it.
a. Roll for survival on this career.
b. If you succeed, go to Step 7.
c. If you did not succeed, then events have forced you from this career. Roll on the Mishap table, then go to Step 9.
7. Events
a. Roll for Events.
b. Optionally, establish a Connection with another player character.
8.  Advancement
a. Roll for Advancement
b. If you succeed, choose one of the skills and training tables for this career and roll on it. Increase your Rank and take any
bonus skills from the Ranks table for this career. Go to step 9 if you wish to leave the career, or step 5 to continue with this
career.
c. If you roll less than the number of terms spent in this career, you must leave this career.
d. Military characters (Army, Navy, Marines) can roll for commission instead of rolling for advancement.
9. Increase your age by 4 years. If your character is 34 or older, roll for Aging.
10. If you are leaving the career, roll for Benefits.
11. If you have left your current career, then go to Step 3 to choose a new career, or to Step 12 if you wish to finish your character.
Otherwise, go to Step 5.
12. Finalise any Connections with other characters.
13. Choose a Campaign Skill Pack and allocate skills from that pack.
14. Purchase starting equipment and, if you can afford it, a spacecraft.
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Careers

Career Format

Qualification: What you need to roll to enter that career. Military careers use Enlistment as the description for this roll instead of
qualification. If you fail this check then you cannot enter your chosen career this term. You must either submit to the Draft or take the
Drifter career for this term. You suffer a —10% to qualification rolls for each previous career you have entered. Once you leave a
career you cannot return to it. The Draft and the Drifter career are exceptions to this rule — you can be Drafted into a career you were
previously in but got ejected from and the Drifter career is always open.

Terms: Each term of service lasts for 4 years.
Rank: Each term, a character will be employed at whatever rank he or she has already earned in the service.

Skills and Training: Each career has skill tables associated with it — Personal Development, Service Skills, Specialist Skills and
Advanced Education. In each term you spend in a career, pick one of these tables and roll 1d6 to see which skill you increase. You
may only roll on Advanced Skills if your character has the listed qualification. You may only roll on the Officer Skills if your career
has one and if you have received a commission.

Skills can be listed with or without an associated level. If no skill level is listed, then you gain that skill at 20% + Bonus if you do not
have it already, or increases by 10% if you are already trained in that field. If a level is listed, then you gain the skill at that level as
long as it is better than your current level in that skill.

Hero Points: You gain a Hero Point at the start of each term of service and by earning a commendation or through certain Events.
Hero Points may be used as Second Chances, to reroll any dice roll during the character generation process, as a Glancing Blow, to
downgrade any roll on the Injury Table by one level and to purchase Legendary Abilities once you have met the qualification for the
legendary Ability. Luck of the Heroes may be invoked, but normally as a plot point and always at the GM's discretion. Hero Points
unused at the end of the character generation process may be carried over into normal play.

Basic Training: For your first career only, you get all the skills listed in the Service Skills table at 10% + Bonus as your basic
training. For any subsequent careers, you may pick any one skill listed in the Service Skills table at 10% + Bonus as your basic
training.

Survival: Each career has a survival roll. If you fail this roll, roll on the mishap table. If you fumble the roll, roll twice on the Mishap
table and apply both values. This mishap is always enough to force you to leave the service. You lose the benefit roll for the current
term only.

Events: If you are still in your career after resolving the survival roll, roll on the events table to see what interesting things befall you
this term.

Decorations: Each term you survive, there is a chance of earning a medal or citation for your actions during the term. Not all
professions have decorations.

Commission: This only applies to the military careers of Army, Navy and Marines. A character who succeeds at a commission roll
becomes a Rank 1 officer in that career, and uses the officer Rank table from then on. A character may attempt a commission roll
once per term, and trying for commission is optional.

If you obtain a commission after having already advanced several ranks, you become a Rank 1 officer as normal but you may add
your two final ranks together for the purposes of determining benefits and pensions.

Some events give a bonus to advancement rolls, or give automatic advancement. You can apply these bonuses to commission rolls
also.

Advancement: Each career has an advancement roll. If you make a successful Advancement roll, then you move to the next rank and
gain an extra roll on any of the Skills and Training Tables for this career. You also get any benefits listed for your new rank. You may
only attempt to advance once per term.

If you fumble your Advancement roll then you cannot continue in this career after this term. Either your services are no longer
required, or events have caused you to leave, or perhaps you are simply bored and want a new challenge.

If you critical your Advancement roll then you must continue in this career.

Ranks and Benefits: You start at Rank 0 in your career. Each time you succeed at an advancement check, you move onto the next
Rank. Some ranks have benefits associated with them, such as extra skills or more benefits. You gain these benefits as soon as you
attain that rank.

Cash Bonuses: It is possible to earn a cash bonus while serving a term in some class prior histories (including Merchants).

Life Events: If you roll a Life Event on the Events table for your career, roll on the Life Events table.

History: You have a more complete background from which to develop a personal history and personality.



Medal Benefits
A character who wins a medal gains a Hero Point and may apply a bonus from that medal to any one Survival, Qualification or
Promotion roll. The bonus from a medal may only be applied once.

Medal Bonus
Purple Heart +10%
Meritorious Conduct Under Fire +20%
Meritorious Performance Of Duties +10%
Medal for Conspicuous Gallantry +30%
Starburst for Extreme Heroism +40%
Long Service +10%

When a character is mustering out, any medal bonuses left unused may be converted into extra benefit rolls, at the rate of one roll per
20% left unused, rounding down.

Mustering Out or Retiring

Characters who end prior experience receive 1 benefit per term served in which they did not lose benefits. If you reached rank 1 or 2,
you get an extra benefit roll when leaving that service. If you reached rank 3 or 4, you get two extra benefit rolls, and if you reached
rank 5 or 6, you get three extra benefit rolls and may apply a +1 to rolls on the Benefits table that you gain from that career.
Characters with Gambling 40%+ or who have retired gain +1 on Cash table rolls. Characters of rank 5 or 6 gain +1 on Material
Benefit rolls.

Mustering-Out Benefits: When you leave a career for any reason, you gain material benefits from that career. There are two tables —
Cash and Benefits. You may only roll on the cash tables a maximum of three times, regardless of how many careers or benefit rolls
you have. You get one benefit roll per full term served. Leaving due to a mishap means you lose the benefit roll for that term, but not
previous full terms in that career.

Retirement Pay: A character that leaves a service at the end of the 5™ or later term of service may receive retirement pay.

Cash Benefits

1D6 1 2 3 4 5 6 7+

Cash (Merchant) | Cr 1,000 | Cr 5,000 | Cr 10,000 | Cr 20,000 | Cr 30,000 | Cr 50,000 | Cr 90,000

Cash (Scout) Cr500 | Cr1,000 | Cr2,000 | Cr3,000 | Cr4,000 | Cr5,000 | Cr10,000

Material Benefits

1D6 1 2 3 4 5 6 7+
Benefits (Merchant) | Low Passage | +2 INT | Middle Passage | High Passage | Weapon | TAS Membership | Free Trader
Benefits (Scout) Low Passage | +2 CHA | Middle Passage | High Passage | Weapon | TAS Membership | Free Trader

Passage: The character has a single ticket of the type named (low, mid, high) for travel on a starship. It is good for one Jump to any
destination.

+2 INT: The ever-changing nature of service has taught the character to think on his or her feet, effectively increasing INT.

+2 CHA: The ever-changing nature of service has made the character charismatic, effectively increasing CHA.

Weapon: The character leaves the service with an appropriate weapon (gun or blade).

TAS Membership: The character is a member of the prestigious Traveller’s Aid Society. TAS will provide a free High passage ticket
every two months, plus access to the TAS information network and TAS-run hostels.

Free Trader: The character owns a small and elderly merchant starship. The ship is basically spaceworthy, but showing its age.
Subsequent receipts of this benefit reduce the remaining 40-year mortgage on the ship by 10 years each, but also increase the age of
the ship by 10 years.

Retirement Pay

Terms 5 6 7 8 9+

Pay (Merchant) | Cr. 4,000 | Cr.6,000 | Cr.8,000 | Cr.10,000 | Cr.+2,000 per term beyond 8

Pay (Scout) Cr. 10,000 | Cr. 12,000 | Cr. 14,000 | Cr. 16,000 | Cr. +2,000 per term beyond 8

General Events
Some effects are specific to certain careers, others are general and apply to all careers. The following effects are available to all
careers.

Ageing

The effects of ageing begin when a character reaches 34 years of age. At the end of the fourth term, and at the end of every term
thereafter, the character must roll 2d6 on the Ageing Table. Apply the character’s total number of terms as a negative Dice Modifier
on this table.



Ageing Table

2d6  Effects of Aging

-6 Reduce three physical characteristics by 2, reduce one mental characteristic by 1
-5 Reduce three physical characteristics by 2.

—4 Reduce two physical characteristics by 2, reduce one physical characteristic by 1
-3 Reduce one physical characteristic by 2, reduce two physical characteristics by 1
-2 Reduce three physical characteristics by 1

-1 Reduce two physical characteristics by 1

0 Reduce one physical characteristic by 1

1+  No effect

Ageing Crisis: If any characteristic is reduced to 0 by ageing, then the character suffers an ageing crisis. The character dies unless he
can pay 1d6 x 10,000 credits for medical care, which will bring any characteristics back up to 1. The character automatically fails any
Qualification checks from now on — he must either continue in the career he is in or become a Drifter if he wishes to take

any more terms.

Anagathics

While using anagathic drugs, the character effectively does not age — add the number of terms since the character started taking
anagathics as a positive modifier to rolls on the ageing table. If a character stops taking anagathics, then he must roll immediately on
the ageing table to simulate the shock that comes from his system beginning to age again.

The risk of trying to obtain a reliable supply and the disruption to the character’s biochemistry means the character must make a
second Survival check if he passes his first Survival check in a term. If either check is failed, the character suffers a mishap and is
ejected from the career.

The drugs cost 1d6 x 2,500 Credits for each term that the character uses the drugs. These costs are paid out of the character’s eventual
mustering-out cash benefits. If the character cannot pay these bills, he goes into debt.

Injuries
Characters that are wounded in combat or accidents during character creation must roll on the Injury table.

Injury Table

1d6  Injury

1 Nearly killed. Reduce one physical characteristic by 1d6, reduce both other physical characteristics by 2 (or one of them by 4).

Severely injured. Reduce one physical characteristic by 1d6.

Missing eye or limb. Reduce Strength or Dexterity by 2.

Scarred. You are scarred and injured. Reduce any one physical characteristic by 2.

Injured. Reduce any physical characteristic by 1.
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Lightly injured. No permanent effect.

Injury Crisis: If any characteristic is reduced to 0, then the character suffers an injury crisis. The character dies unless he can pay 1d6
x 10,000 credits for medical care, which will bring any characteristics back up to 1. The character automatically fails any
Qualification checks from now on — he must either continue in the career he is in or become a Drifter if he wishes to take any more
terms.

Medical Care: If your character has been injured, then medical care may be able to undo the effects of damage. The restoration of a
lost characteristic costs 5,000 Credits per point.

If your character was injured in the service of a patron or organisation, then a portion of his medical care may be paid for by that
patron. Roll 2d6 on the table below, adding your Rank. The result is how much of his medical care is paid for by his employer.

Medical Bills

Career Roll of 4+ Roll of 8+ Roll of 12+
Army/Navy/Marines  75% 100% 100%
Agent/Nobility/ 50% 75% 100%

Scholar/Entertainer/
Merchant/Citizen
Scout/Rogue/Drifter 0% 50% 75%

Medical Debt: During finishing touches, you must pay any outstanding costs from medical care or anagathic drugs out of your
Benefits before anything else.



Drifters and The Draft

You may attempt to enlist in one career each term if you are not continuing on in an existing career. If you fail to enter a new career,
you have two options. You can apply to the Draft and be randomly sent to one of the military services or you may spend that term
travelling through known space as a Drifter without a career or purpose. A character may only enter the Draft once.

Draft Table

1d6  Career (speciality)

1 Navy (any)

Army (any)

Marines (any)

Merchants (merchant marine)
Scouts (any)

Agent (law enforcement)
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Mustering Out Benefits: Benefits are gained when a character leaves a career for any reason other than failing a survival roll.
You may only roll on the Cash table a maximum of three times no matter how many careers you have had.
Cash Benefits: A character with the Gambler skill at 40% or better gets a +1 to all rolls on the Cash table.

If the character has any money after rolling on the Cash table then he may purchase personal equipment worth up to 2,000 credits
immediately.

Other Benefits: When you leave a career in good standing with your previous employers, you are permitted to keep various pieces of
equipment or even shares of a vessel.

Finalise Connections

The connections between characters rule can give you bonus skills. At this stage, you may make (or finalise) a connection between
your character and up to two other player characters. For each connection you make, you may gain 20% in any skill, but you cannot
bring a skill above 80% using this rule nor may you take the Jack of all Trades skill.

Skill Packages

As a group, select one of the following skill packages, which are collections of basic skills you will use while adventuring and
travelling. Taking a skill package ensures that your group will at least have basic competency in the situations that will come up in the
game. When you have collectively decided which skill package is most suitable for the campaign you want to play, each player takes
it in turns to select an item from the package. Keep going until all skills have been selected.

o Traveller Skill Package: Pilot (any) 50%, Sensors 50%, Comms 50%, Gunner (any) 50%, Gun Combat (any) 50%,
Persuade 50%, Stealth 50%, Medic 50%.

e Mercenary Skill Package: Sensors 50%, Comms 50%, Medic 50%, Leadership 50%, Heavy Weapons (any) 50%, Gun
Combat (any) 50%, Gun Combat (any) 50%, Stealth 50%.

e Trader Skill Package: Pilot (any) 50%, Sensors 50%, Medic 50%, Streetwise 50%, Broker 50%, Advocate 50%, Diplomat
50%, Astrogation 50%.

e Starship Skills Package: Pilot (any) 50%, Gunner (any) 50%, Engineer (any) 50%, Mechanic 50%, Sensors 50%, Medic
50%, Comms 50%, Astrogation 50%.

o Explorer Skills Package: Pilot (any) 50%, Astrogation 50%, Sensors 50%, Survival 50%, Recon 50%, Gun Combat (any)
50%, Stealth 50%, Medic 50%.

e Diplomat Skill Package: Advocate 50%, Diplomat 50%, Persuade 50%, Stealth 50%, Streetwise 50%, Deception 50%,
Computers 50%, Comms 50%.

e Investigator Skill Package: Advocate 50%, Admin 50%, Investigate 50%, Persuade 50%, Stealth 50%, Streetwise 50%,
Computers 50%, Sensors 50%, Gun Combat (any) 50%.

e Criminal Skill Package: Pilot (any) 50%, Sensors 50%, Stealth 50%, Deception 50%, Persuade 50%, Streetwise 50%,
Broker 50%, Medic 50%.



Merchant

Career Progress

Enlistment: CHAx5% Survival | Advancement

Per previous career, —10% Planetside CONx5% | EDUx5%
Route STRx4% | EDUx5%

Assignments: Choose one of the following: Charter DEXx4% | INTx5%

Planetside Exploratory

Route Speculative

Charter

Exploratory
Speculative

Promotion: CHAx4%

Mustering-Out Benefits

Roll Cash Other Benefits
1 Cr 1,000 Low Passage
2 Cr5,000 | +2INT
3 Cr 10,000 | Middle Passage
4 Cr 20,000 | High Passage
5 Cr 30,000 | Weapon
6 Cr 50,000 | TAS Membership
7 Cr 90,000 | Free Trader

Skills and Training

Roll Personal Development | Service Skills Advanced Education Retirement

(Minimum EDU 13) Terms Served Yearly Pension

1 +1 CHA Appraise Bluff 5 Terms Cr 4,000

2 +1 DEX Bribery Broker 6 Terms Cr 6,000

3 +1 CON Drive Gambling 7 Terms Cr 8,000

4 +1 INT Gather Information Trade & Commerce Law

5 +1 EDU Liasion Trader

6 Any +1 Pilot Technical

Roll Planetside Route Charter Exploratory Speculative

1 Comms Sensors Sensors

2 Sensors Persuade Pilot (spacecraft)

3 Pilot (spacecraft) Pilot (small craft) Pilot (small craft)

4 Vacc Suit Navigation Life Science (any)

5 Zero-G Diplomat Stealth

6 Astrogation Streetwise Recon

Ranks and Skills

Rank | NCO Skill or Benefit

0

1 Apprentice

2 Crewman

3 Petty Officer

4 Junior Officer

5 Senior Officer

6 Executive Officer




Mishaps

1d6 Mishap

2 Serious Injury — roll twice on the Injury Table and keep the lowest result.

3 Hard times force you to deal with shady characters. Roll Streetwise to keep your benefit roll for this term.

4 You are bought out by a rival company or person. You may keep your benefit roll for this term.

5 A series of bad deals and decisions force you into bankruptcy. You salvage what you can. You may take a benefit roll for this
term as well as any others you are entitled to.

6  Imperial trade restrictions force you out of business. You may take the Rogue career for your next term without need to roll for
Qualification.

7 Injured —roll on the Injury Table.

8 A sudden war destroys your trade routes and contacts, forcing you flee this region of space. Gain Gun Combat (any) at 40% or
increase it by 10% if you already have the skill.

9 Your ship or starport is destroyed by criminals. Gain them as an Enemy.

10 Pirates target your shipping contracts. Gain Investigate at 40% or increase it by 10% if you already have the skill and an Enemy.

11 Your ship or station is attacked and severely damaged. Gain Pilot (any) at 40% or increase it by 10% if you already have the
skill.

12 You are bankrupted by a rival. You lose all benefit rolls from this career and gain the other trader as an Enemy.




Events

2d6 Events

11  Disaster! Roll on the Mishap Table, but you are not ejected from this career.

12 Your cargo is stolen by Pirates. Roll Streetwise INTx5% to avoid losing your benefit roll for this term.

13 Your ship is attacked. Roll DEXx5% to avoid a roll on the Injury Table.

14 You are presented with a fake cargo. Roll Deception to avoid -10% Penalty on one benefit roll.

15  Hard times force you to consider criminal activity to pay the bills. If you choose to become a criminal, roll Streetwise or
INTX5%. If you fail, you lose your benefit roll for this term. If you don't choose to become a criminal, -10% on one benefit roll.

16  You discover that one of the cargoes you recently purchased is a fake. If you try to sell it anyway, roll Deception . If you fail,
you lose your benefit roll for this term and gain Advocate at 40% or increase it by 10% if you already have the skill. If you do
not try to sell it, you lose your Benefit roll for this term.

21 You are offered the opportunity to smuggle illegal items onto a planet. If you accept, roll Deception or Persuade. If you succeed,
gain Streetwise at 40% or increase it by 10% if you already have the skill and an extra benefit roll. If you refuse, gain a criminal
Enemy.

22 You have the opportunity to set up a trade deal with an alien race. Roll INTx5%. If you succeed, gain +10% on a benefit roll. If
you fail, gain an alien Enemy.

23 You have a chance to risk your fortune on a possibly lucrative deal. You may gamble a number of benefit rolls and roll Gambler
or Broker. If you succeed, you gain half as many benefit rolls as you risked, rounding up. If you fail, you lose all the benefit rolls
risked. Either way, gain one level in whichever skill you used.

24 You are asked to help law enforcement break a smuggling ring. Roll INTx5% or Deception. If you succeed, gain one of
Investigate, Advocate or Streetwise at 40% or increase it by 10% if you already have the skill. If you fail, gain an Enemy.

25 A customer tries to sell you stolen goods. Roll Deception or Streetwise. If you succeed, gain either Advocate or Investigate at
40% or increase it by 10% if you already have the skill. If you fail, -10% on one benefit roll.

26  You have a chance to get in on a risky venture. Roll Gambler or Broker. If you succeed, gain an additional benefit roll. If you

fail, lose one benefit roll.

31-36 Life Event. Roll on the Life Events Table.

41 You make an unexpected connection outside your normal circles. Gain a Contact.

42 You are given the opportunity to work with a Pirate group. If you accept, roll Deception or Streetwise . If you succeed, gain
+10% on one benefit roll. If you fail, -10% on one benefit roll. Either way, you make transfer to the Rogue career next term
without making a Qualification roll. If you refuse the Pirates, gain them as an Enemy.

43 You spend time researching the trade potential on a planet. Roll EDUx5%. If you succeed, gain one of Animal (any), Broker, or
Survival at 40% or increase it by 10% if you already have the skill

44 You invest wisely in the market. Gain one Ship Share.

45 You are able to sell trinkets to primitives for valuable raw materials. Roll INTx5% and gain one of Deception, Broker, Trade
(any) or Physical Science (any) on a successful roll at 40% or increase it by 10% if you already have the skill.

46 You are given advanced training in a specialist field. Roll EDUx5% to increase any one skill you already have by 20%.

51  You are embroiled in legal trouble. Gain one of Advocate, Admin, Diplomat or Investigate at 40% or increase it by 10% if you
already have the skill.

52 Time spent dealing with suppliers and spacers pays off. Gain one of Trade (any), Engineer (any), Animals (any) or Social
Science (any) at 40% or increase it by 10% if you already have the skill.

53 You work on establishing contacts among aliens. Gain Language (any) at 40% or increase it by 10% if you already have the skill.

54 You work in trade expansion. Gain one of Broker, Advocate, Recon or Survival at 40% or increase it by 10% if you already have
the skill.

55  You work on a spaceship. Gain one of Pilot (any), Astrogation, Engineer (any), Steward or Gunner (any) at 40% or increase it by
10% if you already have the skill.

56  You spend time expanding your markets. Gain one of Animals (any), Art (any) or Trade (any) at 40% or increase it by 10% if
you already have the skill.

61  You befriend a useful ally. Gain an Ally and gain either +20% of Carouse or a +40% on your next Advancement roll thanks to
his aid.

62 A good deal ensures you are living the high life. Gain +10% on one benefit roll.

63  You are rewarded saving a superior. Gain one Ship Share.

64  You are awarded a bonus for your hard work. Gain +10% on one benefit roll.

65  Your work is noted by your superiors. Gain +40% on your next Advancement roll.

66  Your business or ship thrives. You are automatically promoted.




Scout

Career Progress
Enlistment: INTx5% Survival Advancement
Per previous career, —10% Courier CHAX5% INTX5%
Survery EDUx5% INTX5%
Assignments: Choose one of the following: Exploration | INTx5% INTX5%
e Courier
e  Survey Promotion:
e Exploration | |
Mustering-Out Benefits
Roll | Cash Other Benefits
1
2
3
4
5
6
7
Skills and Training
Roll Personal Development Service Skills Advanced Education
(Minimum EDU 13)
1 +1 STR Pilot (spacecraft or Medic
small craft)
2 +1 DEX Survival Navigation
3 +1 CON Mechanic Engineer (any)
4 +1 INT Astrogation Computer
5 +1 EDU Comms Space Science (any)
6 Any +1 Gun Combat (any) Jack of all Trades
Roll Courier Survery Exploration
1
2
3
4
5
6
Ranks and SkKills
Rank | NCO Skill or Benefit Officer Skill or Benefit
0
1 Scout Vacc Suit 10%
2
3 Senior Scout Pilot 10%
4
5
6




Mishaps

1d6 Mishap

1

Severely injured in action. (This is the same as a result of 2 on the Injury table.) Alternatively, roll twice on the Injury table and
take the lower result.

2 Psychologically damaged by your time in the scouts. Reduce your INT or SOC by 1.

3 Your ship is damaged, and you have to hitch-hike your way back across the stars to the nearest scout base. Gain 1d6 Contacts
and 1d3 Enemies.

4 You inadvertently cause a conflict between your culture and a minor world or race. Gain a Rival and Diplomat + 10%

5 You have no idea what happened to you — they found your ship drifting on the fringes of friendly space.

6 Injured. Roll on the Injury table.

Events

2d6 Events

2  Disaster! Roll on the mishap table, but you are not ejected from this career.

3 Your ship is ambushed by enemy vessels. Either run, and roll Pilot -20% to escape, or roll Persuade -20% to bargain with them.
If you fail the check, then your ship is destroyed and you may not re-enlist in the Scouts at the end of this term. If you succeed,
you survive and gain Sensors 10%. Either way, gain an Enemy.

4 You survey an alien world. Gain one of Animals (riding or training), Survival, Recon or Life Science (any) at 40% or increase
the skill by 10% if you already have it.

5 You perform an exemplary service for the scouts. Gain a +1 to any one Benefit roll.

6  You spend several years jumping from world to world in your scout ship. Gain one of Astrogation , Navigation, Pilot (small
craft) or Mechanic at 40% or increase the skill by 10% if you already have it.

7 Life Event. Roll on the Life Events table.

8  When dealing with an alien race, you have an opportunity to gather extra intelligence about them. Roll either Sensors -20% or
Deception -20%. If you succeed, gain an Ally in your culture and a +20% to your next Advancement roll. If you fail, roll on the
Mishap table, but you are not ejected from this career.

9 Your scout ship is one of the first on the scene to rescue the survivors of a disaster. Roll either Medic -20% or Engineer -20%. If you
succeed, gain a Contact and a +20% to your next Advancement check. If you fail, gain an Enemy.

10 You spend a great deal of time on the fringes of known space. Roll Survival -20% or Pilot -20%. If you succeed, gain a Contact
in an alien race and +10% in any skill of your choice. If you fail, roll on the Mishap table.

11 You serve as the courier for an important message from your culture. Either gain Diplomat at 40% or increase the skill by 10% if
you already have it, or take a +40% to your next Advancement roll.

12 You discover a world, item or information of worth to the your culture. You are automatically promoted.




Army

Members of the planetary armed fighting forces. Soldiers deal with planetary surface

_ _ ing fo _ _ Career Progress
actions, battles, and campaigns. Such individuals may also be mercenaries for hire.

Enlistment: CONx5% Survival  Advancement
If you are aged 30 or more, —20% Support CONx5% EDUx5%
Per previous career, —10% Infantry STRx4% EDUx5%
Assignments: Assignments: Choose one of the following: Cavalry DEXx4% INTx5%
e Support: You were an engineer, technician, medic, cook or in some other role
behind the front lines. Commission  SOCx4%

e Infantry: You were one of the Poor Bloody Infantry on the ground.

e Cavalry: You rode a tank or other ground vehicle. Mustering-Out Benefits

Roll Cash Other Benefits
1 2,000 Combat Implant
2 5,000 +1 INT
3 10,000 +1 EDU
4 10,000 Weapon
5 10,000 Armour
6 20,000 +1 CON
7 30,000 +1 SOC

Skills and Training

Roll Personal Development  Service Skills Advanced Education  Officer Skills

(Minimum EDU 13) (Commissioned Only)

1 +1 STR Drive (Any) Comms Tactics (Military)

2 +1 DEX Athletics (Any) Sensors Leadership

3 +1 CON Gun Combat (Any) Navigation Advocate

4 Gambler Recon Explosives Diplomat

5 Medic Melee (Any) Engineer (Any) Tactics (Military)

6 Melee (Unarmed) Heavy Weapons (Any)  Survival Admin

Roll Specialist:Support Specialist:Infantry Specialist:Cavalry

1 Mechanic Gun Combat (Any) Mechanic

2 Drive (Any) Melee (Any) Drive (Any)

3 Flyer (Any) Heavy Weapons (Any)  Flyer (Any)

4 Explosives Stealth Recon

5 Comms Athletics (Any) Gunnery (Any)

6 Medic Recon Sensors

Ranks and Skills

Rank

OOk WN PO

NCO Skill or Benefit Officer
Private Gun Combat (Slug Rifle or Energy Rifle)

Lance Corporal Recon Lieutenant
Corporal Captain
Lance Sergeant Leadership Major
Sergeant Lt Colonel
Gunnery Sergeant Colonel
Sergeant Major General

Skill or Benefit
Leadership

Tactics (Military)

SOC 16 or +1 SOC whichever is higher



Mishaps

2d6

Mishap

2

Finding conditions to be inhumane under a barely sane commander during your current posting you desert and are now a
wanted man. Gain 1d3 Enemies amongst the military, including your former commanding officer, who will try to bring you to
justice.

3 |You are involved in a disasatrous campaign and barely escape off planet in a frantic and badly organised evacuation. This
leaves you a long way from your own lines and you make 1d3 Contacts as you return home. However you find yourself a
wanted man and are listed as AWOL by an inquisitional commission that has come down hard on those even remotely
involved in the debacle.

4 [Your regiment merges with another due to budgetry constraints. You are one of those who are not offered a position within the
new unit and are forced to leave the service.

5 |You spend several days in the brig after getting into a fight with a superior officer. Gain that officer as a Rival as he has you
lejected out of the service.

6 |Severely wounded. Roll twice on the Injury table and take the lower result.

7 |Your unit is slaughtered in a disastrous battle, for which you blame your commander. Gain him as an Enemy as he has you
removed from the service.

8  |Injured. Roll on the Injury table

9 |You are sent to a very unpleasant region (jungle, swamp, desert, icecap, urban) to battle against guerrilla fighters and rebels.
'You are discharged because of stress, injury or because the government wishes to bury the whole incident. Increase Recon or
Survival by 10% but also gain the rebels as an Enemy.

10 [You discover that your commanding officer is engaged in some illegal activity, such as weapon smuggling. You can join his
ring and gain him as an Ally before the inevitable investigation gets you discharged, or you can co-operate with the military
police — the official whitewash gets you discharged anyway but you may keep your Benefit roll from this term of service.

11 |You are tormented by, or quarrel with, an officer or fellow soldier. Gain that officer as a Rival as he drives you out of the
service.

12 [You have a strong relationship with a munitions supplier which is deemed to be too close by your superiors and you are

‘requested’ to resign from the service. Gain the supplier as a Contact.

Wartime Events
If you roll a Wartime Event on the Events table for your career, roll on the Wartime Event table.

2d6

Event

2

Just a Flesh Wound: You are lightly wounded. Roll two dice on the Injury table, choosing the higher result.

3 [Heartfelt Confession: Someone close to you, likely within your unit, is fatally wounded and dies in your arms. Whilst dying, he
confesses something previously unknown to you; from knowing about a traitor to explaining where stolen treasure might be.

4 |Double-cross: Someone on your side in a conflict turns on you at the last moment, causing tension within the unit. Paranoia
and distrust exists in the ranks for some time to come. Gain a Rival.

5 |Impressive Scar: You were wounded by an alien weapon that left a strange scar on your face or neck. It does not hurt anymore,
but it does give you a rough exterior that is sometimes difficult to ignore.

6 |Camaraderie: You become very close to the other members of your unit and such fraternity is rewarded with unquestioning
acceptance. If you choose to remain in the same career path and assignment for your next term, you do not need to roll for
Qualification.

7 |You save a member of your unit’s life and gain a new Ally.

8  |Weapon Cache. You stumble upon a stockpile of weaponry and armament. When no one is looking you manage to claim a
piece of the find for yourself. Add an Armour, Combat Implant or Weapon Benefit (player’s choice) when you muster out.

9  [Employment Offer: The character is approached by a potential future employer, and the unit is set up for another conflict
before the current one is even concluded. You gain a +20% bonus to your next Qualification roll.

10 [Heroic Stand: You are caught alone in a fire fight where you hold off an enemy force for a prolonged period of time. Increase
SOC by 1 or gain a +10% bonus to your next Benefits roll.

11 ([Trouble with Authorities: Your unit is arrested and detained for supposed illegal wartime activities. Lose one Benefit roll or
reduce your SOC by 1.

12 [Unusual Event: Something odd has occurred. Roll 1d6

1 — Meta-Intelligence Officer. You encounter a Psionic officer, who offers to spend some time with you. You may immediately
test your Psionic Strength and can, if you qualify, take the Psionist career in your next term.

2 — Alien Mercs. You are saddled with a small unit of alien mercenaries for a few tickets. Gain a Life Science at 40% or gain
+10% if you already have the skill and a Contact among an alien race.

3 — Military Black Market. You are approached by a black marketeer who has some advanced technology for sale on the
cheap. You may choose any piece of TL12 personal equipment instead of taking the cash from a Benefits roll.

4 — Shell Shock. You were knocked into a short coma by artillery, and lost several weeks of your memory.

5 — Governmental Award. You and your unit are publicly heralded by the government you were serving. This ruins anonymity,
but increases SOC by 1.

6 — Ancient weapon technology. You discover a weapon older than the Imperium. Now, if you could only figure out how to
use it.




New Army Events

6d6  [Events

11 Disaster! Roll on the mishap table, but you are not ejected from this career.

12 'You are assigned to an urbanised planet torn by war. Gain one of Stealth, Streetwise, Persuade or Recon at 60% or
gain +20% if you already have this skill.

13 'You are assigned to a planet with a hostile or wild environment. Gain one of Vacc Suit, Engineer (any), Animals
(riding or training) or Recon at 60% or gain +20% if you already have this skill.

14 'You are given a special assignment or duty in your unit. Gain a +10% bonus to any one Benefit roll.

15 You are rolln into a brutal ground war. Attempt a Resilience roll to avoid injury; if you succeed, you gain +20% in
Gun Combat (any) or Leadership.

16 'You are given advanced training in a specialist field. Roll your EDUX5% to increase any one skill you already have
by 20%.

21 Surrounded and outnumbered by the enemy, you hold out until relief arrives. Gain a +20% bonus to your next
I/Advancement attempt.

22 'You are assigned to a peacekeeping role. Gain one of Admin, Investigate, Deception or Recon at 60% or gain +20%
if you already have the skill.

23 'Your commanding officer takes an interest in your career. Either gain Tactics (military) at 60% or gain +20% if you
already have the skill or take a +40% bonus to your next Advancement roll thanks to his aid.

24 'You are chosen for cross training in a different service. Roll for a skill in a Specialist assignment other than your
own start the skill at 60% or gain +20% if you already have the skill

25 'You are assigned to protected forces training, gain one of Vacc Suit or Zero-G at 60% or gain +20% if you already
have the skill.

26 'You are named in a law suit alleging war crimes against your unit. You gain 1d3 Enemies despite your
proclamations of innocence (whether they are true or not).

31-36 |Life Event. Roll on the Life Events table.

41-46 |Wartime Event. Roll on the Wartime Events table.

51 'You are assigned to Officer Training, gain a commission, if you are already an officer you are automatically
promoted.

52 'You are given special forces training. Gain one of Melee (any), Gun Combat (any), Survival, Combat Engineering
(any) or Explosives at 60% or gain +20% if you already have the skill.

53 You are assigned to a teaching post. Attempt an Instruction roll. Success increases your Instruction skill by 20%.

54 |A posting far from any conflict on an idyllic world leaves you with plenty of downtime. Gain one of Gambling,
Carouse or Streetwise at 60% or gain +20% if you already have the skill.

55 'You are assigned to the legal offices of your base, helping with court martial services. Gain one of Admin,
IAdvocate, Investigate or Deception at 60% or gain +20% if you already have the skill.

56  |You are assigned to Military Intelligence. Gain +20% in Streetwise, Computer, Interrogation (any) or Deception.

61 'You are assigned a position at an embassy. You are automatically promoted this term and gain Social Sciences at
60% or gain +20% if you already have the skill.

62 'Your unit is sent to combat insurgents. Attempt a Gun Combat or Stealth avoid injury; if you succeed, you gain
+20% in Gun Combat (any) or Tactics (military).

63 'Your ability at the card table makes you a legend amongst your unit, however not everyone is a good loser. Gain
+20% in either Gambling or Carouse, but gain 1d3 Enemies.

64 /A revolution overrolls the legitimate government of the world you are serving on. Your unit backs the government
as it attempts to regain power, attempt Tactics or Gun Combat (any) to avoid injury. You gain both an Ally and an
Enemy as a result of the fighting.

65 'Your immediate superior is a drunkard and incompetent. If you report him then you gain a +20% bonus to your next
\Advancement roll. If you say nothing and protect him, gain him as an Ally.

66 'You display heroism in battle. You may gain a promotion or a commission automatically.




Naval College

If a character attends naval college, he spends four years there preparing for his career in the navy. To enter naval college, the
character must pass the Entry roll. If successful, he may choose a course and attempt to pass the course in order to gain its benefits. A
failed course after gaining entry means the character flunks out and spends his first term in the drifter career.

No character may attempt to enter Naval College after his first term, the Navy has plenty of potential recruits eager to fill their ranks
and never wish to be seen as the second choice for any new officer recruit.

Any graduate from a Naval College will be commissioned and immediately start his first term at rank o1. A successful education at
Naval College will leave the new officer with a full set of basic skills, some training in his chosen specialist field and, of course, his
commission as an officer. He will not have an Event or Mishap, losing any benefits he may have gained. In addition he will not gain a
mustering out benefit for the term he spent in college.

A graduate will not immediately be placed within his specialised service, instead serving in the Crewman roll of the navy of his
choice (it is fairly uncommon, but not unknown, for promising graduates to opt for a naval career in their own planetary navy rather
than the more prestigious Imperial Navy, for example).

College Admission | Success | Honours
Support EDUx5% | INTx3% | Critical
Engineering | INTx5% EDUx3% | Critical
Gunnery INTX5% INTx3% | Critical
Flight DEXx5% | EDUx5% | Critical
Pilot DEXx5% | DEXx5% | Critical
Career Summary Table
Career Specialisation Qualification  |Previous Service [Survival Promotion
Crewman Special
Planetary Navy INTX5% INTXx5% EDUXx5%
Subsector Navy INTX4% INTXx5% EDUXx5%
Imperial Navy INTX3% INTXx4% EDUx5%
Support EDUx5% One naval term,
skill 1+
Training Leadership INTX5% SOCx5%
Medical Medicine EDUx5% INTX5%
IAdministration IAdmin EDUx5% INTXx4%
Engineering INTX4% One naval term
Damage Control CONx4% INTX5%
Electronics EDUXx5% INTX4%
Mechanic INTXx5% EDUx4%
Gunnery INTX4% One naval term
Fire Control EDUx5% INTx5%
Turret DEXx5% EDUX5%
Countermeasures INTX5% EDUXx5%
Flight DEXx4% One naval term
I/Astrogation INTX5% EDUx4%
Helm DEXx5% EDUXx5%
Sensors EDUXx5% INTx5%
Pilot DEXx4% One naval term
Fighter Pilot DEXx5% INTX5%
Shuttle Pilot EDUx5% INTx4%
Special Operations COBx5% INTx4%
Command SOCx3% Three naval terms
Commander INTx4% EDUx5%
Aide EDUXx5% EDUx4%
Tactician EDUx5% INTX3%
Naval Intelligence INTXx3% Four naval terms,
Imperial Navy or
Subsector Navy
only
IAnalyst EDUx5% INTx4%
Planner EDUx5% SOCx4%
Black Operations CONx4% INTX5%
Naval Engineering EDUx3% Four naval terms,




Imperial or

Subsector Navy,

Support or

Gunnery
Senior Engineer INTXx5% EDUxX5%
Ship Architect EDUx5% INTx4%
Researcher INTX4% EDUx5%

High Command INTX2% Six naval terms,

Imperial Navy

Only
Legendary Captain INTXx3% SOCx4%
Fleet Commander INTX4% SOCx3%
Daredevil SOCx3% DEXx3%

A character that fails admission to one of the Naval Colleges is able to then attempt to join a career of his choice and does not enter
the draft.

If admitted the new midshipman undergoes a series of tests over the course of his term. If he succeeds he is deemed to have passed
out of the college with a commission, basic training for his chosen field and can roll on the service skills table for the assignment of
his choice.

If the character succeeds in making his honours roll not instead of rolling on the service skills table he is free to choose

Expanded Character Generation & Ranks

Not all ranks are available in all careers. Obviously, a legendary commander is going to be at least of a rank where they will have a
command. A character who is not of the minimum rank number or above the maximum rank for a career suffers a -10% per missing
rank number when trying to qualify for that career. If a character qualifies for a career when he is below the minimum rank, he is
promoted to that rank.

Some careers are only available to commissioned characters.

For the purposes of benefits ranks ol to 03 are the equivalent to standard ranks 1 to 3 respectively, ranks 04 and o5 are the equivalent
to standard rank 4, ranks 06 and o7 to rank standard 5, and ranks 08 and above to rank standard 6.

Standard Rank [Rank NCO Rank |Commissioned

1 El Spacehand Recruit 01 Ensign

2 E2 Spacehand Apprentice 02 Sublieutenant

3 E3 Able Spacehand 03 Lieutenant

4 E4 Petty Officer Third Class |04 Lieutenant
Commander

4 E5 Petty Officer Second Class |05 Commander

5 E6 Petty Officer First Class |06 Captain

5 E7 Chief Petty Officer 07 Commodore

6 E8 Senior Chief Petty Officer [O8 Fleet Admiral

6 E9 Master Chief 09 Sector Admiral

6 010 |Grand Admiral

In the Navy

A character who leaves a planetary navy to join the Imperial navy drops back down to rank 0.

A character ejected from the Imperial or subsector navy through mishap cannot reenlist in either the Imperial or subsector navy. A
character ejected from any career may attempt to join the planetary navy again, but may join a maximum of three different planetary
navies.

Medals and Commendations

These medals are awarded during character generation whenever the character is involved in a Mishap or Event that is combat
orientated and needs a skill roll to prevent injury. The result of this roll will determine what medal(s) are received by the character.

e Combat Ribbon: Any character that is in a combat Event or Mishap will automatically be awarded a Combat Ribbon.

¢ Combat Command Ribbon: Any officer that receives a Combat Ribbon is automatically awarded with a Combat Command
Ribbon.

e Purple Heart: Any character that has to roll on the injury table having failed his skill roll is awarded a Purple Heart.

e Meritorious Conduct under Fire (MCUF): A character is awarded this medal if he rolls a critical skill roll that if more than
5.

o Medal for Conspicuous Gallantry (MCG): A character is awarded this medal if he rolls a critical skill roll that is 02-05.



e Starburst for Extreme Heroism (SEH): A character is awarded this medal if he rolls an 01 on his skill roll.

e Long Service Medal: Any character that serves five or more terms in any Navy automatically receives the Long Service
medal.

e Meritorious Performance of Duties Medal: Whenever a character needs to roll a skill on his events table and rolls a critical
he is deemed to have impressed his superiors enough during that term to be made a recipient of this award.

Going for Glory

A character may apply a penalty of up to 20% to skill roll, making it much more likely to be injured. However, when it comes to
receiving an award the modifier becomes a bonus instead.



Crewman

The bulk of the crew on board any naval vessel are low-ranking crewmen, serving under more senior officers. Unlike other careers,
the crewman career is divided not by specialisation, but by the type of the navy. Planetary navies are small-scale affairs, normally
only a handful of pirate hunter and customs ships or system defence boats. Subsector navies are the backbone of the Imperium,
providing local defence and patrolling the spaceways. The Imperial Navy is the most prestigious assignment, but also the most
dangerous.

Career Progress

Enlistment: If you are aged 34 or more: -20%, Per previous career: -10% Survival | Advancement
Planetary Navy — INTx5% Planetary INTx5% | EDUx5%
Subsector Navy — INTx4% Subsector INTx4% | EDUx5%
Imperial Navy — INTx3% Imperial INTx3% | EDUx5%
Assignments: Choose one of the following:

Planetary Navy: You served in one of the hundreds of local naval forces across

the Imperium.

Subsector Navy: You served in a subsector navy under the seal of the local duke,

Promotion: EDU 13+
Ranks: E1 to E5, O1 to O2.

Mustering-Out Benefits

battling pirates and protecting trade routes. Roll Cash Other Benefits
e Imperial Navy: You served upon a major warship, watching the borders for 1 1000 None
incursions by foreign powers. > 2000 +1EDU
3 3000 +1 SOC
4 4000 Contact
5 5000 Weapon
6 6000 1 Ship Share
7 10,000 Two Ship Shares
Skills and Training
Roll Personal Development | Service Skills Advanced Education Retirement
(Minimum EDU 13) Terms Served Yearly Pension
1 +1 STR Pilot (any) Remote Operations
2 +1 DEX Vacc Suit Astrogation
3 +1 CON Zero—G Engineer (any)
4 +1 INT Discipline Computers
5 +1 EDU Mechanic Medic
6 +1 SOC Gun Combat (any) | Tactics (haval)
Roll Planetary Navy Subsector Navy Imperial Navy
1 Pilot (any) Pilot (any) Pilot (any)
2 Space Science Mechanic Engineer (any)
3 Sensors Sensors Sensors
4 Comms Comms Comms
5 Gunner (turret) Gunner (any) Gunner (any)
6 Mechanic Vacc Suit Discipline
Ranks and Skills
Rank | NCO Skill or Benefit Officer Skill or Benefit
0
1 01 Melee (blade) 1
2 E2 Mechanic or Discipline 02 Leadership 1
3
4 E4 Vacc Suit
5
6




Mishaps

2d6  |Mishap

2 Severe budgetary cutbacks leads your squadron being mothballed. You are one of the unfortunates who are not
reassigned.

3 'You are placed in the frozen watch, but something goes wrong. One of your limbs atrophies but you are provided with a
cybernetic replacement.

4 'Your ship is destroyed in a naval battle. You survive in an escape pod, but the ensuing inquiries and post—-mortems end
your career.

5 /A serious accident occurs on your watch and you are blamed for it. The accident is not your fault and is the result of
another crew—member’s negligence, but you are blamed. Gain an Enemy.

6 Injured. Roll on the Injury table

7 'You fall in love with a serving colleague who is already married or in a long—term relationship and the liaison is
discovered. You are forced out of the service after a court martial for breaking regulations. Gain your lover’s partner as
an Enemy.

8 Severely wounded. Roll twice on the Injury table and take the lower result.

9 'You are implicated in a scandal. You avoid any real blame, but your tarnished reputation leaves your career in tatters.

10 A vindictive officer sinks your career. Gain a Rival.

11 'You catch an obscure alien virus that leaves you incapacitated for much of your tour and are medically discharged. Lose
1 from STR, DEX and CON as the illness is never fully shaken off.

12 'You are taken prisoner in action and are unable to continue in your role once repatriated.

Events

d66  |Event

11 Disaster! Roll on the mishap table, but you are not ejected from this career.

12 /A boring assignment leads to temptation. Roll CONx5%, if you fail you develop a drinking problem or addiction, gain
Streetwise and a reliance on a semi—legal drug or alcohol.

13 You stand out from the rank and file, and are groomed for advancement by a superior. Either gain Leadership at 40% or
increase the skill by 10% if you already have it, or take a +40% bonus to your next Advancement roll (in any naval
career).

14 'You become well known on board ship for a particular personal quirk. Roll 1d6 for your reputation, you gain the skill at
40% or gain +10% of you already have the skill: 1-2: Gambler (Gambling), 3: Poet (Art), 4: Athlete (Athletics); 5-6:
Joker (Perform)

15 'You may report a fellow crewman for dereliction of duty. If you do gain a +20% bonus to your next promotion roll and a
Rival. If you fail to do so your crewmate is thankful and becomes an Ally.

16 'You are given a special assignment or duty on board ship. Gain a +10% to any one Benefit roll.

21 'Your vessel participates in a notable military engagement. Gain one of Sensors, Engineer (any), Gunnery (any) or Pilot
(any) at 40% or gain +10% to the skill if you already have it.

22 'You foil an attempted crime on board, such as mutiny, sabotage, smuggling or conspiracy. Gain an Enemy, but also gain
a +20% bonus to your next Advancement roll in the Navy.

23 'You join a gambling circle on board. Gain Gambler or Deception at 40%, or +10% of you already have the skill. If you
wish, roll Gambler -40% - if you succeed, gain an extra Benefit roll from this career; if you fail, you lose one Benefit roll
from this career.

24 There is a hostile stowaway on your ship. Attempt an Investigate -20% roll. If successful you catch the troublemaker, you
gain +40% to your next Advancement roll. If you do not, your ship is sabotaged and you must roll on the Injury table.

25 'You have a chance to save a fellow crewman. If you wish to make the attempt, try a Resilience roll at -20%. If you fail,
you are injured. If you succeed, gain a Contact.

26 \When hunting an enemy ship, you play cat and mouse with it, chasing sensor ghosts and false trails. Roll Sensors -20% to
find it before it finds you. If you fail, the enemy ship escapes, becoming an infamous commerce raider — take its
commander as an Enemy.

31-36 |Life Event. Roll on the Life Events table.

41-46 |Naval Event. Roll on the Naval Events table.

51 'You are attacked by a hostile native lifeform during a survey mission. Roll Animal (training). If you succeed, you
befriend the animal and can keep it as a pet. If you fail roll on the Injury table.

52 'Your ship is boarded, and you find yourself fighting blade to blade with the enemy. Gain Melee (blades) at 40% or +10%
if you already have the skill and a duelling scar.

53 'You are attacked and overrun by natives during a survey mission. One of your crew falls behind. You must make an
Athletics roll to escape; if you stop to pick up the fallen crewman, you have a —20% to your roll. If you escape and rescue
the crewman, gain an Ally. If you fail, roll twice on the Injury table and take the lowest result.

54 'You are engaged in first contact with a minor species. Roll Diplomacy; if you fail roll on the Injury table. Succeed and
you gain one of Diplomacy or Carouse at 40% or gain +10% if you already have the skill.

55 'You are escorting a crewmate to his court martial when there is an escape attempt. Roll Melee (any), if you succeed you
gain an Enemy and a +40% to your next promotion roll. If you fail roll on the Injury table.

56 'You take part in a boarding action against a pirate vessel. Roll Gun Combat (any) or Melee (any). If you succeed you
gain one of Melee, Gun Combat or Tactics at 40% or gain +10% if you already have the skill. If you fail roll on the injury




table.

61 On a long survey mission, you pick up some useful skills. Gain Survival, Sensors, Navigation or Recon at 40% or gain
+10% if you already have the skill.

62 [You spend this term in the asteroid belts of a system, showing the navy’s presence and deterring pirates and claim
jlumpers. Gain Vacc Suit, Zero-G or Sensors at 40% or increase the skill by 20% if you already have it.

63 'You are assigned to various non-combat support vessels. Forced to work alongside reservists and civilian crews, you
appreciate the Navy way of doing things even more. Gain one of Discipline, Carouse or Persuade at 40% or gain +10% if
you already have the skill.

64 'You star in a series of documentaries featuring your ship and your role gains you 1D3 Contacts, within and/or outside of
the navy.

65 'You impress a visiting officer so much you may automatically enter a branch of the service of your choice that you have
the qualifications for.

66 'You display heroism in battle, helping save your ship. You may gain a promotion or a commission automatically.

Naval Events

Naval Events

Roll 2d6|Event

2 Just a Flesh Wound: The character is grazed by shrapnel or stray munitions. Roll two dice on the Injury table,
choosing the higher result.

3 Special Mission: The character is assigned a secret mission by the navy. The mission goes off without a hitch, but
something from the mission may show up during the campaign. Discuss the exact nature of the mission with your
Referee.

4 New Rival: Someone on board ship or encountered while serving takes a strong dislike to the character, and
becomes a rival.

5 Shore Encounter: During a period of liberty, the character has a curious and memorable encounter with a civilian.
Roll 1d6: 1-2: Romantic, 3: Alien, 4: Criminal, 5: Conspiracy, 6: New Contact.

6 New Contact: The character picks up a new contact. Roll 1d6: 1-3: Naval, 4-5: Civilian, 6: Superior officer or
unusual.

7 Cross Training: You receive training in a different branch of the navy. Roll on any Service Skill table besides your
own. You can join this branch if you meet its requirements next term with a +40% bonus to enlistment.

8 Extra Training: You are given extra training. Roll EDUx5% to gain any one skKill.

9 Lifesaver: You save the life of a crewman who becomes a lifelong friend. Gain a new Ally.

10 Holding Action: You are on board a warship that holds off a vastly superior hostile force for a prolonged period of
time before relief arrives. This action results in all the crew being considered heroes both within the navy and
amongst the wider population. Gain +1 SOC or gain a +10% bonus to your next Benefits roll.

11 Medal: Attempt a Luck Roll + 5% for each term since you last won a medal, if you succeed you are awarded the
citation for Meritorious Performance of Duties. If you roll a critical then you are awarded a Medal for Conspicuous
Gallantry.

12 Unusual Event: Something odd has occurred. Roll 1d6:

1: One of your crewmates is a secret telepath, who offers to train you in psionics. You may test your Psionic
Strength Potential and, if strong enough, take the Psionist career next term.

2: You are framed for a crime, and imprisoned for the remainder of this term. You are then ejected from the navy.
3: Your ship misjumps, and has to make a long voyage home. Increase your age by 1d6 years and gain half as many
skills, rounding up.

4: You uncover evidence of a conspiracy within the navy. Either join them, or reveal their existence and gain 1d3
Enemies.

5: You are captured and interrogated by agents of a foreign power. You manage to escape or be rescued (or did they
let you go...”?).

6: Your ship encounters an anomaly, possibly connected to the Ancients.




Mercenary

Mercenaries do not have a straightforward career path. Instead, they advance by means of mercenary tickets, in other words by
carrying out jobs.

Mercenary Tickets

In game terms, when a mercenary administrator sits down to judge the opening offer of a ticket — to ensure it is good enough, but not
too good — he must roll Admin skill. If he succeeds then he can adjust the results on the following table by 1, if he rolls a critical he
can adjust it by 2.

1 2 3 4 5 6
Ticket Offer Adjustment —40% Penalty | —20% Penalty | +0% | +0% | +10% Bonus | +20% Bonus
Number of Ticket Adjustments | 1d6 1d6+1 1d6+2 | 1d6+3 | 2d6 2d6+2

In game terms, the negotiation process requires both primary administrators (the employer and the employee) to roll their Broker skill
in an Opposed Roll. If the employer’s result is better than the mercenary’s, then the ticket is more or less arranged as the employer
needs it to be, and all of the tables used to generate a mercenary ticket (see Creating the Ticket below) are rolled normally, with no
modifiers. If the mercenary administrator manages to roll a better overall result than the employer, his Effect is compared to the table
below. This shows just how much sway the mercenaries have in creating the ticket and adjusting it according to their wishes. Ticket
adjustments are discussed further later in this chapter.

Any ticket that is administrated by outside forces is given 1d6-1 Ticket Adjustments during the creation process.

Step One — Working out the Employer Details

It may seem obvious that the employer of a mercenary ticket would be listed plainly and honestly, but it is not always the case. Some
employers are purposefully shady in their listings, and only through the mercenary’s scrutiny can they be discovered. The above
information is considered privileged for the Referee unless the mercenary administrator involved chooses to research it further. This
costs the administrator one Ticket Adjustment to research, and takes an Admin roll to know the status of the employer’s true details.

Employer Details

2d6 Result  [Employer Details

2 Employer is trying to remain anonymous and use false nomenclature to protect itself.

3-5 Employer is purposefully vague on important details.

6-8 Employer is perfectly honest in the ticket, but details are little more than title and mode of communication.
9-10 Honest details; including the employing agent’s name and direct communication.

1
1

1 Honest and very detailed information about the employer.
2 Private Ticket; employer is honest — but is willing to pay extra to keep the information secret.

Step Two — Including the Employee Details

The amount of information about the mercenary unit listed on a ticket is up to the individual administrator. If the unit does not want to
include all of the information about itself, it simply does not. Omitting any information about the unit on the ticket costs the unit
administrator one Ticket Adjustment.

Step Three — Service Required

Generic Service Type

The Referee can either choose or roll randomly on the table below to determine this. For this roll, the administrating character’s Rank
is added to the result.

2d6 Result  |Generic Service Type
1 Criminal

2 Guerrilla

3 Cadre

4 Cadre

5 Commando
6 Commando
7 Striker

8 Striker

9 Striker

10 Security

11 Security

12 \Warmonger
13 or higher [Dream




The varied sub-types of mission are rolled randomly on the Service table below, the descriptions of all mission categories. Each sub-
type has a compensation code in brackets that should be noted.

Mission 1 2 3 4 5 6

Criminal Assassination (E) | Raid (A) Raid (B) Raid (C) Sabotage (C) Unlawful Acquisition (D)
Guerilla* Sabotage (A) Sabotage (B) | Terrorise (D) Assassination (D) Recon (B) First Strike (C)

Cadre’ Train (A) Train (B) Field Exercise (B) | Field Exercise (C) Active Duty (D) | Recon (C)

Commando® | First Strike (C) Raid (B) Active Duty (D) Active Duty (E) Retrieval (C) Elimination (D)

Striker” Counter Strike (E) | Recon (A) First Strike (C) First Strike (D) Elimination (D) Elimination (E)
Security® Defence (A) Defence (B) | Defence (C) Active Duty (D) Escort (B) Escort (C)

Warmonger6 Escort (B) Escort (C) Field Exercide (C) | Commerce (D) Commerce (E) Raid (C)

Dream’ Recon (D) Escort (E) | First Strike (F) Field Exercise (D) | Elimination (G) | Technological Test (D)

! A mercenary administrator with two or more terms in the Guerrilla career path can roll twice, choosing the result they desire.

2 A mercenary administrator with two or more terms in the Cadre career path can roll twice, choosing the result they desire.

® A mercenary administrator with two or more terms in the Commando career path can roll twice, choosing the result they desire.
* A mercenary administrator with two or more terms in the Striker career path can roll twice, choosing the result they desire.

® A mercenary administrator with two or more terms in the Security career path can roll twice, choosing the result they desire.

® A mercenary administrator with two or more terms in the Warmonger career path can roll twice, choosing the result they desire.
" Raising or lowering this result costs three Ticket Adjustments per increment.

Length of Service

The following three tables are designed to quickly determine how long the mercenary unit will be given to fulfil the ticket’s services.
The mercenary administrator may lengthen or shorten the time increment rolled by spending Ticket Adjustments, one per level moved
up or down. Additionally, the administrator can spend three Ticket Adjustments to change the ticket mission’s base length completely
(such as from Short to Long.).

Mission | 1 2 3 4 5 6 7+

Short 1D6 Days 1D6 Days 2D6 Days 2D6 Days 1D6 Weeks 1D6 Weeks | 1D6+2 Weeks
Medium | 1D6 Weeks 1D6 + 1 Weeks | 2D6 Weeks 1D6 Months | 1D6 + 1 Months | 2D6 Months | 2D6 + 1 Months
Long 1D6 + 1 Months | 2D6 Months 2D6 + 1 Months | 3D6 Months | 3D6 + 2 Months | 4D6 Months | 1D6 Years

Unless the mercenary administrator specifically includes an ‘end of mission’ clause (which costs the administrator a Ticket
Adjustment), the unit will not actually receive their Compensation Package until the determined time has expired.

Ticket Exposure

The Referee can use the following table to determine the type of exposure the ticket’s activities will get. The mercenary administrator
can spend Ticket Adjustments to raise or lower the result by +/— 1 per Ticket Adjustment.

206 Result  [Public Exposure
2 or lower  [Hidden — Without doing research, no one knows the ticket existed.

3—-4 Obscure — Only the local public is aware of the ticket’s actions.

5—6 Low Profile — Much of the planet is aware of the ticket’s actions, and the local public know the name of the
mercenary unit.

7 -8 Uncommon — The ticket has received some media attention in the local area and the mercenary unit’s involvement is
locally public.

910 Common — The media has spread the mercenary unit’s name throughout the planet and it has spread to neighbouring
planets.

11-12 Exposed — The mercenary unit’s name is publicly known on a planetary level; even a few specific members’ names

are being spoken.
13 or higher |High Profile — The ticket and the mercenary unit are being talked about throughout the system. At least one member
of the unit is being named specifically.

There are a few minor adjustments that are automatically applied to the table above:
e Any Criminal missions have a -3 to their exposure.
e Any Guerrilla missions have a -2 to their exposure.
e Any Warmonger missions have a -1 to their exposure.
e Any Dream missions have a +2 to their exposure.

Determine Target
o Defensive Target Missions: Active Duty, Defence, Escort, Retrieval, Train
¢ Neutral Target Missions: Commerce, Defence, Field Exercise, Recon, Retrieval, Technological Test
e Offensive Target Missions: Active Duty, Assassination®, Counter Strike, Elimination, Field Exercise, First Strike, Raid,
Recon, Sabotage, Terrorise, Unlawful Acquisition




Roll on the following table to determine any increments to the compensation code.

Target Type 1 2 3 4 5 6

Defensive Item Location (+1) | Ally, Individual (+1) | Information (-1) | Ship (+1) | Ally, Group (+2)
Neutral Item Trade Goods | Individual (-1) Personal Goods | Ship (+2) | Activity
Offensive Individual (+1) | Location (+2) | Item (+1) Vehicle (+2) Ship (+2) | Group (+2)
Target Descriptor | Political Military Civilian Commercial Mobile” | Alien

! Assassinations always target an Individual.
2 Roll again for further descriptor, ignoring the same result.

The mercenary administrator can adjust the result of the target table one increment up or down by spending two Ticket Adjustments.

Determine Risk

Referees can choose or roll upon the Ticket Risk table to determine the level of risk involved with the ticket (and the payment
increase involved). This is kept secret by the Referee, but a mercenary administrator can choose to spend a Ticket Adjustment to learn
the results.

Ticket Risk

1d6 |Level of Risk Pay Grade
Adjustment

1 [Too Easy — This is well beneath the unit’s level of training; it is unlikely they will even break a sweat. —2 Increments

2 |Easy — This ticket will not cost the unit much in the way of resources or stress. —1 Increment

3 |Average — This is what the unit is trained for, and should serve as a good reminder what ticket work should be. |—

4 |Worthy Test — This is a fantastic place to test the unit’s skills, even some of the obscure ones. They might suffer [+1 Increment

some wounds or even casualties.

5 |Difficult — This ticket will be a tough one for the whole unit, and the members will need to be diligent in their  [+2 Increments
training or they might not make it back home.

6  |Arduous — This mission is a nightmare. If anyone makes it back in one piece, they will have been pushed to the |[+3 Increments
\very limit.

Step Four — Pre-Ticket Support

The mercenary administrator can either spend a number of Ticket Adjustments to add Pre-Ticket Support, rolling once for each on the
table below, or they can attempt a Broker roll to add a single result from the table without spending the Ticket Adjustment. A ticket
can only have one instance of each type of support, re-rolling duplicates.

Pre-Ticket Support Type

1d6 Result  |Support Table Used Pay Grade Loss
1-2 IAdvance Funds —1 Increment
3—4 Services —1 Increment
5—6 Equipment’ -3 Increments

! Technological Test missions always gain this Support, but do not suffer the Pay Grade Loss.

Mission 1 2 3 4 5 6

Advance Funds Offered | 5,000 Credits 10,000 Credits 20,000 Credits 30,000 Credits 40,000 Credits 50,000 Credits
Service Offered Transportation | Transportation | Equipment Repairs | Rearmament Arms Trading Medicinal Process
Equipment Offered Basics Armour Weapons Heavy Weapon | Transport Specialised Gear

Service Offered:

Transportation: The unit will not have to worry about getting to and from the ticket service site. The employer will arrange for these
things and will not pass on any of the cost.

Equipment Repairs: If the unit has physical equipment (vehicles, armour, gear, etc.) that requires repairs before the ticket begins, the
employer will arrange for those repairs.

Rearmament: The employer arranges for all power packs, fuel cells, and munitions for the unit's weaponry to be recharged, re-
armed, or otherwise refreshed properly.

Arms Trading: The employer arranges a meeting with an allied arms dealer, who will trade with the unit at a discount of 10% to
market prices.

Medical Process: The employer will pay for 50% of any medical services the unit wishes to undertake before the ticket can begin.
This can include wound care, augmentation, implanting or image reconstruction.

Equipment Offered:

Basics: The employer arranges for each unit member to be outfitted with 5,000 credits worth of basic equipment useful to the ticket
mission.

Armour: The employer arranges for enough Flak Jackets (TL8) for the entire unit or 2d6 suits of Combat Armour (TL11).
Weapons: The employer arranges for up to 1,250 credits worth of weapons for each member of the unit placed on the ticket.
Heavy Weapon: The employer arranges for a single heavy weapon for the unit's use worth up to 5,000 credits (after ammunition).




Transport: The employer grants the unit the use of any single vehicle worth 300,000 credits or less; this must be returned after the
ticket.

Specialised Gear: The employer gives each member of the unit a single piece of specialised equipment or armament that the ticket
might require them to have (Vacc suit, toxin antidotes, methane breathers and so on).

As a note, if a mercenary administrator specifically waives any Pre-Ticket Support, he may increase the Pay Grade of the
Compensation Package by +1 Increment.

Step Five — Post-Ticket Support

Each roll on the following table cost the mercenary administrator a Ticket Adjustment. Alternatively, the Referee can choose to
automatically add one roll from the table on behalf of the employer — an effort to reduce cost in exchange for services. A ticket can
only have one instance of each type of support, re-rolling duplicates.

Post-Ticket Support
1 2 3 4 5 6
Support Rest and Repair and Rearm | Medical Care | Expedited Legal Repeated Ticketing
Given Relaxation Evacuation Counsel Agreement
Pay Grade - -2 Increment -1 Increment - -1 Increment | -2 Increment
Loss

Rest and Relaxation: The employer agrees to pay for 1d6 weeks of recuperation time for the unit at a pleasurable location (tourist
resort, vacation location, etc.).

Repair and Rearm: The employer agrees to pay for 50% of any rearmament and repair costs for ticket-related equipment and
weaponry.

Medical Care: The employer agrees to pay for up to 5,000 credits of medical care for unit members injured during the mission.
Expedited Evacuation: The employer agrees to ensure the fastest transportation process they can manage for the unit when the ticket
is reported finished. This cuts return travel time for the unit in half.

Legal Counsel: The employer agrees to retain an attorney for the mercenary unit (if needed); with Admin 60%, Advocate 70%,
Broker 60% and Language 60%.

Repeated Ticketing Agreement: The employer agrees to contract the unit up for future use, granting an additional 1d6 Ticket
Adjustments to their next ticket with this employer.

As a note, if a mercenary administrator specifically waives any Post-Ticket Support, he may increase the Pay Grade of the
Compensation Package by +1 Increment.

Step Six - Compensation Package
The initial pay grade of the Compensation Package is determined by the mission type and any adjustments made due to ticket
negotiations.

Pay Grade Amounts
Grade |[Amount |Grade |[Amount Grade |Amount Grade |Amount Grade |[Amount |Grade |[Amount |Grade [Amount

5,000Cr |C 50,000 Cr |G 200,000 Cr [K 500,000 Cr [O 2 MCr S 7 MCr W 25 MCr
0 10,000 Cr |D 75,000Cr H 250,000 Cr |L 750,000 Cr P 3MCr [T 10 MCr X 30 MCr
A 20,000 Cr |E 100,000 Cr I 325,000 Cr M 1 MCr Q 4 MCr U 15 MCr Y 40 MCr
B 30,000 Cr |F 150,000 Cr { 400,000 Cr [N 1.5MCr |R 5 MCr |V 20 MCr 2 50 MCr

The mercenary administrator can choose to augment the Pay Grade by spending Ticket Adjustments, at a ratio of two adjustments per
Pay Grade.

Any ticket that has a final Pay Grade of ‘F’ or higher qualifies for a potential bonus in its compensation package. By willingly
reducing the Pay Grade by one increment and spending a Ticket Adjustment, the mercenary administrator can roll once (and once
only!) on the special compensation bonus table below.

Special Compensation Bonus

1 2 3 4 5 6
Compensation Bonus | Equipment Free Medical Combat Implant Ship Shares | Debt Payment | Prime Ticket
Package Care Package

Equipment Package: The employer includes 2d6 x 10,000 credits worth of equipment (any) as part of the compensation for a
successful ticket.

Free Medical Care: The employer includes a contract for completely free medical care for members of the mercenary unit for 2d6
months after the ticket is finished.

Combat Implant Package: The employer will arrange for the purchase and grafting of up to 100,000 credits worth of Combat
Implants to the higher ranking members of the unit.

Ship Shares: The employer gives 2d6 Ship Shares to the mercenary unit.

Debt Payment: The employer offers to pay 1d6 x 10% of the unit's medical or banking-related debts.




Prime Ticket: The employer will grant the equivalent to the Prime Ticket benefit to the unit for their next sanctioned ticket together.

Step Seven - Repatriation Bond

The Referee rolls upon the following table to determine the amount of the Compensation Package funds (cash only, no bonuses) will
be paid to the mercenary unit in case the employer is forced to abandon the ticket. The mercenary administrator can adjust the result
one increment by spending a Ticket Adjustments.

Repatriation Bond Level

2d6 Result’  [Repatriation Percentage
2-3 15%
4—5 25%
67 40%
8 -9 50%
10— 11 60%
12 75%

LI doubles are rolled, the Repatriation does NOT include emergency evacuation costs.

Step Eight — Escape Clause
If the mercenaries want to have an escape clause added, the administrator must spend a Ticket Adjustment to earn a single roll upon
the Escape Clause Levels table, on the following page.

Escape Clause Levels

1d6 |[Escape Clause Description

Poor — The mercenaries must return any Pre-Ticket Support, and must pass an Advocate -20% test or be fined 1d6 x 10,000 credits.
Below Average - The mercenaries must return any Pre-Ticket Support, and must pass an Advocate test or be fined 1d6 x 5,000 credits.
IAverage - The mercenaries must return any Pre-Ticket Support, and must pass an Advocate test or be fined 1d6 x 1,000 credits.

IAbove Average — The mercenaries must return their Pre-Ticket Support.

Good — The mercenaries can pass an Advocate test to avoid giving back any Pre-Ticket Support.

Perfect - The mercenaries are allowed to back out of the ticket without any repercussion.
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Step Nine — Seal the Ticket

Some mercenaries might want to keep their ticket completely private, risking the wrath of the operational authorities in order to hide
their activities from all parties. If this is the case, not only will the mercenary administrator need to spend a Ticket Adjustment — but
he will also have to succeed in a Broker roll.

Narrative Resolution Format

The fairest and most enjoyable format of ticket resolution for a gaming session, a ticket played in Narrative form runs as a string of
scenarios and adventurous events. The Referee plans out all of the encounters he wishes to take place, maps out the course of the
adventure, and creates individual Non-Player Characters to interact with, and so on. Essentially, this format has the Referee turn the
ticket into a fully designed scenario.

Summary Resolution Format

A ticket can be resolved in a Summary using the following steps:

Step One — Each ticketing member rolls one related skill (chosen by Referee)

Each failure must roll on the Ticket Mishap Table (below).

Step Two — Each ticketing member must attempt a Resilience+ or SOCx5% roll.

Failing the Resilience roll earns the character a roll on the Injury Table (see Traveller core rulebook)
Failing the SOCx5% roll earns the character a Rival or Enemy (Referee’s choice).

Step Three — Unit rolls on Ticket Event Table (below).

Ticket Event Table

2d6 Ticket Event

2 Disaster — Every character must immediately pass a Resilience test or suffer a Random Major Injury (see Mishap above).
3 Employer Dissolved — The employer is no more and the ticket’s Repatriation Bond must be enacted.

4 -5  |Unexpected Conflicts — Unit is placed into combat several times unexpectedly. Every member must pass a combat skill test
or suffer a Random Minor Injury.

6 —7 |New Recruits — Unit meets and hires 2d6 new recruits into the mercenary unit, adjusting their profitability.

8 —9 |Basic Conflicts - Every member must pass a combat skill test or suffer a Random Minor Injury.

10 — 11 [Flawless Conflicts — The unit eliminated any enemies with precision and skill, meaning that they suffer no ill effects from
the ticket whatsoever.

12 Impressive!l — The unit excels at the ticket and the employer is impressed, adding a +10% to the monetary amount of the
Compensation Package of the ticket.




For every full 10 members of the unit active for the ticket, one Player Character member can ignore Step One or Step Two of the
above process.

Ticket Mishap Table

2d6 Result  [Mishap

2 -3 Random Major Injury
4 —5 lActionable Offence
67 Random Minor Injury
89 Persistent Enemies

10 - 11 Bad Media Coverage
12 Personal Loss

Random Major Injury: Character rolls on the Injury Table.

Actionable Offence: The character is arrested by local authorities and must bail himself out of trouble, using his private funds or a
share of his profits. This amount is equal to 2d6 x 100 credits.

Random Minor Injury: Character rolls twice on the Injury Table, accepting the higher result.

Persistent Enemies: The character finds himself targeted by his enemies, as if they have some form of grudge upon him. His
Endurance or Social roll in Step Two has a -20% Penalty.

Bad Media Coverage: The character is shown in a particularly bad light on the local media coverage, and word has spread about the
negativity surrounding him. He must decrease his SOC characteristic by 1 immediately.

Personal Loss: The character lost something important to him (weapon, jewellery, etc.) during the ticket. This item is chosen by the
Referee, and should be something that the character would have had with them during the ticket.

Reductions
Reduction One - Transport
The Reduction for transport is set as a basic 1d6%, but has modifiers depending on the size of the unit and equipment being
transported.
o  +1% for every 10 unit members being transported
+1% for every vehicle being transported
+1% for every 25 passengers (allies, non-unit personnel and so on)
+3% if being transported into actively hostile territory
+5% is Emergency Evacuation is required

What Eliminates this Reduction: Owning sufficient transport, using personal sources, ticket support choices, local ticket.

Reduction Two - Equipment Upkeep
The Reduction for equipment upkeep is set as a basic 1d6+1%, but has modifiers depending on the technological level and types of
gear used by the unit.
e -1% for a non-combat ticket
+1% for every 25 unit members on ticket
+1% for using equipment with a TL higher than TL11
+1% for every vehicle used
+1% for a unit using Battle Dress
+2% for a unit that actively used Field Artillery or Artillery Battle Dress

What Eliminates this Reduction: Access to sufficient upkeep workshops and equipment, ticket support choices.

Reduction Three - Medical Fees
The Reduction for medical fees is set as a basic 1d6-1%, but has modifiers depending on the number of unit members possibly
injured, and the threat level of the mission.
e  -3% for a non-combat ticket
-1% for a unit that uses Battle Dress armour
+1% for every 10 active unit members on the ticket
-2% for a unit that actively used unit members with at least Medic 1
-3% for a ticket assessed at a Too Easy level of risk
-1% for a ticket assessed at an Easy level of risk
+1% for a ticket assessed at a Worthy Test level of risk
+2% for a ticket assessed at a Difficult level of risk
+3% for a ticket assessed at an Arduous level of risk

What Eliminates this Reduction: Not suffering wounds or casualties, ticket support choices.

Reduction Four - Authority Payments
The Reduction for authority payments is set as a basic 1d6%, but has modifiers depending on the amount of money in the
compensation package.

e  -19% for a unit that actively used unit members with at least Advocate 70% during ticket administration



+1% for a Compensation Package ranging between 30,000 - 99,999 credits

+2% for a Compensation Package ranging between 100,000 - 499,999 credits

+3% for a Compensation Package ranging between 500,000 credits and 1 Megacredits
+4% for a Compensation Package over 1 Megacredit

What Eliminates this Reduction: Anonymous or illegal ticketing.

Reduction Five - Ticketing Costs/Living Expenses
The Reduction for ticketing costs/living expenses is set as a basic 1d6-2%, but has modifiers depending on the size of the unit and the
number of vehicles they commonly own.

o  +19% for every 50 members of the unit

e  +1% for every 5 vehicles owned by the unit

o +2% for every compound, office or other structure owned by the unit

What Eliminates this Reduction: Illegal living or storage arrangements.

Calculating Final Profits

Once the Compensation Package from the ticket has had all of the necessary reductions removed, some 30% of any profit at this stage
is put aside for the mercenary company's own accounts. After this share is deducted the remaining money is split between the
members of the mercenary unit.

In game terms, after all applicable Reductions have been subtracted from the Compensation Package, the mercenary unit adds up all
of their effective members' Ranks (three Rank 0 members count for a single Rank 1). The Compensation Package is then divided by
that total number of Ranks, giving the Salary Share amount of wage. This should amount to only the members that were considered
active on the ticket, but some extremely large mercenary units or companies might have a special Rank 6 Salary Share that they take
for themselves. If a Referee has not already detailed this information, a system for randomly generating the size and Ranks of a
mercenary company is included in this book.

The final Salary Share amount is then multiplied by each member's individual Rank; the result is their wage from the ticket.

Costs Outside of Tickets

Step One - Figuring the Unit's CPM Variable

The base number for a CPM variable is 5. This is then modified by the series of unit-based checks below. Many of these modifiers
will be determined by the Referee. It should be noted that the CPM variable cannot be reduced to less than 2 by any given modifier.

Mercenary Retirement Benefits — Friends & Favours

Friends & Favours
2d6 Result  |[Bonus
2 /An alien transport pilot remembers you being kind to his people. Gain 2 ship shares.
4 Old gambling buddy owes you money. +10,000 credits
-6 Government agent owes you for his life. Gain Ally
-9 Military types rarely forget their debts. +5,000 credits
0 IAn arms dealer owes you for helping him in a hard time. +7,500 credits or the Weapon benefit
1

One of your old friends has arranged for a lesser vehicle to ‘go missing’ and end up in your possession. Gain
either the Air/Raft or Ship’s Boat Benefit
12 'Y ou were named as an inheritor on an old colleague’s last will. Gain +15,000 credits




Pre-Enlistment Education

Introduction

Technological economies rely on well-educated workers, and the vast interstellar empires in Traveller are not exempt from this need.
However, local communities are often incapable of giving their people sufficient levels of education to be competitive. Universities
and other academic institutions provide a means to educate young men and women before they enter the workforce. The following
rules are intended to give characters an opportunity to improve their educations before pursuing more formal careers.

Pre-Enlistment Format

Your character may pursue one or more of the following pre-enlistment educational options before enlisting in a career. Each of these
schools lasts one four-year term, even if a character fails to graduate. Spending a term in one of these schools does not apply a penalty
to future qualification rolls, nor does it prevent your character from receiving the full list of basic training skills from your first career;
however, you do not receive any benefit rolls for this term.

Prerequisites: This specifies what is required of your character before you may attempt to enter the school. If you do not meet these
requirements, you automatically fail the qualification roll.

Qualification: This specifies the roll or rolls needed to enter the school. If you fail the qualification roll, you do not lose any time and
you may attempt to enter any other school for which you are qualified or proceed to your first career. You may not attempt to reapply
to a school for which you failed qualification or that you have previously entered.

Skills: This lists the skills that the school may teach to your character. Upon a successful qualification roll, you may choose 3 of the
skills from this list to acquire at 40%.

Events: This table specifies potential events in your character’s life during the term. Roll 2d6 and consult this table after choosing
your skills.

Graduation: This specifies the roll needed to graduate from this school. If successful you may increase one of the skills you chose on
qualification to 60%. This section will list any additional benefits or special rules related to graduating from this school.

Honours: This specifies the roll needed to graduate with honours. If successful you may increase a second skill to 60%. This section
also lists any additional benefits or rules related to graduating with honours.



University

Universities are institutions of higher learning that grant a variety of academic degrees. There are a number of private and public
universities available that provide roughly equivalent educations.

Prerequisites: Edu 13 or more

Qualification: INTx5%

Skills:
Admin Advocate Athletics (any)
Art (any) Broker Carouse
Comms Computer Diplomat
Engineer (any) Instruction Investigate
Language (any) Medic Recruiting
Life Science (any) Physical Science (any) Social Science (any)
Space Science (any) Trade

Events:

2d6 Event

2 Injured — You were injured or became ill during the term. Roll on the injury table.

3 Party Animal - You spent a lot more time partying than studying. Gain a Contact. Also gain Carouse,
Gambler, or Streetwise. Take a -20% Penalty on your Graduation and Honours rolls.

4 Athletics — you were involved in the university’s athletic programs, gain +1STR, +1 DEX, +1 CON, or
Athletics (any). Roll CONx5% to avoid injury.

5 Broad range of studies - you may choose two additional skills at 40%.

6 Working Student — you worked your way through school. Gain Trade, Admin, or Steward at 40% or
increase by +10% if you already have the skill.

7 Life Event — roll on the Life Events table.

8 Teaching assistant — gain Instruction and a contact.

9 Fraternity — you were recruited into a prominent fraternity or sorority. Gain Carouse at 40% or increase
by +10% if you already have the skill. Roll SOCx5% to gain an Ally or 1d3 Contacts.

10 Internship — you were placed in an internship program. Choose any career and roll on the Service skills
table. Gain a +20% on any future qualification roll for that career.

11 Concentrated study — gain a +20% to your Honours roll. If you succeed you may increase your chosen
skill to 70%.

12 Mentor — an esteemed professor takes you under his wing. Take a +40% on your Graduation roll and
Honours rolls.

Graduation: INTx4%
e Gain EDU 13 or +1 EDU, whichever is higher
e Take a +10% bonus on your next Qualification roll
e Automatic qualification for the Scholar career
Honors: INTx3%
e Gain +1 EDU
e Take an additional +10% bonus on your next Qualification roll and +10% bonus on your next Advancement roll.




Naval Academy

The Naval Academy was instituted to ensure a source of qualified and capable officers for the Navy. While typically referred to as
“The Academy,” there are actually a number of separate facilities that make up the institution. These facilities are usually attached to
naval bases in or near sector and subsector capitals.

Prerequisites: EDU 13 or more, SOC 13 or more, 18 years old

Qualification: INTx4% and SOCx4%

Skills:
Admin Astrogation Athletics (any)
Comms Computers Diplomat
Engineer (any) Gunner (any) Instruction
Interrogation Leadership Medic
Pilot (any) Recruiting Remote Ops
Sensors Tactics (Naval) Vacc Suit
Weapon Engineering Zero-G
Events:
2d6 Event
2 Injured — You were injured during the term. Roll on the injury table.
3 Emergency duty — You are called into active duty. Roll on the Navy Service skills table. Roll INTx5% to
avoid injury.
4 Marine Cross-training — roll on the Marine Service skills table.
5 Specialist Training — If you successfully graduate, gain an additional level of your chosen skill.
6 Technical School — Gain Comms, Sensors, or Medic.
7 Life Event — roll on the Life Events table.
8 Engineering School — Gain Engineering (any) or Mechanic.
9 Flight School — Gain Pilot (any) or Astrogation.
10 Command School — Gain Leadership or Tactics (naval).
11 Intelligence Training — Gain Investigation, Interrogation, or Deception.
12 You impress a senior officer and he takes an interest in your career. Take a +20% bonus on your
Graduation roll and Honours rolls.

Graduation: INTx4%

e Gain EDU 13 or +1 EDU, whichever is higher

e  Enter the Navy as an Ensign on your next term
Honors: INTx3%

e Gain+1 EDU or +1 SOC

e Take a +10% bonus on your next Advancement roll.

After completing the Naval Academy you are automatically enlisted in the Navy for your next term, whether or not you successfully
graduated. If you graduate with Medic 60% or higher, you may apply to Medical School before enlisting in the Navy. Similarly, if
you graduate with Pilot 60% or higher, you may apply to Flight School, before enlisting.




Military Academy

A number of military academies have been established with the intent of training a competent officer corps for the army. Most of
these facilities are integrated into major army bases, while others are associated with civilian universities.

Prerequisites: EDU 13 or more, 18 years old

Qualification: INTx4% and CONx5%

Skills:
Admin Athletics (any) Advocate
Combat Engineering Comms Computers
Diplomat Engineer (any) Explosives
Instruction Interrogation Leadership
Medic Navigation Recon
Recruiting Sensors Survival
Tactics (Military) Weapon Engineering

Events:

2d6 Event

2 Injured — You were injured during the term. Roll on the injury table.

3 Emergency duty — You are called into active duty. Roll on the Army Service skills table. Roll CONx5%
to avoid injury.

4 Commando School — Gain Recon, Stealth, or Explosives at 40% or increase by +10% if you already have
the skill.

5 Specialist Training — If you successfully graduate, gain +20% to your chosen skill.

6 Technical School — Gain Combat Engineering, Weapon Engineering, or Medic at 40% or increase by
+10% if you already have the skill.

7 Life Event — roll on the Life Events table.

8 Cavalry School — Gain Drive (any), Flyer (any) or Mechanic at 40% or increase by +10% if you already
have the skill.

9 Ranger School — Gain Survival, Navigation, or Stealth at 40% or increase by +10% if you already have
the skill.

10 Command Training — Gain Leadership or Tactics (military) at 40% or increase by +10% if you already
have the skill.

11 Intelligence Training — Gain Investigation, Interrogation, or Deception at 40% or increase by +10% if
you already have the skill.

12 You impress a senior officer and he takes an interest in your career. Take a +20% bonus on your
Graduation roll and Honours rolls.

Graduation: CONx5%

e Gain EDU 13 or +1 EDU, whichever is higher

o Enter the Army as a Lieutenant on your next term
Honors: INTx3%

e (Gain+l1EDU

e Take a +20% bonus to your next Advancement roll.

After completing the Military Academy you are automatically enlisted in the Army for your next term, whether or not you
successfully graduated. If you graduate with Medic 60% or higher, you may apply to Medical School before enlisting in the Army.




Marine Academy

While the various Marine Academy sites are integrated into Naval Academy facilities, the students and classes are generally kept
separated.

Prerequisites: EDU 13 or more, 18 years old

Qualification: INTx5% and CONx5%

Skills:
Admin Athletics (any) Advocate
Comms Combat Engineering Computers
Diplomat Engineer (any) Explosives
Gunner (Any) Instruction Interrogation
Leadership Medic Recon
Recruiting Sensors Tactics (Any)
Vacc Suit Weapon Engineering Zero-G

Events:

2d6 Event

2 Injured — You were injured during the term. Roll on the injury table.

3 Emergency duty — You are called into active duty. Roll on the Marine Service skills table. Roll
Resilience to avoid injury.

4 Navy Cross-training — roll on the Navy Service skills table.

5 Specialist Training — If you successfully graduate, gain an additional level of your chosen skill.

6 Technical School — Gain Combat Engineering, Weapon Engineering, or Medic at 40% or increase by
+10% if you already have the skill.

7 Life Event — roll on the Life Events table.

8 Assault/Security School — Gain Vacc Suit, Zero-G, or Melee (blade) at 40% or increase by +10% if you
already have the skill.

9 Drop School — Gain Battledress, Gunner (any), or Heavy Weapons at 40% or increase by +10% if you
already have the skill.

10 Command Training — Gain Leadership or Tactics (any) at 40% or increase by +10% if you already have
the skill.

11 Commando School — Gain Recon, Stealth, or Explosives at 40% or increase by +10% if you already have
the skill.

12 You impress a senior officer and he takes an interest in your career. Take a +20% bonus on your
Graduation roll and Honors rolls.

Graduation: CONx5%

e Gain EDU 13 or +1 EDU, whichever is higher

e  Enter the Marines as a Lieutenant on your next term
Honors: INTx5%

e Gain +1 EDU

e Take a +20% bonus to your next Advancement roll.

After completing the Marine Academy you are automatically enlisted in the Marines for your next term, whether or not you
successfully graduated.




Merchant Academy

Major interstellar shipping corporations have found the same need for a competent officer corps as the various military services.
Merchant academies, while similar to traditional civilian universities in many ways, have a much greater focus on the practical
application of the skills needed in commercial spacecraft.

Prerequisites: EDU 13 or more

Qualification: INTx5% and SOCx5%
-40% penalty if older than 22

Skills:
Admin Advocate Astrogation
Broker Comms Computers
Engineer (any) Instruction Language (any)
Medic Persuade Pilot (any)
Recruiting Sensors Sacial Science (any)
Steward Vacc Suit Zero-G

Events:

2d6 Event

2 Injured — You were injured or fell ill during the term. Roll on the injury table.

3 You spent a lot of your time “networking” with other students and staff. Gain Carouse and 1d3 contacts,
but take a -20% penalty to your Honors roll.

4 You discover cutthroat competition in the industry and have an opportunity to backstab another student.
Accept and gain a Rival and a +20% bonus to Graduation and Honors rolls. Refuse and gain an Ally.

5 Technical Training — Gain Comms, Sensors, or Computers.

6 Apprenticeship — you served onboard a trading vessel as part of your training. Gain a contact and Vacc
Suit or Zero-G at 40% or increase by +10% if you already have the skill.

7 Life Event — roll on the Life Events table.

8 Personal Assistant — you were assigned as an assistant to an important officer. Gain Steward and either a
+20% binus to your Honors roll or a Contact.

9 Administrative Training — Gain Admin, Advocate, or Broker at 40% or increase by +10% if you already
have the skill.

10 Flight School — Gain Pilot (any) or Astrogation at 40% or increase by +10% if you already have the skill.

11 Security Training — Gain Gunner (turret), Gun Combat (any) or Melee (any) at 40% or increase by +10%
if you already have the skill.

12 A senior officer takes an interest in your career. Take a +20% bonus on your Graduation roll and Honors
rolls.

Graduation: INTx3%
e Gain Edu 13 or +1 EDU, whichever is higher
e Enter the Merchants as Senior Crewman on your next term
e Take a +10% bonus on your next Advancement roll.
Honors: SOCx4%
e Take an additional +20% bonus on your next Advancement roll.

After completing the Merchant Academy you are automatically enlisted in the Merchants (Merchant Marine) for your next term,
whether or not you successfully graduated. If you graduate with Pilot 60% or higher, you may apply to Flight School, before enlisting.




Graduate School

Graduate Schools award advanced academic degrees to students who wish to continue their education following their university
program. Many universities award graduate degrees; a graduate school is not necessarily a separate institution.

Prerequisites: Graduated from University
Qualification: INTx5%

Skills: (No skills are automatically gained on qualification)

Admin Advocate Art (any)

Broker Computer Diplomat

Engineer (any) Instruction Investigate
Language (any) Medic Recruiting

Life Science (any) Physical Science (any) Social Science (any)

Space Science (any)

Events:

2d6 Event

2 Injured — You were injured or became ill during the term. Roll on the injury table.

3 Graduate Assistant — Your studies suffered due to the amount of time spent serving a professor. Gain a
Contact. Also gain Admin, Steward, or Diplomat. Take a -20% penalty to your Graduation and Honors
rolls.

4 Field Research — you spent a lot of time in the field doing research. Gain Survival, Vacc Suit, Diplomat,
or Streetwise at 40% or increase by +10% if you already have the skill

5 Corporate Sponsor — your research was sponsored through a corporate grant. Roll once on the Scholar
cash benefits table. (This does not count against your limit of rolls for Cash benefits.)

6 Travel — you traveled extensively during the course of your studies. Gain Language at 40% or increase
by +10% if you already have the skill or a Contact

7 Life Event — roll on the Life Events table.

8 Teaching assistant — gain Instruction at 40% or increase by +10% if you already have the skill and a
Contact.

9 Networking — your studies bring you to the attention of the high and mighty. Gain +1 SOC

10 Secret Project — you were involved in a top secret research project. Gain a military, noble, or scientist
Ally

11 Concentrated studies — gain a +20% bonus on your Graduation and Honor rolls.

12 Mentor — an esteemed professor takes you under his wing. You automatically graduate and gain a +20%
bonus to your Honors roll. If you graduate with Honors, gain the professor as an Ally.

Graduation: INTx5%

e Gain+1 EDU

e Take a +10% bonus on your next Qualification roll and +10% bonus on your next Advancement roll.

o Instead of the normal skill gain, you may choose any one of the listed skills you already have, and gain one level.
Honors: INTx4%

e Gain +1 EDU

e Instead of the normal skill gain, you gain an additional level in your graduation skill.

e Take an additional +10% bonus to your next Qualification roll and +10% bonus to your next Advancement roll.




Medical School

Medical Schools provide advanced training for those who wish to pursue careers as physicians and medical researchers.

Prerequisites: Graduated from University, Naval Academy, or Military Academy
Medic 60% or higher

Qualification: INTx5%

Skills:
Admin Advocate Art (writing or holography)
Comms Computer Diplomat
Engineer (life support) Instruction Investigate
Language (any) Life Science (any) Physical Science (any)
Social Science (any) Sensors

Events:

2d6 Event

2 Injured — You were injured or became ill during the term. Roll on the injury table.

3 Hospital Duties — you spent long grueling hours working in a hospital. Roll Resilience to gain 1d3
contacts and one of the listed skills.

4 Mission of Mercy — you were assigned to a medical team working on a primitive colony. Gain Survival,
Navigation, or Recon at 40% or increase by +10% if you already have the skill

5 Military assignment — you were conscripted to provide emergency medical care in a war zone. Roll
Reslience to avoid injury. Gain Recon or Stealth at 40% or increase by +10% if you already have the
skill and a military Ally.

6 Travel — you traveled extensively during the course of your studies. Gain Language at 40% or increase
by +10% if you already have the skill or a Contact

7 Life Event — roll on the Life Events table.

8 Teaching assistant — gain Instruction at 40% or increase by +10% if you already have the skill and a
Contact.

9 High Profile — your studies bring extended contact with the nobility. Gain +1 SOC

10 Medical Research — you were involved in a successful and profitable research program. Roll on either
Scholar benefits table. (This does not count against your limit of rolls for Cash benefits.)

11 Concentrated studies — gain a +20% bonus on your Graduation and Honor rolls.

12 Mentor — an esteemed professor takes you under his wing. You automatically graduate and gain a +20%
bonus to your Honors roll. If you graduate with Honors, gain the professor as an Ally.

Graduation: INTx5%
e Gain+1 EDU or +1 SOC
e +20% bonus to your next Advancement roll in the Scholar career.
e Gain Medic at 40% or increase by +10% if you already have the skill
Honors: INTx4%
e Gain +1 EDU or +1 SOC
e Gain +20% in Medic
e Take an additional +20% bonus to your next Advancement roll in the Scholar career




Flight School

Flight schools provide intensive advanced training for starship pilots.

Prerequisites: Graduated from Naval Academy or Merchant Academy
Pilot (any) 60% or more

Qualification: INTx5% and DEXx5%

Skills:
Astrogation Comms Computers
Engineer (any) Flyer (grav) Gunner (any)
Leadership Remote Ops Sensors
Space Science (any) Tactics (Naval) Vacc Suit
Zero-G

Events:

2d6 Event

2 Injured — You were injured during the term. Roll on the injury table.

3 Emergency duty — You are called into active duty. Roll Int 6+ to avoid injury. Gain Tactics (Naval),
Gunner (any), or Engineer (any) at 40% or increase by +10% if you already have the skill

4 Intensive Reflex Training — gain +1 DEX

5 Specialist Training — If you successfully graduate, gain +20% in your chosen skill.

6 Technical Training — Gain Comms, Sensors, or Remote Ops at 40% or increase by +10% if you already
have the skill.

7 Life Event — roll on the Life Events table.

8 Engineering Training — Gain Engineering (any) or Mechanic at 40% or increase by +10% if you already
have the skill.

9 Navigator Training — Gain Computers or Astrogation at 40% or increase by +10% if you already have
the skill.

10 Command School — Gain Leadership or Tactics (naval) at 40% or increase by +10% if you already have
the skill.

11 Focused Training — Gain Pilot (any) at 40% or increase by +10% if you already have the skill

12 You impress a senior officer and he takes an interest in your career. Take a +20% bonus to your
Graduation roll and Honors rolls.

Graduation: INTx5% and DEXx5%
e  Gain Pilot (any) at 40% or increase by +10% if you already have the skill
e Take a +10% bonus to your next Advancement roll in the Navy or Merchants
Honors: INTx4% and DEXx4%
e Gain Pilot (any) at 40% or increase by +10% if you already have the skill
e  Take an additional +10% bonus to your next Advancement roll in the Navy or Merchants




CHAPTER 2: Aliens

An Alien is a member of an extra-terrestrial, non-human species. Of course, humans are aliens to those species.

Sci-Fi RQ is a rules SRD, not a setting SRD, so the species covered will be very limited. Humans are the main species to be covered,
but other species are mentioned, mainly to show the differences between different species. Inclusion of different sample species is not
meant as a challenge to copyright and any species that is copyrighted will be removed once that copyright has been identified.

Species or Race?

Many Roleplaying Games use the term Race to indicate another type of creature or being. Sci-Fi RQ uses the term Species and Race
interchangeably. My original intention was to simply use the term "Species" because each individual species may have separate races
within that species, in the same way that humans have races within itself. However, the term "Human Race" is as valid as "Minbari
Race", "Aslan Race" or "Klingon Race", so the RQ Sci-Fi SRD will be using Species and Race, preferring to use terms such as racial
where there is no suitable term derived from "species". Where there are subtypes of a species, the RQ Sci-Fi SRD will use the term
"Sub-Race" for clarity and to avoid confusion with the term "Race". Confused? You will be ...

Traits

In addition to their characteristics, aliens may have one or more alien traits. Some traits are described here, but this is not an
exhaustive list. GMs and players should feel free to develop other traits for new Alien Races as they are encountered.

Armoured: The alien possess thick fur, scales, a bony exoskeleton or other natural protection that gives it natural armour of at least
one point.

Agquatic: The alien is adapted to life underwater. It can breathe underwater, or hold its breath for a long period (CON x 10 minutes on
average). If amphibious, its Dexterity is halved on land. If the species is not amphibious, then it cannot operate out of water without
mechanical aid or telepresence.

Atmospheric Requirements: The species requires an unusual combination of gases to breathe and cannot survive in most
atmospheres without artificial aid.

Dark Sight: Allows the character to treat pitch-black conditions as dark. Normally possessed by subterranean creatures and aliens
evolved from them.

Engineered: The species has been altered by some external factor to adapt to changed circumstances or a different environment.
Medical treatment of Engineered species by a facility of a lower Technology Level than that at which the species was created receives
a negative modifier equal to the difference between Technology Levels x 10%.

Fast Metabolism: Creatures with a fast metabolism require more food than most species, and their life support costs are doubled. In
combat, fast-metabolism creatures gain a +5 initiative bonus. Fast-metabolism creatures halve their CON for the purposes of
determining fatigue.

Feral: Feral species are uncivilised, regardless of their technological knowledge. Feral species roll Education on 2d6 only.

Flyer: The species can fly using wings, glider membranes, gasbags or other means. Characters of this species gain the Athletics
(flying) skill at STR+DEX and can travel at a speed noted in their description. Flying creatures who are aloft must spend action every
round on movement or stall and fall out of the air.
e  Winged flight is tiring and can only be sustained for a number of rounds equal to the creature’s CON before requiring a like
amount of rest. Some specialised avians can increase this to minutes or even hours equal to CON.
e  Species with glider membranes cannot gain altitude while flying. They descend one metre every time they move forwards
and cannot use more than one action for flying movement in a round.
e  Species that float using gasbags or some other method do not need to move to remain aloft.

Hive Mind: The species has two states of mind, first and foremost a Hive Mind to which all the component individuals contribute and
secondly an individual personality that may, or may not, have individualist properties. Members of a Hive Mind normally have
constant contact with the Hive Mind when they are within a certain distance of any other members of the Hive, this is a natural ability
as a consequence of the Hive Mind and is not a normal Psionic Talent or Power.

Insectoid: The species has a similar body-shape to an insect. Limbs are generally secondary and the loss of a limb is a minor
drawback at best and does not cause System Shock or loss of functionality, except for the physical loss. Insectoid species are not
necessarily related to real world insects, but simply have a similar physiology.

Internal: The species exists inside a host of some kind, living entirely within the host. The species may be a parasite, a symbiot or
simply be hitching a ride. It may be a physical being or made of some kind of living energy. Sometimes the creature can exter some
kind of control over its host.



Keen Smell: The species has a keen sense of smell and can use this to track people or identify strange scents. They have access to the
Perception (Smell) speciality.

Large: The species is considerably larger than the average for sophonts. Life support requirements for Large creatures are doubled.
e Some Large creatures are described as Huge. Attacks against Huge creatures receive a +20% bonus to hit.

Natural Weapon: The species has a natural weapon, such as claws, a strong bite or a poisonous stinger. Such weapons are usable in
melee combat. The creature gains Melee (natural weapons) at STR+DEX.

Night Sight
Allows the character to treat partial darkness as illuminated and darkness as partial darkness. Normally possessed by nocturnal
creatures.

No Fine Manipulators: The species has no fingers or other prehensile appendages, preventing them from easily picking things up,
pushing small buttons, reaching into tight spaces, and so on.

Parasitic: The species is a parasite and lives of another species. Often, such parasites cannot survive well without their hosts.

Poison: The species has a poisonous attack. Each species will have its own type of poison that can be delivered in a particular way.
Some species have poisonous bites, spines, skin, spit or saliva.

Psionic: All members of the species are Psionic, and may determine their Psionic Strength and talents at the start of character
generation.

Regeneration: The species regains hit points at an exceptionally fast rate, usually 1 or more hit points per round. Regeneration stops
working when a creature is killed. Except as noted here, regeneration works just like natural healing.

Regeneration doesn’t provide any benefit against attack forms that don’t deal hit point damage, nor does it restore hit points lost to
starvation, thirst, or suffocation, and it doesn’t allow a creature to regrow or reattach severed body parts.

Small: The minimum size for a sophont is about half that of a human,
e Some Small creatures are described as Tiny. Attacks against Tiny creatures receive a —20% to hit.

Slow Metabolism: Creatures with a slow metabolism require less food than most species, and their life support costs are halved. In
combat, slow-metabolism creatures suffer a -5 initiative penalty.

Symbiotic: The species has a symbiotic relationship with another, in other words the relationship enriches and enhances both
partners. This differs from a Parasitic Trait in that a Parasite is normally harmful to the partner whereas a Symbiot is beneficial.

Uplifted: This species was originally non-sentient, but has been raised to a higher intelligence by another species. Uplifted races
generally become client species of their patron. Two common uplifted animals are apes and dolphins:



Sample Aliens

Many Sci-Fi settings have aliens and many of these aliens have been described in great detail. Where those have been described
previously in RQ/RQ terms and are freely available over the Internet, I have included sample stats for them. Obviously, if these are
found to be infringing copyright and a complaint is sent to me at soltakss@yahoo.com then | will remove that race.

Aliens from the Traveller Setting

Aslan Characteristics Table

Aslan Hit Locations

Characteristic Abbreviation | Normal | Player Genetically D20 Hit Location
Character Engineered 1-3 Right Leg
Strength STR 3D6+2 | 4D6(B3)+2 | 5D6(B3)+2 4-6 Left Leg
Constitution CON 3D6 4D6(B3) 5D6(B3) 7-9 Abdomen
Dexterity DEX 3D6 4D6(B3) 5D6(B3) 10-12 | Chest
Size SIZ 2D6+8 | 2D6+6 2D6+8 13-15 | Right Arm
Intelligence (Male) INT 2D6+4 | 2D6+4 4D6(B2)+ 4 16-18 | Left Arm
Intelligence (Female) | INT 2D6+6 | 2D6+6 4D6(B2)+ 6 19-20 | Head
Power POW 3D6 4D6(B3) 5D6(B3)
Charisma CHA 3D6 4D6(B3) 5D6(B3) Movement: 4m
Education EDU 3D6 4D6(B3) 5D6(B3)
Social Standing SOC 3D6 4D6(B3) 5D6(B3)
Psionic Strength PSI 3D6 4D6(B3) 5D6(B3)
Traits: Natural Weapons (Claws), Night Sight
Droyne Characteristics Table Droyne Hit Locations
Characteristic | Abbreviation | Normal | Player Genetically D20 Hit Location
Character Engineered 1-3 Right Leg
Strength STR 2D6+3 | 3D6(B2)+3 | 4D6(B3)+3 4-6 Left Leg
Constitution CON 1D6+10 | 2D6(B1)+10 | 3D6(B1)+10 7-8 Abdomen
Dexterity DEX 3D6 4D6(B3) 5D6(B3) 9 Right Wing
Size SIz 2D6+3 | 2D6+3 2D6+3 10 Left Wing
Length LEN 2D6+6 | 2D6+6 2D6+6 11-12 | Chest
Mass MAS 2D6 2D6 2D6 13-15 | Right Arm
Intelligence INT 2D6+6 | 2D6+6 4D6(B2)+ 6 16-18 | Left Arm
Power POW 2D6+6 | 3D6(B3)+6 | 4D6(B2)+6 19-20 | Head
Charisma CHA 3D6 4D6(B3) 5D6(B3)
Education EDU 3D6 4D6(B3) 5D6(B3) Movement: 4m/ 10m Flying
Social Standing | SOC 3D6 4D6(B3) 5D6(B3)
Psionic Strength | PSI 2D6+6 | 3D6(B2)+6 | 4D6(B2)+6
Traits: Flyer, Psionic
Droyne are lizard-like creatures.
Hivers Characteristics Table Hiver Hit Locations
Characteristic | Abbreviation | Normal | Player Genetically D20 Hit Location
Character | Engineered 1-3 First Limb
Strength STR 2D6 3D6(B2) 4D6(B2) 4-6 Second Limb
Constitution CON 3D6 4D6(B3) 5D6(B3) 7-9 Third Limb
Dexterity DEX 3D6 4D6(B3) 5D6(B3) 10-12 | Fourth Limb
Size SIZ 2D6 3D6(B2) 4D6(B2) 13-15 | Fifth Limb
Intelligence INT 3D6+6 | 3D6+6 5D6(B3)+ 6 16-18 | Body
Power POW 3D6 4D6(B3) 5D6(B3) 19-20 | Head Limb
Charisma CHA 3D6 4D6(B3) 5D6(B3)
Education EDU 3D6 4D6(B3) 5D6(B3) Movement: 4m
Social Standing | SOC 3D6 4D6(B3) 5D6(B3)
Psionic Strength | PSI 3D6 4D6(B3) 5D6(B3)

Hivers look like great sea stars.
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Vargr Characteristics Table

Vargr Hit Locations

Characteristic | Abbreviation | Normal | Player Genetically D20 Hit Location
Character Engineered 1-3 Right Leg
Strength STR 3D6+2 | 4D6(B3)+2 | 5D6(B3)+2 4-6 Left Leg
Constitution CON 3D6+2 | 4D6(B3)+2 | 5D6(B3)+2 7-9 Abdomen
Dexterity DEX 3D6 4D6(B3) 5D6(B3) 10 Tail
Size SIz 2D6+6 | 2D6+6 2D6+6 11-12 | Chest
Intelligence INT 2D6+6 | 2D6+6 4D6(B2)+ 6 13-15 | Right Arm
Power POW 3D6 4D6(B3) 5D6(B3) 16-18 | Left Arm
Charisma CHA 3D6 4D6(B3) 5D6(B3) 19-20 | Head
Education EDU 3D6 4D6(B3) 5D6(B3)
Social Standing | SOC 3D6 4D6(B3) 5D6(B3) Movement: 4m
Psionic Strength | PSI 3D6 4D6(B3) 5D6(B3)
Traits: Keen Smell, Uplifted
Vargr resemble uplifted dogs.
Zhodani Characteristics Table Zhodani Hit Locations
Characteristic | Abbreviation | Normal | Player Genetically D20 Hit Location
Character Engineered 1-3 Right Leg
Strength STR 3D6 4D6(B3) 5D6(B3) 4-6 Left Leg
Constitution CON 3D6 4D6(B3) 5D6(B3) 7-9 Abdomen
Dexterity DEX 3D6 4D6(B3) 5D6(B3) 10-12 | Chest
Size SIZ 2D6+6 | 2D6+6 2D6+6 13-15 | Right Arm
Length LEN 2D6+9 | 2D6+9 2D6+9 16-18 | Left Arm
Mass MAS 2D6+3 | 2D6+3 2D6+3 19-20 | Head
Intelligence INT 2D6+6 | 2D6+6 4D6(B2)+ 6
Power POW 3D6 4D6(B3) 5D6(B3) Movement: 4m
Charisma CHA 3D6 4D6(B3) 5D6(B3)
Education EDU 3D6 4D6(B3) 5D6(B3)
Social Standing | SOC 3D6 4D6(B3) 5D6(B3)
Psionic Strength | PSI 2D6+6 | 3D6(B2)+6 | 4D6(B2)+6
Traits: Psionic
Zhodani are a branch of humankind.
Aliens from the Future World Setting
Quertzl Scout Characteristics Table Scout Hit Locations
Characteristic | Abbreviation | Normal | Player Genetically D20 Hit Location
Character Engineered 1-3 Right Leg
Strength STR 1D6+2 | 2D6+2(Bl) | 3D6+2(B1) 4-6 Left Leg
Constitution CON 1D6+2 | 2D6+2(B1) | 3D6+2(B1) 7-9 Abdomen
Dexterity DEX 4D6+3 | 5D6+3(B4) 6D6+3(B4) 10-12 | Thorax
Size SIZ 1D6+3 | 1D6+3 1D6+3 13-15 | Right Arm
Intelligence INT 18 18 18 16-18 | Left Arm
Power POW 3 3 3 19-20 | Head
Charisma CHA 1D6+3 | 2D6+3(B1) | 3D6+3(B1)
Education EDU - - - Movement: 4m
Social Standing | SOC - - -
Psionic Strength | PSI - - -

Traits: Hive Mind, Insectoid



Quertzl Beetle Characteristics Table Beetle Hit Locations

Characteristic | Abbreviation | Normal | Player Genetically D20 Hit Location
Character Engineered 1-3 Right Leg
Strength STR 4D6+6 | 5D6+6(B4) 6D6+6(B4) 4-6 Left Leg
Constitution CON 3D6 4D6(B3) 5D6(B3) 7-9 Abdomen
Dexterity DEX 3D6 4D6(B3) 5D6(B3) 10-12 | Thorax
Size SIZ 4D6+6 | 4D6+6 4D6+6 13-15 | Right Arm
Intelligence INT 18 18 18 16-18 | Left Arm
Power POW 3 3 3 19-20 | Head
Charisma CHA 1D6 2D6(B1) 3D6(B1)
Education EDU - - - Movement: 3m
Social Standing | SOC - - -
Psionic Strength | PSI - - -

Traits: Armoured (4 points), Hive Mind, Insectoid

Quertzl Drone Characteristics Table Drone Hit Locations

Characteristic | Abbreviation | Normal | Player Genetically D20 Hit Location
Character Engineered 1-3 Right Leg

Strength STR 2D6+6 | 3D6+6(B2) | 4D6+6(B2) 4-6 Left Leg

Constitution CON 3D6 4D6(B3) 5D6(B3) 7-9 Abdomen

Dexterity DEX 1D6+6 | 2D6+6(B1) | 3D6+6(B1) 10-12 | Thorax

Size SIZ 2D6+6 | 2D6+6 2D6+6 13-15 | Right Arm

Intelligence INT 18 18 18 16-18 | Left Arm

Power POW 3 3 3 19-20 | Head

Charisma CHA 1D6 2D6(B1) 3D6(B1)

Education EDU - - - Movement: 4m

Social Standing | SOC - - -

Psionic Strength | PSI - - -

Traits: Hive Mind, Insectoid

Sauriki Characteristics Table Sauriki Hit Locations
Characteristic | Abbreviation | Normal | Player Genetically D20 Hit Location
Character Engineered 1-3 Right Leg
Strength STR 3D6 4D6(B3) 5D6(B3) 4-6 Left Leg
Constitution CON 2D6+2 | 3D6+2(B2) | 4D6+2(B2) 7 Tail
Dexterity DEX 3D6+3 | 4D6+3(B3) | 5D6+3(B3) 8-9 Abdomen
Size SIZ 2D6+2 | 2D6+6 2D6+6 10-12 | Chest
Intelligence INT 3D6+3 | 4D6+3(B3) 5D6+3(B3) 13-15 | Right Arm
Power POW 3D6 4D6(B3) 5D6(B3) 16-18 | Left Arm
Charisma CHA 3D6 4D6(B3) 5D6(B3) 19-20 | Head
Education EDU 3D6 4D6(B3) 5D6(B3)
Social Standing | SOC 3D6 4D6(B3) 5D6(B3) Movement: 3m
Psionic Strength | PSI 3D6+3 | 4D6+3(B3) 5D6+3(B3)

Traits: Psionic

Rumahl Characteristics Table Rumahl Hit Locations

Characteristic | Abbreviation | Normal | Player Genetically D20 Hit Location
Character Engineered 1-3 Right Leg

Strength STR 4D6+3 | 5D6+3(B4) 6D6+3(B4) 4-6 Left Leg

Constitution CON 4D6 5D6(B4) 6D6(B4) 7-9 Abdomen

Dexterity DEX 1D6+6 | 2D6+6(Bl) | 3D6+6(B1) 10-12 | Chest

Size Slz 4D6+3 | 4D6+3 4D6+3 13-15 | Right Arm

Intelligence INT 3D6 4D6(B3) 5D6(B3) 16-18 | Left Arm

Power POW 3D6+6 | 4D6+6(B3) | 5D6+6(B3) 19-20 | Head

Charisma CHA 3D6 4D6(B3) 5D6(B3)

Education EDU 3D6 4D6(B3) 5D6(B3) Movement: 4m

Social Standing | SOC 3D6 4D6(B3) 5D6(B3)

Psionic Strength | PSI 3D6 4D6(B3) 5D6(B3)

Traits: Keen Smell



Changes in Characteristics

Some Alien Species use characteristics in strange ways. Here we look at some of the ways that these characteristics differ from the
norm.

Social Standing

Alien species may have different criteria for Social Standing: Caste or Charisma. When dealing with a species that has a different
concept of Social Standing, all benefits or penalties from Social Standing or its alien equivalent — whether positive or negative — are
halved.

Alien Evolution

There are many types of Alien in Sci-Fi settings and this raises several important questions - Why are many aliens humanoid? Why
are many aliens similar to others? How are alien species related if they evolved separately?

This probably won't answer many of these questions, but is my own view of how aliens evolved.

Isolated Evolution

Evolution has happened many times in many places. Most of the time, life is formed and remains simple. Sometimes it evolves to
higher beings and very, very occasionally to Sophonts, but this is extremely rare. Life in these conditions will possibly be unlike life
anywhere else in the Galaxy/Universe. Often life forms will not be recognisable as life forms or will be drastically different to
anything we have encountered before.

Alien Seeding

For whatever reason, aliens interfered, or started, the evolutionary process on many worlds. One or more species of aliens seeded
thousands, or even millions, of worlds with primitive life forms from their own planets in a primitive attempt at Terraforming. This
seeding resulted in life forming on many of those worlds and evolution began to change the life forms. Since many of those worlds
had the same basic DNA, evolution happened in similar ways, so the same types of life emerged. Many of these life forms evolved
into intelligent sophonts, but many did not. As on Earth, there were extinction events that wiped out some forms but not others, so that
the Sophonts that evolved were of different families of life forms. So, with an evolutionary tree based on similar life to that found on
the Earth, Sophonts could come from Insectoid, Amphibian, Reptillian, Avian and Mammalian stock

Alien Intervention

Similar to Alien Seeding, Alien Intervention occurs when an alien species decides, for whatever reason, to give the evolutionary
process a kick-start. This can be done through genetic manipulation, selective breeding, unnatural selection, climatic changes or
through other means unknown to us at this time. The results can mean that a species evolves faster and in a different direction than
would otherwise have naturally occurred.

Alien Transplantation

This is when an alien species takes a life form from one planet and moves it to another. The new planet may well support the life form
and it could flourish as it is. Alternatively, the life form may find severe evolutionary pressures and may undergo a process of rapid
evolution to cope with the changes.

Convergent Evolution
Aliens sharing similar evolutionary conditions will often develop similar evolutionary strategies and even develop similar ways of
doing things. So, aliens that fly often share similar traits simply because they are the most efficient way of flying.

Essential Evolution

Evolution happens the way it does because that is the way that evolution works. Genes work the way they do because no other
mechanism works as well. The same patterns of genes occur over and over again because they work the best. Life evolves
independently on other planets in similar ways because that's the way that life must evolve, that's the best way and that's what
happens. So, most life forms will be carbon-based because only carbon produces the correct types of long-chain chemicals, most life
requires water and so on.

Which is Correct?

Probably all, some or none of them. My favourite rationale of aliens and their interactions involves different chains of events. Life
evolves independently on several planets and produces intelligent life. Some of these decide to seed other planets to generate
inhabitable planets for their descendents, as they don’t have Jump or Hyperspace Technology they send ships out to many planets to
seed them. For some reason they never follow up on their work and the life that forms is allowed to evolve naturally. Later other life
forms either evolve independently or evolve from those species, achieve interstellar travel technology and travel to other worlds. T hey
try Terraforming those worlds and this changes the worlds sufficiently to accelerate evolution. Some aliens begin Terraforming
worlds but never complete the job, others Terraform and settle alien worlds. Some aliens decide to accelerate evolution by
manipulating the genes of those creatures they find or introduce new species to a planet in order to cross-breed or settle the planet.



Some species are uplifted and made artificially intelligent. Eventually, the aliens that enhanced evolution evolve themselves and
disappear leaving other species to achieve intelligence and start the whole process again.

Servitor Races

As a species evolves and becomes more intelligent and more advanced it will use other creatures to do work for them. On Earth, we
have domesticated many animals and created new breeds through selective breeding and genetic manipulation. As we advance, we
find there are more and more tasks that we do not want to do ourselves, so we look to others to do those tasks for us. As Aliens
become Space Travellers they will encounter many different species, some intelligent, some near intelligent and some unintelligent.
They may well take some of the intelligent species and use them as slaves, as servants or as secondary species, trained to perform
certain tasks. These are known as Servitor Races and are considered to be lesser by many races.

However, many Servitor Races are technologically and culturally advanced because they have not had to develop their own
technology or culture. A race that has been brought to a new planet to grow crops for a decadent and lazy species will have access to
more technology, food and knowledge than it did before. Eventually a Servitor Race may be able to break free of its chains and
become an independent race. Alternatively, the master race may evolve sufficiently to set the Servitor race free or to leave the Servitor
Race behind. The Servitor Race itself may well evolve to a certain point and require Servitor Races of its own, creating a hierarchy of
Servitor Races, each master to one and servant of another.

There are many examples of Servitor races in Sci-Fi TV Series, Films and Books. The Apes in Planet of the Apes were originally
developed as domestic servants and Uplifted to true intelligence. The living ships of Farscape are Servitors of the Peacekeepers. In the
Babylon 5 Series, the Drakh are Servitors of the Shadows, Zathras seems to belong to a Servitor Race serving the Great Machine on
Epsilon 5. The aliens of the Alien nation Film and TV Series are another Servitor race, genetically engineered to work as miners.

What does it mean to be a member of a Servitor Race? Firstly, you have a place in the Universe that is well-defined. Secondly, you
have a purpose and a reason for living. Thirdly you are a slave, of some kind. Many people will consider you inferior but wil | not
make an issue of it because of your powerful masters. Perhaps you rankle against your position and want to be free to make your way
in the Universe. Perhaps you fight against you masters to become free. Perhaps you serve your masters loyally and want to impress
them. Whatever the case, being a member of a Servitor Race is neither a good nor a bad thing.

Future Evolution

What is going to happen in the future? How are races going to evolve, both physically and culturally?
The classic goal of physical evolution in many Sci-Fi settings is to transcend the physical body and become beings of energy. In doing
S0, several stages seem to be fairly common;
e Abandoning Brutishness: As races become more advanced, they tend to abandon their primitive, brutish natures, becoming
more refined.
e Losing Unnecessary Bodily Parts: Many of the more primitive features of the body are lost as they become more and more
redundant.
e Longevity or Immortality: Many races seem to become very long lived, or even immortal on their evolutionary journey.
e Loss of Reproduction: As races become longer lived and less brutish, they lose the will and ability to reproduce, replacing
this with artificial reproduction and, eventually, with immortality and no need for reproduction.

All this has a price, however, and many a Sci-Fi story has turned on the fact that an alien race has need of some part of it that has been
left behind on the evolutionary journey and turns to a more primitive race, such as ourselves, to provide that primitive or brutish
essence.

Cultural evolution also seems necessary. We have seen this in our own society where we have, to a large extent, abandoned primitive
urges and have become less barbarous and violent and more civilised and gentle. Currently, we are advancing technologically at the
fastest rate that we have ever achieved. How long can this go on for? | see a point in time where this is seen as a childish and primitive
trait that is abandoned by more advanced cultures.

Some of the stages of cultural evolution seem to be:
e The development of civilisation
The development of agriculture
The development of industry
The development of technology
The abandonment of superstition
Expansion to other places and worlds
Introspection and the development of the inner self
Focussing on the spiritual and philosophical side of life
Becoming spiritual/energy beings



CHAPTER 3: Skills

Skill Tests

Roll D100 and compare this to the relevant skill’s score. If the dice roll is equal to or less than the skill’s score, the attempt is
successful. If the total is greater than the skill’s score, then it has failed.

Difficulty & Haste

Any modifiers are temporarily applied to the skill for the duration of the test only. A penalty will make the test harder while a bonus
makes it easier. Where several modifiers can be applied to the same test, they will all have an effect, ‘stacking’ to make one final
bonus or penalty.

Difficulty and Haste Modifiers

Difficulty Time Taken Test Modifier
Very Easy Ten times normal time | +60%

Easy Five times normal time | +40%

Simple Double normal time +20%

Normal Normal time +0%

Difficult — —20%

Hard Half normal time —40%

Very Hard — —60%

Nearly Impossible | Almost instantly -80%

Critical Successes
If the dice roll in a test is equal to or less than 10% of the modified skill, then a critical success has been achieved.

The actual result of a critical success during a test is largely up to the Games Master. It normally achieves one of the following results:
e  The task is completed sooner.
e The task is completed to a higher degree of expertise than normal.
e The task is completed with élan and style, generally impressing witnesses.
e The character gains additional information or insight into the task thanks to their brilliance.

Fumbles
Whenever a skill test results in a roll of 00, the character is assumed to have fumbled the roll.

The actual result of a fumble is largely up to the Games Master to decide. It normally results in one of the following mishaps:
The task takes twice as long to finish and is still a failure.

The task produces a useless result, that actually makes further actions more difficult.

The task is failed spectacularly, opening the character up to derision and scorn from witnesses.

The character becomes impeded or even harmed by his failure.

Automatic Success & Failure
e Any test result of 01 to 05 is an automatic success.
e Any test result of 96 to 00 is an automatic failure (and, in the case of 00, a fumble).

Opposed Tests
Opposed tests are made by both characters attempting the relevant skill test. Both characters make the tests as normal, rolling 1D100
and attempting to roll equal to or under their skill.

One Character Succeeds
If one character succeeds their test and the other fails, the successful character has won the opposed test.

Both Characters Succeed
Whoever rolled the highest in their skill test wins the opposed test.

Both Characters Fail
A complete failure of the contest with no success for either side.

Critical Successes



Any critical success rolled beats a normal success no matter how highly the opponent has rolled. If both participants roll a critical, the
higher critical roll wins the opposed test.

Very High Skills

Very High Skills and Automatic Failure

For normal skill tests, this means that the character simply has only a very small chance of failing in their specialised skill (the usual
96 to 00 chance of failure, with 00 being a fumble). However, once a character’s skill score reaches 200% in a particular skill, they
only suffer a failure on 97 to 00 when rolling tests with that skill, with 00 still being a fumble. Once a character reaches 300%, the
failure chance reduces to 98 to 00. At 400%, the chance is reduced to 99 to 00. Finally, at 500%, the character will only fail on a roll
of 00 and this is not considered a fumble.

Very High Skills and Opposed Tests

e Apply all relevant test modifiers to both skills.

e  Participants roll against their skills.

e Note whether the dice rolls were a critical, normal success or failure (for participants with skills of 100% or more this will
only be on a roll of 96-00). A critical success always beats a normal success.

e Ifthe dice roll was a normal success, participants with skills exceeding 100% may now add the difference between 100 and
their skill value. Ignore the fact 96-00 is an automatic failure; that is only applicable to the initial dice roll, and not the
modified result.

Group Tests
With a group test, the Games Master may make a single percentile roll to determine the success of a group of individuals all
performing the same task.

Team Tests
In a team test, success is cooperative; everyone reaps the benefit from a single success. If the roll is a failure, everybody fails.

Sorting Tests
In a sorting test, success is individual.

Large Groups & Percentile Success

From time to time, the Games Master may need to determine the success of a large group of people performing the same task, in a
situation in which there is no room for error. In this case, he may simply take the skill or Characteristic being employed and use that
as the percentage of success.

Assistance
Characters will often have the opportunity to help one another during various tests. Every assisting character adds his critical score
(10% of his skill) to the primary character’s skill.

Specialities

Some skills have specialities — specialised forms of that skill. For example, a character might have Engineer 40%, allowing him to
make any Engineer skill checks without an unskilled penalty. He might then gain 5% in Engineer, giving him Engineer (Jump drives
+5%). He would make all Engineer checks involving Jump drives at +5%, but would make all other Engineer checks at his standard
chance. A character can have multiple specialities in a skill — an engineer might have Engineer 70% (Jump Drives +20%, Power Plant
+10%). He would make checks related to Jump drives with +20%, checks related to power plants with +10% and all other Engineer
checks with his normal skill.

Some Gamesmasters might prefer to treat specialities as different skills, so someone with Engineering (Jump Drives) would have a
different skill of Engineering (Power Plant).



Skills

Skill Base Skill Base Skill Base
Acrobatics DEX Explosives DEX Recon INT
Admin EDU Flyer DEX Recruiting CHA
Advocate EDU Gambler CHA Remote Operations DEX
Animals INT Habitat Maintenance | INT Resilience CON+POW
Appraise INT High-G STR Seafarer INT
Athletics STR+DEX Hyper Jump EDU Sensors INT
Art INT Instruction EDU Sense Motive POW
Astrogation EDU Interrogation INT Sleight DEX
Battle Dress DEX Investigate INT Social Sciences EDU
Broker CHA Liaison SOC Space Sciences EDU
Bureaucrat INT Language CHA Stealth DEX
Carouse CHA+SOC Leadership CHA Steward SOC
Combat Engineering | EDU Life Sciences EDU Streetwise CHA
Comms EDU+INT Martial Arts DEX Survival INT
Computers EDU Mechanic INT Tactics INT
Contacts SOC Mechanisms DEX+INT Rolling DEX
Credit CHA Mecha Operations DEX Tracking INT
Deception CHA Medic EDU Trade CHA
Discipline INT Navigation INT Unarmed STR
Diplomat SOC Perception INT+POW Vacc Suit STR
Disguise CHA Persistence 10+POW Zero-G DEX
Dodge 10+DEX-SIZ Persuade CHA Weapon Engineering | EDU
Drive POW Pilot INT

Engineer EDU Physical Sciences EDU

Acrobatics (DEX)

This allows a character to perform a variety of gymnastic and balancing tasks, such as tumbling, walking a tightrope or keeping
balance on a narrow or unstable ledge. The character can move at half his normal speed across an unstable surface without penalty. To
move at a normal rate requires an Acrobatics test. A successful Acrobatics test will also halve the damage suffered from falling.

Admin (EDU)

This skill covers bureaucracies and administration of all sorts, including the navigation of bureaucratic obstacles or disasters.

Advocate (EDU)

Advocate gives a knowledge of common legal codes and practises, especially interstellar law.

Common Specialities:
e (Culture) Law: The knowledge of the laws of a particular culture
e (Church) Law: The knowledge of the laws of a particular church or religion

Animals (INT)

This skill, rare on industrialised or technologically advanced worlds, is for the care of animals.

Common Specialities:

Riding: The character knows how to ride an animal who is trained to bear a rider.
Veterinary: The character is trained in veterinary medicine and animal care.
Training: The character knows how to tame and train animals.

Farming: The character can grow and harvest crops and raise animals.

Appraise (INT)
This skill allows the character to judge the value of a trade item, artefact or object. It is used to know whether trade goods are worth
the asking price or to know how much something can be sold for.

Athletics (STR+DEX)

The character is a trained athlete and is physically fit.

Common Specialities:
e Co-ordination: Climbing, juggling, rolling.
e Endurance: Long-distance running, hiking.
e Strength: Feats of strength, weight-lifting, brute force.



e  Swimming
e Flying: Species that fly gain this skill for free at level 0.

Art (INT)

The character is trained in a type of creative art.

Common Specialities:

Acting: The character is a trained actor, at home on the stage, screen or holo.

Dance: The character is trained dancer and performer.

Erotic: The character is skilled in the erotic and sexual arts

Holography: Recording and producing aesthetically pleasing and clear holographic images.
Instrument: Playing a particular musical instrument, such a flute, piano or organ.
Seduction: Seducing another person, for sexual or other purposes

Sculpting: Making artistic or abstract sculptures in a variety of media.

Writing: Composing inspiring or interesting pieces of text.

Astrogation (EDU)

This skill is for plotting the courses of Starships and calculating accurate jumps.

Battle Dress (DEX)

This skill permits the character to operate advanced battle armour. While wearing Battle Dress the character's physical skills are
limited to his Battle Dress skill and may not be higher than that skill.

Bureaucrat (INT)

This allows the character to use and understand bureaucracy.

Broker (CHA)

The Broker skill allows a character to negotiate trades and arrange fair deals.

Carouse (CHA+ SOC)

Carousing is the art of socialising; of having fun, but also ensuring that other people have fun, of infectious good humour.

Combat Engineering (EDU)

This is the use of physical engineering skills for combat purposes.

Common Specialities

Fortifications: The character is trained how to build field defences from trenches to bunkers.
Camouflage: The character is trained to camouflage vehicles, fortifications and field sites.
Land Mines: The ability to place, search for, and remove land mines.

Sensor Surveillance: The use and placement of specially crafted ground sensors.

Comms (EDU+INT)

The Comms skill covers the use of modern telecommunications — opening communications channels, querying computer networks,
jamming signals and so on, as well as the proper protocols for communicating with Starports and other spacecraft.

Computers (EDU)

The Computers skill is for using and controlling computer systems.

Common Specialities:

Counter-Intrusion: The ability to stop intruders from gaining access to an Al

Data Extraction: The ability to extract complicated data from an Al

Hacking: The ability to bypass a computer/Al’s security systems

Programming: The ability to write a program allowing a computer/Al to perform a new task or to alter an existing program.

Contacts (SOC)

The Contacts skill is used to fain, maintain and nurture contacts. A character may have contacts in the underworld, with traders, in
powerful organisations or in any place where he has been or with any group he has encountered. Not all contacts are friendly or
helpful, although most will be. Use the Contacts skill to determine if the character can find his contacts in the current situation or
place. The Gamesmaster may give bonuses or penalties to this skill depending on the particular circumstances.



Credit (SOC)

The Credit skill is used when trying to buy something that is difficult to buy or is expensive or restricted in some way. A successful
use of the Credit skill means that you have demonstrated that you have the required funds to the satisfaction of all parties concerned.
Normally, after such a success the funds are transferred from the character's bank account as soon as is reasonable, given the
circumstances. Anyone failing to do so would be subject to the harshest of measures.

Deception (CHA)

Deception allows a character to lie fluently and fool onlookers.

Common Specialities:
o Bluff: The character can mislead someone by presenting a bold, strong, or self-confident front.
e Fast Talk: The character knows how to talk someone into doing something before they stop and think about it.
e Spurious Logic: The character knows how to bamboozle robots, computers and policemen by twisting logic to suit his
purposes.

Dimensional Navigation (EDU)
This skill is for plotting courses and jumps into alternate dimensions.

Diplomat (SOC)

The Diplomat skill is for negotiating deals, establishing peaceful contact and smoothing over social faux pas.

Discipline (INT)

The Discipline skill covers self—control, ingrained reflexes and training. A character with a high Discipline is adept at following
orders and procedures. In game terms, as long as the character is in a situation covered by his training, he may reduce any negative
modifier by an amount equal to his Discipline skill's critical score. This may be done a number of times each day equal to his INT.
This can only be applied to skills that the character already has at a skill level of 20% or more.

Discipline cannot turn a negative modifier into a positive modifier — training allows a character to do the right thing and ignore
distractions, but does not give him any extra competence or ability.

Disguise (CHA)
This skill is used to change a character’s appearance and adopt a different outward persona. It is usually opposed by a Perception test
if trying to avoid being identified.

Dodge (10+DEX-SI2)
The Dodge skill is used to avoid incoming objects that are swung or rolln at the character. The Dodge skill is normally used when
using either the dodge or dive Reactions is combat.

Drive (POW)

This skill is for controlling ground vehicles of various types. There are several specialities.

Common Specialities:
e Mole: For controlling vehicles that move through solid matter using drills or other earth-moving technologies, like plasma
torches or cavitation.
e Tracked: For tanks and other vehicles that move on tracks.
e  Wheeled: For automobiles and similar groundcars.
e Hover: For hovercraft and other ground-repulsion vehicles.

Engineer (EDU)

The Engineer skill is used to operate and maintain spacecraft and advanced vehicles.

Common Specialities:

Manoeuvre Drive (M-Drive): Maintaining and operating a spacecraft’s manoeuvre drive, as well as its artificial gravity.
Jump Drive (J-Drive): Maintaining and operating a spacecraft’s Jump drive.

Electronics: All forms of computing hardware, sensors and other electronics and electrics.

Life Support: Covers oxygen generators, heating and lighting and other necessary life support

Power: Maintaining and operating a spacecraft’s power plant.

Robotics: Maintaining and repairing robots of all kinds

Naval: This covers the design and construction of starships. It is of limited practical use in the field, but can be substituted
for any other Engineer speciality at a -20% when dealing with starship systems.

Explosives (DEX)

The Explosives skill covers the use of demolition charges and other explosive devices, including assembling or disarming bombs.



Flyer (DEX)

The various specialities of this skill cover different types of flying vehicles.

Common Specialities:
e Grav: This covers air/rafts and other vehicles that use gravitic technology. Grav vehicles have theoretically perfect
manoeuvrability and can hover, but skill checks may be necessary when performing high-speed aerobatics.
e Rotor: For helicopters, hovercraft and other similar craft. Rotor craft can hover but may require skill checks to keep steady
in the face of adverse environmental conditions.
e Wing: For jets and other aeroplanes using a lifting body. Winged aircraft must keep moving forwards or they will stall and
fall out of the sky.

Gambler (CHA)

The character is familiar with a wide variety of gambling games, such as poker, roulette, blackjack, horse-racing, sports betting and so
on, and has an excellent grasp of statistics and probability.

Habitat Maintenance (INT)

This is the knowledge of the support infrastructure systems (transit, power, sewer, ventilation and so on). Engineers may know how
the Life Support Systems work, but it's the Habitat Maintenance Crew who unblock the toilets. This includes where they are, what
they do and how to fix them. Habitat Maintenance can also be used to deduce the location of specific facilities in the area.

Common Specialities:
e Starship: The knowledge of facilities on a typical Starship
e Starbase: The knowledge of facilities on a typical Starbase
e City Complex: The knowledge of facilities on a typical City Complex

High-G (STR)
Having the High-G skill means the character is adept at moving around in high-gravity environments. While in a High-G environment
the character's physical skills are limited to his High-G skill and may not be higher than that skill.

Hyper Jump (EDU)

This is used when using Jump Travel to move vast distances. Success means the Jump was made without problem, a failure means
that the jJump was not made at all and a fumble means there was a mis-jump.

Instruction (EDU)

Anyone with the Instruction skill can pass on the basics of their own knowledge to less experienced characters over a period of time.
They can, on a successful success, pass skills to other characters up to a maximum level of half their Instruction skill or half their own
skill level in the skill being taught (whichever is lower). Teaching the skill requires an Instruction roll on the behalf of the teacher.
The number of students that can benefit from this teaching is equal to one tenth of the skill. During the training, the Referee should
severely curtail the activities of all characters involved. At the conclusion of the training, the learning character(s) must then succeed
in an Education or Intelligence roll. Player Characters cannot teach the Instruction skill to other Player Characters. The greatest assets
an individual character has is his pool of skills, so we encourage the Gamesmaster to exercise great caution in allowing Player
Characters to simply hire Non-Player Characters for their Instruction skill.

Interrogation (INT)

This is the skill of questioning a hostile or uncooperative character in order to extract information.

Common Specialities
e Doubletalk: The character knows how to talk circles around most people, getting them to say or admit to things they never
meant to with pressured conversation. With enough time to grill them properly, the character can get anyone to spill their
secrets.
e Torture: This speciality governs the collection of emotional, physical and psychological methods in which an interrogator
can get a victim to break. Through an assortment of unsavoury methods, the character can get anyone to say what he needs
them to.

Investigate (INT)

The Investigate skill incorporates keen observation, forensics, and detailed analysis.

Language (CHA)

There are numerous different Language specialities, each one covering reading and writing a different language. All characters can
speak and read their native language without needing the Language skill, and automated computer translator programs mean that
Language skills are not always needed on other worlds. Having Language implies that the character has a smattering of simple
phrases in many languages and can get by in most common languages.



Common Specialities:
e Anglic: The common Trade language, derived originally from the English spoken in the Rule of Man.
e (Language): The ability to speak, understand, read and write the specified language.

Leadership (CHA)

The Leadership skill is for directing, inspiring and rallying allies and comrades.

Liaison (SOC)

The character is trained in the art of dealing with others, including knowledge of proper protocols, manners of address, codes of
conduct and other information needed when dealing with a wide range of societal types. Such a character is quite useful when
attempting to negotiate a particularly edgy deal, to convince the Duke’s secretary to admit the party into the Duke’s presence, help
settle a dispute between two opposing groups, or other acts of negotiation and diplomacy.

Life Sciences (EDU)

Common Specialities:

Biology: The study of living organisms.

Cybernetics: The study of blending living and synthetic life.
Genetics: The study of genetic codes and engineering.
Psionicology: The study of Psionic powers and phenomena.

Martial Arts (DEX)
The Martial Arts skill is used in place of the Unarmed skill.

Martial Arts attacks deal 2D3 damage, rather than 1D3 for conventional Unarmed attacks. A character with Martial Arts also counts
as possessing natural weaponry. Martial Arts parries may only parry natural weapons or Unarmed attacks and have an AP of 3.

Mechanic (INT)

The Mechanic skill allows the character to maintain and repair most equipment.

Mechanisms (DEX+INT)

Picking a lock or disassembling a trap usually takes at least one minute (12 Combat Rounds) to perform, while larger devices will take
longer.

Usually, a character will simply make a Mechanisms test in order to succeed at assembling or disassembling a device, with
appropriate bonuses or penalties decided upon by the Games Master. If a device has been designed to specifically resist attempts at
disassembly, the Mechanisms test becomes opposed by the Mechanisms skill of the character who created it.

Common Specialities:
e Lockpicking: The ability to open physical locks
¢ Disarming: The ability to make a trap or weapon useless
e Security Systems: The ability to bypass security systems

Mecha Operations (DEX)

This skill permits the character to operate Mecha of all kinds. While operating a Mecha the Mecha's physical skills are limited to the
operator's Mecha Operations skill and may not be higher than that skill, unless the operator has the Mecha Specialist Legendary
Ability.

Medic (EDU)

The Medic skill covers emergency first aid and battlefield triage as well as diagnosis, treatment, surgery and long-term care.

Navigation (INT)

Navigation is the planet-side counterpart of astrogation, covering plotting courses and finding directions on the ground.

Perception (INT+POW)

The Perception skill is used to represent the senses of the character when detecting objects or other characters.

Common Specialities:

Listen: The character can hear things.

Smell: The character can smell things.

Spot: The character can see things.

Taste: The character can taste things.

Touch: The character can feels things through touch.



Persistence (10+POW)

Persistence is used whenever a character has his mental willpower called into question. Persistence cannot rise above a creature’s
POW x 5.

Persuade (CHA)

Persuade is a more casual, informal version of Diplomacy.

Common Specialities:

e Bootlicking: The character can sweet talk his superiors and put himself in a good light.

e Innuendo: This allows a character to send and receive secret messages without arousing the suspicion of other citizens. This
includes sign language, body language and coded phrases. Thus, a pair of characters might appear to be talking about a trip
to PLC when they’re really planning to sabotage a nearby power plant.

e Intimidate: The art of convincing others to do things against their will by means of implied or stated threats.

e Motivation: This enables a character to gee up other characters, perhaps enabling them to perform a task they normally
wouldn't have done.

e Orate: The character knows how to put on a good performance and fire up an audience.

Pilot (INT)

The Pilot skill specialities cover different forms of spacecraft.

Common Specialities:

Flyer: Small personal flying vehicles

Small Craft: Shuttles and other craft under 100 tons.

Spacecraft: Trade ships and other vessels between 100 and 5,000 tons.
Capital Ships: Battleships and other ships over 5,000 tons.

Personality (INT)

The Personality skill gives mechanical objects distinct personalities, allowing them to interact with humans and aliens. Success in this
skill means they will be accepted by humans. Failure means the humans are uncomfortable around them and a fumble means the
humans are distinctly hostile to them.

Physical Sciences (EDU)

Common Specialities:
e Physics: The study of the fundamental forces.
e  Chemistry: The study of matter at the atomic, molecular, and macromolecular levels
e Electronics: The study of circuits and computers.

Recon (INT)

A character trained in Recon is able to scout out dangers and spot threats, unusual objects or out of place people.

Recruiting (CHA)
Recruiting allows the character to successfully identify suitable candidates for a role and to persuade them to join the character's
organisation.

Remote Operations (DEX)

Remote operations is the skill of using telepresence to remotely control drones, missiles, robots and other devices.

Resilience (CON+POW)

The higher a character’s Resilience, the more likely he is to handle adverse physical conditions, such as weathering a vicious
sandstorm, surviving in a drought or overcoming the effects of poison or disease. Resilience cannot rise above a creature’s CON x 5.

Seafarer (INT)

The Seafarer skill covers all manner of watercraft and ocean travel.

Common Specialities:

Sail: This skill is for wind-driven watercraft.

Submarine: For vehicles that travel underwater.

Ocean Ships: For large, motorised sea-going vessels.

Motorboats: For motorised small craft.

Personal: For any manpowered craft (canoes, kayaks, rowboats, etc.).



Sense Motive (POW)

The character has the ability to know when someone might be lying, withholding information, attempting to pull a con, or is otherwise
acting in bad faith or under duress.

Sensors (INT)

The Sensors skill covers the use and interpretation of data from electronic sensor devices, from observation satellites and remote
probes to thermal imaging and densitometers.

Sleight (DEX)
This skill is used to hide or take objects, without drawing undue attention. It is usually opposed by a Perception test if trying to avoid
getting caught.

Social Sciences (EDU)

Common Specialities:

Archeology: The study of ancient civilisations. It also covers techniques of investigation and excavations.
Economics: The study of trade and markets.

History: The study of the past, as seen through documents and records as opposed to physical artefacts.
Linguistics: The study of languages.

Philosophy: The study of beliefs and religions.

Psychology: The study of thought and society.

Sophontology: The study of intelligent living creatures.

Space Sciences (EDU)
Common Specialities:
e (Alien) Studies: The study of a particular alien species.
(Alien) Technology: The study of the technology of a specific alien species.
Planetology: The study of planet formation and evolution.
Robotics: The study of robot construction and use.
Xenology: The study of alien life forms.

Stealth (DEX)

A character trained in the Stealth skill is adept at staying unseen and unheard.

Common Specialities:
e Hide: The ability to hide from others, making it difficult to see you.
e Sneak: The ability to move silently past other people.
e Camouflage: The ability to cover yourself or another object in such a way that it is difficult to spot.

Steward (SOC)

The Steward skill allows the character to serve and care for nobles and high-class passengers.

Common Specialities:
o High Passage: Allows the Steward to take care of High Passage passengers.
o Medium Passage: Allows the Steward to take care of Medium Passage passengers.
e Low Passage: Allows the Steward to take care of Low Passage passengers.

Streetwise (CHA)

A character with the Streetwise skill understands the urban environment and the power structures in society.

Survival (INT)

The Survival skill is the wilderness counterpart of the urban Streetwise skill — the character is trained to survive in the wild, build
shelters, hunt or trap animals, avoid exposure and so forth.

Tactics (INT)

This skill covers tactical planning and decision making, from board games to squad level combat to fleet engagements.

Common Specialities:
e Military Tactics: Coordinating the attacks of foot troops or vehicles on the ground.
e Naval Tactics: Coordinating the attacks of a spacecraft or fleet.



Temporal Navigation (EDU)

This skill is for plotting courses through Time Streams and general time travel.

Rolling (DEX)

The Rolling skill is usually used to judge the accuracy of the character when rolling improvised objects, from small stones to bar
stools. Weapons that are rolln can either use their own specific skill, such as Spear for javelins, or the Rolling skill, at the character’s
preference.

A rolln object will have a maximum range of one metre for every point the character’s STR exceeds its SIZ. The Rolling test
measures the character’s accuracy during the roll and the Games Master may choose to treat this as a ranged combat attack.

Tracking (INT)

With this skill a character can locate the tracks of a specific creature and follow them. A test must be made to locate the trail and then
again once every ten minutes they are being followed.

Trade (CHA)

A character with a Trade skill is trained in producing some useful goods or services.

Common Specialities:
o Biologicals: Engineering and managing artificial organisms.
e Civil Engineering: Designing structures and buildings.
e Space Construction: Building orbital habitats and megastructures.
e Hydroponics: Growing crops in hostile environments.
e Polymers: Designing and using polymers.

Unarmed (STR)

The Unarmed skill covers all untrained unarmed combat from simple brawling to grapples to rude fisticuffs. Punches, kicks, head-
butts and all other Unarmed attacks do 1D3 points of damage. Unarmed parries may only parry other Unarmed attacks and have an
AP of 2.

Common Specialities:

Fist Combat: General fisticuffs

Grappling/Wrestling: The ability to fight using chokes and holds

Head Butt: The Glasgow Kiss, or the ability to fight by striking another with your own head
Kick: The ability to strike with a kick.

Vacc Suit (STR)

The Vacc Suit skill allows a character to wear and operate spacesuits and environmental suits. While wearing a Vacc Suit the
character's physical skills are limited to his Vacc Suit skill and may not be higher than that skill.

Weapon Engineering (EDU)

This is the skill of manufacturing and modifying weapons.

Common Specialities:

Drones: Altering the utility and output of drones, making them more efficient for offensive roles.
Blades: Creating bladed or stabbing weaponry from a suitable material.

Slug Rollers: The assembly and alteration of common firearms that use physical munitions.
Energy Weapons: The assembly and alteration of energy-based weaponry.

Heavy Weapons: Alteration of some of the most powerful weapons known to exist.

Zero-G (DEX)
Having the Zero-G skill means the character is adept at moving around in micro-gravity environments and freefall. While in a Zero-G
environment the character's physical skills are limited to his Zero-G skill and may not be higher than that skill.



Weapon Skills

In a Sci Fi game, melee weapons are not as important as in a Fantasy game. Therefore the Gamesmaster may choose to use a
simplified Melee skill with appropriate specialities. If the Gamesmaster prefers the traditional RuneQuest approach then he may use
the standard weapon skills below.

Simplified Weapon Skills

Melee (STR+DEX)
The melee skill covers attacking in hand-to-hand combat.

Common Specialities:

e Unarmed Combat: Whether it is trained martial arts or street fighting learned the hard way, this is the skill for using your
body as a weapon.

e Blade: Attacking with swords, rapiers, blades and other edged weapons.

e Bludgeon: Attacking with maces, clubs, staves and so on.

e Natural Weapons: The favoured combat skill of wild animals, this covers fighting with claws, teeth, and other weapons that
are a part of you.

e Archery: The use of bows and crossbows for hunting or in combat.

Gunner (INT)
The various specialities of this skill deal with the operation of ship-mounted weapons in space combat.

Common Specialities:
e Turrets: Operating turret-mounted weapons on board a ship.
e Ortillery: An abbreviation of Orbital artillery — using a ship’s weapons for planetary bombardment or attacks on stationary
targets.
e Screens: Activating and using a ship’s energy screens like Black Globe generators or meson screens.
e Capital Weapons: Operating bay or spinal mount weapons on board a ship.
e  Miissiles: Operating missile weapons on board a ship.

Gun Combat (DEX)
The Gun Combat skill covers a variety of ranged weapons.

Common Specialities:

e Slug Rifle: Using rifle weapons such as the autorifle or gauss rifle.

e Slug Carbines: Using slug rolling weapons designed to fill the space between pistols and rifles; autocarbine, gauss carbine,
etc.
Slug Pistol: Using pistols like the body pistol or snub pistol.
Shotgun: Using shotguns.
Energy Rifle: Using advanced energy weapons like laser rifles or plasma rifles.
Energy Pistol: Using advanced pistol-style energy weapons like laser pistols and stunners.
Zero-G Weapons: Using weapons designed for use specifically in Zero-G situations. Only characters who already have
Zero-G Combat expertise may take the Zero-G Weapons speciality upon receipt of a Gun Combat skill. Zero-G Weapon
skills may also be applied to accelerator weapons and snub pistols.

Heavy Weapons (INT)
The Heavy Weapons skill covers man-portable and larger weapons that cause extreme property damage, such as rocket launchers,
artillery and plasma weapons.

Common Specialities:

Launchers: Rocket launchers and grenade launchers.

Man Portable Artillery: Man portable fusion and plasma weapons — the FGMP, PGMP and similar.
Field Artillery: Fixed guns, mortars and other indirect-fire weapons.

Flamerollers: Using weaponry designed to project dangerous payloads in a fan or gout at short ranges.



Traditional RuneQuest Weapon Skills
All close combat weapon skills are based on DEX+STR (with the exceptions of Unarmed and Martial Arts).

Close Combat Weapons

Skill Base Characteristic(s) Weapons Covered

1H Axe DEX+STR Battleaxe, hatchet

1H Flail DEX+STR Ball & chain, grain flail

1H Hammer | DEX+STR Warhammer, club, heavy mace, light mace
1H Sword DEX+STR Bastard sword, war sword, shortsword, scimitar
2H Axe DEX+STR Battleaxe, great axe, halberd

2H Flail DEX+STR Military flail

2H Hammer | DEX+STR Great hammer, heavy mace, war maul

2H Sword DEX+STR Bastard sword, great sword

Dagger DEX+STR Dagger, knife

Martial Arts | DEX Fist, foot

Polearm DEX+STR Bill, glaive, halberd

Rapier DEX+STR Rapier

Shield DEX+STR Buckler, kite shield, target shield

Spear DEX+STR Javelin, lance, longspear, shortspear

Staff DEX+STR Quarterstaff

Unarmed STR Fist, foot

Ranged Weapons

Skill Base Characteristic(s) Weapons Covered

Blowgun DEX Blowgun

Bow DEX Longbow, nomad bow, shortbow

Crosshow DEX Heavy crossbow, light crossbow

Sling DEX Sling, staff sling

1H Pistol DEX Body pistol, snub pistol

2H Rifle DEX Autorifle, gauss rifle

Shotgun DEX Shotgun

Energy Pistol | DEX Laser pistols, stunners, blasters

Energy Rifle | DEX Laser rifles, plasma rifles

Heavy Weapons

Skill Base Characteristic(s) Weapons Covered

Launchers DEX Rocket launchers, grenade launchers

Man-Portable | INT Man portable fusion and plasma weapons

Field Artillery | INT Fixed guns, mortars and other indirect-fire
weapons

Gunnery

Skill Base Characteristic(s) Weapons Covered

Turrets INT Operating turret-mounted weapons on board a ship

Ortillery INT Using a ship’s weapons for planetary
bombardment or attacks on stationary targets

Screens INT Activating and using a ship’s energy screens like
Black Globe generators or meson screens

Capital INT Operating bay or spinal mount weapons on board

Weapons a ship




CHAPTER 4: Improving Travellers

Improvement Rolls
In an average story, each character should receive three to six improvement rolls. This can be modified if the character performed
particularly poorly or heroically, giving a range of between one and five improvement rolls awarded.

Hero Points
In an average story, each character should receive two Hero Points. This can be modified if the character performed particularly
poorly or heroically, giving a range of between zero and four Hero Points awarded.

Improving Skills

A player can choose to spend one improvement roll to attempt to increase one known skill.

Select the skill to be increased and roll 1D100.

If this 1D100 result is greater than the skill’s current score, the skill increases by 1D4+1 points.

If this 1D100 result is equal to or less than the skill’s current score, the skill only increases by one point.
There is no limit to the score a skill can reach.

When trying to increase a Speciality, add the Speciality to the skill, then roll above the combined total with the same results as above.
It is possible to increase both the underlying skill and a speciality in the same session.

Practise & Research
Practising or researching a skill generally takes one day per 10% the character already possesses in the skill.

Practise
All skills may be learnt through practise, except for Science skills. Note that in the case of EDU-based skills, the skill must be initially
learnt before it can be practised.

Research

All skills may be increased through Research. New skills take (21 - EDU) days to learn.

Characters may apply a +10 modifier to the improvement roll when attempting to learn a skill through research. This is an addition to
the roll, not the skill.

Mentors
A mentor must have a score in the skill being taught that is at least double his student’s score in that skill.

The mentor must be present with the student for the entire practising or research period. Before the student makes their improvement
roll, the mentor makes a skill test for the taught skill.

If the mentor’s skill test is a failure, then the student makes their improvement roll as normal.
If the mentor’s skill test is a success, then the student makes their improvement roll and applies a positive modifier to the roll equal to

the mentor’s critical success range with the skill. Note that this is an addition to the roll, not the skill. In addition, if the student’s
improvement roll results in a gain of 1D4+1 points, this gain is instead increased to 1D6+1 points.

Learning New Skills
In order to learn a new skill, the character must either be able to research it (in that it is both researchable and the relevant research
material is to hand) or they must be taught it by a mentor.

It costs two improvement rolls to attempt to learn a new skill. The character immediately gains the new skill at the base score
determined by the appropriate Characteristics. The character may now increase the skill normally through practice or research.

Improving Characteristics

A player can choose to spend three improvement rolls to attempt to increase one Characteristic by one point.
Multiply the Characteristic to be increased by five. Then roll 1D100.

If this 1D100 result is greater than the Characteristic x 5, the Characteristic increases by one point.



If this 1D100 result is equal to or less than the Characteristic x 5, the Characteristic does not increase. However, one skill that the
character already possesses is increased by one point. One of this skill’s derived Characteristics must be the same as the Characteristic
which was not improved.

A roll of 96 to 00 on this roll always results in the Characteristic increasing.

SI1Z may never be increased using improvement rolls.

The maximum a human character can increase a Characteristic to is 21. For non-humans, the maximum for a Characteristic is equal to
the maximum possible starting score for the Characteristic plus three.

Legendary Abilities

In order to gain a Legendary Ability, a character must meet the requirements listed for it and then spend the required number of Hero
Points.

Legendary Abilities

Legendary Ability Requirements Hero Points
(Alien) Technology Specialist | (Alien) Technology 75%, INT 15 or higher 10
(Alien) Xenomedic Medic 70%, (Alien) Studies 70%, EDU 15 or higher 10
Battle Dress Specialist Battle Dress 70%, STR 15 or higher 10
Battle Fury CON 15+, close combat Weapon skill 90%+ 12
Born to the Saddle POW 15+, Riding skill 90%+ 8
Chutzpah CHA 15+ 8
Cybertaker Three or more cybernetic implants 10
Dead Eye DEX 15+, ranged Weapon skill 90%+ 10
Decapitating Swing STR 15+, 2H Sword or Axe skill 90%+ 12
Disease Immunity CON 18+, Resilience skill 90%+ 8
Double Tap DEX 15 or higher, Firearms skill 70% or higher 10
Duellist 1H Weapon or Rapier skill 90%+ 10
Empathic Wound PSI 15+, Telepathy talent 90%+ 10
Friends in High Places CHA 15+, Contacts 70%+ 10
Gearhead INT 15 or higher, Mechanic at 70% or higher. 10
Heroic Aura CHA 15+, Influence skill 90%+ 12
High-G Specialist High-G 70%, DEX 15 or higher 10
Jack of All Trades Any 5 skills at 70% 12
Jury-rig INT 15+, Mechanic 70% or higher 12
Linguist INT 15+, two non-native Language skills 50%+ 8
Master Pilot Pilot at 70%, DEX 15 or higher 10
Mecha Specialist Mecha Operations 70%, DEX 15 or higher 10
(Planetary) Adaptation Special 5
Poison Immunity CON 18+, Resilience skill 90%+ 8
Quick Draw DEX 15 or higher, Firearms skill 70% or higher 10
Sciencemaster INT 15+, four Science skills 50%+ 10
Shoot on the Run DEX 15 or higher, Firearms 70% or higher 10
(Situation) Tactician (Situation) Tactics 70% or higher, INT 15 or higher 10
Skip Shot DEX 15 or higher, Firearms 70% or higher 10
Slaying Touch POW 15+, Martial Arts skill 90%+ 12
Spacer INT 15 or higher, the character must have been brought up on spaceships | 10
Surgery Medic 70% or higher, DEX 15 or higher 10
Tireless CON 15+, Athletics skill 90%+ 8
Vacc Suit Specialist Vacc Suit 70%, DEX 15 or higher 10
Wall Leaping DEX 15+, Acrobatics skill 90%+ 10
Wild Talent PSI 15 or higher, no operant powers 10
Zero-G Specialist Zero-G 70%, DEX 15 or higher 10

(Alien) Technology Specialist
Requirements: (Alien) Technology 75%, INT 15 or higher
Hero Points: 10
You are proficient with technology from a specific alien culture. You may take multiple uses of this, as long as you have the required
(Alien) Technology skills.
e You do not suffer from any penalty due to this technology being alien
e You get a 10% Bonus to any attempts to use technology from this alien species.



(Alien) Xenomedic
Requirements: Medic 70%, (Alien) Studies 70%, EDU 15 or higher
Hero Points: 10
You know how to provide safe medical treatment to particular alien life forms. This can be taken multiple times, as long as the
character has studied the particular alien species beforehand.
e Youdo not incur any penalties when treating aliens of the chosen species.
e You have a +20% bonus on any roll dealing with the alien's environment or physiology

Battle Dress Specialist

Requirements: Battle Dress 70%, STR 15 or higher

Hero Points: 10

You are expert at using battle dress. While wearing battle dress you have the following benefits:
e Your physical skills are not limited to your Battle Dress skill
¢ You do not incur skill penalties while wearing Battle Dress or Combat Armour

Battle Fury
Requirements: CON 15 or higher, any close combat Weapon skill at 90% or higher.
Hero Points: 12
You can enter a Battle Fury as a Combat Action. While in a Battle Fury, the following effects take place:
e Your STR and CON are both considered to be 5 points higher, but only for the purposes of determining your Damage
Modifier.
e  All your close combat Weapon skill tests, including Unarmed and Martial Arts, receive a +50% bonus.
e All your Persistence and Resilience skill tests receive a +50% bonus.
e You may not parry, dodge or dive for cover.

You may remain in Battle Fury for a number of rounds equal to your CON. Upon leaving Battle Fury, you automatically gain three
levels of Fatigue.

Born to the Saddle
Requirements: POW 15 or higher, Riding 90% or higher.
Hero Points: 8
While riding, the following effects take place:
e Any penalty to your Riding skill is reduced by —20 %. For instance, if the driving rains and slippery ground would normally
apply a —40% penalty to your Riding test, the penalty is reduced to —20%.
e You may use 2H Weapon skills, Polearms and Staffs.
e You may treat all animals you ride as trained for combat.
e You may use your Riding skill instead of your Dodge skill when dodging.

Chutzpah
Requirements: CHA 15 or higher
Hero Points: 8
You have a natural charisma that makes others look upon you kindly.
e You gain a +20% bonus to any skill used to manipulate others

Cybertaker
Requirements: Three or more cybernetic implants.
Hero Points: 10
You can have more cybernetic implants than normal without suffering ill effects.
e Your cybernetic implants do not interfere with each other
e When being treated by a medic, his skill is not affected by your cybernetic implants

Dead Eye
Requirements: DEX 15 or higher, any ranged Weapon skill at 90% or higher.
Hero Points: 10
Pick any single ranged weapon (with which you must have at least 90% skill). While using this weapon, the following effects take
place:
e Increase the weapon’s Range by 50%.
e Increase the weapon’s damage by +2 (only to targets within Range).
e  Precise attacks with the weapon only suffer a —20% penalty.



Decapitating Swing

Requirements: STR 15 or higher, either 2H Sword or 2H Axe skill at 90% or higher.

Hero Points: 12

You may only use Decapitating Swing with a 2H Axe or 2H Sword and only against an opponent whose SIZ is within ten of your
SIZ.

Decapitating Swing is declared before a precise attack, targeting your opponent’s head, is started. Any attempt to dodge or parry this
precise attack gains a +20% bonus. As long as the attack inflicts at least a Minor Wound, the attack is converted to a Major Injury that
decapitates the target.

Disease Immunity

Requirements: CON 15 or higher, Resilience 70% or higher.

Hero Points: 8

You are immune to all normal diseases. Medical diseases will still affect you, though you gain a +20% bonus to tests to resist them.

Double Tap
Requirements: DEX 15 or higher, Firearms skill 70% or higher
Hero Points: 10
When using a semiautomatic firearm with at least two bullets loaded, you may fire two bullets as a single attack against a single
target.
e You can do this with no penalties to hit
e On asuccessful attack, both bullets hit
e You do not suffer any additional recoil from this double shot

Duellist

Requirements: 1H Weapon skill or Rapier skill at 90% or higher.

Hero Points: 10

While using a selected weapon the following effects take place:
e You may parry one additional attack per Combat Round (over and above the normal Reaction allowance).
e You gain a +10% bonus to your Weapon skill when parrying.
e Increase the weapon’s damage by +1.

Empathic Wound

Requirements: PSI 15 or higher, Telepathy Talent at 90% or higher.

Hero Points: 10

With Empathic Wound, you may offset the injuries a companion has sustained by transferring the hit point damage to yourself. A
wound appears on your body at the same hit location as your companion. One hit point of damage may be transferred each Combat
Round, during which neither patient nor healer may move or perform other Combat Actions.

Each Combat Round, you must make a Resilience test with a —40% penalty or take one level of Fatigue. Empathic Wound is
incapable of re-growing or re-attaching severed limbs or resurrecting a character.

Friends in High Places
Requirements: CHA 15 or higher, Contacts at 70% or higher.
Hero Points: 10
You have many deep and enduring contacts that have left you with many important friends.
e  Once per session you may call on your friends in high places for a favour - a successful Contacts roll means they help you, a
fumble means that you lose any contact with that particular friend
e You never incur penalties to Contacts when you try and contact your friends in high places

Gearhead

Requirements: INT 15 or higher, Mechanic at 70% or higher.

Hero Points: 10

You enjoy and are quite skilled at tinkering and working with mechanical and electronic equipment and systems.
e You add a +20% Bonus to any Mechanic roll when attempting to repair, construct, or sabotage a piece of equipment.
e You can make a repair 20% faster than you would otherwise normally do.

Heroic Aura

Requirements: CHA 15 or higher, Influence skill at 90% or higher.

Hero Points: 12

All allies within your CHA in metres will be heartened by your presence, gaining your CHA as a bonus to any Persistence or
Resilience tests they are called upon to make.

In addition, you may make take a Combat Action to encourage your nearby allies, requiring an Influence test. If this is successful,
they gain your CHA as a bonus to all Weapon skills for the remainder of the Combat Round.



High-G Specialist

Requirements: High-G 70%, DEX 15 or higher

Hero Points: 10

You are expert at operating in high gravity. While operating in high gravity you have the following benefits:
e Your physical skills are not limited to your High-G skill
e Youdo not incur skill penalties while operating in high gravity
¢ You do not fall ill through the effects of high gravity

Jack of All Trades
Requirements: Any 5 skills at 70%
Hero Points: 12
You’ve picked up a smattering of even the most obscure skills and can turn your hand to anything
e You can use any skill, even if you do not have it on your character sheet, with a base of INT+EDU
e You cannot learn that skill through your Jack of All Trades ability, but have to learn the skill normally

Jury-rig
Requirements: INT 15 or higher, Mechanic 70%
Hero Points: 12
You can repair anything quickly but temporarily.
e You can choose to repair a broken object in half the normal time
e Anything so repaired will only work for a short time, probably only for long enough to complete the required task
e Repairing such an item does not need the normally necessary components or tools - you can use anything that you can lay
your hands on, within reason

Linguist

Requirements: INT 15 or higher, two Language skills (aside from your native tongue) at 50% or higher.

Hero Points: 8

In order to use this ability, you must either converse with a speaker of a strange language for one hour, or simply hear the language
being spoken for two or more hours. You then automatically gain the Language skill in that language at its basic score.

A successful improvement roll when improving a Language skill doubles the skill points gained (roll 2D4+2 rather than 1D4+1).

Master Pilot
Requirements: Pilot at 70%, DEX 15 or higher
Hero Points: 10
A Master Pilot is an expert pilot who can handle a Starship with uncanny skill.
e Any Pilot skill attempt is treated as being one level easier, so an Easy attempt is treated as very Easy and a Nearly Impossible
attempt is merely Very Hard.
e A Master Pilot cannot fumble his Pilot skill

Mecha Specialist
Requirements: Mecha Operations 70%, DEX 15 or higher
Hero Points: 10
You are expert at operating Mecha. While operating Mecha you have the following benefits:
e The Mecha's physical skills are not limited to your Mecha Operations skill
e You do not incur skill penalties while operating Mecha
e Your Mecha may take advantage of other Legendary Abilities that you may have, such as Zero-G Specialist, Shoot on the
Run or Skip Shot

(Planetary) Adaptation

Requirements: You must have been brought up in the particular planetary environment chosen. It is possible to take this more than
once if brought up in an environment with more than one harsh environment. So Spana is a Spacer brought up on a Low-G, Cold and
Barren world. He takes Low-G Adaptation and Cold Adaptation. At a later stage he may also take Barren Adaptation as he finds out
that he also has some adaptation to that environment.

Hero Points: 5

Your physiology has been altered by life on a planet with a harsh climate or adverse environmental conditions.

Benefit: You gain one of the benefits listed below, depending on your planet of origin.

Barren World: You gain a +40% bonus on Survival checks and a +40% bonus on Resilience checks against starvation and thirst.
Cold World: You gain a +40% bonus on Resilience rolls against extreme cold.
Dark World: You gain the Darkvision trait.

High-G World:  You gain a +2 bonus to your Strength (STR) and -2 LEN if you are using that characteristic. Reduce your base
height by 6 inches (15 cm).
Hot World: You gain a +40% bonus on Resilience rolls against extreme heat.



Low-G World: You gain a +2 bonus to your Dexterity (DEX) and +2 LEN if you are using that characteristic. Increase your base
height by 6 inches (15 cm).

Water World: You gain a +40% bonus on Swim rolls and can hold your breath for a number of rounds equal to twice your
Constitution score.

Poison Immunity

Requirements: CON 18 or higher, Resilience 90% or higher.
Hero Points: 8

You are immune to all normal poisons.

Quick Draw
Requirements: DEX 15 or higher, Firearms skill 70% or higher
Hero Points: 10
e You can draw a weapon as a Combat action, not taking a combat action
e Drawing and firing a firearm takes a single combat action
e Using Quick Draw gives a +4 Strike rank advantage on the first shot as the opponent does not realise that you have a weapon
ready to fire

Sciencemaster

Requirements: EDU 15 or higher, four Science skills at 50% or higher

Hero Points: 10

Any time you fail a Science skill test, you are entitled to make an immediate Persistence test (with the same modifiers as the original
Science test) to see if you can recall some shred of knowledge germane to the subject at hand.

Shoot on the Run
Requirements: DEX 15 or higher, Firearms 70% or higher
Hero Points: 10
e You can shoot while running without any loss of skill.
e Shooting while running or moving incurs no skill penalties
e Opponents have a -10% penalty to any reactions as they do not expect you to be able to shoot them

(Situation) Tactician
Requirements: (Situation) Tactics 70% or higher, INT 15 or higher
Hero Points: 10
A tactician has an added advantage in using tactics in a particular situation.
e Any tactical advantage in the named situation is doubled
e The tactician cannot fumble his Tactics when in the named situation

Skip Shot

Requirements: DEX 15 or higher, Firearms 70% or higher

Hero Points: 10

You may deliberately ricochet a bullet off a nearby surface to strike somebody who is undercover.
e This is a Difficult (-20%) roll and further penalties may be imposed if the surface is too far from the target
e  The bullet does its normal damage minus 1D4 on a successful hit

Slaying Touch
Requirements: POW 15 or higher, Martial Arts 90% or higher.
Hero Points: 15

Slaying Touch is declared before a precise attack is started (the type of precise attack is up to you, though if the target is wearing
armour, it will have to be bypassed). As long as the attack inflicts at least a Minor Wound, the attack is considered a Slaying Touch.
The target must immediately succeed at a Resilience test with a —40% penalty or die.

Spacer
Requirements: INT 15 or higher, the character must have been brought up on spaceships
Hero Points: 10
You have a special affinity for spacecraft and space travel.
e You geta+20% bonus on all skills to do with spaceships and space travel

Surgery
Requirements: Medic 70% or higher, DEX 15 or higher
Hero Points: 10



You can perform surgery as part of your medical training.
e When in an operating theatre you have a 20% bonus on your Medic skill when performing surgery
e Outside an operating theatre you do not incur penalties on your Medic skill when carrying out operations

Tireless

Requirements: CON 15 or higher, Athletics 90% or higher.

Hero Points: 8

You may engage in medium activity for a number of minutes equal to your CON x 10 before risking Fatigue. The time between
subsequent Fatigue tests for continuing to engage in medium activity is likewise your CON x 10 in minutes.

You may engage in heavy activity for a number of Combat Rounds equal to your CON score before risking Fatigue. The time
between subsequent Fatigue tests for continuing to engage in heavy activity is likewise your CON score in Combat Rounds.

You also recover from each level of Fatigue in half the normal time (one level for every two hours of light activity or one hour of
complete rest).

Vacc Suit Specialist
Requirements: Vacc Suit 70%, DEX 15 or higher
Hero Points: 10
You are expert at using a Vacc Suit, Survival Suit or Environment Suit (referred to as a Vacc Suit for convenience). While wearing a
Vacc Suit you have the following benefits:
e Your physical skills are not limited to your Vacc Suit skill
¢ You do not incur skill penalties while wearing a Vacc Suit

Wall Leaping

Requirements: DEX 15 or higher, Acrobatics 90% or higher.

Hero Points: 10

You may only use Wall Leaping if not Overloaded, Exhausted or Debilitated. The entirety of your movement in a Combat Action may
be made along a vertical surface, allowing you to bypass an obstruction that might otherwise block your path or even climb a wall at
lightning speed. This can result in you running up a wall with one Combat Action, attacking an enemy with a second Combat Action,
and then returning to the floor with a third Combat Action.

However, you cannot continue moving along a vertical surface from Combat Round to Combat Round — you must reach level ground
(or a suitable perch) by the end of your last Combat Action in a round or fall.

Wild Talent
Requirements: PSI 15 or higher, no operant powers
Hero Points: 10
You can manifest a wild Psionic talent while under extreme stress or in extreme danger.
e The first time that Wild Talent is used, the talent is rolled randomly, after that the same talent is used.
e The talent operates at PSIx2%, cannot be increased by experience and only manifests when you are under extreme stress or
in extreme danger.

Zero-G Specialist

Requirements: Zero-G 70%, DEX 15 or higher

Hero Points: 10

You are expert at operating in zero gravity. While operating in zero gravity you have the following benefits:
e Your physical skills are not limited to your Zero-G skill
e You do not incur skill penalties while operating in zero gravity
e Youdo not fall ill through the effects of zero gravity

Features

Some people have special abilities, known as Features. These are less powerful than Legendary Abilities and tend to be things that the
person is born with or has acquired in the course of his previous experience. Some Gamesmasters might prefer to include these as
Legendary Abilities, if they are treated as Legendary Abilities then they should cost 8 Hero Points and have no particular
Requirement, but they will need Gamesmaster approval.

Ambidextrous
You are equally at home with using your off-hand as your normal hand.
e You do not incur any penalties when using weapons in your off-hand.
e Switching hands in combat gives you a +20% surprise bonus the first time you do it against an opponent

Narrow Escape
You have developed a knack for sensing trouble and avoiding it before it spots you, whether it be pirates, local customs frigates, or a
navy destroyer. When an encounter with someone likely to cause you trouble occurs, you may attempt to avoid the encounter before it



happens. Try to make a Luck Roll (POWXx5%). If successful, the encounter does not occur or passes you by. Characters who use
Lucky Escape all the time may well find that the Gamesmaster takes the Feature from them.

Calculating Eye

You make your living through the art of the deal, and knowing the potential value of various items and cargo is a large part of the
process. You have developed a very Calculating Eye towards this task, and may add +20% to your Appraise skill rolls when
attempting to appraise the value of common objects and equipment ranging from poor to masterful quality. This does not apply to rare
items such as works of art, artifacts, antiques, etc. You also have a +20% bonus when using their Broker skill to negotiate the price of
a speculative trade good or cargo.

Dumb Luck

You are unnaturally lucky. You have a +20% bonus to all Luck Rolls (POWx5%). Once per day you can ask to reroll a skill roll
without spending a Hero Point, if the Gamesmaster believes that you Good Luck has a bearing on the situation.

Trustworthy
You have that down-home, all-around good guy, honest look about you. Folks just feel comfortable around you and are more willing
to confide in you. You get a +20% bonus on all Liaison and Gather Information checks when interacting with others.



CHAPTER 5: Travelling

Movement

The Movement table shows how far characters with a variety of Movement scores can travel over various periods of time. Groups of

characters travelling together will move at the speed of the slowest member.

Movement
Movement Movement Movement Movement
Time Period | 1m 2m 3m 4m Movement 5m | Movement 6m
Combat Im (2m if 2m (4m if 3m (6m if 4m (8m if 5m (10m if 6m (12m if
Action running) running) running) running) running) running)
Minute 12 (24m if 24m (48m if 36m (62m if 48m (96m if 60m (120m if 72m (144m if
running) running) running) running) running) running)
Hour 0.7km 1.4km 2.2km 2.9km 3.6km 4.3km
Day (12 8.4km 16.8km 26.4km 34.8km 43.2km 51.6km
hours)

Movement in combat assumes a character is moving as fast as possible given his particular Combat Action. Movement over any
period other than combat (Minute or longer) assumes a character is walking at a sustainable rate, though it is possible to run instead.
This sustainable walking is considered light activity, though a full day (12 hours) of walking will count as medium activity.

Running
Running is easy enough for short periods; a character can run for a number of minutes equal to his CON before suffering from any
tiredness. Once this time period has elapsed, the running counts as medium activity.

Terrain & Weather
Movement rates can be hindered by terrain and other adverse conditions such as wind, rain and hail. These conditions are divided into
three categories, Slight, Moderate and Great Adversity.

o Slight Adversity: Reduce the character’s distance moved by 25%.
e Moderate Adversity: Reduce the character’s distance moved by 50%.
e Great Adversity: Reduce the character’s distance moved by 75%.

Chases & Pursuits

If a character succeeds at a Difficult (-20%) Athletics test, they may treat their Movement as one higher than normal for a single
Combat Action or minute.

Sprinting is very tiring when chasing and counts as heavy activity.

If mounts are being used by characters in a pursuit, then the Athletics skill of the mount should be used rather than that of the
character.

llumination & Darkness

Environment is... Example Effects
Brightly llluminated | Blazing summer day, shrine holding a rune of +10% to Perception tests to spot hidden
Light. characters or items

Heavily candlelit room, overcast day, within None.

radius of illuminating item.

IHluminated

Cavern mouth, misty day, within 3 x radius of —20% to vision-based Perception tests.

illuminating item.

Partial Darkness

Dark Large cavern illuminated only by embers, foggy | —40% to vision-based Perception tests.
day, within 5 x radius of illuminating item. Movement penalised by —1m.
Pitch Black Sealed room with stone walls, cavern many Perception tests reliant on vision impossible, as

miles underground, mountaintop whiteout,
shrine holding a rune of Darkness.

are ranged attacks. —60% to close combat
attacks. Movement halved.

Illuminating Items

Example Radius
Candle or embers im
Flaming brand or lantern | 3m
Campfire 5m
Bonfire 10m
Flashlight 10m




Fatigue

Physical activity is divided into three categories; light, medium and heavy. The length of time a character can engage in physical
activity without running the risk of becoming Exhausted is determined by his CON. Once this time has elapsed, a character must
begin to make skill tests in order to resist the effects of exhaustion.

Light Activity: Characters never risk Fatigue while engaging in light activity.

Medium Activity: Includes running, fighting in combat, climbing, swimming at a rapid rate, brisk activity in Low or High Gravity
environments or brisk activity while wearing any form of Vacc Suit, Environment Suit or Battle Dress. A character can engage in
medium activity for a number of minutes equal to his CON before risking Fatigue. Once this time has elapsed, the character must
immediately make a Simple (+20%) Athletics test or begin suffering the effects of Fatigue. So long as the activity continues, he must
make another Simple (+20%) Athletics test every time a number of minutes equal to the character’s CON elapse.

Heavy Activity: Includes back-breaking manual labour, sprinting and climbing at a rapid rate. A character can engage in heavy activity
for a number of Combat Actions equal to his CON score before risking Fatigue. Once this time has elapsed, the character must
immediately make a Normal (+0%) Athletics test or begin suffering the effects of Fatigue. So long as the activity continues, he must
make another Normal (+0%) Athletics test every time a number of Combat Actions equal to the character’s CON elapse.

Effects of Fatigue
If a character fails a test while engaged in medium or heavy activity, he will begin to show Fatigue. Every time a Fatigue test is failed,
the character will drop down one level of Fatigue, as shown on the Fatigue Levels table.

Fatigue Levels

Level of Fatigue | Effects

Fresh None.

Winded All skill tests (including further tests to resist Fatigue) suffer a —10% penalty.

Tired All skill tests (including further tests to resist Fatigue) suffer a —20% penalty. Movement suffers a —1m penalty.

Wearied All skill tests (including further tests to resist Fatigue) suffer a —30% penalty. Movement suffers a —1m penalty.
Strike Rank suffers a —2 penalty.

Exhausted All skill tests (including further tests to resist Fatigue) suffer a —40% penalty. Movement is halved. Strike Rank

suffers a —4 penalty. DEX is considered 5 points lower for the purposes of determining Combat Actions.

Character must make a Persistence test every minute or fall unconscious for 1D3x2 hours

Debilitated All skill tests (including further tests to resist Fatigue) suffer a -50% penalty. Movement is halved. Strike Rank
suffers a —6 penalty. DEX is considered 10 points lower for the purposes of determining Combat Actions.

Character must make a Difficult Persistence test every Combat Round or fall unconscious for 1D6x2 hours.

Time and Fatigue
Once a character has been awake for 10+CON hours, they must make a Persistence test or drop one Fatigue level. This test must be
repeated for every hour the character remains awake.

Recovering from Fatigue

A character will move up one level of Fatigue for every two hours of complete rest or four hours of light activity. A successful Medic
test can raise a character by one level of Fatigue once per day, but cannot raise a character above Winded. Drugs can help restore
fatigue temporarily.

Exposure, Starvation and Thirst
A character can normally survive for a number of hours equal to his CON before suffering from exposure.

A character can survive for a number of days equal to his CON before becoming starved, though after three days they will begin to
suffer a —10% penalty to Fatigue tests.

A character can survive for a number of hours equal to his CON x 4 before becoming chronically thirsty, though particularly arid
environments may reduce this to CON x 3 or even CON x 2.

Whenever a character is suffering from exposure, starvation or thirst, the Fatigue test penalty immediately doubles to —20%. In
addition, the character will automatically suffer one point of damage to all locations every day, for every condition he is experiencing.
Natural healing will not heal this damage — only sufficient shelter, food or water can remedy the problem and allow natural healing to
take place.




Healing

Healing can be performed in one of three ways — using Medical Treatment, a Psionic Talent, or through natural healing, resting while
the injuries heal themselves.

Natural Healing
A character’s injured locations (any location that has 0 hit points or more) regain one hit point per 24 hours, as long as the character
does not engage in anything more than light activity.

A character’s badly injured locations (any location that has —1 or fewer hit points or more) regain one hit point per location per day, as
long as the character does not engage in anything more than light activity, and the character succeeds at a Resilience test.

Natural healing will not heal a Major Injury until that location has either been treated with a successful Healing test or medical
healing has been applied.

Medical Treatment

First Aid: Applying first aid restores 1 Hit Point on a success and 2 on a Critical per wound treated. First aid must be applied within
five minutes of the injuries being received to be fully effective. A character can still benefit from first aid up to an hour after their
injury but they only receive half the Hit Points. Performing first aid on yourself is a Difficult (—20%) task.

Surgery: A seriously wounded character requires surgery. Surgery restores Hit Points just like first aid but if the check is failed the
patient loses 1 Hit Point, 2 for a Fumble. Surgery requires a hospital or sick bay, otherwise it is Very Hard (-60%). Surgery does not
benefit characters who are not seriously wounded. Performing surgery on yourself is a Hard (—40%) task.

Medical Care: Medical care restores 2 + the character’s CON / 7 hit points per day, divided evenly among all damaged locations in
addition to natural healing. Medical care requires a hospital or sickbay and for the patient to undergo full bed rest.

Hospitalisation: An injured character who needs hospital care for a prolonged period will pay approximately 100 credits per month
per Technology Level. (At TL 11+ the doctors will just use medicinal slow in most cases and charge for that instead.) Surgery costs
1d6 x 50 x Technology Level in Credits.

Augmentation and Medical Care: Cybernetic or genetic augments can interfere with medical treatment. All medical care or surgery
Medic rolls treating a character suffer a Penalty equal to ten times the difference in Technology Level between the medical facility
and the highest relevant implant, or ROBx10%, whichever is higher.

Healing and Mental Characteristics: Other than Psionic Strength, characters may also suffer damage to their Intelligence or even
their Education. Unless otherwise specified, each mental characteristic heals at the rate of one point per day.

Replacements: A character whose injuries require cloning limbs or cybernetic replacement must pay 5,000 credits per Characteristic
point.

Encumbrance

Every piece of equipment in the Equipment chapter has an Encumbrance (ENC) score, though some items are too small or light to
have an ENC score. Characters can usually ignore the effects on Encumbrance that these have unless they start carrying a lot of them
— assume that an average of 20 such items will equal 1 ENC, so long as the character has a suitable means of carrying them, such as a
sack or backpack.

A character can carry equipment whose total ENC is less than or equal to his STR+SIZ without penalty.

Overloading
A character carrying total ENC greater than his STR+SIZ is Overloaded.

Overloaded characters suffer a —20% penalty to all tests that require physical actions, including Weapon skill tests and most tests that
have DEX or STR as a Characteristic.

Overloaded characters have their Movement halved. They also suffer a —20% penalty to all Fatigue tests.

A character cannot carry more than twice his STR+SIZ in ENC.

Falling

A character that takes damage from a fall ends up prone. Armour points do not reduce falling damage.

Falling Distance

Distance Fallen | Damage Taken

1mor less No damage.




2m to 5m D6 points of damage to a random location

6m to 10m 2D6 points of damage, each D6 applied to a randomly rolled location
10 to 15m 3D6 points of damage, each D6 applied to a randomly rolled location
16m to 20m 4D6 points of damage, each D6 applied to a randomly rolled location
+5m +1D6 damage

A creature of SIZ 8 to 9 treats the distance fallen as one metre less. A creature of SIZ 6 to 7 treats the distance fallen as three metres
less. A creature of SIZ 4 to 5 treats the distance fallen as five metres less. A creature of SIZ 2 to 3 treats the distance fallen as eight
metres less. A creature of SIZ 1 or less treats the distance fallen as ten metres less.

As long as the character was not surprised, they may attempt an Acrobatics test to mitigate falling damage — a successful test allows
the character to treat the fall as if it were two metres shorter than it actually is. In addition, as long as this test is a success and the
character is not reduced to 0 hit points in a location due to the fall, the character lands safely and is not prone.

Characters falling onto soft surfaces may have the distance they fall effectively halved for the purposes of damage.

Characters falling onto damaging surfaces will suffer the effects of the surface to all locations that are damaged in the fall.

Character falling on high- or low-gravity worlds will increase or decrease the damage. Look up the size code for the world and the
gravity level associated with it and multiply the falling damage by the gravity number.

Suffocation
While performing medium activity, a character can hold his breath for a number of Combat Rounds equal to his CON. Characters
engaging in light activity can double this time, while characters performing heavy activity will halve it.

Once a character has surpassed the time for which he can hold his breath, he must make a Resilience test every round with a

cumulative —10% penalty. If he fails, he automatically starts inhaling the suffocating substance, which automatically damages his
Chest location every round.

Suffocating Substance

Substance Inhaled | Damage Taken to Chest Location

Water 1D6

Vacuum 1D6

Thick Smoke 1D3

Poison Gas Character is exposed to the poison. If the gas is also a thick smoke, then 1D3 damage is incurred in addition to
the poison’s effect.

Armour points do not reduce suffocation damage. The damage will only cease once the character can draw breathable air once more.
Even then, the character will require a Resilience test to be able to do anything other than wretch or gasp for breath for 1D4 Combat
Rounds.

Fire, Heat and Freezing

A character will normally take damage from fire or heat to a specific hit location. However, if a character is immersed in the source of
the damage, then all locations will suffer from the damage the fire causes. Unusually hot or cold worlds can cause damage unless the
characters are suitably protected. The amount of damage suffered from fire or heat will depend on its intensity, as shown on the Fire
and Heat table.

Fire and Heat

Damage Source Example Damage
Flame Candle 1 point
Large Flame Flaming brand 1D4 points
Small Fire Camp fire, cooking fire 1D6 points
Large Fire Scolding steam, large bonfires, burning rooms, Welding Torch | 2D6 points
Inferno Lava, inside a blast furnace 3D6 points
Very Hot Climate (50°C) | Desert 1D6 / Hour
Hot Planet (200°C) Mercury 1D6/round
Very Hot Planet (500°C) | Venus 2D6/round




Poison

Every type of poison has the following information detailed:

Name: The poison’s name. Also, if the poison is medical in nature, it will be mentioned here.

Type: Lists whether the poison is ingested, used on a weapon or inhaled.

Delay: The time between the poison’s introduction to a character, to the time its effect takes hold.

Potency: This is a number between 10 and 100 that measures the strength of a poison. Some medical poisons, like basilisk venom,
have even higher Potencies. A character must make an opposed Resilience test versus the poison’s Potency test in order to avoid or
mitigate the damage of the poison.

Effect: Usually hit point damage that affects all locations of the victim, though this is not universal. Some poisons cause a character
to sleep for a period of time. More exotic poisons may cause hallucinogenic effects, paralysis or a combination of effects. These take
place after the delay noted above.

Duration: How long the poison, if effective, will affect the victim. The effects of the poison cannot be removed or healed until the
poison itself has been neutralised or has dissipated in the victim’s system. Hit point damage caused by poison will not automatically
heal — it must be healed through medical or natural healing.

Poison Succeeds, Character Fails
If the poison succeeds its Potency test and the character fails his Resilience test, the poison has its full effect.

Character Succeeds, Poison Fails
If the character succeeds his Resilience test and the poison fails its Potency test, the poison has no effect.

Both Poison and Character Succeed
Whoever rolled the highest in their test wins.

Both Poison and Character Fail
Whoever rolled the lowest in their test wins.

Disease

Every type of disease has the following information detailed:

Name: The disease’s name. Also, if the disease is medical in nature, it will be mentioned here.

Type: Lists whether the disease is spread through contamination, touch or is airborne.

Delay: The time between the disease’s introduction to a character, to the time its effect takes hold. It is also the time following disease
contraction that a victim will be forced to make follow-up opposed disease tests.

Potency: This is a number between 10 and 100 that measures the strength of a disease. Some medical diseases, like the shining
plague, have even higher Potencies. A character must make an opposed Resilience test versus the disease’s Potency test in order to
avoid or mitigate the damage of the disease.

Effect: Usually hit point damage that affects all locations of the victim, though this is not universal. Many diseases will apply a
penalty to Characteristics or skills. More exotic diseases may cause hallucinogenic effects, paralysis or a combination of effects.
These take place after the delay noted above.

The effects of the disease cannot be removed or healed until the disease itself has been neutralised or has dissipated in the victim’s
system. Hit point damage caused by disease will not automatically heal — it must be healed through medical or natural healing.

Disease Succeeds, Character Fails
If the disease succeeds its Potency test and the character fails his Resilience test, the disease has its full effect.

Character Succeeds, Disease Fails
If the character succeeds his Resilience test and the disease fails its Potency test, the disease has no effect.

Both Disease and Character Succeed
Whoever rolled the highest in their test wins.

Both Disease and Character Fail
Whoever rolled the lowest in their test wins.

Unlike a poison, diseases will progress if a character does not resist its effects. Once the first opposed test is failed by the victim, they
will have to make an additional opposed test (after an amount of time determined by the disease’s delay statistic).

If the victim succeeds this second opposed test, he has overcome the worst of the disease and will no longer suffer its effects (other
than remaining hit point damage) after while (use the disease’s delay statistic to determine how long this takes).

If the victim fails this second opposed test, he falls deeper into the disease. Apply all of the disease’s effects again to the character.
Once the delay period has elapsed once more, the victim will have to make a third opposed disease test, and so on.



Radiation

Radiation exposure is measured in rads. Once a character has absorbed a certain number of rads, he will suffer certain effects. One
problem with radiation exposure is that while physical symptoms can be treated and may heal, the radiation never goes away. The
character’s rads must be tracked. Further exposure adds to what the character is already carrying around until a deadly level is
reached. Each exposure adds its dose to the existing level of radiation in the body and the effect is for the higher amount.
Accumulated rads can be removed using anti-rad drugs.

Name: The name of the radiation

Type: Type of radiation

Delay: The time between the exposure to the radiation, to the time its effect takes hold.

RADs: The dose measured in RADs (or REMs)

Potency: This is a number between 10 and 1000 that measures the strength of the radiation. A character must make an opposed
Resilience test versus the radiation’s Potency test in order to avoid or mitigate the damage of the poison.

Stage One Effect: The typical effects of the radiation in its first stage

Latent Period: Many doses of radiation have a latent period where symptoms seem to die down before a second set of symptoms
appear.

Stage Two Effect: The typical effects of the radiation in its second stage

Recovery Period: The time taken to recover if not fatal

Fatality: The percentage of people who die after a certain number of days. Use this for NPCs and if you want a fast resolution to the
poisoning. This is the chance of the person dying of the radiation poisoning.

Characters must make the Resilience test upon exposure to the radiation, after the Latent Period and at the end of the Fatality period.
If the character succeeds all rolls and the radiation fails all rolls then the character has been lucky and will suffer no serious ill effects.
For high doses of radiation, this event is unlikely.

Radiation Succeeds, Character Fails: If the radiation succeeds its Potency test and the character fails his Resilience test, the
radiation has its full effect.

Character Succeeds, Radiation Fails: If the character succeeds his Resilience test and the Radiation fails its Potency test, the
Radiation has no effect.

Both Radiation and Character Succeed: Whoever rolled the highest in their test wins.

Both Radiation and Character Fail: Whoever rolled the lowest in their test wins.

Medical Treatment

Anyone exposed to Light radiation or higher requires immediate medical treatment otherwise the ill-effects will be permanent. TLs 1-
4 cannot treat Radiation Poisoning, TLs 5-7 can treat the symptoms but can do little for acute cases, TLs 8-11 can keep acute cases
from dying and have a chance to reverse the damage, given good enough equipment and TLs 15+ can completely treat and cure any
level of radiation poisoning.

Gamma-Ray Bursts

Name: Low Level Gamma-Ray Burst

Stage One Effect: Mild burn (1 point to each exposed location)
Latent Period: None

Stage Two Effect: Low Level Radiation Exposure

Name: Mild Gamma-Ray Burst

Stage One Effect: Mild burn (1D2 point to each exposed location)
Latent Period: None

Stage Two Effect: Mild Radiation Exposure

Name: Light Gamma-Ray Burst

Stage One Effect: Light burn (1D3 points to each exposed location)
Latent Period: None

Stage Two Effect: Low Level Radiation Exposure

Name: Moderate Gamma-Ray Burst

Stage One Effect: Moderate burn (1D4 points to each exposed location)
Latent Period: None

Stage Two Effect: Moderate Level Radiation Exposure

Name: Severe Gamma-Ray Burst

Stage One Effect: Severe burn (1D6 points to each exposed location)
Latent Period: None

Stage Two Effect: Severe Level Radiation Exposure

Name: Sub-Lethal Gamma-Ray Burst



Stage One Effect: Extreme burn (1D8 points to each exposed location)
Latent Period: None
Stage Two Effect: Sub-Lethal Level Radiation Exposure

Name: Lethal Gamma-Ray Burst

Stage One Effect: Mild burn (1D10 points to each exposed location)
Latent Period: None

Stage Two Effect: Lethal Level Radiation Exposure

Name: Hyper-Lethal Gamma-Ray Burst

Stage One Effect: Mild burn (1D12 points to each exposed location)
Latent Period: None

Stage Two Effect: Hyper-Lethal Level Radiation Exposure

lonising Radiation

Name: Negligible Level Radiation

Potency: 5-10

Stage One Effect: Potential for genetic mutations

Name: Low Level Radiation

RADs: 20-50

Potency: 11-25

Stage One Effect: As above plus temporary decrease in red blood cells

Name: Mild Radiation

RADs: 50-100

Potency: 26-50

Stage One Effect: Headaches, increased risk of infection (Resilience skill reduced by POT /5), temporary male sterility

Name: Light Radiation

RADs: 100-200

Delay: 3-6 hours

Potency: 51-100

Stage One Effect: Mild to moderate nausea (-20% to all skill rolls), increased risk of infection (Resilience skill reduced by POT / 2),
temporary male sterility

Latent Period: 10-14 days

Stage Two Effect: Spontaneous abortion/stillbirth for pregnant women, depressed immune system (Resilience skill halved)
Fatality: 10% after 30 days

Name: Moderate Level Radiation

RADs: 200-300

Delay: 1-6 hours

Potency: 101-150

Stage One Effect: Nausea (-20% to all skill rolls), vomiting, increased risk of infection (Resilience skill reduced by POT / 5),
temporary male sterility

Latent Period: 10-14 days

Stage Two Effect: 50% chance of losing hair, fatigue (Wearied), general illness, loss of white blood cells (Resilience skill halved),
possible permanent female sterility

Recovery Period: 1-several months

Fatality: 35% after 30 days

Name: Severe Level Radiation

RADs: 300-400

Delay: 1-6 hours

Potency: 151-200

Stage One Effect: Nausea (-20% to all skill rolls), vomiting, increased risk of infection (Resilience skill reduced by POT / 5),
temporary male sterility

Latent Period: 7-14 days

Stage Two Effect: As above plus fatigue (Exhausted), bleeding under the skin, from the mouth and from the kidneys (take 1D2-1 Hit
Points of damage per location per day)

Recovery Period: Several Months

Fatality: 50% after 30 days

Name: Acute Level Radiation
RADs: 400-600

Delay: 1-2 hours

Potency: 201-300



Stage One Effect: Nausea (-20% to all skill rolls), vomiting, increased risk of infection (Resilience skill reduced by POT / 5),
temporary male sterility

Latent Period: 7-14 days

Stage Two Effect: As above plus fatigue (Exhausted), bleeding under the skin, from the mouth and from the kidneys (take 1D3-1 Hit
Points of damage per location per day), infections (Resilience skill halved)

Recovery Period: Several months to a year

Fatality: 60%-90% after 30 days

Name: Sub-Lethal Level Radiation

RADs: 600-1000

Delay: 15-30 minutes

Potency: 301-500

Stage One Effect: Nausea (-20% to all skill rolls), vomiting, increased risk of infection (Resilience skill reduced by POT / 5),
temporary male sterility, permanent loss of bone marrow (requires a transplant or Resilience loss is permanent)

Latent Period: 5-10 days

Stage Two Effect: As above plus fatigue (Exhausted), severe internal bleeding (take 1D4-1 Hit Points of damage per location per
day), infections (Resilience skill halved)

Recovery Period: Several years but never complete

Fatality: 100% after 14 days

Name: Lethal Level Radiation

RADs: 1000-5000

Delay: 5-30 minutes

Potency: 500-2500

Stage One Effect: Nausea (-40% to all skill rolls), Fatigue (Exhausted), increased risk of infection (Resilience skill reduced by POT /
5), permanent male sterility, permanent loss of bone marrow (requires a transplant or Resilience loss is permanent)

Latent Period: None

Stage Two Effect: Gastric and intestinal cell death and severe diarrhoea (lose 1D3 HP from abdomen every day), severe internal
bleeding (take 1D4-1 Hit Points of damage per location per day), infections (Resilience skill halved), delirium (lose 1D3-1 INT per
day), coma (if INT reduced to 0), then death

Recovery Period: None

Fatality: 100% after 7 days

Name: Hyper-Lethal Level Radiation

RADs: 5000+

Delay: 5 minutes

Potency: 2500+

Stage One Effect: Nausea (-60% to all skill rolls), Fatigue (Exhausted), increased risk of infection (Resilience skill reduced by POT /
5), permanent male sterility, permanent loss of bone marrow (requires a transplant or Resilience loss is permanent)

Latent Period: 1-2 days

Stage Two Effect: Gastric and intestinal cell death and severe diarrhoea (lose 1D4 HP from abdomen every day), severe internal
bleeding (take 1D4 Hit Points of damage per location per day), infections (Resilience skill halved), delirium (lose 1D6 INT per day),
coma (if INT reduced to 0), then death

Recovery Period: None

Fatality: 100% after 2 days

Currency

The Credit (Cr.) is the standard unit of currency. Larger denominations include the KiloCredit (KCr; 1,000 Credits), the MegaCredit
(MCr; 1,000,000 Credits) and the GigaCredit (GCr, 1,000,000,000 Credits). Alien currencies are automatically converted to Credits
and nobody effectively uses anything else.



Passage

Many people need to travel between star systems yet do not own a Starship. Fortunately there are many Starships that can take
passengers - at a cost. Space Travel has been standardised into four overarching categories — high, middle, working and low.

High Passage: The passenger receives a stateroom and one ton of cargo space for baggage, and can expect high-quality
entertainment. Every 10% of Steward or Steward (High Passage) skill allows the steward to effectively look after one high passage
passenger on board a ship (so a character with Steward 60% could care for six passengers).

Middle Passage: Every 10% of Steward or Steward (Middle Passage) skill allows the steward to effectively look after two middle
passengers. A baggage allowance of 100 kg is permitted.

Working Passage: This is identical to middle passage but the passenger pays his way by serving on board ship in some capacity.
Low Passage: This is passage while frozen in cryoberths. There is some danger to the passenger — a Medic check is required upon
opening the capsule, applying the passenger’s CON to the skill. If failed, the passenger does not survive. Low passage costs includes a

10 kg baggage allowance; many commercial cryoberth units have a built-in baggage compartment.

The price of passage varies depending on how far you want to go:

Parsecs
Travelled High Middle Low
1 Cr. 6,000 Cr. 3,000 Cr. 1,000

Cr. 12,000 [Cr. 6,000 Cr. 1,200
Cr. 20,000 [Cr.10,000 |Cr. 1,400
Cr. 30,000 [Cr.15,000 |Cr. 1,600
Cr. 40,000 [Cr. 20,000 |Cr. 1,800
Cr. 50,000 [Cr. 25,000 |Cr. 2,000
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CHAPTER 6: Spacecraft Design

Any class A starport has a shipyard which can build any kind of ship, including a Starship with Jump drives; any class B starport can
build small craft and ships which do not have Jump drives.

The Hull

Each spaceship has a Hull Rating that varies according to the normal tonnage of the Hull. The Hull Rating is important as it drives
different costs and ratings of other systems within the spaceship.

Hull  |Price Hull  [Price Hull  [Price
Hull Code |(MegaCredits) Hull Code |(MegaCredits) Hull Code |(MegaCredits)
100 tons 1 2 600 tons 6 48 1,200 tons C 120
200 tons 2 8 700 tons 7 64 1,400 tons E 140
300 tons 3 12 800 tons 8 80 1,600 tons G 160
400 tons 4 16 900 tons 9 90 1,800 tons J 180
500 tons 5 32 1,000 tons A 100 2,000 tons L 200

Primitive & Advanced Spacecraft

There is a 5% price discount per TL for older technology devices if bought new at the source, to a maximum of —30%. Characters can

buy second—hand outdated technology for a fraction of the price (10% to 75%, depending on condition and usability).

Low Technology Hulls are not as space—worthy as standard hulls, and use lower—grade material. They have lower Hull and
Structure values.
High Technology Hulls are constructed using new materials according to the most advanced naval architecture designs,
making them stronger.

TL 7 8 0 10 11 12 13 14 15 16
Cost 100% 100% 100% 100% 100% 100% 110% 125% 150% [200%
Hull per 100 90 80 70 60 50 45 40 35 25

The Hull Per row determines how many Hull and Structure points a spacecraft will have at that technology level. Normally, a ship
has one Hull point and one Structure point per 50 tons. At higher technology levels, a ship can have more Hull and Structure for its
tonnage. So, a TL 7 ship has 1 Hull Point and 1 Structure Point for every 100 tons and a TL 16 ship has 1 Hull Point and 1 Structure
Point for every 25 tons.

Configuration

A ship may have any of three configurations — standard (a wedge, cone, sphere or cylinder), streamlined (a wing, disc or other lifting
body allowing it to enter the atmosphere easily) or distributed (made up of several sections, and incapable of entering an atmosphere
or maintaining its shape under gravity).

Streamlining a ship increases the cost of the hull by 10%. This streamlining includes fuel scoops which allow the skimming of
unrefined fuel from gas giants or the gathering of water from open lakes or oceans. Streamlining may not be retrofitted; it must be
included at the time of construction.

A distributed ship reduces the cost of its hull by 10%. It is completely non-aerodynamic and if it enters an atmosphere or strong
gravity it will fall to the surface of the planet. It cannot mount fuel scoops.

A standard-hull ship may still enter atmosphere but is very ungainly and ponderous, capable only of making a controlled glide to the
surface. Getting it back into space requires an elaborate launch setup and considerable expense. A standard-hull ship may have scoops
for gathering fuel from a gas giant but the process will be much more difficult and less efficient. Larger ships of this type will often
carry a specialized sub-craft to perform the actual atmospheric skimming.

Armour

Armour does not need to be added in 5% elements, but it must be added in whole armour point values.

For example, a heavily armoured warship might take Bonded Superdense armour twice. This would take up 10% of the hull’s volume
and cost 100% of the base cost of the hull, but give 12 points of armour.



Armour Type ITL |Protection |Cost Max Armour

Titanium Steel 7 [2per5% [5% of base hull [TL or 9, whichever is less
Crystaliron 10 |4 per 5% [20% of base hull |TL or 13, whichever is less
Bonded Superdense |14 |6 per 5% [50% of base hull |TL

Reinforced Hull

Hull Size Reinforced Structure per 5% |Reinforced Hull per 10%
10-90 1 3

100-1,000 |2 5

1,000-2,000 4 10

3,000-10,000 [8 20

20,000+ 16 40

Modifications
Armour modifications must be added when the ship’s armour is installed, and cannot be easily retrofitted.

Heat Shielding: A ship without a functioning gravitic drive attempting re—entry without heat shielding will burn up. If equipped with
undamaged heat shielding, re—entry is successful on easy Pilot skill check, with failure resulting in burn up (this task is often
undertaken more slowly). Damage to the ship from proximity to a star in the absence of heat shielding are at the referee’s discretion,
but should be harsh! Heat shielding does not provide protection against starship combat weapons; even fusion weapons. Heat
shielding costs MCr 0.1 per ton of hull

Radiation Shielding: Radiation shielding improves the ship’s protection against radiation from both natural sources (solar flares,
pulsars) and artificial (nuclear bombs, meson hits). A ship with radiation shielding decreases the amount of rads absorbed by all crew
by 1,000, treats the bridge as if it is hardened and provides 6 extra armour points against radiation damage from nuclear weapons,
particle beams and fusion guns. Radiation shielding costs MCr 0.25 per ton of hull.

Reflec (TL 10): Reflec coating on the hull increases the ship’s armour against lasers by 3. Adding Reflec costs 0.1 Megacredits per
ton of hull and can only be added once.

Self-Sealing (TL 9): A self-sealing hull automatically repairs minor breaches such as micrometeoroid impacts, and prevents hull hits
from leading to explosive decompression. It costs 0.01 Megacredits per ton of hull.

Stealth (TL 11): A stealth coating absorbs radar and lidar beams, and also disguises heat emissions. This gives a -40% Penalty to any
Sensors rolls to detect or lock onto the ship. Adding Stealth costs 0.1 Megacredits per ton of hull, and can only be added once.

Hull and Structure
Initial damage is applied to the Hull; once the Hull is breached, further damage goes to the Structure. When all Structure Points have
been lost, the ship has been smashed to pieces. A ship has one Hull Point and one Structure Point per 50 tons of displacement.

Structure

Modifications

Reinforced Structure: For every 5% of the ship’s total tonnage allocated to reinforced structure, the ship gains extra structure points.
Reinforced structure costs MCr 0.2/ton.

Reinforced Hull: For every 10% of the ship’s total tonnage allocated to reinforced hull, the ship gains extra hull points. Reinforced
hull costs MCr 0.1/ton.

Armoured Bulkheads: Adding internal bulkheads requires tonnage equal to 10% of the tonnage of the protected system, but negates
the first hit on that system.

Modular Hull: Up to 75% of a ship’s internal tonnage may be designated as modular, allowing it to be swapped out easily. This
tonnage may not include the bridge, power plant, drives or any structural or armour options. Different modules can be installed for
different tasks. Making a modular hull increases the cost of the overall hull by the percentage designated as modular.

The Engineering Section

e A non-Starship must have a manoeuvre drive and a power plant.
e A Starship must have a Jump drive and a power plant; a manoeuvre drive may also be installed, but is not required.



e  Starships may also have Dimensional Travel Drives (D-Drives), Temporal Drives (T-Drives) or Wormhole Drives (W-
Drives) if that technology is allowed in the campaign.

Drive Costs and Mass

J-Drive M-Drive P-Plant D-Drive T-Drive | W-Drive
Drive Code| Tons MCr Tons MCr | Tons | MCr [Tons|MCr|Tons|MCr|Tons|MCr
10 10 2 4 4 8 4 8 4 8 4 8
15 20 3 8 7 16 7 16 7 16 7 16
20 30 5 12 10 24 10 24 10 | 24 | 10 | 24
25 40 7 16 13 32 13 | 32 13 | 32 | 13 | 32
30 50 9 20 16 40 16 | 40 16 | 40 | 16 | 40
35 60 11 24 19 48 19 | 48 19 | 48 | 19 | 48
40 70 13 28 22 56 22 | 56 | 22 | 56 | 22 | 56
45 80 15 32 25 64 25 64 | 25 | 64 | 25 | 64
50 90 17 36 28 72 28 72 | 28 | 72 | 28 | 72

55 100 19 40 31 80 31 )1 80 | 31 ) 8 | 31 | 80
60 110 21 44 34 88 34 ] 88 | 34| 88 | 34 | 88
65 120 23 48 37 96 37 1 96 | 37 | 96 | 37 | 96
70 130 25 52 40 104 40 | 104 | 40 | 104 | 40 | 104
75 140 27 56 43 112 43 | 112 | 43 | 112 | 43 | 112
80 150 29 60 46 120 46 | 120 | 46 | 120 | 46 | 120
85 160 31 64 49 128 49 |1 128 | 49 | 128 | 49 | 128
90 170 33 68 52 136 52 |1 136 | 52 | 136 | 52 | 136
95 180 35 72 55 144 55 [ 144 | 55 [ 144 | 55 | 144
100 190 37 76 58 152 58 [ 152 | 58 [ 152 | 58 | 152
105 200 39 80 61 160 61 | 160 | 61 | 160 [ 61 | 160
110 210 41 84 64 168 64 | 168 | 64 | 168 [ 64 | 168
115 220 43 88 67 176 67 | 176 | 67 | 176 | 67 | 176
120 230 45 92 70 182 70 | 182 | 70 [ 182 | 70 | 182
125 240 47 96 73 192 73 1192 73 [192 | 73 | 192
135 260 51 104 79 206 76 | 206 | 76 | 206 [ 76 | 206
145 280 55 112 85 222 79 | 222 | 79 [222 | 79 | 222
155 300 59 120 91 238 82 | 238 | 82 [ 238 | 82 | 238
DD 165 320 63 128 97 254 85 [ 254 | 85 [ 254 | 85 | 254
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Performance by Hull Volume
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For manoeuvre drives, the potential is the Thrust number (Tn), which is the number of Gs acceleration available.
For Jump drives, the potential is the Jump number (Jn), or Jump range in parsecs.

The power plant rating (A-Z) must be at least equal to either the manoeuvre drive or Jump drive rating whichever is higher.

Types of Manoeuvre Drive
There are many kinds of manoeuvre drive. The most common are listed below, but enterprising GMs and Players may come up with
different types of drive.

Gravitic Drive: The standard drive uses gravitational energy for propulsion.

Reaction Drive: The reaction drive takes the same space as a Gravitic drive, and costs less, but this is offset by the large fuel
requirements in addition to fuel used for the jump drive and power plant. To calculate a ship’s fuel requirements, use the following
system: Fuel Required (as a percentage of the ship’s displacement) = 2.5% x Maximum Thrust x hours of Maximum Thrust required.
As space combat turns are 6 minutes long, each hour of fuel gives 10 turns of operation at maximum thrust. The total reserve of fuel is
expressed as a number of G/Turns, which are equivalent to the total number of thrust points available. Each thrust point spent reduces
the number of G/Turns remaining in the tank, and a ship cannot manoeuvre once this fuel is spent.

Solar Sail: A deployed solar sail covers an area dozens of kilometres across. It is made of a flexible synthetic fabric that has limited
self—repair capabilities. Particles emitted by the sun — the ‘solar wind’ catch the sail and provide a minuscule amount of thrust. A ship
using a solar sail as its primary method of propulsion has a Thrust of 0 and requires several days or weeks to change its course or
speed. A solar sail costs MCr 0.01 per ton of ship, and takes up 5% of the ship’s total tonnage when stowed. Obviously, this is
ineffective in a combat situation. Jump drive can not be used with a sail deployed.

Primitive & Advanced Spacecraft
There is a 5% price discount per TL for older technology devices if bought new at the source, to a maximum of —30%. Characters can
buy second-hand outdated technology for a fraction of the price (10% to 75%, depending on condition and usability).

Drives
Drives of a certain rating are normally only available at certain Tech Levels. If a drive is purchased at a different Tech Level to that
corresponding to its rating, the cost and tonnage may differ from the norm.

Rating 1 2 3 4 5 6
Manoeuvre TL|7 7 8 8 8 9




Bump TL 9 Ji1 2 [13 14 5 |

So, a Jump 3 drive is normally available at TL 12, but it is possible to develop a Jump 3 drive at TL 11, but the drive will have twice
the tonnage and cost half again the normal amount. Buying a Jump 3 drive at TL 14 costs 125% of the normal costs of a drive but the
tonnage is reduced to 90% of normal.

TL-1 ([TL+0 [TL+1 ([TL+2 ([TL+3
Drive Tonnage 200% 100% [95% 90% 75%
Drive Cost 150% 100% |110% [125% [200%

Power Plants
As technology advances, so the cost and functionality of Power Plants improve. Low Tech power plants are generally heavier than the
norm and High tech power plants are lighter and more expensive than the norm, reflected in the table below.

TL 8-10 ([TL 11-14 |TL 15+
Tonnage 125% 100% 75%

Cost 100% 100% 200%

Power and Energy

A ship uses up Energy as it operates. The different drives use up energy, energy weapons and shields use up energy, even life support
and the on-board technology uses up energy.

A ship has a certain number of Energy Points (EPs) and these EPs are used up in standard operation. A power plant supplies ten times
its rated potential in EPs per hour.

Batteries: Surplus EPs can be stored in batteries. Each battery can store a certain number of EPs depending on its rating and weighs
its rating in tons, so a set of batteries storing 20 EPs weighs 20 tons.

Emergency Power: An emergency power system allows a vessel to keep functioning even when its main power plant has been
knocked offline by damage and is a cheaper alternative than a second backup power plant. If the power plant suffers a third hit, the
emergency power system activates, and allows the ship to function normally for 30 minutes or 5 Combat Rounds of full operations —
or until it suffers another power plant hit. An emergency power system has a tonnage and cost equal to 10% of the tonnage and cost of
the main power plant.

Chemical power plants: A chemical power plant is 40% bigger than its fusion equivalent, costs MCr 1.25 per ton and requires 20
times the amount of fuel for the same endurance.

Fission power plants: Fission plants provide the same power as a fusion power plant and can provide any power performance level.
However, they are twice the size and price of a fusion power plant. They are available at TL7.

Solar Panel: Extendible solar panels provide backup power for vessel’s power plants. They are sometimes installed in scout or
mining ships, giving them greater range and endurance. The size of solar panels required to power a ship is 1/10™ that of the main
power plant, to a minimum of 0.5 tons. If the panels are fitted to a ship without a power plant, then assume the (non—existent) main
power plant is sized to deliver a performance rating of 1. A ship equipped with solar panels within 15 AUs of an active star consumes
power plant fuel at one—quarter the normal rate as long as it is only engaged in minimal manoeuvring and does not fire weapons.
Minimal manoeuvring does not include long periods at full thrust, so solar panels are useless for trade vessels. Solar panels cost MCr
0.1 per ton. No power plant fuel is consumed, and endurance is considered as infinite, if the ship is not manoeuvring, using active
sensors or refining fuel for use. Jump cannot be entered with solar panels deployed.



Energy Costs

Action Cost (EPs) Example

Jump 0.1 x tonnage x Jump distance A 100 ton ship making a Jump 4 costs 40EPs

Al 1 per Al per hour A Starship with 5 Als burns 5 EPs per hour

Shields 1 /AP/Hour + 1 per HP absorbed A ship with Shields 5 uses 5EPs / hour but blocking a 6 point blast uses
an extra 6 EPs

Life Support 1 per 10 people per hour A ship with 65 people uses 7EPs per hour on Life Support

Tractor Beam (0.1 x tonnage) + Thrust per round | Trapping a 200 ton ship with thrust 3 costs (0.1x200)+3=23 EPs per
round

FTL Travel 0.1 x tonnage x Speed / Day A 100 ton ship moving at Speed 4 costs 40EPs per day

Hyper Drive Travel | 0.1 x tonnage x Speed / Day A 100 ton ship moving at Speed 4 costs 40EPs per day

Fuel

A Power Plant uses fuel equal to its rating every day. Different types of fuel may be used.
Hydrogen: is used for fusion reactors and ion drives
Anti-Matter: is used to power advanced drives by colliding with matter particles

Neutronium: The super-condensed matter from a White Dwarf or neutron star can be used in a matter-destruction power plant,
storing a lot of fuel in a very small containment field

Drop Tank: Military assault ships sometimes use external fuel tanks that are explosively jettisoned as the ship enters jump space. The
virtue of a drop tank is that it allows a ship to carry a large amount of extra fuel, but the tank carries a risk. Jumping is a delicate
procedure, which is greatly complicated by having big empty fuel tanks flying around in close proximity to the jump bubble.

e Drop tanks come in two parts. Firstly, there are the docking ports, fuel injectors and explosive collars that allow the
spacecraft to mount drop tanks and to jettison them quickly. Secondly, there are the physical tanks themselves.

e Adrop tank mount costs MCr1 per 50 tons of fuel in the drop tank, and takes up two tons of space per 50 tons of fuel for the
fittings to transfer fuel.

e Adrop tank itself costs MCr 0.1 per 50 tons of fuel space.

e Jumping using a drop tank applies a —(15-TL)x10% Penalty to the roll for misjumping.

e When a drop tank is used, tank has a 50% chance of surviving the ejection process and can be retrieved and reused.
Otherwise, it is destroyed by the expanding jump bubble or warped by the jettison explosion. At TL14 the use of drop tanks
has been improved to such a degree that drop tanks designed at this tech level or above will automatically survive use.

e A ship’s M—Drive rating must be recalculated when carrying a drop tank. For example, a 200—ton ship with a 150—ton drop
tank counts as being a 400-ton ship for the purposes of determining its effective M—Drive rating. Round the tank’s tonnage
up to the nearest hull size. Drop tanks can also be used to store fuel for other purposes, such as reaction drive propellant.

e The jump performance for the ship is calculated assuming that the drop tanks are not attached unless the jump is to be carried
out without jettisoning the drop tanks. In this case, the jump performance should be calculated in a similar manner to the
effective M—Drive rating.

e  The power plant rating must be calculated assuming the drop tanks are not in place.

o Drop tanks are relatively fragile and if they are attached when the ship is attacked, they are very vulnerable to fire. A drop
tank has one hull point and one structure point per 100 tons. Determine the proportion of the drop tank is of the combined
ship and drop tank. When the ship is fired on, there is a probability equal to this that the drop tank will be hit, until the drop
tank is destroyed. For every point of damage it will suffer hit it will take hull and structure damage as normal and
automatically suffer a “fuel” hit as well to the fuel in the drop tank.

Metal Hydride storage: Instead of storing the ship’s hydrogen in liquid form at extremely low temperature with a high risk of
explosion if a leak occurs into the inhabited spaces of the ship, it is possible to store hydrogen in a more bulky form in a room
temperature non—flammable metal hydride matrix. Any portion of the ship’s fuel tankage may be designated as metal hydride storage.
This storage holds 50% less hydrogen fuel than a more normal tank. It is available at TL9 and costs MCr0.2 per ton. If the storage is
hit the following revised damage rules are used:

e  First Hit: minor damage 1d6% of fuel lost

e Second Hit: loss of 1d6x3% fuel

e Third and Subsequent Hits: as per normal fuel hit.




Burning Your Bridges (or using Jump Fuel in an Emergency)

Starships have jump drives, which require significant amounts of fuel to sustain a jump. If you have enough jump fuel left it is
possible to start to draw on the jump reserve for the Reaction Drive. Each parsec of Jump capability requires 10% of the tonnage of
the hull in fuel. Each 10% of fuel will provide an extra 40 Thrust Points of Operations.

However, each time the fuel is reduced below a 10% increment, the jump range is decreased by 1 parsec. So, if an Cruiser with Jump
2 worth of fuel left in the tanks was forced to eat into its jump reserve, the first fuel used would reduce the range to 1 parsec, and jump
would no longer be capable once fuel fell below 10%. This is a risky manoeuvre for an attacker, as this reduces their chance to escape
from a system that they have jumped into and attacked.

Jump Drive

Fast—Cycle Jump: A normal jump drive requires the engine to be prepped before jump, and the ship cannot jump again until the
engine has been prepared and the ship’s batteries have recharged. This procedure takes at least one hour, and usually as many as
sixteen if all checks are preformed. A fast—cycle drive recharges much faster and does not normally require preparation. After a jump,
roll 2d6. On a 3+, the drive does not need a preparation roll and can jump again immediately. However, the time between jumps raises
the chance of a misjump. A fast—cycle jump drive costs 10% more than a conventional jump drive.

Time Between Jumps Misjump Penalty
One minute or less —60%
One minute to 30 minutes -20%
30 minutes to one hour  10%

Stealth Jump: A stealth jump drive minimises the burst of radiation caused by the transition from jump space into real space.
Normally, a ship that emerges into real space will be automatically detected if it emerges within the “minimal” detail range of the
sensor. However, detecting a ship equipped with a stealth drive emerging into real space requires a Sensor, Intelligence or Education,
Difficult (—20%) skill check if within “limited” detail range of the sensor or a Very Difficult (—40%) skill check if within “Minimal”
detail range of the sensor. A stealth drive takes up no extra tonnage but costs ten times the amount of a standard jump drive.

The Main Compartment

The ship’s main compartment contains all non-drive features of the ship, including the bridge, ship’s computer, the staterooms, the
low passage berths, the cargo hold and other items.

Bridge

The size of the bridge varies depending on the size of the ship:
Ship Size Bridge Size

200 tons or less 10 tons

300 tons — 1000 tons 20 tons

1,100 — 2000 tons 40 tons

More than 2,000 tons 60 tons

The cost for this bridge is MCr. 0.5 per 100 tons of ship.

Command Bridge: A command bridge is intended for use by warships that will be co—ordinating the efforts of a squadron of other
spacecraft. It incorporates a large-scale holographic display of fleet actions, enhanced communications and control electronics, and
space for more command staff. A spacecraft command bridge takes up 80 tons, but gives a +10% bonus to Tactics (naval tactics) rolls.
A command bridge costs 50% more than a conventional bridge of the same size. Capital ship command bridges take up 80 tons per
section of ship and located in a single location (which may be separate from the main bridge).

Compact Bridge: A compact bridge crams as much equipment and control stations into as small a place as possible. Compact bridges
take up 25% less tonnage than a normal bridge of the same type. However, all skill checks performed on the bridge suffer a —10%
penalty due to the un—ergonomic design.

Detachable Bridge: This bridge design can be ejected from the ship in an emergency to become a lifeboat for the command crew.
The bridge has two weeks of life support and battery power, while emergency thrusters give it basic manoeuvring capabilities. A
detachable bridge is even capable of soft—landing on a planetary surface. Detachable bridges may not be fitted to ships of more than
6,000 tons. See the table below for details of the various types of this bridge.

Type 1 Type 2 Type 3 Type 4
Ship size 200 tons or less [201-1,000 tons |1,001-2,000 tons |More than 2,000 tons
'Tonnage 15 30 50 80
Cost per ton of ship [MCr 0.8 MCr 0.8 MCr 0.8 MCr 0.8
Hull 0 0 1 1
Structure 1 1 1 1
Thrust 0.1g 0.1g 0.1g 0.19g




Hardened Bridge: A hardened bridge is shielded against radiation attacks. The ship’s computer systems are immune to EMP and the
number of rads absorbed by the bridge crew is reduced by 1,000. Hardening a bridge adds 25% to the cost of the bridge. If a ship has
radiation shielding installed, it is assumed to be hardened.

Holographic Controls: This bridge design incorporates advanced interactive holographic displays, reconfiguring itself to adapt to the
current situation. A bridge with holographic controls is always optimised, and gives a +2 bonus when rolling for Initiative. A
holographic bridge adds 25% to the cost of the bridge.

Computer/Al
The computer is identified by its model number which defines its base cost and INT. Each Al comes with different modules loaded,
either pre-generated or detailed by the players.

Electronics
A ship comes with a basic communications, sensor and emissions-control electronics suite, but more advanced systems can be
installed. The Dice Modifier applies to jamming and counter-jamming attempts.

System TL |Penalty |Includes Tons Cost
Standard 8 40% |Radar, Lidar Included in {Included
bridge in bridge
Basic Civilian |9 (20% [Radar, Lidar 1 Cr. 50,000
Basic Military |10 [+0 Radar, Lidar, Jammers 2 MCr. 1
Advanced 11 [+10% [Radar, Lidar, Densitometer, Jammers 3 MCr. 2
\Very Advanced 12 [+20% [Radar, Lidar, Densitometer, Jammers, Neural Activity Sensor (5 MCr. 4

Berths

A Starship contains many berths, for crew and passengers.

Staterooms: Each stateroom is sufficient for one person, displaces 4 tons, and costs Cr. 500,000. No stateroom can contain more than
two persons, as it would strain the ship’s life support equipment. The tonnage and cost of the staterooms includes the life support
systems needed to keep the crew alive.

Low Passage Berths: One low passage berth carries one low passenger, costs Cr. 50,000, and displaces one-half ton.

Emergency Low Berths: These are also available; they will not carry passengers, but can be used for survival. Each costs Cr.
100,000 and displaces one ton. Each holds four persons.

Cargo Hold

The design plan must indicate cargo capacity. There is no cost but cargo carried may not exceed cargo capacity. Any space left over
after all systems have been installed may be allocated to cargo space.

Fuel Scoops: Fuel scoops allow an unstreamlined ship to gather unrefined fuel from a gas giant. Streamlined ships have fuel scoops
built in. Adding scoops costs Cr. 1,000,000 and requires no tonnage.

Fuel Processors: Fuel processors convert unrefined fuel into refined fuel. One ton of fuel processors can convert 20 tons of unrefined
hydrogen into refined fuel per day. A ton of fuel processing equipment costs Cr 50,000.

Luxuries

Luxuries cost Cr. 100,000 per ton, and make life on board ship more pleasant. Each ton of luxuries counts as one level of the Steward
skill for the purposes of carrying passengers, and therefore allows a ship to carry middle and high passage passengers without carrying
a trained steward on board.

Ship’s Locker

Every ship has a ship’s locker. Typical equipment carried aboard will include protective clothing, vacc suits, weapons such as
shotguns or pistols, ammunition, compasses and survival aids, and portable shelters. The contents of the locker are defined only when
they need to be but always contains vacc suits and other useful items. The ship’s locker is usually protected by a biometric lock keyed
to the ship’s officers.

Vehicles and Drones

The tonnage and cost covers minimal hangar space, indicating the vehicle is either carried on the outer hull or in a form-fitting
compartment on board. For ease of access and for storage of spare parts and equipment, many ships will allocate more space to some
vehicles.



Mining Drones: Mining drones allow a ship to mine asteroids. Each set of mining drones takes up ten tons, and allows the ship to
process 1d6 x 10 tons of asteroid per working day. The tonnage allocated includes ore handling machinery, allowing the ship to take
on ore and transfer it to the cargo bay.

Repair Drones: Carrying repair drones allows a ship to make battlefield repairs with the AutoRepair software or when managed by a
character with Mechanic or Engineer skills. Repair drones have the same statistics as repair robots only without an Intellect program.

Probe Drones: Probe drones are for surveying planetary surfaces. Each ton of probe drones contains five drones. Probe drones can be
dropped from orbit in disposable entry shells but must be recovered manually. Probe drones are also capable of surveying orbiting
satellites, derelicts and other space debris. They can also be used as communications relays.

Escape Pods: This covers the installation of rescue bubbles and other escape pods for the entire crew.

Life Boat, Ship’s Boat, Shuttle, Pinnace, Cutter: These are all small craft, hangared either in or on the ship’s hull.

Air/Raft, ATV: These are vehicles, also stored in or on the ship.

Armaments

A ship has one hardpoint per 100 tons of ship and each weapon system takes up one hardpoint. A weapon system may include
multiple weapons — for example, a triple turret contains three lasers, missile launchers, sandcasters or some combination of three
weapons.

Weapon Systems

A ship can have different types of Weapon Systems. Normal weapon systems are Turrets, Bays, Screens and Shields.

Turrets: One turret may be attached to each hardpoint on the ship. If a turret is installed, then one ton of space must be allocated to
fire control systems:

Weapon Single Turret | Double Turret | Triple Turret | Pop-Up Turret | Fixed Mounting
TL 7 8 9 10 -

Tons 1 1 1 2 0

Cost (MCr.) | 0.2 0.5 1 +1 x0.5

Details of turret weapons may be found in the Equipment section.

Bays: Bay weapons are much larger than turrets, and take up 50 tons of space and one hard point, as well as one ton of space for fire
control.

Details of bay weapons may be found in the Equipment section.

Screens: Screens are defensive systems that protect against specific attacks.

Weapon Nuclear Damper Meson Screen

TL 12 12

Tons 50 50

Cost (MCr.) | 50 60

Effect Reduces fusion gun and nuclear missile Protects against meson weapon damage, reducing damage by 2d6
damage by 2d6, removes automatic crew hit
from nuclear missile attacks

Shields: Shields are defensive systems that block or absorb some of the damage done to the ship in combat.

Weapon Weapon Shield

TL 13

Tons 50

Cost (MCr.) | 10x Max Rating

Effect Protects against blaster attacks, reducing damage by 1 per point of rating

Primitive & Advanced Armements and Screens
There is a 5% price discount per TL for older technology devices if bought new at the source, to a maximum of —30%. Characters can
buy second—hand outdated technology for a fraction of the price (10% to 75%, depending on condition and usability).




Armaments & Screens

TL-1 [TL+0 [TL+1 [TL+2 [TL+3
Tonnage [200% 100% [90% 75% 60%
Cost 150% |100% [110% [125% [200%
Weapon Pulse Laser | Beam Laser Particle Beam | Fusion Gun | Meson Gun | Nuclear Damper | Meson Screen
Tech Level | 7 9 8 12 11 12 12
Weapon Missile Nuclear Missile | Smart Missile | Torpedo Railgun Meson Flicker
Tech Level | 6 6 8 9 9 13

Instead of decreasing the tonnage of the weapon or screen, it is possible to select upgrades for a higher—technology weapon or screen.
One upgrade may be added per extra Tech Level. Some upgrades are double upgrades, consuming two ‘slots’. Each modification may
only be taken once. Each upgrade adds a Modification to the weapon at no cost.

The following are Double Upgrades:

e Accurate

e Resilient

e Variable Range
e Very High Yield

Modifications
Ship Armaments can be modified in the same way as other weapons and equipment.

Accurate: Accurate weapons have a +10% bonus to all attack rolls (not applicable to screens or shields). In capital ship combat, if all
the weapons firing in the barrage are accurate, a +10% bonus is used on the attack roll.

Easy to Repair: Easy to Repair armaments give a +10% bonus to all repair attempts in spacecraft and capital ship combat.

High Yield: When rolling damage for a High Yield weapon or performance of a high yield screen, any ‘1’s rolled on the dice are
counted as ‘2’s. For example, a roll of 1, 1, 2 on a High Yield Particle Beam attack would deal 6 damage, as the two ‘1’s become two
‘2’s. In capital ship combat, if all the weapons firing in the barrage have high yield, a +10% bonus is used on the attack roll. High
yield screens have no effect in capital ship combat.

Long Range: The optimum range for the weapon is increased by one band. For example, a Pulse Laser has an Optimum range of
Short. A Long Range Pulse Laser has an Optimum range of Medium instead (not applicable to screens or shields)

Resilient: The first hit on a Resilient weapon is ignored. This only applies in capital ship combat if all the weapons of that type in that
section are resilient.

Variable Range: A Variable Range weapon increases its Optimum Range by one band in either direction. For example, a Pulse Laser
has an Optimum range of Short. A Variable Range Pulse Laser has an Optimum Range of Close—Medium (not applicable to screens)

Very High Yield: When rolling damage for a Very High Yield weapon, any ‘1’s or ‘2’s rolled on the dice are counted as ‘3’s. For
example, aroll of 1, 1, 2 on a Very High Yield Particle Beam attack would deal 9 damage, as all the dice are below the threshold and
become 3’s. In capital ship combat, if all the weapons firing in the barrage have high yield, a +20% bonus is used on the attack roll.
Very high yield screens have no effect in capital ship combat

External Components

Aerofins: Extendible aerofins improve a spacecraft’s manoeuvrability in atmosphere only, giving a +20% bonus to all Piloting rolls
made in an atmosphere. Aerofins take up 5% of the ship’s tonnage, and cost MCr0.1 per ton. The penalties for atmospheric operations

still apply.

Breaching Tube: All airlocks include flexible plastic docking tubes that allow passengers to cross from one ship to another by
floating through the air-filled tube. A breaching tube is a military version of the common docking tube. Instead of a thin myomer, the
breaching tube is made of a combination of ballistic cloth and reflec. The breaching tube does not end in a docking collar, but in a
magnetic clamp with a ring of plasma torches that can burn through the hull of an enemy vessel when attached. A breaching tube
takes up three tons of space and costs MCr 3. To use the breaching tube the craft must be adjacent to the target vessel and then
succeed in a docking action. As the vessel does not have to line up with an airlock, this manoeuvre is easier than using a normal
docking tube and receives a +10% bonus if the boarding vessel does not want to enter via the airlock. If access is acquired via an
airlock the plasma torches quickly burn through the airlock and boarding can begin immediately. If trying to get through the hull, the
plasma torches will take 1 full turn to cut through, increasing by 1 turn for each 2 points of armour (round down). Each breaching tube
provides 5 armour against personal and vehicle weapons and 10 armour against lasers. A hit from a starship weapon will destroy the
breaching tube if a successful Point Defence roll is made.



Docking Clamp: A docking clamp allows a spacecraft to carry a small craft or other vessel on the outside of the hull. Recalculate the
ship’s Thrust Number by adding the tonnage of the spacecraft and the docked craft together, round up to the nearest hull size, then
compare that to the thrust by drive volume table. If performance is reduced to the point that it has no rating, then treat the ship as if it
has the equivalent of a solar sail. Jump performance is reduced in a similar manner, but reductions below 1 mean the drive cannot
function. The size of the vessel that can be clamped depends on the size of the docking clamp.

Clamp Tonnage |Attached Ship Maximum  [Cost

1 10-30 MCr 0.5
5 40-90 MCr 1.0
10 100-300 MCr 2.0
20 400-2,000 MCr 4.0
50 2,000+ MCr 8.0

Grappling Arm: A grappling arm is a remote—control device for picking up or manipulating objects in space. The arm is a flexible
tentacle of thousands of telescoping segments, capable of reaching out up to 250 metres. The arm ends in a set of cameras and
grippers of varying sizes, from large claws to tiny micro—manipulators. It also carries a toolkit which can be customised for a
particular task. A grappling arm takes up two tons of space and costs MCr 1.

Tractor Beam: Any ship with a Tractor Beam may lock on to a nearby ship and pull it in, normally to a docking bay. This costs 0.1 x
tonnage per round if the ship is stationary, however if the ship is trying to move away the cost is increased by the ship's Thrust.

Internal Components

Airlocks: A ship has at least one airlock per 100 tons. The average airlock is large enough for three people in vacc suits to pass
through at the same time. An airlock takes ten seconds to cycle. Under normal circumstances, airlocks are locked down from the
bridge and require a Hard (—40%) Engineer (electronics) check to override. An unlocked airlock can be triggered from outside.
Airlocks generally have vacc suits, rescue bubbles and cutlasses in a ship’s locker nearby.

Armoury: Ships carrying a large number of marines or soldiers can benefit from an armoury, a specialised weapons store. An
armoury can only be accessed by those with the correct codes (usually the ship’s senior officers and security team) and contains a
wide variety of weapons. In game terms, an armoury has enough snub pistols for the crew, enough accelerator or gauss rifles for any
marines, and a selection of other military equipment like grenades, combat drug packs, combat armour and communications
equipment. Where military vessels are concerned, the number of armouries built into the ship’s design is based on crew size. One
armoury is installed for either every 50 crew members, or every 10 marines, in order to provide adequate storage for equipment,
weapons and ammunition. A general armoury for a spacecraft costs MCr 0.5 and takes up two 2 tons of space.

Cargo Hatches: Ships with cargo space have cargo hatches, allowing up to 10% of their cargo to be transferred at any time.
Otherwise they behave as airlocks.

Briefing Room: A specialised briefing room is useful on mercenary cruisers and other adventuring ships, where teams can discuss
plans or meet with clients privately. A briefing room gives a +10% bonus to Tactics (military tactics) checks made when planning
missions on board ship. Ships with command bridges and fighter squadrons require additional briefing rooms and facilities. Capital
ships must therefore have one briefing room per ship section, and one briefing room for every 20 fighter or bomber crew.

Hangar: Normally, when a small craft is included in the design of a larger one, it is installed into a form—fitting enclosure in the hull
of the mother vessel. The scout’s air/raft, for example, is carried in a small compartment in the forward section, with barely enough
room for passengers to scramble on board. Most repairs and maintenance require the air/raft to be launched first. Adding a full-scale
hangar allows for repairs and maintenance of the small craft when they are back on the ship. The hangar includes spare parts and
specialised testing and repair equipment for the stored craft. A hangar requires 30% of the space allocated to the small craft, and costs
MCr 0.2/ton.

Launch tubes: Launching and recovering small craft from a larger vessel is usually an activity taking 30 minutes to launch or
recovery one craft. Launch tubes allow small craft to be launched and recovered rapidly from a ship. The size of a launch tube is
twenty—five times the tonnage of the largest craft that will be deployed in this manner, and they cost MCr 0.5/ton. With a launch tube,
up to ten small craft can be launched per round. Multiple launch tubes can be installed.

Laboratory: Space allocated to laboratories can be used for research and experimentation. Each four tons of lab space allows for one
scientist to perform research on board ship. The cost for research equipment varies depending on the type of research undertaken, but
is generally around MCr 1.0 per 4 tons.

Library: A library room contains computer files as well as lecterns, display screens, holotanks and even hard copies of books. A
good library is useful for both research and passing time in jump space. Having a library on board a ship gives one extra week of
training time for new skills per week spent in jump space.



Vault: A vault is a special armoured chamber in the heart of a spacecraft, designed to survive attacks that would annihilate the rest of
the ship. A vault has another four Hull and Structure points that only come into play when the ship housing the vault is destroyed. A
vault can contain cargo, staterooms or any other internal components equivalent up to 6 tons.

Component Type TL [Tonnage Cost (MCr)
Fuel
Drop Tank Mount External [9 [2/50 tons of fuel 1/50 tons of fuel
Drop Tank Fuel Tank 9 |- 0.1/50 tons of fuel
Metal Hydride Storage (Internal |9 [Varies 0.2/ton
Bridge
Command Internal (12 (80 50% more than standard bridge
Compact Internal  [8 [Varies 10% more than standard bridge
Detachable Internal (10 (15 0.8/ton of ship
30
50
80
Hardened Internal 12 [Varies 25% more than standard bridge
Component Type TL [Tonnage Cost (MCr)
Holographic Internal \Varies 25% more than standard bridge
Sensors
Survey Internal 12 |10 10
Counter—Measure Internal |13 |7 6
Military Countermeasure |Internal |15 (20 25
External
Aerofins External |8 [5% of ship 0.01/ton
Breaching Tube External [10 [3 tons 3
Docking Clamp External |8 [Varies \Varies
Grappling Arm External 8 2 1
Solar Panels External [8 [10% of power plant |0.1/ton
Internal
Armoury Internal 10 |2 0.5
Briefing room Internal (8 |4 0.5
Hangar Internal  [8 [Varies 0.2/ton
Laboratory Internal (12 @4 1
Library Internal (8 |4 4
\Vault Internal (14 (12 6

Spacecraft Operations

Atmospheric Operations
A streamlined ship is designed to enter a planetary atmosphere, and can function like a conventional aircraft. Pilot or Flyer (winged)
checks are required in high winds and other extreme weather.

A standard-configuration ship can also enter a planet’s atmosphere, but is reliant on its thrusters to keep it aloft at all times and is
extremely ungainly. Pilot checks are required for all movement and suffer a —20% Penalty.

A distributed ship must make a Pilot check at a —40% Penalty when it enters an atmosphere and for every minute of flight. Each check
that is failed inflicts 2d6 points of damage.

Boarding, Docking and Landing

Landing: Any ship with a standard or streamlined hull may land on the surface. Unstreamlined ships suffer a —20% to any Pilot
checks made in atmosphere while a ship with a Distributed hull suffers a —40% to any Pilot checks, and is likely to take severe
structural damage if it lands. Landing at a starport is a Routine (+20%) task for most ships taking 10-60 seconds. Most ships have
landing gear, allowing them to touch down ‘in the wild’, which requires an Average (+0), Difficult (—20%) or even Hard (—40%)
check, depending on local conditions. Non-distributed ships can also land on bodies of water without sinking. Failing a landing roll
means that the ship has landed improperly or even crashed.

Docking: Two spacecraft may dock if they are close together and neither ship attempts to resist the docking manoeuvre. Many airlock
designs across charted space are compatible; for incompatible airlocks, ships extend flexible plastic docking tubes that adapt to the



target airlock. Docking with another vessel is a Routine (+20%) Pilot task taking 1-6 minutes. If one ship is drifting or unpowered,
the difficulty rises to Difficult (—20%).

Boarding: Hostile boarding actions are safest when the enemy ship is crippled, in which case it is a standard docking procedure. If

the enemy ship is still moving, then the prospective boarders must match the target’s velocity and dock with it (a Difficult (-20%)
Pilot task), or else just land on the hull and either make their way to an airlock or cut through from outside.

Costs and Maintenance

Item Monthly Cost (Cr.)
Mortgage or Debts|Varies
Life Support 2,000 per stateroom

(3,000 for double occupancy)
100 per low berth

Fuel 500 per ton of refined fuel
100 per ton of unrefined fuel
Maintenance 1/12 of 0.1% of ship’s purchase

price/month

Crew Salaries:

Pilot 6,000
Navigator 5,000
Engineer 4,000
Steward 2,000
Medic 4,000
Gunner 2,000
Marine 2,000

Mortgage or Debts: If the crew are paying off debts on their spacecraft, then these debts must be paid each month. The standard
terms for a ship mortgage is paying 1/240™ of the cash price each month for 480 months (40 years). In effect, interest and bank
financing cost a simple 120% of the final cost of the ship, and the total financed price equals 220% of the cash purchase price. Ship
shares are treated as reducing the cash price of the ship, and so reduce the monthly cash payments.

Life Support and Supplies: Each stateroom on a ship costs Cr. 2,000 per month, occupied or not. This cost covers supplies for the
life support system as well as food and water, although meals at this level will be rather spartan. Each low passage berth costs Cr. 100
per month.

Fuel: Fuel costs Cr. 500/ton for refined fuel, or Cr. 100/ton for unrefined fuel.
Repairs and Maintenance: A ship needs maintenance, which costs 0.1% (1/1000™) of the total cost of the ship per year and requires

a shipyard. Maintenance should be carried out each month. If maintenance is skipped or skimped on, roll 2d6 each month and add the
number of months skipped. On an 8+, the ship takes damage to a random system. Roll on the following table for the number of hits.

1D6 1-3]45|6

Number of Hits | 1 2 3

Repair supplies cost Cr. 10,000/ton.

Crew Salaries: Hired crew members must be paid each month.

Berthing Costs: Landing at a starport incurs a cost, which varies wildly from world to world.

Fuel: Hydrogen is obtained from water or from the atmospheres of gas giants, and refined fuel costs Cr. 500 per ton. Some out-of-the-
way places only offer unrefined fuel for only Cr. 100 per ton. A ship with fuel scoops may gather fuel from bodies of water using

hoses. It may also scoop hydrogen from a gas giant. Scooping takes 1-6 hours. Fuel gathered ‘in the wild’ is unrefined, but a ship
with fuel processors may refine it.



Life Support

A Starship has Life Support systems that make life on board both bearable and survivable.
Normal Life Support costs 1EP per hour for every 10 people supported. So, a Starship with 22 crew and 50 passengers would spend
8EPs per hour.

Normal Life Support includes lighting, heating, artificial gravity, oxygen, carbon dioxide scrubbing, waste storage/disposal and food
and drink.

Radiation Exposure
Characters exposed to a radiation weapon will receive a one-time dose of radiation. Entering a radioactive area or being exposed to a
leak or solar flare will cause exposure each round or hour.

Suffocation

A spacecraft with power can sustain life support for one person per stateroom for one month comfortably, and for six months at a
stretch (number of staterooms x 5,000 person/hours). Without power, this drops to two weeks at most.

Without life support, a character begins to suffocate, suffering 1d6 damage each minute. A character who is utterly without air (such
as one who is being smothered or strangled, or who has been dumped out an airlock) suffers 1d6 damage each round instead.

Repairs

Damage to a ship falls into three categories — Hull Damage, Structure Damage and System Damage.

A destroyed system costs 2d6 x 10% of its original cost to repair, and cannot be repaired using spare parts.

Hull Damage: Hull damage can be repaired with a Mechanic check taking 1-6 hours, and consumes one ton of spare parts.

Structure Damage: Structure damage can only be repaired at a shipyard, and requires 1-6 weeks per point of damage. It costs
500,000 Credits per point.

System Damage: A damaged system can be jury-rigged back to functioning, but it will stop functioning again after 1d6 hours.
Repairing a damaged system requires not only an Average skill check (Mechanic, Engineer (appropriate speciality) or Science
(appropriate speciality)) taking 1-6 hours but also spare parts. Roll 1D6 to determine how many spare parts are required, adding +2 if
the repair roll is a critical. Spare parts can be purchased at the cost of Cr. 10,000 per ton.

Roll 1 2 3 4 5 6+

Spare Parts Required | 1Ton | 0.8 Tons | 0.6 Tons | 0.4 Tons | 0.2 Tons | None

Sensors
e Visual sensors: Electronically-enhanced telescopes.
e Thermal sensors: Pick up heat emissions.
e EM sensors: Detect power flows and transmissions.
o Radar/Lidar: detects physical objects. It can be active or passive. If a ship is using active sensors, it is easier to detect

(+20% to Sensors checks) but detects more about its surroundings.

NAS: Detects neural activity and intelligence.

e Densitometers: Can determine the internal structure and makeup of an object.

e  Survey Sensors: Survey sensors integrate a suite of probe drones and deployable satellites into the sensor system, and are
optimised for scanning large areas at great speed. Survey sensors are equivalent to Advanced Sensors, but reduce the time
taken to scan a planetary surface by one step.

e Countermeasures Suite: A countermeasures suite is specifically designed for jamming enemy transmissions. It is
functionally equivalent to an advanced sensor suite, but has a higher bonus for counter—measures. Meson transmissions
cannot be jammed. The bonus for these sensors is +40%.

e Military Countermeasures Suite: The military counter—measures suite is the cutting edge of counter—-measure technology
in the Imperium, incorporating both powerful transmitters and advanced electronic—warfare programs to shut down enemy
communications. The bonus for these sensors is +60%.

Sensor Modifications

e Improved Signal Processing: (TL 11, 1 ton, MCr 4) Improved signal processing provides a +20% bonus to sensor tasks
and improves of range band of “full” and “limited” by 1 for radar, lidar, densitometer, thermal and visual sensors. However,
this comes at a cost of increased vulnerability to jamming, with all jamming penalties doubled.

e Enhanced Signal Processing: (TL 13, 2 tons, MCr 8) As for Improved Signal processing except that it has a +40% bonus,
the range band increase is two and the susceptibility to jamming has been overcome.

e Distributed Arrays: (TL 11, triples weight and cost of sensor suite and associated signal processing). By using multiple
hull-mounted arrays in an integrated computer controlled arrangement, it is possible to increase the effective sensor antenna
size and increase the longest range of the sensor (all increased range performance is at “minimal” level of detail). Visual and
Thermal sensors can now detect at Very Distant Range (from 150,000 to 300,000km), EM and active radar/lidar to Distant



range (50,000-150,000km) and passive radar/lidar to Long range. This modification cannot be added to standard sensors and
can only be added to ships of 5,000 tons displacement or more. Due to their surface area requirements only one sensor suite
per craft can be fitted with distributed or extended arrays.

Extended Arrays: As per the distributed array, but as the arrays are extended well beyond the hull of the ship on retractable
arms, there is no limit on the size of the ship. However, with the arms extended the ship can be detected at a +20% bonus by
all sensors bar NAS and it may not use its manoeuvre or jump drive.

Security Systems

Sometimes a Starship has to deal with security issues on board. These might include a party of boarders, rowdy passengers or a
crewmember who has gone postal.

Alarms: If an alarm is tripped (hull breach, fire, door being forced open, alarm button pressed) it will alert the crew. The
location of the alarm will be shown on computer displays. The average passenger ship has several crew trained in combat;
military ships will carry marines. Some vessels will even have security robots who respond automatically to alarms.
Gravity: It is possible to alter the artificial gravity on board. Reducing gravity to zero will limit actions to the level of a
character’s Zero-G skill. Gravity can also safely be increased up to 3G.

Tranqg Gas: Some ships carry trang gas canisters in the air vents, which can be released automatically. These flood a
compartment with gas that forces a CONx5% check each round, with a —10% penalty per previous check. Any character who
fails the roll is knocked unconscious.

Venting Atmosphere: If a compartment is connected to an airlock, then the air can be vented from that area. Characters in
that area must make an Athletics roll to hang on and will also begin to suffocate.

Construction Time

The construction times for bespoke and particularly military designs is as follows and is based on their displacement:

The first number is for the first ship of that class built in that yard and the second number is for subsequent ships.

Size (tons) Duration (weeks)
50 or less 24/15
60 to 80 32/19
90 to 100 40/24
200 to 300 48/29
400 to 500 64/38
600 to 700 96/58
800 to 900 112/67
1,000 to 4,000 120/72
5,000 to 7,500 144/86
10,000 to 15,000 160/96
20,000 to 40,000 174/104
50,000 to 75,000 192/115
100,000 208/125
200,000 to 400,000 224/134
500,000 to 900,000 232/139
1,000,000 240/144
Crew

All starships require a crew to operate and maintain the ship. In general, the crew of the ship must provide enough personnel to
operate all machinery and man all weaponry. The actual number of crew personnel required for the ship must be computed based on
the drives, weaponry, and other equipment carried by the ship. It is strongly recommended that you calculate the required crew for the
vessel as each element of the ship is designed.

The basic living expenses of crewmembers during their shipboard duties are considered paid out of the ship’s overheads.
Note that salaries are generalized and can vary considerably depending upon circumstances and special arrangements.

Monthly Salaries (Credits)

Pilot | Astrogator | Chief Master | Medic | Purser | Gunner | Assistant | Assistant Cargo Deck | Security | Steward
Engineer Engineer | Technician | Handler | Hand
6,000 | 5,000 4,000 6,000 | 2,000 | 3,000 | 1,000 | 1,000 1,000 1,000 1,000 | 1,000 3,000




Command Section

The ship should have a commanding officer, an executive officer, a computer officer, two navigation officers or astrogators, a medical
officer, and a communications officer. The section should also have support personnel, ratings equal to 50% of the total officers in the
section. On large ships (over 20,000 tons), the number of personnel in the command section should amount to 5 per 10,000 tons of
ship.

Engineering Section
The ship needs one engineering crew member for each 100 tons of drives installed. This should include a knowledgeable chief
engineer, a second engineer, and several petty officers.

Gunnery Section

The ship should have a chief gunnery officer and at least 1 petty officer for each type of weapon aboard. The major weapon (spinal
mount) should have a crew of 1 per 100 tons of weapon; bay weapons should have a crew of at least 2; turret weapons should have a
crew of at least 1 per barrage. (Note this places a maximum limit on the number of barrages a ship can shoot, which could limit its
performance against small craft. Each operational fighter or turret drone requires at least 1 crew member. Each screen device (force
field, damper, meson screen) should have a crew of at least 4. The gunnery section should have 10% officers, and 30% petty officers.
Personnel are drawn from the gunnery branch and the technical services branch.

Flight Section

If the ship has any launched craft, it should have a flight control officer, crew for each craft, and at least 1 maintenance person per
craft. Launch tubes should have a crew of at least 10, which will include a flight supervision officer and a preponderance of petty
officers. Pilots must be officers, and maintenance personnel are generally ratings. In addition, if the ship has more than 3 vehicles
(air/rafts, ATVs, and so on), the flight section should include vehicle drivers and maintenance personnel for them as well (at least 1
per 3 vehicles).

Ship’s Troops

Most ships over 1,000 tons have a marine (or military) contingent aboard which ranges in size from a squad to a regiment. Such
contingents range from 3 per 100 tons to 3 per 1,000 tons. Ship's troops often fill the role of security forces aboard the ship, and are
used for military adventures by the commander where necessary. Ship's troops are also used for damage control parties, manning of
some weapons, and boarding actions.

Service Crew

The ship itself may have a requirement for other sections which provide basic services, including shops and storage, security
(especially if there are no ship's troops aboard), maintenance, food service, and other operations. Many ships have a purser who
controls the Service Crew. Such personnel are drawn from the crew branch if no other appears appropriate. Allow 3 per 1000 tons if
there are no ship's troops. This can be reduced to as low as 2 crew per 1000 tons of ship by replacing service crew with ship’s troops.

The Frozen Watch

A ship may have low berths installed (and competent medical personnel assigned). If low berths provide enough places for a 50%
coverage in personnel (including ship's troops, if any), then the ship has a frozen watch. Replacement personnel are kept available in
low berths for continuous replacement of casualties and battle losses; between battles, the frozen watch can be revived and used to
restore lost crew.

Section Base Crew Requires
Command 10 or 5/10,000 tons of ship Stateroom
Engineering  |1/100 tons of drive /2 Stateroom
Gunnery 1/100 tons of spinal weapon /> Stateroom

2/bay weapon

1/turret

4/screen
Flight Crew of craft, +1 mechanic per craft [\ Stateroom
Ship’s Troops [Varies /2 Stateroom
Service 2/3 per 1000 tons /2 Stateroom
Frozen Watch |Varies Low Berth
Quarters

Staterooms or quarters must be provided for the entire crew. The captain of the ship must be provided with an individual stateroom, as
must the commanding officers of each section and the commander of the ship's troops. All other personnel on military vessels must be
provided with the equivalent of half a stateroom each.

Passengers should be provided with single staterooms. Low passengers should be provided with individual low berths.



Staterooms require 4 tons at a cost of MCr 0.5 per stateroom. Staterooms actually average about 2 tons, but the additional tonnage is
used to provide corridors and access ways, as well as galley and recreation areas. Low berths require 0.5 ton per berth, at a cost of
MCr 0.05 each.

Section Hit Tables

Once all components have been selected for the ship, the ship’s details must be record and its Section Hit Tables must be laid out.

Engineering Forward Other
Roll 2d6  |External Internal External Internal External Internal
2 Hull Crew Hull Crew Hull Crew
3 C J-Drive C C C C
4 M-Drive P—Plant B B B B
5 A A A A A A
6 Hull Structure  [Hull Structure Hull Structure
7 Armour Hold Armour Hold Armour Hold
8 Hull Structure  [Hull Structure Hull Structure
9 A A A A A A
10 M-Drive J-Drive B B B B
11 C P—Plant C C C C
12 Hull Critical Hull Critical Hull Critical

All slots must be filled on all tables. The entries marked Type A, Type B or Type C can contain any of several components — see the
Component Type table.

If there are excess Type A components, then the excess can be placed in unoccupied Type B slots.
If there aren’t enough Type B slots, use unoccupied Type C slots.
Sometimes, not all of a ship’s components can be placed on the Section Hit Tables; if so, place the largest tonnage components first.

If there are still unfilled slots when all components have been placed, then unfilled internal slots are filled with Structure and unfilled
external slots are filled with Hull.

Type A Type B Type C
External |Internal |[External Internal External Internal
Turret” [Bay®  [Sensors Spinal Weapon® [External Special Component® [Screen
Barbette® [Fuel Craft® Hangar® Internal Special Component®
Hold Launch Tubes  [Power Plant® Command
M-Drive® U—Drive®
Spinal Weapon® [Computer

L If the ship mounts multiple types of this weapon (such as laser turrets and particle turrets), they should be counted separately.

2 If the ship mounts multiple types of this component (such as fighters and shuttles), they should be counted separately.

® The engineering section normally contains all the ship’s drives, but if any drive exceeds 10% of the ship’s tonnage, it should be
placed in one extra section per extra 10%.

* If a ship has a spinal weapon, then it must be placed in the Internal Section Hit tables for every section apart from Engineering.
® If a component such as laboratories or docking clamps exceeds 1% of the ship’s tonnage, it should be placed on the Section Hit
table.

All weapons, sensors, small craft, launch tubes, hangars, computers, screens, command sections and any other component that has a
role in ship to ship combat must be put in at least one slot.

Endurance

Ships are able to operate for one month without needing to go into a spaceport for maintenance, assuming an adequate supply of fuel.
This is increased by one month for every 1% of total tonnage dedicated to cargo. If fleet support vessels are in attendance then another
three months can be added to the time needed before maintenance is required.



Small Craft Design

A small craft is any ship from 10 to 99 tons. Small craft cannot use jump engines.

The Hull

Hulls are identified by their displacement, expressed in tons.

Hull Tonnage | 10tons | 20 tons | 30 tons | 40 tons | 50 tons | 60 tons | 70 tons | 80 tons | 90 tons | 100 tons

Hull Code Sl S2 S3 S4 S5 S6 S7 S8 S9 S10

Price (MCr) | 1.0 1.2 1.3 1.4 1.5 1.6 1.7 1.8 1.9 2.0

Configuration
Streamlining a small craft increases the cost of the hull by 10%.

A distributed small craft reduces the cost of its hull by 10%.

A standard—hull small craft may still enter atmosphere, but is very ungainly and ponderous, capable of only non-lift generating
powered flight.

Armour

Armour Type TL Protection Cost Max Armour

Titanium Steel 7 2 per 5%" 5% of base hull TL or 9, whichever is less
Crystaliron 10 4 per 5% 20% of base hull TL or 13, whichever is less
Bonded Superdense 14 6 per 5% 50% of base hull TL

L or one ton, whichever is greater.

Armour does not need to be added in 5% elements, but it must be added in whole armour point values.

Options
Hull & Structure
Tons [Personal Scale Ship Scale
Hull Structure |Hull [Structure
10 2 4 0 1
20 4 6 0 1
30 6 3 0 1
40 8 10 1 1
50 10 10 1 1
60 12 12 1 1
70 14 14 1 1
30 16 16 1 1
90 18 18 1 1
100 20 20 2 2

Manoeuvre Drives
A small craft cannot be equipped with a Jump Drive. It can be equipped with a Gravitic or Reaction M—Drive or a solar sail

e A Gravitic drive is a smaller version of the drive plates used by larger spacecraft, and propels the craft using artificial gravity.

e A Reaction drive is a rocket. Reaction drives are cheaper and smaller than Gravitic Drives, but burn fuel much more quickly and
are less efficient.

e A Solar Sail is large, up to several kilometres across, made of a flex flexible synthetic fabric that has limited self-repair
capabilities. Particles emitted by the sun — the ‘solar wind’ catch the sail and provide a minuscule amount of thrust. A ship using a
solar sail as its primary method of propulsion has a Thrust of 0 and requires several days or weeks to change its course or speed.
A solar sail costs 0.01 MCr per ton of ship, and takes up 5% of the ship’s total tonnage when stowed.

Power
Like a larger spacecraft, a small craft must have a power source. There are four standard options.
e Fusion power plants are the most common power source used throughout the Imperium.



e Chemical plants use petrochemical or synthetic fuels Chemical plant fuel can not be skimmed from gas giants or taken from
water sources and can not be used by rocket motors.

o Chemical batteries that store electrical energy and eventually need to be recharged

o Solar Panels - extendable panels provide power, as a backup to a chemical or fusion plant, as a recharging source for chemical
batteries or, if the power required is very low, as an independent power source.

Chemical Batteries: The sizes of chemical batteries are based on the power plant required to deliver a performance rating of 1. A
chemical battery the same size as a fusion power plant of the same tech level will provide 1000 hours of use assuming the vessel is not
manoeuvring, using active sensors, refining fuel, making significant use of long range communicators or energy using weapons (such
as lasers, rail guns, meson guns, fusion guns and particle beams). Alternatively, the same sized battery will give 1 hour of
performance without these restrictions. A battery can be scaled in size to give any endurance and costs 4 times the equivalent fusion
power plant. A TL7 battery is the same size as a TL 8 battery. The time to recharge a battery is equivalent to the battery endurance
used (in low power setting) divided by 1000 divided by the power plant rating multiplied by 2. If using solar panels to recharge the
battery, the “power plant rating” is 0.1.

Solar Panel: The size of solar panels required to power a ship is 1/10™ that of the main power plant. If the panels are fitted to a ship
without a chemical or fusion power plant, then assume the (non—existent) main power plant is sized to deliver a performance rating of
1. A craft equipped with solar panels consumes power plant fuel at one—quarter the normal rate as long as it is only engaged in
minimal manoeuvring and does not fire weapons. Minimal manoeuvring does not include long periods at full thrust. Solar panels cost
0.1MCr/ton. No power plant fuel is consumed, and endurance is considered as infinite, if the ship is not manoeuvring, using active
sensors or refining fuel for use.

Small Drive Costs and Tonnage

Gravitic M—Drive |Reaction M-Drive|Fusion P—Plant Chemical P—Plant
Drive Tonnage IMCr  [Tonnage IMCr  [Tonnage MCr Tonnage MCr
Code
SA 0.5 1 0.25 0.5 1.2 3 2 1
SB 1 2 0.5 1 1.5 3.5 2.5 1.25
SC 1.5 3 0.75 1.5 1.8 4 3 1.5
SD 2 3.5 1 2 2.1 4.5 3.5 1.75
SE 2.5 4 1.25 2.5 2.4 5 4 2
SF 3 6 1.5 3 2.7 5.5 4.5 2.25
SG 3.5 8 1.75 3.5 3 6 5 2.5
SH 4 ¢ 2 4 3.3 6.5 5.5 2.75
SJ 4.5 10 2.25 4.5 3.6 7 6 3
SK 5 11 2.5 5 3.9 7.5 6.5 3.25
SL 6 12 2.75 5.5 4.5 8 7 3.5
SM 7 14 3 6 5.1 ¢ 7.5 3.75
SN 8 16 3.25 6.5 5.7 10 8 4
SP 9 18 3.5 7 6.3 12 8.5 4.25
SQ 10 20 3.75 7.5 6.9 14 9 4.5
SR 11 22 4 8 7.5 16 10 5
SS 12 24 4.5 9 8.1 18 11 5.5
ST 13 26 5 10 8.7 20 12 6
SU 14 28 5.5 11 9.3 22 13 6.5
SV 15 30 6 12 0.9 24 14 7
SW 16 32 6.5 13 10.5 26 15 7.5
SX 17 34 7 14 11.1 28 16 8
SY 18 36 7.5 15 11.7 30 17 8.5
SZ 19 38 8 16 12.3 32 18 o

Hulls vary in their requirements for drives and power plants based on tonnage. The drive potential table lists 24 small craft drive
types, identified by the letters sA through sZ (omitting | and O to avoid confusion). Also listed are various tonnage levels for hulls;
any tonnage which exceeds a listed level should be read at the next higher level. Correlating hull size with drive letter indicates drive
potential. If a— is listed, then that combination of drive and hull will result in a vessel with insufficient power or overpowered.

e For manoeuvre drives, this potential is the Thrust number (Tn), which is the number of Gs acceleration available.
e For power plants, it is power plant rating (Pn).



The power plant rating must be at least equal to the manoeuvre drive rating for gravitic M—Drives. For reaction M—Drives, the power
plant rating must be at least 1.

Performance by Hull Volume

10 |20 [30 [40 |50 |60 [70 [80 [P0 [100
SA |2 1 — - "+ — —
sB |4 2 1 1 — - - = =
sC |6 3 2 1 1 1 — = =
sD 8 4 2 2 1 1 1 1 — —
sE |10 |5 3 2 2 1 1 1 1 1
sk |12 |6 4 3 2 2 1 1 1 1
sG — [7 4 3 2 2 2 2 1 1
sH — |8 5 4 3 2 2 2 2 2
s] — 9 6 4 3 3 2 2 2 2
SK — [0 5 B B B B R R
sSL — n1 7 b B B B B B B
sM — |12 |8 6 4 4 3 3 3 3
sN — |13 8 6 5 4 4 4 3 3
sP — |14 9 7 5 4 4 4 4 4
sQ — — [0 |7 6 5 4 4 4 4
sR — — |10 [8 6 5 5 5 4 4
sS — — |11 8 6 5 5 5 5 5
sT — — |12 |9 7 6 5 5 5 5
sU — — |12 |9 7 6 6 5 5 5
sV - — |13 [10 |8 6 6 6 5 5
SWIE— | |14 o [ |6 6 b P
sX — — |14 [11 |8 7 6 6 6 6
SY — — |15 i1 P [7 |6 6 b b
sZ — | |16 12 P 8 |6 6 b b
Fuel

Total fuel tankage for a ship must be indicated in the design plans. There is no cost, but the capacity does influence how often the ship
must refuel. All fuel requirements assume two weeks of operation.

Gravitic drives do not require fuel.

Reaction drives require fuel. The required fuel is a percentage of craft displacement equal to 2.5% per thrust hour. So to thrust a craft
at 4G for 2 hours requires 8G-hours of fuel, which corresponds to 20% of the craft dedicated to fuel. In ship combat, there are 10
turns in an hour so multiply the number of G-hours by 10 to give the duration number of G—turns a ship can thrust for. Each point of
thrust spent reduced the fuel reserve by an equivalent number of G/turns.

Different power plants use different amounts of fuel. The following table shows the amount of fuel used by a Fusion Power Plant and
a Chemical Power Plant over a 2 week period.

SA sSB [SC [sD [SE [sF [SG [sH [sJ [sK [sL [SM |sN |sP |sQ |sR [sS |sT [sU sV [sW [sX [sY [|sZ
Fusion Plant 1 1 L [ P5P5P5(A5R R 2 2 R5ER5EPS5SPRSERB B B B |35 35 3.5 35
Chemical Plant'ls |10 [15 [20 [25 [30 [35 |40 |45 |50 [55 |60 |65 [70 [75 [80 |85 [00 |95 [100 [105 110 115 [120
"When not using active sensors, weapons or more than occasional use of very long communication, craft with chemical power plants
halve their fuel consumption.

If you are reducing power plant fuel to a number of hours, endurance will be important, so multiply the number of hours of fuel by 10
to give the number of turns of operation at full power.

Operation Time 3 Hours® | 6 Hours” | 12 Hours® | One Day” | Three Days | One Week

% of Base Fuel Requirements | 1% 2% 5% 10% 25% 50%

1 Surface to Orbit
% Dog Fight



® Surface to Orbit, Manoeuvering and return
* Standard Vehicle Operations

Crew and Drones
Small craft have a minimum crew requirement, as shown below. Crewmembers may be replaced by Drone Command Units at a cost
of 1.5 tons per crewmember replaced and include a basic electronics suite.

Tonnage 10-50 | 60-100

Minimum Crew | 1 2

TL 9 11 12 13

Functionality | Remote Operation (Non- Remote Autonomous Mode (Non-Combat) or | Autonomous Mode or
Combat only) Operation Remote Operation Remote Operation

Cost (Mcr) 0.5 2.0 5.0 10.0

A small craft drone operating in autonomous mode is effectively a robot with a range of specialist intellect and expert programmes.
The characteristics and skills of an autonomous mode drone depend on its tech level, noting that all skills requiring physical
characteristics use INT instead.

TL [Characteristics Skills

12 |Iintelligence 7 (+0) Education 9 |Intellect/2, Expert Pilot/2 and 2 Expert/2 (from astrogation, comms,
(+1) mechanic, electronics and sensors)

13 |Iintelligence 8 (+0) Education |Iintellect/3 Expert Pilot/3, 1 Expert/3 and 2 Expert/2 (from astrogation,
10 (+1) comms, mechanic, electronics, sensors and gunnery)

14 |intelligence 9 (+1) Education |Intellect/4 Expert Pilot/3, 2 Expert/3 1 and 1 Expert/2 (from astrogation,
11 (+1) comms, mechanic, electronics, sensors and gunnery)

15 [Intelligence 10 (+1) Education (Intellect/4 Expert Pilot/3, 2 Expert/3 and 2 Expert/2 (from astrogation,
12 (+2) comms, mechanic, electronics, sensors and gunnery)

The Main Compartment

Cockpit or Control Cabin: A cockpit is much more cramped and uncomfortable, but takes up less tonnage. No extra passengers can
be carried in a cockpit; a control cabin allows for half as many passengers as crew to be carried. The cost for a cabin or cockpit is the
same — MCr 0.1 per 20 tons of ship. A cockpit takes up 1.5 tons per crewman; a cabin takes up three tons per crewman. The cockpit or
control cabin includes a basic electronics suite.

Airlock: Unlike starships, a small craft does not have an airlock by default. Airlocks take up one ton each and cost MCr 0.2. If a craft
does not have an airlock, then the crew cannot leave the craft except when it is landed or in a pressurised landing bay without opening
the ship up to vacuum.

Cabin Space: Adding cabin space gives the crew more space to move around and to access other components of the ship, such as the
engines or cargo bay. Every 1.5 tons of cabin space allows the craft to carry another passenger in moderate comfort (although
passenger shuttles will customarily take Luxuries to upgrade the passenger section). Designating a section as cabin space costs MCr
0.05 per ton.

Other Components: A small craft may have any of the components allowed to larger vessels.

Armaments

One ton of fire control equipment must be installed for each turret or fixed mount.
Anti—personnel weapons do not need to be placed in turrets — instead, they are mounted on the external surface of the craft. One turret
is required per three weapons carried.

Hull Tonnage 10 tons | 20 tons | 30 tons | 40 tons | 50 tons | 60 tons | 70 tons | 80 tons | 90 tons | 100 tons
Ship Weapons 1 1 1 2 2 2 3 3 4 5
Anti-Personnel Weapons | 1 2 3 4 5 6 7 8 9 10

Ship weapon types are limited. Rapid fire mounts may not be fitted. Barbette Particle beams can be fitted but use the equivalent of
two ship weapons (and a turret). Torpedo barbettes cannot be fitted but individual torpedoes can be carried. Each torpedo displaces
2.5 tons and uses a ship weapon slot.

The number of particle beams is limited as per the expanded space craft rules.

Meson, particle beam and fusion bays cannot be fitted.




The armaments allowed to a small craft are further restricted by its power plant type. It may only equip up to the number of ship—scale

lasers and, particle weapons — allowed by the following table. The number of missile launchers or projectile weapons is not limited by
the power plant letter.

Power Plant Rating | sA-sF | sG-sK | sL-sR | sS-sZ

Energy Weapons 0 1 2 3

Particle beam barbettes are the equivalent of 2 energy weapons each.



Capital Ship Design
The Hull

Capital ships range between 2,001 and 1,000,000 tons, and are designated by Hull Code.

Tonnage | 3,000 | 4,000 | 5,000 6,000 7,500 10,000 | 15,000 | 20,000 | 25,000 | 30,000 | 40,000 | 50,000

Code CA CB CcC CD CE CF CG CH cJ CK CL CM

Tonnage | 60,000 | 75,000 | 100,000 | 200,000 | 300,000 | 400,000 | 500,000 | 600,000 | 700,000 | 800,000 | 900,000 | 1,000,000

Code CN CP CQ CR CS CT Cu CcVv CWwW CX CYy CZ

The base cost of a hull is MCr. 0.1 per ton, plus a modifier based on the Hull Configuration.

Configuration

Configuration Needle/Wedge | Cone | Standard Close Sphere | Dispersed | Planetoid | Buffered
(Cylinder) | Structure Structure Planetoid

Spinal Weapons | Yes Yes Yes Yes Yes No Yes Yes

Bearing 80% 70% | 80% 70% 70% 60% 50% 50%

Streamlined Yes Yes Partial Partial Partial | No No No

Cost +20% +10% | - -10% -20% | -50% Special Special

Hull Code [Sections [Section1  [Section 2 [Section 3 Section 4 Section 5 [Section 6

CAtoCE |2 Engineering [Forward

CFto CK |3 Engineering [Main Forward

CLtoCQ |4 Engineering [Amidships |Main Forward

CRtoCV 5 Engineering |Aft IAmidships Main Forward

CWtoCZ |6 Engineering |Aft Upper Amidships [Lower Amidships [Main Forward

Planetoid and Buffered Planetoid hulls cost Cr 4000 per ton to transport from the local planetoid belt and to drill out. Only 80% of the
volume of a planetoid hull is useable and 65% of the volume of a buffered planetoid is useable.

A capital ship is divided into between two and six sections, depending on its tonnage. Attacks on a ship will hit one section or another.
One section is always the Engineering section; sample names are given for different sections, but the section should be named when
components are allocated to it.

Armour

Armour Type TL [Protection |Cost Max Armour

Titanium Steel 7 |2 per5% |5% of base hull [TL or 9, whichever is less
Crystaliron 10 |4 per 5% [20% of base hull [TL or 13, whichever is less
Bonded Superdense |14 [6 per 5% [50% of base hull |TL

Armour can be allocated on a per—section basis, in which case the cost is determined as if the two differently armoured sections of the
ship were different vessels of the appropriate size. Armour does not need to be added in 5% elements, but it must be added in whole
point values.

Dispersed structure ships cannot be armoured.

Planetoids and Buffered Planetoids have integral armour of 2 and 4 points respectively. They may be additionally armoured as if they
were a close structure vessel, but with the base hull already paid for. The maximum armour of a planetoid is 2 plus the limit from the
technology or tech level of the armour. The maximum armour of a buffered planetoid is 4 plus the limit from the technology or tech
level of the armour.

Drives
To determine the tonnage of the drive required, consult the drive potential table, which gives the percentage of the ship’s total tonnage
that must be allocated to the drive to give the designed Thrust or Jump.

Drive Potential Table

Drive Rating 1 2 3 U 5 16
Manoeuvre 1 ([1.25 1.5 [1.75 [2.5 |3.25

Jump 2 3 4 5 6 (7




Jump TL 9 |11 |12 13 [14 |15
Manoeuvre MCr/ton 0.5 0.5 0.5 [0.5 [0.5[0.5
Jump MCr /ton 2 2 2 2 2 |2

For power plants, the required tonnage depends on both the tech level that the ship is built at, and the designed Power Number.

Power Plants

The power plant rating must be at least equal to either the manoeuvre drive or Jump drive rating, whichever is higher, unless a
chemical manoeuvre drive is fitted, in which case the rating must be 1 or the jump drive rating if this is higher.

The power plant rating also determines what weapons and defensive screens of each type in each screen group the ship can carry.
There is no limitation on the number of redundant screens fitted.

For example a 60,000 ton TL 15 ship with power plant rating of 5 may have up to 300 bay weapons and a spinal mount. Each of its
screens groups can have up to 5 meson screens, 5 nuclear dampers or 3 black globe generators.

Rating 1 2 3 4 5 6

% of displacement 1.5 2 2.5 3 4 5

Turret Weapons Unlimited [Unlimited |[Unlimited [Unlimited |[Unlimited [Unlimited

Bay Weapons per 1,000 tons |1 2 3 4 5 6

Spinal Weapons No Yes Yes Yes Yes Yes

Screens 1 2 3 4 5 6

Power Plant Type Chemical | Fission | TL8-10 Fusion | TL11-14 Fusion | TL 15+ Fusion | Antimatter
Size Multiplier 140% 200% | 125% 100% 75% 100%
Cost Per Ton (MCr) | 1.25 1.0 2.0 2.5 5.0 2.5

Fuel

Manoeuvre Drive fuel is only needed if a reaction drive is fitted. The amount of fuel required is determined as the percentage of ship
displacement = 2.5 per thrust hour.

Jump Drive fuel depends on the size of the ship and the length of the Jump, and is calculated as 0.1 x tonnage x Jump Number, and
allows one Jump of the stated level.

Power plant fuel depends on the tonnage of the plant. For fusion plants an amount of fuel equal to two thirds of the tonnage of the
power plant will power the starship for two weeks.

Hyperspace Drive
Hyperdrives can be used in non-standard Traveller settings.

A hyperspace drive uses no fuel but requires double the space of a jump drive that can travel the equivalent distance.

Hull & Structure

Like other starships, capital ships have one Hull Point and one Structure Point per 50 tons of displacement. However, as capital ships
are so vast, these Hull and Structure points are divided into several groups, each group representing one section of the ship. If any
section of the ship is reduced to zero Structure, the ship is destroyed.

'Tons Sections [Total Per Section
Hull  |Structure [Hull Structure

3,000 2 60 60 30 30
4,000 2 80 80 40 40
5,000 2 100 100 50 50
6,000 2 120 120 60 60
7,500 2 150 150 75 75
10,000 3 200 200 66 66
15,000 3 300 300 100 100
20,000 3 400 1400 133 133
25,000 3 500 500 166 166
30,000 3 600 600 200 200
40,000 4 800 800 200 200
50,000 W4 1,000 (1,000 250 250
60,000 W4 1,200 (1,200 300 300
75,000 W4 1,500 (1,500 375 375




100,000 |4 2,000 (2,000 500 500

200,000 5 4,000 14,000 800 800

300,000 5 6,000 (6,000 1,200 1,200
400,000 [5 8,000 (8,000 1,600 1,600
500,000 |5 10,000 {10,000 [2,000 2,000
600,000 |5 12,000 {12,000 [2,400 2,400
700,000 |6 14,000 {14,000 [2,333 2,333
800,000 |6 16,000 {16,000 |2,666 2,666
900,000 |6 18,000 {18,000 3,000 3,000
1,000,000 |6 20,000 |20,000 [3,333 3,333

The Main Compartment

Component Options

Command: A ship requires one command module per section. Each command module takes up 0.5% of the ship’s total tonnage and
costs MCr.1 per ton of command module/bridge. One of these command modules must be designated the ship’s bridge, but they can
all use any specialist bridge options.

Computer: The rating for the ship’s computer system is in addition to the processing power and speed needed for Jump Control
programs, and all jump control software is included in the price of the computer system. Other ship software must be added to this.

Ship Size Minimum Jump Minimum [Computer Model [TL |Rating |Cost

3,000-5,000 tons 2 Core/3 9 140 12 Mcr
5,001-10,000 tons |2 Core/4 10 [50 20 Mcr
10,001-50,000 tons |3 Core/5 11 160 30 Mcr
50,001-100,000 tons (4 Core/6 12 |70 50 Mcr
100,001+ tons 5 Core/7 13 (80 70 Mcr
100,001+ tons 6 Core/8 14 90 100Mcr
100,001+ tons 6 Core/9 15 (100 130 Mcr

Sensors: Capital ships use standard sensors. However, due to the size of these vessels, it is possible to mount multiple extended or
distributed arrays with up to one per section fitted.

Armaments

Turrets and Barbettes: A capital ship can mount one turret per 100 tons not allocated to other weapons. The standard set of turrets
(single, double, triple, pop—up and so on) is available to capital ships. One ton of fire control equipment is required for each turret.

Bays: The number of bays that a capital ship can mount is limited by the ship’s power plant (see above), and by the number of
hardpoints. The total number of turrets and bays cannot exceed the ship’s tonnage divided by one hundred. One ton of fire control
equipment is required for each bay.

Point Defence: While a capital ship can mount point defence systems like sandcasters, the effectiveness of these systems is measured
by the total point defence, not by individual systems.

Screens: Unlike point defence weapons, which are the same for capital ships as they are for smaller craft, defensive screens scale with
the size of the ship. A capital ship will need a larger screen generator to protect itself. Only one screen generator needs to be installed
per ship, but extra generators can be installed as backups or to provide a stronger screen. There is a limit on the number of screens that
may be combined together depending on the Tech Level of the screens. The limits are:

Nuclear Meson

TL Damper Screen Black Globe

12 1 1 -

13 2 2 -

14 4 4 =

15 6 6 3

Hull Code|Nuclear Meson Force Field
Damper Screen (Black Globe)
Ton |[MCr [Ton [MCr [Ton [MCr




CAto CE (20 30 50 70 10 100
CFto CK |30 40 60 80 15 150
CLto CQ [40 50 70 90 20 200
CRto CV |50 60 80 100 25 250
CW to CZ |60 70 90 110 (30 300

Spinal Weapons: The damage of a spinal weapon depends on the size and type of weapon. Spinal weapon damage is measured in
capital ship damage terms. For damage to spacecraft, the damage is the barrage value in d6. Spinal mounts use a number of hardpoints
equivalent to their tonnage divided by 100. All weapons have long range. A ship may only have one spinal mount. Increasing Tech
Level will reduce size and cost significantly with some improvement in performance.

TL+1 [TL+2 [TL+3 [TL+4
Particle [Size and Cost |-10% [-20% [-30% [-40%
Particle |[Damage +5% [+10% [+15% [+20%
Meson [Size and Cost |-20% 40% |-60% [-80%
Meson [Damage +10% [+20% [+30% [+40%

Meson Gun Spinal Mount Penetration is graded on the amount of damage they inflict in accordance with the following table:

Damage Penetration
200-259 [

260-309 Il

310-359 I

360459 v

460+ v

Rapid Fire: A rapid-fire spinal weapon is equipped with capacitors and redundant reaction chambers. It can be fired twice in a round
instead of once, but only if it does not fire at all in the following round while the capacitors recharge. Making a rapid-fire spinal
weapon increases the tonnage and the cost of the weapon by 10%.

Particle Type | A B C D E Meson Type | A B C D
Base TL 8 12 10 14 12 11 11 12 13
Tons 5,000 | 3,000 | 5,000 | 3,500 | 4,000 5,000 | 8,000 | 10,000 | 14,000
Damage 200 | 300 | 300 | 400 | 400 200 | 250 | 350 450
Cost 3,500 | 2,100 | 3,500 | 2,500 | 2,800 5,000 | 8,000 | 10,000 | 14,000
Components

Barracks: A barracks takes up 2 tons per marine, and costs MCr 0.1 per marine. Barracks can only be used to accommodate troops
intended for boarding or assault operations. Troops accommodated in barracks cannot be used to reduce the number of service crew
embarked.

Hangar: Storage Hangars have just enough space to hold the craft. To launch or recover the craft takes ten six—minute rounds, as the
craft must be unpacked and prepared for flight. A storage hangar takes up tonnage equal to tonnage of the stored craft plus 10% and
costs MCr 0.2 per ton. Standard Hangars are large enough to hold the craft in readiness for a quick launch, perform reloading and all
necessary maintenance. It includes all the necessary spare pairs, tools and heavy machinery to conduct full maintenance and repairs. A
standard hangar takes up tonnage equal to the tonnage of the small craft to be stored, plus 30% and costs MCr0.2 per ton.

Launch Tubes: Launch tubes allow for small craft to be launched and recovered rapidly from the capital ship. The size of a launch
tube is twenty—five times the tonnage of the largest craft that will be deployed in this manner, and they cost MCr. 0.5/ton. With a
launch tube, up to ten small craft can be launched per starship combat round. Multiple launch tubes can be installed.

Capital Ship Crews

Crew Strength: The size of the crew relative to the ship is measured on the Crew Strength scale. An understrength crew may still be
able to operate the ship, but with penalties to skill rolls or more slowly. An overstrength crew gives no bonuses, but is able to absorb
more casualties and has a bonus during boarding actions.

Crew Strength % of full crew |Skill DM

Dead 0% - Cannot act

Survivors 1% to 10% -4 May only fire once every five rounds
Skeleton 11% to 25% |2 May only fire once every three rounds
Half 65% to 50% -1 May only fire once every two rounds




\Weakened 51%to 75% [+0
Full 76% t0 90% [+0
Battle 91% to 120% [+0
Overstrength 121% to 150% [+0
Massively Overstrength |151%+ +0

If a ship is noted as being able to fire once every two or more rounds, then this applies to each individual weapon. For example, a ship
armed with a pulse laser bank, a particle beam bank, and a spinal meson gun could fire a half-strength barrage from its pulse lasers
together with a meson gun blast. Next round, it could fire another half strength pulse laser barrage and the particle beams, but could
not fire the other half of the pulse lasers or the meson gun again.

Crew SKill: A starship crew is assumed to have average to good Characteristics and to have mastered the following skills: Pilot,
Gunner, Discipline, Mechanic, Engineer, Sensors and Medic. All these skills are at the level of their Crew Skill characteristic.
Obviously, some individual crewmen will have greater or lesser skills, but the average is the Crew Skill and is used for all skill checks
made by the crew.

Crew Skill Skill Check DM
Green +0
Average +1
Experienced +2
Elite +3
Legendary +4

A crew may have an especially skilled officer. If the officer has a skill level of 4 or more, he gives a +1 DM to all matching skill
checks. An officer may only give a bonus to one skill roll each round, and a skill may only benefit from one officer bonus.



CHAPTER 7: Interplanetary Travel

Realistic Space Travel

When speaking of space travel, it is important to distinguish interplanetary travel from interstellar travel. Travel between planets is
within the grasp of modern technology and is likely to become easier as science develops new fuel sources or new ways to maximize
existing fuel sources. Travel between stars, on the other hand, calls for some truly radical leaps in a number of different fields.

Hazards Of Space Travel

Space travel is nowhere near as easy as books and movies make it seem. Foreign objects are a constant danger; even a micrometeoroid
travelling at a high enough velocity can punch a hole through a Starship’s hull and expose the entire crew to the vacuum of space.
lonising radiation also poses a serious threat. Finally, characters must adapt to the weightlessness of space or suffer the effects of
space adaptation syndrome (SAS), referred to colloquially as “space sickness.”

Meteoroids

Meteoroids are small rocks that travel through space at a speed of 7 miles per second. They can be as small as a grain of sand or as big
as a mountain. Although they generally burn up in a planet’s atmosphere before reaching the ground, meteoroids in space aren’t likely
to suffer such a fate. Instead, they slam into other objects, including Starships and space stations, like volleys of rifle or artillery fire.
Unarmoured Starships and space stations can easily survive impacts from the smaller meteoroids, but larger ones can punch lethal
holes in such fragile vessels. Fortunately, large meteoroids are rare and easier to detect before they can get too close to cause any real
damage.

Roll on Table: Meteoroid Encounters to determine whether a meteoroid threatens a given Starship or space station. Each roll
represents one 24-hour period.

Meteoroid Size: The size of the meteoroid.

Collision Damage: When a meteoroid collides with a Starship, space station, or other object, both the meteoroid and the object

it strikes take damage.

Scanners Penalty: A Starship or space station equipped with a sensor system can detect an incoming meteoroid; doing so requires a
successful Scanners roll. A Starship or space station cannot attempt to avoid or destroy a meteoroid it fails to detect.

Pilot Penalty: Avoiding a meteoroid requires a successful Pilot check. Only Starships or space stations that move are capable of
avoiding meteoroids.

Armour Points: The meteoroid’s APs.

Hit Points: The meteoroid’s total hit points.

Scanners

D100 Roll Meteoroid Size Collision Damage Penalty Pilot Penalty Armour Points Hit Points
01-75 No meteoroid — — — — —
76-80 Diminutive 1d6 -35% -5% 8 15
81-85 Tiny 2d6 -30% -10% 8 30
86-88 Small 3d6 -25% -15% 8 90
89-91 Medium-size 4d6 -20% -20% 8 225
92-94 Large 1d6x5 -15% -25% 8 1,125
95-97 Huge 3d6x5 -10% -30% 8 4,500
98-99 Gargantuan 6d6x5 -5% -35% 8 9,000
100 Colossal 12d6x5 0 -40% 8 36,000

Vacuum Exposure

Beings exposed to the airless cold of space are not immediately doomed. Contrary to popular belief, characters exposed to vacuum do
not immediately freeze or explode, and their blood does not boil in their veins. While space is very cold, heat does not transfer away
from a body that quickly. The real danger comes from suffocation and ionizing radiation.

For rules on vacuum exposure and the effects of weightlessness, see Atmospheric Conditions and Gravity in the Environments
section.

Re-entry

Anything that travels too fast in an atmosphere generates an enormous amount of friction, which produces tremendous heat.
(Temperatures of 2,280 degrees Fahrenheit have been recorded.) Objects trying to enter a planetary atmosphere safely must shed
velocity. However, decelerating consumes large amounts of fuel, and many ships (especially at TL 7) simply don’t have enough. As
an alternative, scientists have developed ways to slow ships in re-entry by using the atmospheric friction itself. Ablative shielding or
ceramic tiles take care of any excess heat. Even so, entering a planet’s atmosphere is a tricky business; the angle of entry is precise,
and deviation either way causes the heat to build up too quickly for the heat shields to reflect away from the ship. Worse yet, during
the most intense heating, the ship is surrounded by a thin layer of plasma that blocks radio signals, and the crew have no contact with
ground control.

Entering planetary atmosphere safely requires a Pilot roll each round for the 1d10+20 rounds it takes to slow the ship using friction
alone. Success means that the ship takes only 3d6 points of fire damage each round. Failure means that the ship’s angle is too low, and



that it is not shedding velocity fast enough; the ship takes 6d6 points of fire damage each round until the pilot succeeds at the Pilot
check to correct the angle of descent. If the roll fumbles the angle is too steep, and the ship takes 10d6 points of fire damage each
round until the pilot succeeds at the Pilot roll to correct the angle. Each round spent at too low an angle does not count toward the
number of rounds required to land the ship; the ship isn’t making any downward progress. Conversely, each round spent at too steep
an angle counts as 2 rounds, indicating that the ship is descending much faster than it should.

Interplanetary Travel

At TL 5, humanity has the technology to send unmanned probes to the edge of the solar system. However, hu