


unlUERSE 
The Role-Playing Game of the Future 

CREATED BY SIMULATIONS PUBLICATIONS, INCORPORATED 

John H. Butterfield 
GAME DESIGN and DEVELOPMENT. PROJECT CDDRDINATION 

Redmond A. Simonsen 
DESIGN OF PHYSICAL SYSTEMS and GRAPHICS 

Gerard C. Klug Edward J. Woods 
CODEVELOPMENT and NPC's CREATURES and ADVICE 

David McCorkhill and David J. Ritchie 
DEVELOPMENTAL ASSISTANCE 

Robert J. Ryer John Boardman, Ph.D. 
RULES EDITING RESEARCH ASSISTANCE 

James Mulligan, David Spangler, Greg A. Gerold, Richard A. Edwards, Eric Lee Smith 
GAME TESTING and ADVICE 

Robert B. Kern, Linus Gelber, Justin Leites, Julie Spangler, 
Ian Chadwick, Wes Divin, Mark Barrows, the Olympia Gaming Association 

ADDITIONAL TESTING 

Manfred F. Milkuhn 
ART PRODUCTION MANAGEMENT 

Carolyn Felder, Ted Koller, Michael Moore, Ken Stec 
ART PRODUCTION and TECHNICAL EDITING 

John Pierard 
COVER ILLUSTRATION 

~ 
BANTAM BOOKS 

TORONTO · NEW YORK · LONDON · SYDNEY 

A Bantum Book I Srptrmber /9H2 

Copyrigt,",£/ftJ::rtr2i1sPJ. Inc. 
"UNIVERSEM is SP/'s name for ill' l(Umt' offamasy role-playing. T.M. applied/or. 

This book may not he reproduced in whole or in part, by mimrol(raph or any othn mean:r, without permi.uion. 
For information addrtss : Bantam Books. Inc. 

ISBN 0-553-01433- J 

Publishrd simultaneously in thr Unilrd States and Canada 

Bantam Books are puhlishrd by Bantam Books. Inc . Its trademark, consisting of thr t\'Ords MBantam BuoksM and 1hr 
portrayal uf a roostrr. is Rriistrrrd in U.S. Patrnt und Tradrmark Office and in othrr countrirs. Marca Rriistrada . 

.. Bantam Baok.t. Inc ., 666 FifthA.l·rnur. Nrw )hrk. Nrw York /0/03. 

PRINTED IN THE UNITED STA.TES OF AMERICA 

0987654321 



UNIVERSE, PAGE ii 

I. Introduction 
1.0 The Universe and the Future 
2.0 The Gamesmaster and the Players 
3.0 Sequence of Events 
4.0 Requirements for Play 

II. Character Generation 
5.0 Character Heritage 
6.0 Character Development 
7 .0 Character Professions 

Ill. Skills 
8.0 Acquiring and Improving Skills 
9.0 Military Skills 

10.0 Psionic Skills 
11.0 Vehicle Skills 
12.0 Scientific Skills 
13 .0 Technical Skills 
14.0 Interpersonal Skills 
15 .0 Environmental Skills 

IV. Robots 
16.0 Robot Attributes 
17 .0 Robot Systems 

V. Equipment 
18.0 Economic Guidelines 
19.0 Weapons 
20.0 Protective Equipment 
21.0 Vehicles 
22.0 Personal Equipment 

VI. World Generation 
23.0 Star Systems 
24.0 Geographical Features 
25.0 Population and Technology 

VII. Character Action 
26.0 Travel and Record Keeping 
27 .0 Creating Encounters 
28.0 Creature and NPC Interaction 
29.0 Action Rounds 
30.0 Hits and Damage 

VIII. Space Travel 
31.0 Hulls and Pods 
32.0 Interstellar Travel 
33.0 Interplanetary Travel 
34.0 Space Combat 

IX. Encounters 
35 .0 Creatures 
36.0 Non-Player Characters 
37.0 Spaceship Encounters 
38.0 Accidents 

X. Adventure: Lost on Laidley 
39.0 The Orionis System 
40.0 The Players and the Characters 
41.0 The Gamesmaster's Background 
42.0 Laidley 
43.0 Adventure Afterword 
Appendix A: Logsheets 
Appendix B: Player Charts & Tables 
Index 



UNIVERSE, PAGE iii 

I. Introduction 
When you were a child, you probably 

played spontaneous, informal games in 
which you pretended to be a policeman, an 
indian, a parent, or a pirate. You imagined 
what these mysterious and powerful people 
were capable of, and then you acted out 
scenes with your friends. There was no win­
ner or loser - everybody won by getting the 
thrill of pretending to be another person. 
These games of "make-believe" had no real 
rules, no structure, and no equipment. They 
depended solely upon the imagination of the 
players to keep them lively and interesting. 

What is Role-Playing? 
Much of the wonderful, imaginative ex­

perience and freeness of play of these 
childhood games can be found in their adult 
counterpart - role-playing games. A role­
playing game is also one in which you pre­
tend to be someone - but the "someone" is 
very detailed in abilities, physical descrip­
tion, and nature. In fact, characters in role­
playing games are as detailed as the 
characters in a major novel. These characters 
inhabit a world which is also very well 
described. In a science fiction role-playing 
game, such as Universe, the world is one of 
technology and aliens, missions and explora­
tions, and all the romantic color of an im­
aginary time and place presaging the future 
of all humanity. 

Each active character in the game is 
played by a Jive player. There are many other 
characters and creatures, all of whom are 
operated by the Gamesmaster. The 
Gamesmaster is a combination of referee, 
storyteller, and "Hand of Fate." He keeps 
the story unfolding by telling the players 
what is happening and judging the results of 
any actions the players take. He has a very 
free hand to interpret the situation as he sees 
fit within the guidelines of the rules. The 
Gamesmaster usually works from a prepared 
story synopsis called an adventure. This is 
the setting of the story and something of a 
general script outline for the course of the ac­
tion. It also can contain maps and tables of 
information on the area and its inhabitants. 
This adventure is a tool for the Gamesmaster 
and is not directly used by the players, 
although the players will actually create the 
detail and action of the story by their deci­
sions as they participate in the adventure. 

An Example 
of Role-Playing 

In a role-playing session, the players 
(usually three to nine people) sit around a 
table with the Gamesmaster at the head. 
Sometimes the adventure can be played 
through in one sitting but, more typically, the 
players will meet a number of times to finish 
the adventure. Adventures can be strung 
together and players play the same character 
from game to game in a role-playing cam-

paign. Their characters will grow or diminish 
in strength, ability and wealth. Throughout 
the entire experience, the Gamesfnaster 
creates the world through which the charac­
ters travel, by interacting with and prompt­
ing the players. Here is a brief sample of a 
typical role-playing exchange: 

Gamesmaster (GM): Your characters are 
seated in the common area of the SS Valiant, an 
armed trading spaceship bound for Beta Hydri. 

Gerry (character name: Nekruma, a former 
Lieutenant in the Interstellar Navy): Are 
there any passengers in the room dressed in 
military garb? 

GM: Yes, there is a captain of the Federal 
Spacetroopers at the bar. 

Nekruma: I will go over to the bar, and sit next 
to him . Does my Empathy tell me anything 
about him? 

GM: He is keeping his eyes on the servo-robot 
behind the bar. 

Nekruma: Using my Diplomacy Skill I speak to 
him and say, "Excuse me Sir, my name is 
Lieutenant Nekruma. I'm curious as to why a 
fellow officer is aboard a commercial vessel." 
GM (now acting the part of Captain Rayner): 
"I would not consider a sailor to be a "fellow 
officer." However, I am equally curious as to 
why you are aboard the Valiant. Perhaps we 
should discuss this .. . but not here. Meer me in 
my cabin at 2200 hours, lieutenant." 
Nekruma: "Why should our discussion require 
privacy?" 
Captain Rayner: "My cabin is number 3B, my 
name is Rayner." He gets up and leaves without 
another word. 
Nekruma: Before going to his room, I will 
attempt to use the ship's computer and my 
programming skill to call up information about 
the passenger manifest and Captain Rayner. 
GM: Captain Rayner is indeed listed in the 
manifest, and his papers appear to be in order. 
No further information is forthcoming . 

This very simple, edited version of an 
encounter with a Non-Player Character may 
lead to an adventure which may place the 
character's very life in danger. The chance to 
be bold and brave without any real world 
consequence is one of the fascinations of 
role-playing. 

There is also the fun of assuming the 
role of a powerful or outrageous character 
very different from your real-world self. The 
exhilarating experience of the power of one's 
own imagination is terrifically entertaining 
and engrossing. Role-playing is a very social 
experience as well. People can use their role­
playing identities to interact with one 
another in ways that are usually impossible. 
You can come to someone's rescue. You can 
sell them your knowledge of distant worlds 
- or you can sell them out! In particular, the 
Gamesmaster has the chance to influence the 
very fate of the other players - how often do 
you get to tell a friend that he has found an 
alien civilization or been eaten by a peckish 
alien carnivore? 

Role-Playing Subjects 
Most role-playing games are fantasy­

based such as SPl's DragonQuest. These 
games deal with the world of magic, mon­
sters and mayhem. Other role-playing games 
deal with science fiction, - such as 
Universe. These games basically substitute 
the intricacies of technology and aliens for 
magic and monsters. A small number of mili­
tary role-playing games, - such as SPI's 
Commando - are also available. In fact, 
virtually any action-oriented subject lends 
itself to role-playing. 

Whatever area of role-playing interests 
you, you can best get started by buying only 
the basic set of any role-playing system in 
which you are interested. This book, for in­
stance, contains the complete rules for 
Universe. Nothing more is necessary for you 
to play a high level, full-fledged role-playing 
game (in role-playing, the word "basic" 
should not be equated with "simple"). 

Once you are thoroughly familiar with 
the basic system, you will have a wide choice 
of supplements, adventures, and accessories 
to expand your role-playing enjoyment. A 
full line of such materials is available for 
Universe, for instance, and new materials 
are constantly published. See your local 
adventure games dealer for these products. 
Ares Magazine, published by SP!, is another 
great source for Universe (and Dragon­
Qunt) adventures and supplemenatry 
material, and a subscription to Ares will keep 
you up to date on happenings throughout the 
hobby - as well as providing you with a new 
science fiction or fantasy boardgame in each 
and every issue. 

Role-playing gaming is an exciting and 
involving hobby that is limited only by your 
imagination. Role-playing offers you the 
chance to participate in adventure and take 
an active part in creating your own entertain­
ment. In these times of low-grade, thin­
blooded commercial TV stories, role-players 
such as yourself can engage in the energetic, 
mind-stimulating fun of real adventure. 



[ 1. O] The Universe 
and the Future 

Rakal, the Expedition Chief, surveyed 
the hot, virulent terrain. The movement had 
set him on his guard; he worried for the eight 
other members of the Survey Team. Looking 
at his Biofficer he asked , " What form do you 
think it takes?" 

" I think the creature is in great pain," 
replied Mylina. "The readings on my bio 
scanner indicate a skittishness; perhaps our 
scanning has caused it harm. May I send my 
Scoutbot over to inspect it at closer range?" 

"Yes," answered Rakal hesitantly. At 
Mylina's verbal command the 'bot whirred 
through the thin atmosphere and began to 
traverse the 100 meters to the creature. "Do 
we know the chemistry of its energy trans­
ferences?" 

"It is an alkaloid life form, Chief." The 
robot 's metallic twang was clear through the 
respirator helmet speaker. This model had 
been with the crew a long time, Rakal thought . 
He squinted as he looked into the harsh blue­
white sun, following the bot's flight. 

Rakal was concerned. He had seen too 
many specimens damaged through ignor­
ance. Equipment couldn't think for itself -
man still must rely all too much on his in­
stinct. If only the psion were along on the 
Survey. Why had he allowed Kk'rral, his 
navigator, to remain shipboard? "The Shut­
tlecraft needs no navigator to reach the sur­
face, " the psion had scorned. "Leave me my 
astrogation chores and our courses will be 
plotted by your return. Good hunting!" 

Kk'rral, however, might have been able 
to communicate with this creature ... where 
was the Scoutbot, anyway? It should have 
returned or at least given readings. 

"Mylina, any readings from the 'bot?" 
Mylina was busy staring into the distance and 
paid Rakal no heed. "Mylina, any readings?" 

He quickly looked around the perimeter 
at the remainder of the Survey Team. They, 
too, were staring at some point in the dis­
tance. Rakal quickly drew his Paint Gun. His 
instinct not to watch the creature had proba­
bly just saved his mind. His mind, however, 
now was filled with moans of great pain; pain 
that was not his own ... he ran. Looking for 
cover by the ridge, he was stopped by an out­
cropping of cyan rock, so he turned north. 
The moaning increased. He dared not look 
back but knew the creature followed. Rakal 
needed to circle back to the Shuttle and 
return to the sh ip ; unless he somehow 
managed to slow the creature down this 
would be impossible. 

~ s ~e searched for higher ground, the 
moanmg increased painfully. Realizing it was 
now or never, he turned to face his pursuer. 
He aimed the weapon at the beast. He touched 
the trigger lightly to activate the aiming 
beam. The creature approached rapidly. The 
aimer found the cortex, or what appeared to 
be the cortex; Rakal fired. The coherent light 
splashed as the creature's natural armor 
splayed the beam everywhere. Rakal retreat­
ed and fired again . Again the beam scattered 
wildly ... Rakal felt a burn on himself from a 
reflection. Rakal thought of running, but the 
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beast no longer seemed ugly; what a lovely 
melody he found running through his brain . 
Wasn't that the creature' s song? He stood up 
as it drew very close. Looking up into the 
enormous open maw, his last thought was 
how warm and soft it would be once he got 
inside. 

It is the 24th Century. Mankind, search­
ing for its destiny, has begun to explore and 
colonize the Milky Way. The stars themselves 
are now man's playground; they are also the 
seat of his greed. 

After having overcome the temptation 
to annihilate himself, man found the time to 
let science proceed with its work . The most 
important discovery of the 21st Century was 
the isolation of the chromosome controlling 
the intensity of psionic talent. Once this was 
isolated and brought out of its dormant state 
the psionic abilities of some individuals could 
be awakened. This led to a long series of ex­
periments in telekinesis, psychokinesis and 
ultimately, in forms of aportation. It wa~ 
thus that faster than light travel via mass 
teleportation (called hyperjump) was discov­
ered. The Psions were found to act as cata­
lysts for both travel and communications be­
tween the stars . They became very wealthy 
and aloof, as their talents tended to isolate 
them from society. Feared by the ignorant 
and the untalented alike, they guarded many 
secrets and controlled the throttle on man's 
outward expansion. 

At last the dream of leaving behind the 
earth was within mankind' s grasp . The final 
frontier was before him. The earth, political­
ly stable at last, funded the first colonizing 
missions. Each major national power sent its 
own ships to habitable worlds to explore and 
colonize. To govern these new worlds, the 
earth founded the Federation of Planets. Not 
to be caug~t in the old mistakes once again, 
the federation was a loose conglomeration of 
these worlds rather than a tight-fisted ruling 
body. Some of the larger colonies set them­
selves up as independent states, practically 
free from federal authority. The federal in­
fluence was exerted at the spaceports within 
the star systems. No direct control was in­
sisted upon; rather light but very strictly en­
forced taxation was the method of the times. 
The armed might of the federation was con­
siderable, consisting of far-reaching army 
and naval forces (both space-faring). Local 
forces resented their presence , but were 
usually no match in any combat situation. 

The federation still controlled, to a large 
extent, the monetary systems. This was to in­
sure fair trade amongst the stars. The unit of 
currency was the Tran, the abbreviation for 
one Transfer. This was the equal of 500 1980 
dollars. The Tran was subdivided into one 
thousand Milli-transfers or Mils. 

With fair (or at least reasonably fair) 
trade ensured by federal measures, business 
and technology flourished. Robots became 
economically feasible, as well as technologi­
cally, and they were as commonplace as the 
home computer of the 1980's. Business 
became the major sponsor of scientific mis­
sions, mainly to discover new resource sites 
and discover the means of bringing these re­
sources back . This exploration spawned a 
new curiosity on the part of humankind: the 
capturing and exhibition of alien creatures 
discovered on these new worlds. Trade in-

volving live specimens was lucrative, and 
every week brought the news of a new find . 

The initial colonies met with mixed suc­
cess; some floundered while others blos­
somed. Many kept their own national flavor; 
Russian, Chinese and Hindustan could just 
as easily be heard on a colony world as Uni­
versal, the business language of the era. Uni­
versal had its roots in the English of the 20th 
century, but was as closely related to that as 
English was to the Middle English of the 11th 
Century. 

Amongst the languages which still exist­
ed were German, Japanese, Chinese, French, 
Italian, Spanish, Russian, Swedish, Afri­
kaans, Hindustani, Portugese, Danish, 
Dutch, Arabic, Greek, and Arctican. 

As mixed as the national flavor of the 
colonies was, so was their level of economic 
and technological development. Although 
exploration was speeded exponentially due to 
hyperjumping, commerce between stars was 
still slow due to the long transit time from the 
jump points into a system and the world 
itself. This jump point had to be outside the 
system' s gravity well; thus the distance was 
often very great. 

The pressures facing mankind's first col­
onists were tremendous; the mettle of man­
kind ' s best and brightest was sorely tested. 
Some worlds found new strengths under this 
pressure while others reverted to old ways for 
the peace which they hoped simplicity would 
bring. Still others just could not match the 
spacefaring technology of the era with the re­
sources at hand in the sometimes hostile envi­
ronments. Thus the level of civilization in 
each colony found its own level. Worlds de­
veloped into major powers within their sec­
tor next to others who found it quite enough 
just to simply survive. As always, business 
found ways to make either situation pay off. 
And since business was now fronting almost 
all the scientific missions, the federals kept 
their interference to a minimum. 

And what of Earth and its future 
history? The planet , much battered and mis­
used , had survived pretty much intact into 
the era. Much of its life and livelihood 
revolved above the surface; the age of active 
space station technology had moved industry 
into orbit. Along with the many spaceports 
launching one colony ship after another, 
these working space factories cluttered the 
orbital lanes around the earth . This develop­
ment had allowed much of the land to be re­
claimed and enjoyed once again by the peo­
ple; massive refertilization projects were 
undertaken and a green and beautiful Earth 
once again flourished. 

No contact with intelligent alien life had 
occurred. Long having been both the dream 
and the nightmare of mankind's new star­
faring mobility, discoveries of ruins and 
numerous artifacts and burnt out spaceship 
hulls of unknown design saw hopes (and 
fears) rise. 

Civilization had progressed, but still man 
needed to strive and take risks to advance. The 
Universe held wonder and surprise; danger 
lurked around every outcropping of ore. 

This vision of the future lies before you, 
as you own this game. These rules are your 
guide and your key to the Universe; the jour­
ney is yours to take. 
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GAfflEfflASTERS' 
GUIDE 

The Gamesmaster's Guide portion of the Universe rules contains detailed infor­
mation on Character Generation, Character Skills, Robots, Equipment, World 
Generation, Character Action, and Space Travel. At the end of the Gamesmas­
ter's Guide section, on pages 48 through 65, is a complete set of all charts and 
tables the Gamesmaster will require to run an adventure. The Gamesmaster 
should also refer to Appendix A (Logsheets) in preparing to run a session of 
Universe, and to Appendix B (Player Charts and Tables) if he wishes to provide 
his players with copies of pertinent charts. 

Gamesmaster's Guide Contents 
II. Character Generation . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 3 

Ill. Skills ...................................................... 11 
IV. Robots .................................................... 24 
V. Equipment ................................................. 26 

VI. World Generation ............... ..... ......... . ... ... ....... 29 
VII. Character Action .................................. ...... .... 34 

VIII. Space Travel .......... . .............. ... ... . . . ......... .... . 42 
Delta Vee Ship Summary ... ...... ................. ... . ....... . 47 
Gamesmaster's Charts and Tables .......................... : .. .48 



[2.0] The Gamesmaster 
and the Players 

Universe is a role-playing game, and in 
such a game there is no winner or loser; ra­
ther, the Gamesmaster and the players in­
teract in a non-combative way to resolve ad­
ventures. The Gamesmaster acts as a referee. 
Within the framework of the rules, he objec­
tively determines the effects of the players' 
actions. The players act out the part of their 
character as if that character actually existed 
in the universe the GM has created. The ac­
tions which the players take within the GM's 
universe may be grouped together to form 
adventures, which are similar in length and 
complexity to a short story. 

The GM is a master storyteller, a weaver 
of tales which deal in the unknown: unknown 
worlds, uncharted star systems, unmapped 
reaches of the galaxy. These stories, strung 
together, form the campaign. Players yearn 
to lose themselves in this "alternate exist­
ence," and the GM is the one who creates it. 

The rules of Universe are intended as 
a framework in which the GM creates adven­
tures for the players. These adventures can 
exist individually or be strung together to 
form a campaign. Either method is viable; a 
coherent campaign takes much more of the 
GM's time to create and maintain but there 
are certain joys which come from seeing 
characters grow, story lines interweave, and 
history actually being created . The story is 
the GM's, and he has final say concerning 
anything to do with that story. This includes 
the rules, which he is free to alter to fit his in­
dividual needs . However, the GM should not 
take free license with the rules; they were not 
published to be disregarded . Rather, careful 
inspection by a conscientious GM will yield 
what modifications he can make without un­
balancing play. The players are great sources 
of feedback on this; they will let the GM 
know loud and clear if something about play 
bothers them . 

To feel confident enough to alter any 
rules, and to GM Universe well, the GM must 
know the rules intimately. Since he is the final 
arbiter, this knowledge is a must. Many con­
cepts in the game will be foreign, and it is up 
to the GM to know and explain them to his 
players. If this means playing "unofficial" 
sessions to solve problems, do it! Without 
this familiarity with the rules, play will not 
flow smoothly. 

This flow of play is critical to a well run 
adventure. Since the GM is an entertainer, he 
is putting on a performance. All the players 
must be kept interested and involved through­
out play. If this is not done, play will bog 
down and become dull. An interesting flow of 
play supercedes almost all else; let the techni­
cal details slide. The players won't mind a 
detail flubbed if the story was really interest­
ing. GM's should discourage things which 
slow down play (i.e., players leaving the 
room, talking too much amongst themselves, 
the GM having to look up too many rules). 

Every player should be treated equally 
and fairly by the GM; all characters should 
be given chances to perform tasks, as this is 
how characters advance in Universe. Players 
respect a GM .who is impartial and as inter­
ested in seeing the characters advance as he is 
in seeing his story work out. If the players 
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think the GM is not treating them fairly, this 
will sow a seed of discontent which will end 
the campaign or instigate arguments. The 
players need to trust the GM. 

In preparing the adventures for the play­
ers, give thought to the balance of danger 
and challenge. No player wishes to solve every 
problem all the time; on the other hand, no 
player wants to be beaten all the time. The 
GM should constantly challenge his players' 
abilities, both mentally and emotionally. En­
courage role-playing by enacting the non­
player characters to the hilt; the GM should 
use them to make the players think on their 
feet by engaging them in direct conversation . 

The adventures must be varied, and the 
GM will need a lot of input to remain crea­
tively fresh. Use many different sources: sci­
ence fiction literature, television, movies, 
and your players. Take ideas and inspirations 
from these sources to make your own. The 
players will tire of a series of adventures all 
dealing with a similar theme; the ideas must 
be varied. If a campaign is created, very of­
ten ideas for new adventures will materialize 
right out of the play itself - the story takes 
on a life of its own. 

Players have many responsibilities of 
their own; the creation of a well run science 
fiction campaign is the sum of all who play. 
The voices of the players must be heard loud 
and clear. After all, why play the game if not 
for enjoyment and escape? The GM must be 
made aware of what the players desire out of 
Universe. 

If the players wish the GM to listen to 
their ideas and desires, they must be willing 
to take on their share of the burden for the 
game. The players must know the rules that 
they will use all the time (use of a skill, for in­
stance) . Also the players must respect the 
GM as the final arbiter of the rules and on 
events which occur within his universe. It is 
his creation and if he didn't know the secret 
reasons for things, who would? This know­
ledge, which the players are not entitled to, 
may cause things to occur the players do not 
understand . They must accept this conven­
tion and abide by all final rulings the GM 
may deliver. The player must take responsi­
bility for keeping the record pertaining to his 
character. This burden should not concern 
the GM, who certainly has enough to worry 
about without keeping tabs on how much is 
in any character's bank account, for in­
stance. And finally, the players must have 
respect for the time and enjoyment of the 
other players and the GM. 

[3.0] Sequence of Events 
When players and a GM get together to 

play Universe, a certain sequence of events 
will usually occur. These are outlined below, 
and most games will follow this sequence, 
more or less. The following are not rules; 
rather take thein as guidelines which may or 
may not be adhered to. 

1. The GM prepares the adventure. This 
may involve many hours of pre-play prepara­
tion on his part, creating the scenario the 
players will be involved in. The GM generates 
non-player characters (or NPC's), worlds, 
creatures, etc., in order to give the adventure 
the eJements needed to flesh it out. This 
preparation is the most important part of the 

sequence for the GM, as mistakes or assump­
tions made at this point will be almost impos­
sible to correct once play begins. The serious 
GM spends as least as much time preparing 
an adventure as it will take to play it. 

2. The GM and the players agree to meet and 
play. All concerned parties should set aside a 
block of time 4 to 6 hours in length . This is 
the average amount of time it takes to play 
through a short-to-medium length adven­
ture, and two of these sessions should finish 
off almost any adventure . Remember that 
the time from beginning to end is not all 
spent playing (human beings being what they 
are), and the GM should be aware of this 
when he estimates how long an adventure 
would take to complete. 

3. The players then-choose or generate char­
acters . If the adventure is part of an extant 
campaign, most players will have characters 
already. A new player or a player whose char­
acter just died will have to generate a new 
one. It is advised that these individuals arrive 
early and take care of this, but it can be done 
just before the adventure starts . Any mone­
tary maintenance which characters have to 
take care of is done now. This includes room 
and board, equipment purchase, spaceship 
upkeep, etc. 

4. The GM presents the adventure. This may 
be done any number of ways. Some of the 
more common are through a pre-arranged 
meeting with a sponsor, picking up a story 
line left over from a previous adventure ses­
sion, or letting the player~ go do what they 
wish and let them find adventure. A non­
player character for instance, could ap­
proach the players and offer employment 
(see the adventure in the Adventure Guide, 
lost on laidley), or coerce the players, or 
drop a clue as to some interesting occurrence 
the players might become curious about. The 
goal for the GM is to entice (not force) the 
players into going on the adventure he had 
planned for them . Players do not often like 
being forced into doing something. Some­
times it is the only way (as in a hijacking 
scenario), but a constantly maneuvered play­
er is an unhappy player. If the adventure 
created by the GM is interesting enough, the 
players will want to go without much pro­
vocation . 

5. The adventure begins and continues until 
resolved. This may force the playing of an 
adventure beyond the time that a session 
must end. In that case, the GM "freezes" 
time, and the players pick up where they left 
off the next time they meet. Play will normal­
ly continue until either the characters suc­
ceed, they fail, or they aren't sure and return 
from whence they came. During play, the GM 
must act as narrator, describing the events as 
an impartial observer and giving the players 
all the information they would ordinarily be­
come entitled to. The GM plays the parts of 
various NPC's, describes graphically loca­
tions the characters find themselves in, re­
solves combat (taking the side of the enemy or 
creature), and tells the players the results of 
their actions. During the adventure, the play­
ers have as much if not more control than the 
GM due to the decisions they must make. 

6. The adventure is resolved. The characters 
have succeeded, failed, or staged a strategic 



withdrawal. Any adjustment to the charac­
ters' records are made and plans discussed 10 

meet and play again. If this was a single ad­
venture, not tied in with an extant campaign, 
the GM may wish to give the players the an­
swer to the adventure (such as it might be), if 
they did not find it themselves. In a campaign 
situation this would not occur, as many an­
swers are yet to be discovered through con­
tinued play. 

(4.0] Requirements for Play 
(4.1) This book contains all the 
information necessary to play Universe. 

This book also contains one full-color 
Interstellar Display and a full-color, four­
page Adventure Folder for use with the ad­
venture, "Lost on Laidley" (see page 80). 

Note that, throughout these rules, refer­
ence is made to the use of 20-sided dice . 
These dice are available from many adven­
ture game dealers, and it is recommended 
that players purchase one or more pair of 
dice (see 4.4). If players have no 20-sided 
dice, an ordinary deck of playing cards may 
be used. Simply remove the Ace through 10 
from both a black suit and a red suit, and use 
these cards as described in 4.4 when required 
to one die, two dice, or percentile dice. 

Note also that reference is frequently 
made throughout this book to Delta Vee, the 
tactical space combat game specially design­
ed for Universe. DeltaVee - complete with 
rules, map, and playing pieces - is available 
separately from your adventure game dealer. 

Should you have any difficulty inter­
preting the rules, please write to SPI, phras­
ing your questions so they can be answered 
by a simple sentence, word, or phrase . You 
must enclose a stamped, self-addressed 
envelope. Write to: 

SPI 
Rules Questions Editor for Universe 
257 Park Avenue South 
New York, N.Y. 100IO 

II. Character 
Generation 

Each player of Universe assumes the 
role of a character. The player develops the 
distinct perso nality and abilities of hi s 
character during adventures, as the character 
interacts with the other players' characters 
and the various entities controlled by the 
gamesmaster. 

The player generates a character by us­
ing the rules in Sections 5, 6, and 7. By rolling 
dice and making choices in the order laid out 
in these Sections, the character is developed 
into an adult who is a result of the luck of his 
parentage, the pressures of his environment, 
and the decisions he has made throughout 
adolescence and young adulthood. A com­
pletely generated character is defined by a 
series of numerical Characteristic Ratings 
and Skill Levels that represent the character's 
strengths and weaknesses in all situations 
that might occur while playing adventures. 

Each player keeps track of hi s 
character's allributes and acquisitions during 
character generation and throughout hi s 
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(4.2) The Interstellar Display shows the 
positions, in three dimensions. of every 
known star within 30 Light Years of 
earth. 

Each star's location is shown using three 
coordinates (x, y, z). Each coordinate repre­
sents a distance in light years from our sun 
(Sol). The x and y coordinates are also 
shown visually, by the star's actual position 
on the display. The z coordinate is a positive 
or negative number representing the star's 
distance above or below the plane of the dis­
play (the plane of the earth's equator). Also 
included on the display are a chart listing the 
distances between other stars. The Interstel­
lar Display is not used as a playing surface . It 
is intended as an information source for the 
players and the GM. The GM chooses stars 
from the display (and uses the information 
provided with each star) when he generates 
worlds. 

(4.3) The Gamesmaster's Guide in­
cludes many masters of logs and 
records that must be photocopied 
before use. 

These include the Character Record , 
Star System Log, Environ Hex Map, and 
eight pages of different sized World Logs. 
The logs in this book should be carefully re­
moved to facilitate photocopying . Note that 
World Logs 8 and 9 take up two pages each. 
SP! grants permission to photocopy all this 
material for personal use. 

(4.4) All die rolls in Universe are 
conducted with one or two 20-sided 
dice only. 

In a given situation, the GM or one of 
the players will be called upon to roll dice in 
one of three different ways: roll one die, roll 
two dice, or roll percentile dice . 

One Die. Roll one 20-sided die and read the 
result. A result of O is always considered a 10. 

adventuring life on a Character Record. The 
GM should provide each player with a photo­
copy of the Character Record included with 
this booklet. The players should use pencil to 
fill in their Character Record, as much of the 
information they record will be altered dur­
ing play. At some point during character 
generation, the player must select a name and 
a sex for his character. These decisions are 
entirely up to the player, but it is suggested 
that a character's sex be the same as that of 
the player. The GM should supervi se 
character generation and all record-keeping 
on each Character Record, to make sure the 
current status of a character is noted correct­
ly. If the GM wishes, he may make a second 
copy of each Character Record to verify all 
character information and/or to note things 
about a character that he does not want the 
player to know (such as a price on his head or 
an undetectable alien disease). 

Terms Used 
in Character Generation 
Characteristic. A numerical rating, ranging 
fro m 1 to 12, which describes a facet of a 

Thus, a range of numbers from 1 to 10 is 
possible when rolling one die . 

Two Dice. Roll two 20-sided dice and add 
the two results together. On both dice, a 
result of O is considered a 10. A range of 
numbers from 2 to 20 is possible when rolling 
two dice. Example: If one die result is a 4 
and the other is a 7, the two-dice result is 11. 

Percentile Dice. Roll one die and read the 
result as the 10's result (i.e. , multiply the 
result by 10). Roll the second die and add its 
result to the first. When rolling percentile 
dice, a result of O is considered a O unless 
both dice show a O result, in which case the 
result is read as 100. A range of numbers 
from 1 to 100 is possible when rolling percen­
tile dice. Example: If the first die result is 5 
and the second die result is 9, I he percentile 
dice result is 59 . 

Note: By usi ng two dice of different col­
ors, a percentile number may be rolled quick­
ly. One die is declared as the 10's die, and 
then both dice are rolled together. 

(4.5) The GM and the players must 
provide some miscellaneous play aids. 

All concerned should have a pencil with 
a good eraser. The GM should have a set of 
colored pencils or markers to draw world 
logs, environ hex maps, and other game 
di splays. Plenty of scra p paper is also 
fervently recommended. 

A large hexgrid map (with 19mm or 
25mm hexes) is recommended for use as the 
Action Display (see 26.1 ). The tactical space 
combat maps may be used if nothing else is 
available. Miniature figurines or cardboard 
counters are recommended for conducting 
Action Rounds on the Action Display. 

Additional 20-sided dice are helpful in 
speeding up play. Some players (and GM's) 
prefer their own personal pair of dice. The GM 
will find a pocket calculator most helpful. 

character 's physical, mental, o r emotional 
makeup. Characteristic Ratings are deter­
mined during character generation and may 
not be increased once play begins. The nine 
characteristics each character receives are: 

Strength. The brute fo rce a character 
can exert using the muscles of his arms, legs, 
and torso. Strength determines how much a 
character can carry, how far he can throw an 
object, and the force with which he may 
strike. 

Endurance. The a mount of punish­
ment the character's body can absorb before 
he loses consciousness or dies. Endurance 
determines the length of time a character 
may keep up an exertive action (such as 
sprinting) and the amount of time required 
for the character to heal from wounds or 
diseases. 

Dexterity. The character's digital con­
trol and eye-hand coordination. Dexterity af­
fects the character's use of any hand-held 
weapon and the efficiency with which he may 
perform complex tasks with his hands. 

Agility. The quickness with which the 
character uses his body. Agility determines 



the speed with which a character can move 
and his ability to dodge and maneuver in 
close quarters. 

Note: The preceding four characteristics are 
collectively referred 10 as the Physical 
Characteristics. 

Intelligence. The character's intuitive 
and acquired knowledge. Intelligence affects 
the character's ability 10 note peculiarities 
and 10 deduce information in a situation. 

Mental Power. The character's control 
of his mind and emotions, especially in stress 
situations. A character with high mental 
power (4, 5, or 6) may be psionic. Note: The 
mental power Characteristic Rating ranges 
from0to6. 

Leadership. The character's ability to 
lead others and to control a situation. 
Leadership determines whether or not a par­
ty of characters have the initiative during 
combat (see 29.1). 

Empathy. The character's ability to in­
teract with humans and other intelligent and 
semi-intelligent beings. Empathy affects the 
chances of communication with alien life 
forms and may allow a character to perceive 
another human's unspoken intentions. 

Aggression. The base instincts a 
character exhibits, especially in a stress situa­
tion. A character with a low Aggression 
Rating will often behave in a cowardly or 
self-preserving manner, while a character 
with a high Aggression Rating will often take 
reckless actions in combat. A character's ag­
gression may be controlled by his mental 
power. 

Field of Study. One of seven areas of 
schooling that a character undertakes in his 
youth, including theoretical science, applied 
science. business, the humanities, the mind, 
the body, and the military. In addition, each 
character's basic education is represented by 
the general field of study. The fields of study 
a character undertakes affect his character­
istics, the professions he may choose, and the 
skills he may acquire. 

Habitat. The environment in which the char­
acter was raised. Each character's habitat 
consists of a home environ (expressed in 
terms of the contour of the land and its ma­
jor features), a gravity type, a temperature 
range and, in some cases, an urban back­
ground. 

Potential. A numerical rating, expressed as 
a multiplier from ½ 10 4, representing the 
strengths and weaknesses exhibited by the 
character in his childhood. There are four 
potentials: physique, coordination, intellect, 
and social background. Once character 
generation is completed, potentials have no 
effect on the character. 

Skill. A specific area of expertise that may be 
acquired by a character. During character 
generation, each character receives Initial 
Skill Points, with which to acquire skills 
before entering a profession, and normal 
Skill Points, with which to acquire skills 
while practicing his profession. The profi­
ciency that a character has with a given skill is 
represented by a numerical level ranging 
from 1 up to a maximum level that varies 
from one skill to another and is sometimes 
limited by one of his Characteristic Ratings. 
Exception: An Environ Skill Level or a 
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Gravity Skill Level may be a negative number 
or 0. Unlike characteristics, skills may be ac­
quired and improved during play. The nature 
and use of all skills are detailed in Chapter 
Ill. Three skills are introduced in the early 
part of character generation : 

Environ Skill. The character's knowl­
edge and acclimation in a specific environ. 
Each character receives Skill Levels in all 33 
environs listed on the Environ Skill Display 
of the Character Record during character 
generation. The single highest Environ Skill 
Level received is his Skill Level in his home 
environ. 

Gravity Skill. The character's ability to 
function in a specific gravity type. Each 
character receives a Skill Level in all four 
gravity types on the Character Record during 
character generation. The single highest 
Gravity Skill Level received is his Skill Level 
in the gravity type of his home planet. 

Urban Skill. The character's familiarity 
with the ways of city life and the upper 
classes. Certain characters receive an Urban 
Skill Level during character generation; 
those that do not are considered to come 
from essentially rural areas. 

Study Point. A representation of a commit­
ment by the character 10 a certain field of 
study. Each character receives 2 to 6 Study 
Points which he expends to enter any of the 
seven fields of study. 

Character Generation 
Sequence 

To generate a character, the player 
should conduct the following steps ii] order. 
The specific procedures mentioned in this 
outline are explained in detail in Sections 5.0, 
6.0, and 7.0. 
A. CHARACTER HERrrAoE 

1. Determine 4 Potential Multipliers. 
Each character begins as a series of four 
numbers, representing his potential in the 
areas of physique, coordination, intellect, 
and social background. 

2. Calculate the number of Study Points 
the character receives. A character re­
ceives from 2 to 6 Study Points, depending 
on his potentials. 

3. Determine the character's natural 
habitat. This includes the character's home 
environ, his Skill Levels in all environs, his 
Skill Levels in various gravities, his comfort­
able temperature range, and his Skill Level in 
urban areas. Certain characters may come 
from a deep-space environ. 

4. Determine the character's social stan­
ding. Each character receives a particular 
family history and initial wealth . Each 
character receives from 1 to 5 Initial Skill 
Points, depending on his social standing. 

B. CHARACTER DEVELOPMENT 

5. Choose fields of study for the char­
acter. Study Points are expended to choose 
any of seven fields of study. 

6. Choose initial skills for the character. 
Initial Skill Points are expended to choose a 
variety of basic skills. Skills that may be 
chosen depend on the character's fields of 
study. 

7. Determine the character's 9 Char­
acteristic Ratings. The character's Poten-

tial Multipliers and fields of study affect the 
determination of his characteristics . 

C. CHARACTER PROFESSIONS 

8. Choose a profession for the char­
acter. Any one of 23 professions is available, 
depending on the character's fields of study 
and Characteristic Ratings. 

9. Declare how many years the char­
acter will practice his profession. A 
character may not be able to spend as many 
years at his profession as the player dedares; 
he may be discharged or without work for 
part of the declared time. 

10. Determine the effects of age on the 
character. His physical characteristics 
(strength, endurance, dexterity, and agility) 
may be reduced if the character is beyond the 
age of 24. 

11. Calculate the number of Skill Points 
the character receives. The character's 
profession, his Intelligence Rating, and the 
number of years he spent at it affect the 
number of Skill Poi111s received. 

12. Choose skills for the character. Skill 
Points are expended to choose and improve a 
variety of skills related to the character's pro­
fession and his fields of study. Mark any 
skills for which the character is eligible that 
were not chosen for him. 

13. Determine benefits the character 
receives from his profession. Weapons, 
equipment, money and/or prestige arc avail­
able to a character. depending on how long 
he spent at his profession . 

[5.0] Character Heritage 
The early years of a character's life are 

very important in forming the basis of his 
physical and mental makeup. The well-being 
of his predecessors determines the oppor­
tunities the character will be able to exploit. 
Each character receives a series of potential 
values representing an early assessment of his 
attributes, skills in the habitat in which he 
was raised, and a financial endowment based 
on his family's social standing. 

[5.1) The player begins generating his 
character by determining the 
character's potential in the areas of 
physique, coordination, intellect, and 
social background. 

For each of these four, the player rolls 
one die and locates the result 0n the Charac­
ter Heritage Table (page 49) to find the 
character's Potential Multiplier for that area. 

The player must roll for each Potential 
Multiplier in the order listed above. As each 
potential is determined, its Multiplier is 
recorded on the Character Record. 

After determining all four potentials, 
the player adds the multipliers together to 
find how many Study Points his character 
receives, in accordance with the Character 
Heritage Table (page 49). 

Note the number of Study Points receiv­
ed on the Character Record . 

[5 .2) The player uses the Habitat Table 
to determine the natural environment 



in which his character grew up and in 
which he will be most effective 
during play. 

The player rolls one die to determine the 
column of the Table used and rolls a second 
die to determine the entrv referred to in that 
column. The second die result is modified by 
adding the character's Physique Multiplier 
and subtracting his Coordination Multiplier. 
A multiplier of½ is considered O for this pur­
pose. Each entry on the Home Environ Table 
contains the following information: 

The specific type of environ from which 
the character comes. Each cn\'iron type is 
stated as a two-part abbreviation, explained 
on the Table. The first part represents the 
contour of the land (flat, hills, moumains. 1>r 
peaks). The second part rcpresems the major 
features of the land (volcanic, craters, bar­
ren, light veget ation, woods, forest, jungle, 
marsh, or ice). Exceptions to this two-part 
system include the three water cn\'irons (in­
land waterways, sea surface, or sea submerg­
ed). Certain characters may be able to choose 
a deep-space environ (see 5.5). 

The character's Home Environ Skill 
Level. Each character receives a Skill Level 
ranging from 1 to 6 in his home environ. This 
level may be reduced if the player chooses to 
increase his character 's Gravity Skill Level 
(see 5.4). A character's Skill Level in his 
home environ affects his Skill Level in other 
environs and may be improved during play 
of the game. 

The gravity on the character's home 
planet. Each gravity type is stated as an ab­
breviation, explained on the Table. Near 
weightless gravity represents from 0.0 to 
0.4G. light gravity reprcscms from 0.7 to 
1.0G, heavy gravity represent s from 1.3 to 
1.7G, and extreme gravity reprcsems from 
2.0 to 2.5G. Each character is considered to 
be at Skill Level I in his own gravity type and 
at lesser Skill Levels in other gravity types 
(unless his Gravi ty Skill Level is increased per 
5.4). Gravity Skills may also be improved 
during play. 

The temperature range in the character's 
home environ. Each temperature range is 
stated as an abbreviation, explained on the 
Table. Cold ranges from -50 to O degrees 
Fahrenheit; normal ranges from 25 to 100 
degrees; and hot ranges from 125 to 175 
degrees. Characters receive no Skill Level in 
their temperature range. 

The character's Urban Skill Level. Certain 
results give a character an Urban Skill Level 
ranging from 1104. If a result from the Table 
lists no Urban Skill Level, the character 
receives none. A character's Urban Skill may 
be improved during play. 

(5.3) Habitat Table 
Seepage 49. 

(5.4) The player records the information 
obtained for his character from the 
Habitat Table on the Character Record 
as follows: 
• If an Urban Skill Level is obtained, note 
the number in the Urban Skill Level box. 

• Place an X rather than a number in the 
Temperature space corresponding to the 
character's comfortable temperature range. 
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• Record a 1 in the proper Gravity Type box. 
If desired, a character's Gravit y Skill Level 
may be increased at this time by reducin~ the 
Environ Skill level the character received. 
Thus, a character that received an Environ 
Skill Level of 3 may receive a Gravi ty Skill 
Level of 2 (or 3) in his gra\'ity type by reduc­
ing his En\'iron Skill Level to 2 (or 1). A 
character's Environ Skill Level mav ne\·er be 
reduced below 1. A character's U~ban Skill 
Level may not be reduced to increase his 
Gravity Skill Level. After recording the 
character's Gravity Skill Level, subtract 2 
from the Level and record this result in the 
Gravit y Type boxes adjacent to the 
character's home Gravity Type box (even if 
the number is negative). Then subtract 2 
more and note this result in the box adjacent 
to the boxes just filled in. Repeat this once 
more if necessary. These numbers represent 
the character's Gravity Skill Lc\·cls in gravity 
types other than the one in which he grew up. 
Example: A character has a Skill Level 1>f 1 
in light Gravity. A -1 is entered in the Near 
Weightless box and in the Heavy box. A -3 
is entered int he Extreme box . 

• Record the character's Environ Skill Level 
in the proper box of the Environ Skill 
Display. The Level may be reduced if the 
character's Gravity Skills were increased (sec 
preceding). Then reduce the Environ Skill 
Level bv 1 and enter this number in cvcrv box 
on I he Display directly adjacent to a side ( not 
diaizonal) of the character's Home Environ 
bo;: Reduce the Skill Level by 1 aRain and 
enter this number in every box on the display 
directly adjacent to the boxes just filled in. 
Repeat this process until the entire Environ 
Skill Display is filled. Negative numbers will 
be used in some boxes. However, an Environ 
Skill ma\' never be below -6. These numbers 
arc the character's Environ Skill Le\ els in en­
viron types other than the one in which he 
grew up. 

Example: The player has filled out the 
Display to show the Environ Skill Levels that 
his character (who has a Skill Level of 4 in his 
home flat /j ungle environ) has in all possible 
environs. 

ENVIRON SKILL DISPLAY 

Peak, IPKI 

:Vloun1ains (MN) 

Hills (HLI 

Flat IFLI 

-5 -4 
-4 -.3 
-3 -2. 

-/ 

.. 3 

... 2 ~, 
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[5.5) The player may choose a deep­
space environ for his character if the 
character meets the following 
prerequisites: 
• He has a Physique Multiplier of½ or 1. 

• He has a Coordination Multiplier of 3 or 4. 
• Hi s home planet gravity type is near 
wei~htless. 

The player may volumarily declare that 
such a character is from a deep space cn­
\"iron. such as an orbiting space station, a 
~paccport. or an asteroid mining complex . 
The character's Habitat Table result is ig­
nored and his Character Record i~ not filled 
out in accordance with 5.4. Instead, the 
following steps arc conducted: 

1. The character receives an Urban Skill 
Level of 4; not e this in the Urban Skill Level 
box on the Character Record . 

2. The character is accustomed to normal 
temperatures; place an X in the Normal 
Tcmpcrat urc space . 

3. The character has a Near Weight less 
Gravit v Skill Level of 3; enter a 3 in the Near 
\\cighilcss box, a O in the Light Gravity box. 
a -2 in the Hcavv Gravitv box, and a -5 in 
the Extreme Gravity box. · 

4. The character is accustomed to no natural 
cmirnns; cmcr a -4 in all 33 boxes of tht· En­
viron Skill Display. 

When using the Social Standing Table 
(sec 5.6). add twice the character•~ Social 
Background Multiplier to the die result only 
(the character's Urban and Environ Skill 
Levcb arc ignored). 

When expending lni1ial Skill Point ~ (sec 
6.2). the following skills may be ..:ho~cn in ad­
dition 11, those listed for the character in 6.3 : 
agriculture, EVA, and a~tcroid mining. 
These skills arc not available to the character 
when expending Skill Point s acquired from 
hi~ profession (unless they arc listed in his 
profc~sion or one of his fields of study). 

(5 .6) The player uses the Social 
Standing Table to determine his 
character's family history and the 
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amount of money with which he 
is endowed. 

The player rolls one die and modifies the 
die result as follows: 

• Double the character's Social Background 
Multiplier and add the product to the die 
result. 

• Add the character's Urban Skill level to 
the die result. 

• Subtract the character's Home Environ 
Skill level from the die result (use the 
number derived from the Habitat Table, 
before it was reduced to increase Gravity 
Skill Levels). 

Note the social standing result cor­
responding to the modified die result on the 
Character Record. 

Roll one die again and multiply the die 
result by the amount of money shown for the 
acquired social standing. Note this product 
on the Character Record. Remember, one 
Tran equals 1,000 Mils. 

The Initial Skill Point Modifier shown 
for the acquired social standing is used in 
conjunction with 5.8. 

Aside from determining how much 
money and how many Initial Skill Points he 
receives, a character's social standing will af­
fect him during play. When encountering 
NPC's and when dealing with bureaucracy 
and government, the GM should take into 
account a character's social standing . Class 
distinctions in Universe are not as pronounc­
ed as in, say, a feudal society; but people still 
feel most comfortable with those of similar 
background . 

[5.7) Social Standing Table 
Seepage 50. 

(5.8] The player determines how many 
Initial Skill Points his character 
receives for experience gained in the 
early part of his life. 

The player rolls one die, adds the Initial 
Skill Point Modifier (listed with the charac­
ter's social standing on the Social Standing 
Table) to the die result, and refers to the 
Initial Skill Points (page 50). 

A player expends Initial Skill Points 
after choosing fields of study for his char­
acter (see 6.2). 

[6.0] Character Development 
Each character undertakes one or more 

fields of study during his teen years. His 
schooling provides him with basic skills and, 
along with his potentials, determines his final 
characteristics. 

(6.1) The player expends Study Points 
to have his character undertake any of 
7 fields of study. 

These include theoretical science, ap­
plied science, business, the humanities, the 
mind, the body, and the military. An eighth 
field of study, general, is automatjcally 
undertaken by every character, with no 
charge in Study Points. 

Each field of study costs 1 Study Point to 
enter (Exception: See the mind, following). 
The player dedares which fields of study his 
character is entering and notes the choices on 
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his Character Record. A character may enter 
any given field of study twice at a cost of 2 
Study Points (representing heavy concentra­
tion by the character in that field). If this is 
done, write the field of study twice on the 
Character Record. A given field of study 
may not be studied more than twice. 

Restrictions on the Study of the Mind: A 
character must have an Intellect Potential of 
at least 2 in order to study the mind. The ex­
penditure of 2 Study Points is required to 
study the mind once; 4 Study Points must be 
expended to study the mind twice. A 
character may not study the mind if he is stu­
dying the military and/ or business. 

A player should expend all his available 
Study Points when generating his character. 
Unused Study Points are useless during play. 

[6.2] The player expends Initial Skill 
Points to give his character basic skills 
acquired in youth. 

The expenditure of 1 Initial Skill Point 
allows the character to receive any skill for 
which he is eligible at Skill Level I only. No 
more than 1 Initial Skill Point may be ex­
pended for a particular skill at this time. 

The types of skills that may be chosen 
for a character depend on his fields of study. 
The skills listed in 6.3 may be chosen for a 
character that has undertaken the ap­
propriate field of study. At this time, a 
character may receive no skill that is not 
mentioned in one of his chosen fields of 
study. All characters may receive skills in the 
general category on the skill list. 

Initial Skill Points that are not expended 
before determining characteristics are lost. 

(6.3) The following skills may be 
chosen for a character that has 
undertaken the appropriate field 
of study. 

See Chapter Ill for a detailed explana­
tion of each of these skills. 

Theoretical Science: Chemistry, physics, 
programming, biology, geology, astronomy. 

Applied Science: Suit tech, electro tech, 
construction, vehicle tech, programming. 

Business: Programming, recruiting, law, 
economics, trading. 

Humanities: Linguistics, diplomacy, law, 
teaching. 

The Mind: Psionic boost, psionic communi­
cation, life sense. 

The Body: Unarmed combat, ambush, 
EVA, gravity (home gravity type only), jet 
pack, survival. 

Military: Battlefield, longarms, handguns, 
demolitions, grenades. 

General: Streetwise, laser/stun pistol, gam­
bling, blades, ground vehicles, urban (only if 
character already has an Urban Skill Level of 
1 or greater), environ (home environ only). 

[6.4) The player determines his 
character's 9 characteristics one at a 
time, by using the Characteristic 
Modifier Chart and the Characteristic 
Generation Table. 

The Characteristic Modifier Chart is us­
ed to calculate the effect of the character's 
potentials and fields of study on each 

characteristic. The Characteristic Generation 
Table is used to find the actual rating of each 
characteristic. 

For each characteristic, the player com­
pletes the following steps: 

1. Add together all numbers listed for the 
characteristic on the Modifier Chart that cor­
respond to the fields of study undertaken by 
the character. If a given field was studied 
twice, double the corresponding number. 
Note that every character is considered to 
have undertaken the general field of study 
and may add its number to the total. 

2. Check the potential section of the chart to 
find which potential affects the characteristic 
and multiply the total determined in Step I 
by the Potential Multiplier. If two potentials 
affect the characteristic, multiply the total 
by the first Potential Multiplier and then 
multiply this product by the second Potential 
Multiplier. 

3. Roll percentile dice and add the final pro­
duct derived in Step 2 to the dice result. 
Locate this modified result on the Character­
istic Generation Table to find the rating for 
the characteristic. Mark the rating on the 
Character Record. 

Important: If an Agility Rating of less 
than 5 is received at this time, it is considered 
a 5. The Mental Power Rating is divided by 2 
(rounding fractions down) before being noted 
on the Character Record. The Mental Power 
Rating may range from Oto 6. 

This procedure is conducted nine times 
when generating a character - once for each 
characteristic. 

Note that no potentials affect the ag­
gression characteristic . The modifiers listed 
under aggression on the Modifier Chart are 
simply added to (or subtracted from) the 
characteristic generation dice result, as ap­
propriate. 

[6.5) Characteristic Modifier Chart 
See page 50. 

(6.6) Characteristic Generation Table 
See page 50. 

[7 .0] Character Professions 
Every character in Universe undertakes 

a profession - a particular area of employ­
ment where he may hone his abilities, gain 
skills, accumulate wealth, and/or acquire 
weapons and equipment otherwise difficult 
to obtain. There are 23 professions, in­
cluding seven branches of military service. 
However, the character must fulfill certain 
requirements to enter a profession, and 
sometimes these are quite strict. A character 
with poor attributes can always be a colonist 
for a short while and start his adventuring 
early, while still young and naive. Each 
character practices his profession . for a 
number of years and, if he has been in the 
military, is then discharged; if he has been in 
a commercial profession, he is considered 
"for hire" at the end of his term of employ­
ment, and his life of individual exploits then 
commences. 

Each character is considered to be 20 
years old upon entering a profession. The 
player should look over the entire list of pro­
fessions before choosing one, and then note 



his choice on the Character Record. The pro­
cedures of the following Cases should be car­
ried out in order by each player that is 
generating a character. 

(7.1) Each profession has a list of 
prerequisites that a character must 
fulfill in order to enter that profession. 

Certain fields of study must have been 
undertaken by the character. Some of his 
Characteristic Ratings must meet certain 
minimums. In some professions, a certain 
amount of initial wealth is required and/or 
other special requirements must be met. A 
character that does not meet all the prere­
quisites of a given profession may not enter 
that profession. 

(7.2) A character with a Mental Power 
Rating of 5 or 6 may enter certain 
professions whether or not he meets 
any prerequisites of that profession. 

Such professions list a mental power 
waiver in their prerequisites, and include star 
sailors, scouts, space pirates, interstellar 
traders, and merchant explorers. 

A character that enters one of these pro­
fessions in this manner is considered to be a 
psionic navigator, an interstellar pilot whose 
psionic powers enhance the efficiency and 
accuracy of hyperjumping. Such a character 
must spend 2 Skill Points acquired from his 
profession (see 7.5) to achieve Navigator 
Skill Level 2 and 2 more Skill Points to 
achieve Pilot Skill Level 2. If the character 
receives fewer than 4 Skill Points for practic­
ing his profession, he must apply all the 
points to these two skills as evenly as pos­
sible. Other than these requirements, a 
psionic navigator undertakes his profession 
like any other character. If he wishes, 
however, he may choose additional Skill 
Levels in navigation and piloting within the 
restrictions of 7 .6. 

(7.3) The player must declare how 
many years his character wishes to 
spend at his profession and then must 
use the Employment Table to 
determine how many years are actually 
spent in the profession. 

The player declares that his character 
wishes to spend 4, 8, 12, 16 or 20 years at his 
profession. Then he carries out one of the 
following procedures: 

• If the character is a colonist or a thinker, 
the declared number of years is the actual 
number of years employed. The Employ­
ment Table is not used. Add 20 to the number 
of years spent in the profession and note this 
sum as the character's age on the Character 
Record. 

• If the character is in a military profession, 
roll one die and cross-reference the die result 
with the column of the Employment Table 
corresponding to the declared years of 
employment. The result represents the actual 
number of years the character served before 
being discharged. Add 20 to the actual 
number of years employed and note this sum 
as the character's age on the Character 
Record. The character is considered to be at 
the point in his life immediately after his dis­
charge; his declared years of employment has 
no further effect on play and does not count 
against him if greater than his actual years of 
employment. 
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• If the character is in any other profession, 
add 20 to the declared years of employment 
and note this sum as the character's age on 
the Character Record. Then roll one die and 
cross-reference the die result with the column 
of the Employment Table corresponding to 
the declared years of employment. The result 
represents the actual number of years in 
which the character was gainfully employed. 
If the result is less than the declared number 
of years, the difference in years is considered 
to be time of unemployment; the character 
does not receive the benefits of experience 
from those years, but has aged through them . 

(7 .4) If a character is 28 years of age or 
older, the player must use the Effects 
of Age Table to determine if any of the 
character's physical characteristics are 
permanently reduced. 

The player rolls one die and adds the 
character's age to the die result. He then 
locates the modified result on the Table to 
find how many points must be removed from 
his character's Endurance, Agility, Strength, 
and/or Dexterity Ratings. Points must be 
removed from among the characteristics a s 
evenly as possible in the order indicated. 
Erase the listed rating and replace it with the 
new reduced rating. Example: A 36 year old 
character receives a reduction result of 5 
from the Table. The player reduces the 
character's Endurance Rating by 2 and his 
Agility, Strength, and Dexterity Ratings each 
by 1. 

A single rating may not be reduced 
below 1 in this manner. If this were about to 
happen, skip to the next characteristic. 

[7 .5) Each profession description 
contains a Skill Point Modifier used 
with the Skill Point Table to determine 
the number of Skill Points the 
character receives. 

The player refers to the column of the 
table matching his character's actual years of 
employment. He then rolls one die, adding 
the character's Intelligence Rating and the 
Skill Point Modifier to the die result. 
Locating the modified die result in the proper 
column yields the number of Skill Points that 
the character receives for practicing his pro­
fession. 

(7 .6) Skill Points are expended to 
purchase a variety of skills for the 
character, representing expertise 
acquired during his years of 
employment. 

A player may choose any skills for his 
character that are listed in his profession 
description. He may also choose any skill s in 
the listings for the character's fields of study 
in 6.3. Exception: A character that studied 
the mind may choose or improve only a skill 
from that field of study if his Mental Power 
Rating is 4 or greater. Any skills listed in the 
general category of 6.3 are also available. 
The expenditure of 1 Skill Point allows the 
character to receive 1 Skill Level in any skill 
for which he is eligible. Skill Points may be 
expended to receive more than one level in a 
given skill (at the rate of 1 point per level), 
within the following restrictions: 

• If the character was employed for 4 years, 
no single skill may exceed Level 3. 

• If the character was employed for 8 to 12 
years, no single skill may exceed Level 4. 

• If the character was employed for 16 to 20 
years, no single skill may exceed Level 5. 

The skill list in each profession may 
place additional restrictions on specific skills 
or may require the acquisition of a certain 
skill. A character that received a skill by the 
expenditure of an Initial Skill Point (see 6.2) 
may now expend Skill Points to increase the 
level of that skill, but he is still subject to 
these restrictions. 

A player may improve an environ skill 
(if allowed by his field s of study or profes­
sion) by expending a Skill Point. The expen­
diture of 1 Skill Point allows the player to in­
crease the Skill Level in 1 environ and the 4 
environs directly (not diagonally) adjacent to 
it on the Environ Skill Display by 1 level 
each. Thus, a Skill Point expended to in­
crease woods/hills would also increase light 
vegetation/hills, woods/mountains, woods/ 
flat, and forest / hills. Environ, urban, and 
gravity Skill Levels are not affected by the 
years of employment restrictions in this 
Case; however, the limits listed in 15.0 must 
be adhered to. 

After all chosen skills have been assign­
ed Skill Levels, the player places an X in each 
Skill Level space for every skill his character 
was eligible to receive but did not take. This 
includes all skills listed for his profession, his 
fields of study and, if from a deep space en­
viron, those listed in 5.5. Skills marked in 
this manner are familiar to the character and 
he will be able to acquire them easily during 
play (see 8.2). 

(7. 7) Each profession description 
contains a variety of material benefits 
the character may receive from 
practicing that profession. 

The player rolls one die and adds the 
character's actual years of emplo"yment to 
the die result. He then locates the modified 
die result on the Benefit Table to find his 
character's Benefit Level (a letter from A to 
F). The character receives the benefits listed 
for the acquired Benefit Level in the descrip­
tion of his profession. 

Benefits include weapons, equipment 
and/or cash. The capabilities of weapons 
and equipment are detailed in Chapter V. 
Cash is received as lump sum (add this to any 
money the character may possess) or as a 
multiplier (multiply the listed amount of 
money by this number). Characters in a 
military profession also receive a rank of of­
fice, a duty uniform, a dress uniform 
(uniforms are not listed in the benefits) and, 
in some instances, an annual pension. 

GM Note: The rank a character achieves in a 
military profession will help him during play 
when dealing with other military characters 
and non-player characters, especially if he is 
wearing his uniform. For example, a captain 
of the space sailors may receive special favors 
when travelling in a government spacecraft, 
such as preferential accommodations or ex­
tra information concerning the destination . 
The GM is responsible for handing out pen­
sions (although the player should record the 
amount in the Money section of his 
Character Record). A character's first pen-



sion payment is received one game-year after 
the character is generated. See 26.2 for time­
keeping guidelines. 

[7.8] The Profession Tables include the 
Employment Table, Effects of Age 
Table, Skill Point Table, 
and Benefits Table. 

See page 50. 

[7. 9] Each player may choose one of 
the following 23 professions for his 
character. 

ASTROGUARD (Military) 
A member of a planetary or star system 
spaceship force. The astroguards protect the 
spacelanes from privateers and monitor all 
ship traffic coming into and out of local 
space. Usually operating in groups of small 
craft, astroguards also respond to distress 
calls and are sometimes called upon for 
combat duty. 
Prerequisites: Study of the military; 
Aggression Rating of at least 5. 
Skill Point Modifier: I . 
Skills Available: Gunnery, missile guid­
ance, space tactics, pilot, air vehicles, EVA, 
spaceship tech (1 Level only). 
Benefits: 
A. Corporal: 300 Mils cash. 
B. Flight Sergeant: I Tran cash. 
C. Flight Lieutenant: 3 Trans cash; internal 
gravity web. 
D. Squadron Leader: 10 Trans cash ; 250 
Mils per year pension; internal gravity web . 
E. Wing Commander: 25 Trans cash; 750 
Mils per year pension; internal gravity web . 
F. Group Captain : 60 Trans cash ; 2.5 Trans 
per year pension; internal gravity web. 

CIVIL INSPECTOR 
A civilian employed by the federation's 
Agency for Interstellar Development. A ci vil 
inspector travels from world to world 
administering the progress of colonization 
programs . He watches for and prevents 
private exploitation of planets still in the 
early stages of development. Although he 
receives some self-defense training (in case of 
hostile merchants in isolated areas), a civil 
inspector usually calls for military aid when 
things get rough. 
Prerequisites: Study of the humanities and 
business; Characteristic Ratings of at least 
Intelligence 6, Leadership 4, Empathy 6, and 
Mental Power 2. 
Skill Point Modifier: 4. 
Skills Available: Handguns, unarmed 
combat , agriculture, biology, planetology, 
urban. 

Benefits: 
A. 250 Mils cash. 
B. 700 Mils cash; translator. 
C. 2 Trans cash; translator or interstellar 
commlink. 
D. 7 Trans cash; translator and interstellar 
commlink. 
E. 20 Trans cash; Frazette Blue robot with 
information system and recorder system. 
F. 40 Trans cash; Manner 36sd robot with in­
formation system, weapon targeting system, 
laser pistol system, recorder system. 
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COLONIST 
A citizen of the federation, living and work­
ing on a newly settled planet. 
Prerequisites: None . 
Skill Point Modifier: 0. 
Skills Available: Trading, air vehicles, 
marine vehicles, agriculture, mining . 
Benefits: 
A. Nothing. 
B. I Tran. 
C. 2 Trans; Civ Level 6 laser pistol. 
D. 4 Trans; Civ Level 6 laser pistol. 
E. 8 Trans; car. 
F. 15 Trans; Civ Level 5 automobile; Civ 
Level 6 laser pistol. 

DIPLOMAT 
An employee of the federation or any planet 
government serving as a representative to 
other planets. Diplomats are "couriers" of 
official decisions and agreements. As a sym­
bol of goodwill, diplomats enjoy great hospi­
tality whenever visiting an area in an official 
capacity. 
Prerequisites: Study of the humanities and 
the mind; Characteristic Ratings of at least 
Intelligence 7, Empathy 7, Mental Power 2. 
The Aggression Rating may not exceed 6. 
The character's initial wealth must be at least 
I Tran. 
Skill Point Modifier: 8. 
Skills Available: Recruitment, program­
ming, computer/ robot tech (1 Level only), 
urban. 

Benefits: 
A. 300 Mils cash . 
B. I Tran cash; audio-sealed case. 
C. 3 Trans cash; audio-sealed case; trans­
lator. 
D. 10 Trans cash; audio-sealed case; trans­
lator; interstellar commlink. 
E. 25 Trans cash; Manner 38sdf robot with 
holographer system, language system. 
F. 60 Trans cash; Soidistant V-201 with 
creative thought system, holographer system. 

DOCTOR 
An esteemed member of the medical profes­
sion . The state of medicine in the 24th Cen­
tury allows MD's to perform feats of healing 
approaching the miraculous . Doctors work 
out of medical offices in urban areas or, in 
sparsely populated colonies, travel from set­
tlement to settlement as called for. 
Prerequisites: Study of theoretical and ap­
plied science; Characteristic Ratings of at 
least Dexterity 7, Intelligence 8, Mental 
Power 2, and Empathy 6. 
Skill Point Modifier: 10. 
Skills Available: Teaching, d_iagnosis, 
treatment. 

Benefits: 
A. First aid kit. 
B. 3 Trans cash; first aid kit. 
C. I Tran x Intelligence Rating in cash; Civ 
Level 6 mediscanner. 
D. 4 Trans x Intelligence Rating in cash; Civ 
Level 6 mediscanner. 
E. 10 x Intelligence Rating in cash; Civ Level 
8 mediscanner. 
F. 20 Trans x Intelligence Rating in cash; 
Manner 36sdf robot with medical system. 

ENFORCER 
A privately employed bodyguard, soldier, or 
security specialist. Enforcers usually work 
for corporations that control a large area of a 
world, executing the rules of the company or 
patrolling restricted lands. Enforcers are 
sometimes hired by backwater colonies to 
quell criminal activity or civil unrest. En­
forcers are generally disliked by those they 
are watching over. 
Prerequisites: Study of the mind and the 
body; all Physical Characteristics must be at 
least 4; Intelligence must be at least 5; 
Leadership must be at least 5. 
Skill Point Modifier: 6. 
Skills Available: Battlefield, demolitions, 
machine guns, longarms, handguns, paint 
gun, recruiting, law, military ground 
vehicles. 
Benefits: 
A. 500 Mils cash. 
B. 1.5 Trans cash. 
C. 3 Trans cash; Civ Level 5 pistol. 
D. lOTrans cash ; Civ Level 8 laser pistol. 
E. 25 Trans cash; Civ Level 8 paint gun. 
F. 60 Trans cash; Civ Level 8 paint gun; Civ 
Level 5 submachine gun. 

EXPLORER 
A crewman or part-owner of an interstellar 
exploration vessel. Explorers organize and 
carry out private expeditions to unsettled 
planets, gathering information to facilitate 
future commercial development. Often their 
efforts are financed by large corporations 
and private investors. Explorers are most 
concerned with the profitable gain of knowl­
edge; they rarely transport large cargoes and 
their ships are not usually armed. 
Prerequisites: Study of business and either 
theoretical or applied science; Characteristic 
Ratings of at least Intelligence 7, Mental 
Power 3, and Empathy 4. The character's in­
itial wealth must be at least 500 Mils. The 
mental power waiver applies (see 7 .2). 
Skill Point Modifier: 7. 
Skills Available: Handguns, paint gun, 
gunnery, pilot, linguistics, survival, air 
vehicles, marine vehicles, planetology, 
biology, geology, astronomy, navigation, 
any environs, any gravity. 
Benefits: 
A. Nothing. 
8. Initial wealth x 3. 
C. Initial wealth x 5; Civ Level 8 bioscanner. 
D. Initial wealth x 10; Civ Level 8 geo­
scanner. 
E. Initial wealth x 25; neuroscanner. 
F. Initial wealth x 50; Manner 50sd robot 
with bio system, self-activation system, and 
holographer system. 

FREEFALLER (Military) 
A soldier in the zero-gravity branch of the 
federal armed forces . Freefallers are usually 
assigned to a fleet patrolling a single star 
system. They attack and defend asteroid 
belts, small moons, and space colonies, and 
specialize in spaceship boarding operations. 
Prerequisites: Study of 2 of the following 
fields: applied science, the body, and the 
military; Characteristic Ratings of at least 
Dexterity 6, Agility 7, and Aggression 4. The 
character's home gravity type may not be 
heavy or extreme. 



Skill Point Modif"ier: 3. 
Skllle Available: Near Weightless Gravity 
Skill Level is au1oma1ically increased 10 2 (if 
not already equal 10 or greater than 2) at no 
cost in Skill Points. Ba11lefield, body armor, 
machine guns, arc guns, longarms. hand­
guns, jetpack, demolitions, EVA, suit tech, 
weapon tech, near weightless gravity (in ad­
dition to any levels received as described in 
the preceding). 

Benefits: 
A. Lancer: 300 Mils cash. 
B. Corporal: I Tran cash; Civ Level 6 expe­
dition suit. 
C. Sergeant: 3 Trans cash; Civ Level 7 expe­
dition suit. 
D. Lieutenant: 10 Trans cash; 250 Mils per 
year pension; Civ Level 7 expedition suit. 
E. Captain: 25 Trans cash ; 750 Mils per year 
pension; Civ Level 7 expedition suit; arc gun. 
F. Colonel: 60 Trans cash; 2.5 Trans per year 
pension; Civ Level 7 expedition suit; arc gun; 
jetpack. 

HANDYMAN 
An engineer or technician working with any 
kind of planet-based technology. Handymen 
build and repair electrical devices, protective 
suits, weapons, computers, robots, and 
vehicles. They are employed by all branches 
of government. military and commercial 
concerns . 
Prerequisites: Study of applied science 
twice; Characteristic Ratings of at least Dex­
terity&and Intelligence&. 
Skill Point Modifier: 5. 
Skills Available: Agriculture, program­
ming, physics, energy tech, spaceship tech (1 
Level only), weapon tech, computer / robot 
tech. 
Benefits: 
A. Basic repair kit. 
B. I Tran cash; basic repair kit. 
C. 3 Trans cash; Civ Level 7 electrokit . 
D. lOTrans cash; Civ Level 8 elec1rokit . 
E. 20Transcash; Civ Level 8 vehicle kit. 
F. 40 Trans cash; Civ Level 8 vehicle kit and 
robot kit. 

INTERSTELLAR TRADER 
A crewman or part owner of an interstellar 
freight vessel. Traders travel from world to 
world, purchasing and selling goods for pro­
fit. Trader ships are usually armed, as a 
defense against space pirates and unfriendly 
planet governments. Although traders stay 
on the right side of the law, they are always 
willing to venture away from established 
trade routes if good money can be made. 
Prerequisites: Study of business; 
Characteristic Ratings of at least Intelligence 
6 and Mental Power 2. The character's initial 
wealth must be al least I Tran . The mental 
power waiver applies (see 7 .2). 
Skill Point Modifier: 4. 
Skills Available: Longarms, handguns, arc 
gun, gunnery, missile guidance, space tactics 
pilot, linguistics. diplomacy, asteroid min­
ing, astronomy, EVA, plane1ology. 

Benefits: 
A. Nothing; all initial wealth lost. 
B. Civ Level 7 business computer. 
C. Initial wealth x 2; business computer. 
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D. Initial wealth x 5; business computer. 
E. Initial wealth x 12; business computer. 
F. Initial weahh x 30; Brummagen II robot 
with spaceship tech system; business 
computer. 

LAWMAN (Military) 
A member of a planetary law enforcement 
agency. Lawmen perform the functions of 
today's policemen, protecting the citizenry 
and investigating crimes. However, the 
sparse and spreadou1 populations of most 
worlds often require lawmen 10 travel from 
se11lement 10 se11lemen1 executing justice 
wherever necessarv, much like the marshals 
of I he old west. · 

Prerequisites: Study of the body and the 
humanities; all Physical Characteristic 
Ratings must be at least 4. 
Skill Point Modifier: 3. 
Skills Available: Machine guns. longarms, 
handguns, paint gun, air vehicles, marine 
vehicles, urban, any environs, any gravity. 
Benefits: 
A. Patrolman: 250Milscash. 
B. Constable: 700 Mils cash; Civ Level 6 
laser pistol. 
C. Sergeant: 2 Trans cash; Civ Level 8 laser 
pistol. 
D. Marshal: 7 Trans cash; Civ Level 6 paint 
gun and used rover (A TV). 
E. Inspector: 20 Trans cash; 500 Mils per 
year pension; Civ Level 8 paint gun . 
F. Chief: 40 Trans cash; 2 Trans per year 
pension; Civ Level 8 paint gun and any hand­
gun. 

MERCHANT 
A trader of goods on the local (planetary) 
level. Merchants travel from se11lemen1 10 
se11lement on a sparsely populated world, or 
arrange for transport of goods from poi111 to 
point on a world . Merchants handle every­
thing from basic foodstuffs 10 fine electronic 
equipment 10 contraband. 

Prerequisites: Study of business twice or 
study of business and applied science; 
Characteristic Ratings of at least Intelligence 
5 and Empathy 7. The character's initial 
wealth must be at least I Tran. 
Skill Point Modifier: 5. 
Skills Available: Diplomacy, air vehicles, 
marine vehicles, agriculture, electro tech, 
computer/ robot tech, vehicle tech, urban, 
any environs. 
Benef'tts: 
A . Nothing; all initial wealth lost . 
B. Civ Level 7 business computer. 
C. Initial wealth x 3; Civ Level 7 business 
computer. 
D . Initial wealth x 10; Civ Level 7 business 
computer. 
E. Initial wealth x 20; Civ Level 5 truck. 
F. Initial wealth x 40; Civ Level 7 jet. 

RANGER (Military) 
A soldier in the standard federal ground 
force. A ranger's responsibilities cover all 
aspects of line and garrison duty on a planet 
surface, including air and marine patrol. 
During combat, rangers come in as the "se­
cond wave" following the space1roopers and 
carrying out any "mopping up" operations. 

Prerequisites: Study of the military and 
the body; all Physical Characteristic Ratings 
must be a1 least 4. · 
Skill Point Modifier: 2. 
Skills Available: Artillery, machine guns, 
paint gun, bows, military ground vehicles, 
air vehicles, marine vehicles, weapon tech, 
vehicle tech, 1 reatment. any environs. 
Benefits: 
A. Ranger: 300 Mils cash; respirator. 
B. Corporal: I Tran cash; Civ Level 6 
respirator helmet. 
C. Sergeant : 3 Trans cash; Civ Level 8 
respirator helmet. 
D. Lieutenant: 10 Trans cash; 250 Mils per 
year pension; Civ Level 8 respirator helmet; 
Civ Level 6 laser pistol. 
E. Captain: 25 Trans cash; 750 Mils per year 
pension; Civ Level 8 respirator helmet; Civ 
Level 8 laser pistol. 
F. Colonel: 60 Trans cash; 2.5 Trans per year 
pension; Civ Level 8 respirator helmet and 
paint gun . 

REPORTER/ JOURNALIST 
A newsperson or media personality, this in­
dividual can become widely known, can 
establish contacts on many levels of federa­
tion society, from the underworld to the high 
echelons of government, and can be sent 10 
dangerous and exotic places on assignment at 
no cost 10 self (other than 10 his safety). 
Prerequisites: Study of the humanities and 
ci I her business or I heoret ical science; 
Characteristic Ratings of at least Intelligence 
7, Mental Power 2, Aggression 5. 
Skill Point Modifier: 7. 
Skills Available: Unarmed combat, sur­
vi\'al, disguise, forgery/counterfeiting, ur­
ban, air vehicles, programming, electro tech, 
recruiting. 
Benefits: 
All reporters receive an audio recorder. 
A. Nothing additional. 
B. 2 Trans cash; still camera. 
C. Credentials with planetary news service; 
500 Milsxlnlelligence Rating in cash; su­
peroid camera. 
D. Credentials with star system news ser­
vice; 3 Transx Intelligence Rating in cash; 
holographer. 
E. Credentials with federation-wide news 
service; 10 Transx Intelligence Rating in 
cash; holographer. 
F. Media celebrity throughout federation; 
25 Trans x Intelligence Rating in cash; Man­
ner 38sdf robot with information system, 
holographer system. 

The G:vt should take a reporter's status into 
account when the character requests infor­
mation, assistance , or financial backing 
from commercial, government, or media of­
ficials . 
SCIENTIST 
A researcher or inventor employed by the 
federation or by a private concern . Scientists 
specialize in any of the physical sciences and 
are the powers behind the advanced tech­
nology and discoveries of the 24th Century. 
As such, any expedition or venture of an ex­
ploratory nature will receive much more sup­
port if a qualified scientist participates. 
Prerequisites: Study of 2 of the following: 
1heore1ical science, applied science, or the 
humanities; Intelligence Rating of at least 8. 



Skill Point Modifier: 9. 

Skills Available: Teaching, agriculture, 
chemistry, planetology, programming (1 
Level only), biology, geology, astronomy, 
physics, computer/robot tech (1 Level only). 

Benefits: 
A. I Tran cash. 
B. 2 Trans cash; Civ Level 5 chemlab . 
C. 500 Mils x Intelligence Rating in cash; 
Civ Level 6 chemsynthesizer. 
D. 2 Trans x Intelligence Rating in cash; Civ 
Level 7 chemlab. 
E. 6 Trans x Intelligence Rating in cash; Ci v 
Level 8 bioscanner and geoscanner. 
F. 15 Trans x Intelligence Rating in cash; 
Frazette Amber robot with geo system, 
chemical system, bio system, and informa­
tion system. 

SCOUT (Military) 
A member of the exploration branch of the 
federal armed forces. Scouts lead the way to 
unexplored worlds, gathering specimens and 
information, forging the path for future col­
onization. Scouts usually work in small 
teams when conducting an expedition and 
sometimes work alone. Although ad­
ministered by the military, the scout s rarely 
participate in actual combat. 

Prerequisites: Study of theoretical or ap­
plied science; all Physical Characteristics 
must be at least 3; Characteristic Ratings of 
at least Mental Power 2 and Empathy 6; the 
mental power waiver applies (see 7 .2). 

Skill Point Modifier: 4. 

Skills Available: Longarms, handguns, 
pilot, EVA, survival, air vehicles, marine 
vehicles, jetpack, planetology, treatment, 
biology, geology, astronomy, suit tech, any 
environs, any gravity. 

Benefits: 
A. Scout Second Class: 300 Mils cash. 
B. Scout First Class: I Tran cash; Civ Level 
6 expedition suit. 
C. Masterscout: 3 Trans cash; Civ Level 7 
expedition suit. 
D. Single Scout : 5 Trans cash; Civ Level 7 
expedition suit, neuroscanner, and rover. 
E. Expedition Leader: 25 Trans cash; 750 
Mils per year pension; Civ Level 7 expedition 
suit and crawler. 
F. Scout Commodore: 60 Trans cash; 2.5 
Trans per year pension; Civ Level 7 expedi­
tion suit and used explorer pod. 

SPACE PIRATE 
A crew-member or owner of an outlaw 
spaceship. Space pirates waylay commercial 
vessels in interplanetary space, smuggle legal 
and illegal goods, and terrorize asteroid min­
ing operations and small colonies. Pirate 
vessels may sometimes be chartered for secret 
journeys to distant parts at exorbitant prices. 

Pn1requlsitas: All Physical Character­
istics must be at least 5; other Characteristic 
Ratings must be at least Aggression 7 and 
Mental Power 2. The character must have an 
initial wealth less than 4 Trans and must not 
have studied the humanities. The Mental 
Power waiver applies (see 7. 2). 

Skill Point Modifier: 6. 
Skills Available: Body armor, handguns, 
paint gun, arc gun, bows, unarmed combat, 
gunnery, missile guidance, space tactics, 
pilot, linguistics, disguise, forgery / counter-
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feiting, EVA, air vehicles, asteroid mining, 
planetology, astronomy, spaceship tech, 
weapon tech, near weightless gravity. 
Benefits: 
All space pirates receive an internal gravity 
web. 
A. Nothing; all initial wealth lost. 
B. Initial wealth x 2. 
C. Initial wealth x 4; wanted by federation. 
D. Initial wealth x IO. 
E. Initial wealth x IO; Terwillicker 5000 bat­
tlecraft; wanted by federation. 
F. Initial wealth x 20; Piccolo spaceship 
with light weapon pod. 

Before beginning play, a space pirate may 
turn any amount of his money into booty. He 
may purchase any weapons, rnbots, or 
equipment as if he were on a Civ Level 6 
world with no law restrictions. No bargain­
ing is allowed. If a space pirate is wanted by 
the federation, the GM should take this into 
account when the character encounters any 
planetary law enforcement NPC's, and 
especially when he encounters any federal 
authorities (see 27 .0). The character should 
be kept constantly on the run. 

SPACE TECHNICIAN 
A specialist in the design, construction, and 
repair of spaceships and related equipment. 
Space techs are indispensable members of 
any lengthy space voyage. Usually employed 
by commercial shipping companies and ship 
manufacturers, space techs are sometimes 
called upon by governments and military 
branches for their specialized services. 

Prerequisites: Study of applied science 
twice; Characteristic Ratings of at least Dex­
terit y 7, Intelligence 7, and Mental Power 2. 
Skill Point Modifier: 8. 
Skills Available: Psion tech (1 Level only), 
EVA, programming, astronomy, physics, 
energy tech, spaceship tech, computer/robot 
tech. 

Benefits: 
A. 500 Mils cash. 
B. 2Transcash. 
C. 5 Trans cash; Civ Level 7 electrokit. 
D. I 5 Trans cash; Civ Level 8 electrokit. 
E. 30 Trans cash; Civ Level 7 spaceship kit. 
F. 60 Trans cash; Frazette Amber robot with 
spaceship tech system, electro tech system, 
self-activation system. 

SPACETROOPER (Military) 
A soldier in the federal assault force, 
specializing in body armor combat on planet 
surfaces. Troopers are famous for their mass 
assaults, rapid victories, and esprit de corps. 
Spacetroopers are always at the fore of any 
major attack and move on once the way is 
cleared for the standard military forces. 
Although their operations are sometimes 
launched from the air, spacetroopers are 
trained exclusively for ground combat. 

Prerequisites: Study of the military and 
the body; all Physical Characteristics must be 
at least 6; Aggression Characteristic Rating 
must be at least 5. The character's home 
gravity type may not be Near Weightless. 
Skill Point Modifier: 5. 
Skills Available: All Gravity Skill Levels 
except Near Weightless are automatically in­
creased to O (if not already equal to or greater 

than 0) at no cost in Skill Points. Body armor 
(1 Level required), artillery, machine guns, 
paint gun, arc gun, military ground vehicles, 
suit tech, any environs, any gravity except 
Near Weightless (in addition to any levels 
received as described above). 
Benefits: 
A. Trooper: 300 Mils cash; Civ Level 6 ar­
mor vest and respirator helmet. 
B. Corporal: 1 Tran cash; Civ Level 6 reflec­
tive body armor. 
C. Sergeant: 3 Trans cash; Civ Level 7 im­
pact body armor. 
D. Lieutenant: IO Trans cash; 250 Mils per 
year pension; Civ Level 7 reflect / impact 
body armor. 
E. Captain: 25 Trans cash; 1 Tran per year 
pension; Civ Level 8 reflective body armor. 
F. Colonel: 60 Trans cash; 3 Trans per year 
pension; Civ Level 8 reflect / impact body ar­
mor and arc gun. 

SPY 
A member of a federal or planetary in­
telligence agency. Spies are used throughout 
the federation to gather information and to 
conduct secret missions on planets that the 
federation or rival planetary governments 
are suspicious of. Spies usually work alone, 
under a variety of identities . 

Prerequisites: Study of the mind and the 
body; Characteristic Ratings of at least Dex­
terity 7, Agility 5, and Intelligence 6; Urban 
Skill Level of at least 1. 
Skill Point Modifier: 7. 
Skills Available: Demolitions, longarms, 
handguns, paint gun, arc gun, bows, 
linguistics, disguise, forgery / counterfeiting, 
weapontech,urban. 

Benefits: 
All spies receive a set of false identity papers. 
A. Nothing additional. 
B. Civ Level 6 plastic pistol. 
C. Any one handgun or laser pistol. 
D. 700 Mils cash; Civ Level 8 laser pistol and 
any other handgun. 
E. 4 Trans cash; Civ Level 8 paint gun and 
any one handgun. 
F. 20 Trans cash; arc gun and any one 
handgun. 

STAR SAILOR (Military) 
A member of the federal navy, serving 
aboard a spaceship. Responsibilities may 
range from plotting courses to piloting a 
craft to manning the guns during battle. A 
star sailor is familiar with all manner of 
known space craft and is more comfortable 
in a zero-G environment than he is on the 
ground. 

Prerequisites: Study of the military and 
either applied sciences or the body; 
Characteristic Ratings of at least Agility 5, 
Intelligence 7, and Mental Power 2. The 
character's home gravity type may not be ex­
treme. The mental power waiver applies (see 
7.2). 

Skill Point Modifier: 6. 
Skills Available: Near Weightless Gravity 
Skill Level is automatically raised to O (if not 
already equal to or greater than 0) at no cost 
in Skill Points. Pilot, astronomy, energy 
tech, suit tech, spaceship tech (1 Level only), 
weapon tech, space tactics, gunnery, missile 



guidance, EVA, near weightless gravity (in 
addition to any levels received as described 
above). 
Benefits: 
All star sailors receive an internal gravity web 
and free passage on any interstellar federal 
craft (for the distance listed in Light Years). 
A. Midshipman: 500 Mils cash; no passage . 
B. Ensign: l.5Milscash; IOLYpassage. 
C. Lieutenant: 4 Trans cash; 300 Mils per 
year pension; 20 LY passage. 
D. Captain: 15 Trans cash; I Tran per year 
pension; 50 LY passage. 
E. Commander: 36 Trans cash; 3 Trans per 
year pension; 100 LY passage. 
F. Admiral: 80 Trans cash; IO Trans per year 
pension; perpetual passage. 

THINKER 
A member of the exclusive psionic communi­
ty. The advanced study of the mind has turn­
ed telepathy, telekinesis, and other extraor­
dinary mental abilities into the premier 
science of the 24th Century. Thinkers effec­
tively control interstellar travel and com­
munications and are thus treated with great 
respect by government and corporate of­
ficials. Because of the freak nature of their 

Ill. Skills 
Characters use skills in all aspects of 

play. Each skill provides a character with ex­
pertise in a specific area of endeavor. The 
skill descriptions in this Chapter explain 
when and how each skill can affect play. 
Each character receives skills during 
character generation and, once he begins ad­
venturing, a character may improve those 
skills and acquire others. 

Each skill description lists the maximum 
level that may be achieved in that skill (for 
example, the maximum level that may be 
achieved in the geology skill is 7). Each skill 
also lists a characteristic limit, which is the 
highest level a character may achieve in a skill 
when his Characteristic Rating appropriate 
to a particular skill is lower than the max­
imum limit for that skill (thus, a character 
with an Intelligence Rating of 5 can increase 
his geology skill to a maximum level of 5). 
These limits are summarized on the Charact­
er Record. 

When the GM is organizing an adven­
ture or offering employment to the char­
acters, he should take their skills and profes­
sions into account (for example, a character 
with high scientific Skill Levels should have 
no problem finding a sponsor for a scientific 
expedition). During play, situations will sure­
ly arise that call for character abilities not 
specifically explained in these skills. After 
familiarizing himself with how the skills 
work, the GM should easily be able to deter­
mine the chances and effects of any task the 
characters wish to attempt. 

Many skills are presented in the form of 
one or more tasks, each representing a par­
ticular use to which a character may put the 
skill during play. Each task is noted with a 
T► symbol and has a base chance of success 
expressed as a percentage. Each task is car­
ried out according to the following pro-
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powers, however, the general public greets 
them with a mixture of awe, fear, and 
mistrust. Thinkers often set up small colonies 
in luxurious isolation so that they may probe 
the mysteries of thought undisturbed. A 
thinker will keep his powers concealed when 
with non-psions. 
Prerequisites: Study of the mind and either 
applied science or the humanities; Char­
acteristic Ratings of at least Intelligence 7 
and Mental Power 5. 
Skill Point Modifier: I 0. 
Skills Available: Navigation, mind con­
trol, psychokinesis, psion tech, teaching. 
Benefits: 
A. Nothing. 
B. Interstellar commlink. 
C. I Tran cash; interstellar commlink. 
D. 3 Trans cash; psionic rig. 
E. 10 Trans cash; psionic rig. 
F. 25 Trans cash; augmented jump pod . 

ZERO-G MINER 
A prospect er of ores and precious metals in 
asteroid belts and on small planetoids. 
Miners work together in small groups , 
surveying the entire "ring" of an asteroid 
belt, staking claims on those rocks that ap-

cedure and any special rules listed with the 
skill or task description. 

1. The character declares which specific task 
listed in the appropriate skill description he is 
undertaking. In most cases, he must have ac­
cess to a particular piece of equipment. 

2. One of the character's Characteristics 
Ratings (specified in the skill description) is 
added to the square of his Skill Level, and the 
total is added to the base chance listed fort he 
task. In some instances, the Skill Level may 
be increased (before squaring) by a piece of 
equipment or decreased if the task is especial­
ly difficult. The base chance may be further 
modified by the task description or at the 
GM's discretion (in some cases, he may apply 
a modifier secretly). 

3. The character rolls percentile dice (the 
GM should roll if he wishes the outcome to 
remain secret). If the dice result is equal to or 
less than the modified chance, the character 
succeeds at the task. When a task requires a 
certain amount of time to perform (listed 
with the equipment description or with the 
task description), the time required to per­
form the task is reduced by 1% for each 
percentage point below the chance the dice 
result indicates. If the dice result is greater 
than the modified chance, the character 
either fails outright, must spend more time at 
the task to succeed, or suffers some other dis­
appointment. Each skill description lists dif­
ferent effects for failing a task. Many skills 
introduce a variety of tesults depending on 
how far above or below the modified chance 
a dice result falls. 

Unless specifically prohibited, a 
character that does not possess a given skill 
may attempt a task or other use of the skill. 
However, the base chance of success is not in­
creased by a Characteristic Rating or any 
other attribute of the character, nor will 

pear prom1smg. Actual mmmg operations 
range from a single miner with a rock blaster 
to orbital mining cities. 
Prerequisites: Study of applied science or 
business; Characteristic Ratings of at least 
Dexterity 5 and Agility 3. The character's in­
itial wealth must be at least 500 Mils. The 
character's home gravity type may not be 
extreme. 
Skill Point Modifier: 4. 

Skills Available: Near Weightless Gravity 
Skill Level is automatically increased to O (if 
not already equal to or greater than 0) at no 
cost in Skill Point s . Pilot, economics, 
trading, EVA , mining, asteroid mining, 
geology, electro tech, near weightless gravity 
(in addition to any levels received as describ­
ed above). 
Benefits: 
A. Nothing . 
B. Initial wealth x 2. 
C. Initial wealth x 3; rock blaster. 
D. Initial wealth x 5; Civ Level 8 geoscanner. 
E. Initial wealth x 10; rock blaster and Civ 
Level 8 geoscanner. 
F. Initial wealth x 20; Manner 44 robot with 
force field system, geo system, pilot system, 
and chemical system. 

equipment increase his Skill Level. Excep­
tion: Treatment, 12.0. 

A character that fails at a task in a given 
situation may not attempt that specific task 
again. Another character may attempt the 
task. However, his chance of success is reduc­
ed by 1% for each percentage point by which 
the previous attempt failed (for example, if a 
character had a 60% chance of success at a 
task and failed by rolling an 80, the next 
character to attempt the task has his chances 
reduced by 20). This reduction is cumulative; 
if a third character attempted the task, his 
chance would be reduced for both the first 
and second characters' failures. The GM 
should not allow an additional task attempt 
until all the time required for the previous at­
tempt has passed . 

[8.0] Acquiring and 
Improving Skills 

Once generated, a character possesses a 
variety of skills at Level I or higher. During 
play, he will be able to improve these skills 
and acquire others by collecting Experience 
Points (EP's). As a character conducts ac­
tions related to a skill, he slowly amasses 
EP's in that skill; when he has collected 
enough EP's, he expends them to increase his 
Skill Level. When a Skill Level is increased, 
further improvement becomes more difficult 
as the number of EP's required to advance to 
the next level increases with each advance. 

A character that has no Skill Level in a 
given skill is unskilled in that area. He is also 
unskilled if he has an X in the skill space on 
the Character Record, but he is somewhat 
familiar with the skill and may learn it more 
easily than a character with nothing marked 
in that skill space. The fact that a character is 
unskilled does not prevent him from conduc­
ting actions related to that skill or gaining 
EP's for the skill. Exceptions: An unskilled 
character may not undertake a task from a 



psionic skill at all (see 10.0). An un skilled 
character may not undertake a task from a 
scientific skill unless he is familiar with the 
skill (has an X in the skill space; see 12.0). 

Each character keeps track of all his cur­
rent Skill Levels and the number of EP's he 
has for each skill on his Character Record. 
Pencil should be used, s ince Skill Levels 
change and EP's are collected and expended. 

[8.1] Each time a character uses a skill. 
he has a chance of receiving an 
Experience Point. 

Certain die results o btain ed by a 
character when using a sk ill reward him with 
one Experience Point. Each skill description 
or section list s the die result needed and the 
type of rolls that are eligible to provide the 
character with an EP in that skill . Example: 
As explained in 12.2, a character 1ha1 is at­
tempting a treatment task receives an EP if 
either die of his percentile dice result shows a 
0, 1, or 2. Thus, he would receive one EP if 
the dice resuh were 01 through 32 or any 
higher res uh ending in 0, 1, or 2. 

When a character recei ves an EP, he im­
mediately notes ii in the EP space for the skill 
just used on the Character Record. 

No more than one EP may be gained 
from a si ngle die or dice roll, even if the ap­
propriate number appears on both dice of a 
percentile dice roll. An EP may be gained by 
a character whether or not the skill was used 
successfully, as lon g as the appropriate 
number is rolled. (Exception: An unskilled 
character who is attempting a scientific task 
receives an EP only if he succeeds al the task 
and rolls the appropriate number.) Certain 
skill descriptions contain additional meth ods 
by which Experience P oints may be gained. 

[8.2] A character may increase a given 
Skill Level by amassing a number of 
EP's equal to the next level in that skill. 

Each character keeps track of the EP's 
he has gained in each skill on his Character 
Record. When he has collected a number of 
EP's for one skill equal to the next level in 
that skill, he erases all those EP's and in­
creases the Skill Level by 1. Thus, a character 
must acquire 2 EP's to increase a Skill Level 
from 1 to 2, 3 more EP's 10 go from level 2 10 
3, 4 more EP's 10 go from level 3 to 4, and so 
on. Skill Level increase may not take place 
during an Action Round or procedure: the 
character should wait until a pause in the ac­
tion to implement an increase . 

Exceptions: A character 1ha1 does not 
possess a skill, but has an X in th e skill's 
space on his Character Record (noted during 
character generation, see 7.6) must collect 3 
EP's 10 attain Level I in 1ha1 sk ill . A 
character that does not possess a sk ill, and 
does not have an X in the ski ll's space, must 
collect 8 EP 's to attain Level I in the skill . If a 
character reaches Level I in a skill by either 
of these methods, subsequent Skill Level in­
creases occur normally. 

When an EP is gained for usi ng a skill, it 
may only be assigned to that sk ill. Note that 
the four vehicle ski lls a re divided into sub­
skiffs (see 11.11 ). An EP gained for a vehicle 
skill is ass igned 10 the skill. not to a specific 
sub-skill. 

When a skill reaches the maximum level 
that a character may attain. he may no longer 
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earn any EP's for 1ha1 skill. Skill Levels may 
never be permanently reduced , even if the 
charact eri stic limit for the ski ll d rops below 
the curre nt Skill Level attained by the 
character. This could happen if a Character­
istic Rating is permanently reduced by injury 
(see 12.3 ). Temporary reducti o n of a charac­
teristic has no effect on Skill Level increase; 
characteristic limit s for Skill Levels are based 
on the Characteristic Ratings of a charac ter 
al hi s best health. 

Experience Point s should not be confus­
ed with Skiff Point s a nd Initial Skiff P oints, 
both of which are used during character 
gcnera t ion o nl y. 

[9.0] Military Skills 
Military skills include all those used in 

character combat (fighting NPC's, creat ures, 
o r ot her characters o n a planet or in a space­
s h i p). s pace combat ( s pace s h i p \" s . 
spaceship), and o th er action-relat ed s itua­
tio ns . Specific personal weapo n skill s a re ex­
plained in 9.1, and space combat skill s arc ex­
plained in 9.2. Exp la nal io ns of 01 her military 
ski lls follow. 
AMBUSH 
7 Levels/Limit: Agility 
The character may move silently and swiftl y 
and may approach and a11ack a ta rget 
undet ected. The location of a character that 
cond uct s ambush success full y will be 
unknown 10 those he is hiding from. The 
character's Agility Rating, Battlefield Skiff 
Level, En viron Skiff Level, and the square o f 
his Ambush Skiff Level are added to the base 
chance of any ambush task. The highest En­
viron Skiff Level and the square of the 
highest Battlefield Skiff Level in the enemy 
force are subtracted from the base chance. 
The GM may secretly apply o ther modifiers 
as the situation warrant s. A character who is 
performing ambush movement may move as 
far as normall y allowed (see 29.2). but may 
not fire a weapon while moving. An un skill­
ed character may attempt on ly the firs t task 
li sted , and nothing is added 10 hi s base 
chance. 

T► Move secret ly during an Action Round 
in which the enemy is unaware o f the 
character 's current location: (15x the Ter­
rain Value)%, with addition for darkness , if 
appl icab le. 

T► Move secretl v during an Action Round 
in w hich the ;nemy ~is aware of the 
character' s location: (5 x the Terrain 
Value) % . 

T► Attack enemy being in close combat 
without being detected (5cc 29.9): 30%. 
Character must be undetected by a ll except 
victim in order to al tempt this task. 

T► If currently undetected , fire al enemy be­
ing with a silen t ranged weapon (such as a 
bow o r thr o wn knife) without being 
detected: 50% . 

An ambush task may not be attempted 
in an area with a Terrain Value of less than 2 
(including any modifier for darkness). When 
a character successfull y performs an ambush 
task, the GM controls the enemy force as if 
they had no idea of the character's where­
abouts. A dice result for any ambush task 
that is above the modified chance indicates 
failure; the character 's location is known. 

A character who rolls a O or 1 o n either 
die when attempting an ambush task receives 
an Experience Point. 

ARTILLERY 
6 Levels/Limit: Intelligence 
The character is familiar with all aspects of 
mo unted gu n use. He may spot target s and 
aim stationary artillery, tank gu ns, and self­
propelled arti llery. 

The base chance 10 hit a 1arge1 with ar­
tillery fire is 50%. From thi s chance, 1 is sub­
tracted for every 100 meters away the target 
is located . The character's lnteffigence 
Rating and the square of his Skiff Level are 
added 10 the base chance. If the percentile 
di ce result is greate r than the modified 
chance for a given artillery fire, the shell 
strikes 2 hexes (ten meters) away from the 
target for each percentage point over the 
chance the dice resuh indicates (GM deter­
mines direction). 

An unskilled charac ter ad ds nothing 10 
his base chance when firing arti llery and, if 
he misses is target. the shell strikes 4 hexes 
away from I he ~,argel for each percentage 
point over the chance the dice result in­
dicates. 

A character who rolls a O or 1 on either 
die when attempting to strike a 1arge1 with ar­
tillery fire receives an Experience P oi nt . 

BATTLEFIELD 
6 Levels/Limit: Leadership 
The character is experienced in ground com­
bat and the execut io n of successful stra tegies 
and tactics. He recognizes the signs o f battle 
and the warni ng signs of battles 10 come . 
Battlefield sk ill affects va ri o us procedures 
during encounters with NPC's and creatures . 

• The highest Battlefield Skill Level among 
the characters in a party is sub tracted from 
the awareness chance during a creature en­
counter. The square of the highest Battlefield 
Skill Level among the characters in a party is 
sub! racted from I he awareness chance during 
an NPC encounter (see 28.2). 

• The character chosen as I he party's leader 
during an Action Round (see 29.1) adds his 
Battlefield Skill Level 10 his Initiative die 
roll. If NPC's are the enemy, twice his Skiff 
Level is added. 

• A charac ter rnav use hi s Battlefield Skill 
Level instead of his Mental Power Rat ing 
when making a Wiffpower Check (see 29.8). 
The battlefield skill is 1101 used when making 
a Shock Cheek. 

Battlefield skill also aids a character 
who is planning s trategy for a battle ahead of 
time . The GM should take the cha racter's 
Skill Level into account, as well as the quality 
o f his stated plans, when determining the 
reacti o n and performance of the enemy 
force. 

A character who rolls a O o n the die 
when making an Initiative Check recei ves 
o ne Experience P oint for his battlefield skill. 
The GM may also give a player who suc­
cessfully plans an a l tack (as described in the 
previous paragraph) an Experience Point. 
No other die or dice rolls concerning a 
character's battlefield skill may provide him 
with an Experience Point. 

BLADES 
7 Levels/Limit: Dexterity 



The character is skilled in the use of daggers 
and swords. 

When attacking or defending in close 
combat, a skilled character adds his Dexteri­
ty or Agility Rating (his choice) and the 
square of his Blade Skill Level to the Hit 
Strength of his blade (see 29.9). An unskilled 
character uses the strength of his blade only. 

A dagger (but not a sword) may be 
thrown as a ranged weapon as described on 
the Weapon Chart and in 9. I. 

A character that mils a O on the die when 
attacking with a blade in close combat 
receives an Experience Point. A character 
who rolls a O on either die when attempting to 
hit a target with a thrown knife receives an 
Experience Point . 

BODY ARMOR 
6 Levels/ Limit: Agility 
The character has experience maneuvering 
and fighting in body armor and other protec­
tive attire. The body armor skill contains all 

· the attributes of the EVA skill, plus the 
following: 

The movement rate of a skilled 
character wearing augmented body armor 
may be increased if his Skill Level is high 
enough (see 26.4 and 29.2). 

A character with body armor skill may 
add his Strength Rating and the square of his 
Skill Level to the Hit Strength of his body ar­
mor or battle sleeve when participating in 
close combat (see 29.9). 

A character who rolls a O or 1 on either 
die when attempting to avoid a body armor 
accident receives an Experience Point. A 
character who rolls a O on the die when using 
body armor to attack in close combat 
receives an Experience Point. 

DEMOLITIONS 
6 Levels/Limit: Dexterity 
The character is skilled in the use of plastic 
explosives and dynamite to blow holes 
through walls and doors or simply destroy a 
structure. If the character has sufficient 
demolitions equipment, he may attempt to 
prepare explosives so that when detonated, 
they will destroy all that the character wishes 
destroyed while leaving surrounding struc­
tures unharmed. When setting explosives, he 
should declare whether detonation will be 
triggered by radio, wire, or timer. 

The base chance to destroy a declared 
structure and nothing but that structure is 
46% . The GM may reduce this chance if the 
structure to be destroyed is smaller than a 
trap door. The character's Dexterity Rating 
and the square of his Skill Level are added to 
the base chance. A percentile dice result that 
is greater than the modified chance by 30 or 
less indicates that the explosion occurs when 
planned but is too "powerful (if an even dice 

· result) or too weak (if an odd dice result). 
The effect of such a result is left up to the 
GM. A percentile dice result that is greater 
than the modified chance by more than 30 in­
dicates that the explosives failed to detonate 
and are now defective (if an even dice result) 
or that the explosives went of( while being set, 
thus injuring the character (if an odd dice 
result). The nature of such an injury is left up 
to the GM. 

An unskilled character adds nothing to 
his base chance when setting explosives and, 
if his dice result is greater than the base 
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chance at all , the explosives go off while be­
ing set (whether the result is even or odd). 

A character who rolls a 0, 1 or 2 on 
either die when attempting to set explosives 
receives an Experience Point. 
EVA (Extra Vehicular Activity) 
6 Levels/Limit: Agility 
The character is able to operate and 
maneuver in an expedition suit on the surface 
of a planet and in a zero-G environment. 

When a character is wearing body armor 
or an expedition suit with an Encumbrance 
Rating (see the Protective Attire Chart, 
20.0), his EVA Skill Level is subtracted from 
the Rating to determine the Movement Rate 
(see 26.4 and 29.2). A character wearing 
augmented body armor may not use his EV A 
skill to increase his movement (the body ar­
mor skill is used for augmentation). A 
character without EVA skill suffers the full 
effects of an Encumbrance Rating. 

A skilled character's Agility Rating and 
the square of his Skill Level are added to his 
base chance to avoid a suit/ armor accident 
(see 27.8). The base chance to avoid an acci­
dent and the procedure undertaken are 
similar to that of a vehicle accident (see 11 .2). 
An unskilled character has nothing added to 
his base chance of avoiding such an accident. 

A character who rolls a O or 1 on either 
die when attempting to avoid an accident in 
an expedition suit or respirator helmet 
receives an Experience Point. 
JETPACK 
6 Levels/Limit: Agility 
The character is able to operate a jet pack, a 
device strapped to the back that allows flight. 
A character's Jet Pack Skill Level affects the 
speed and maneuverability he may attain 
with the pack (see 29.3). A skilled character's 
Agility Rating and the square of his Skill 
Level are added to his base chance to avoid a 
jet pack accident (see 27.8). An unskilled 
character has nothing added to his base 
chance of avoiding such an accident. A char­
acter who rolls a O or 1 on either die when at­
tempting to avoid a jet pack accident receives 
an Experience Point. 

UNARMED COMBAT 
8 Levels/Limit: Agility 
The character is skilled in fighting with his 
hands and body. When attacking or defend­
ing in close combat, a skilled character uses 
his Dexterity, Strength, or Agility Rating (his 
choice) plus the square of his Unarmed Com­
bat Skill Level (see 29.9). An unskilled 
character uses one half (round up) of his 
Strength, Dexterity, or Agility Rating only. 

A character in close combat with a 
creature has his Unarmed Combat Skill Level 
reduced by 1 (to a minimum of 1). 

A character that rolls a 9 or O on either 
die when attacking unarmed in close ·combat 
receives an Experience Point._ 

(9. 1) Weapon skills allow a character 
to use a weapon effectively 
during combat. 

All weapon fire is conducted in accor­
dance with 29.5 and the Weapon Chart 
(19.0). The chance to hit a target with a wea­
pon is equal to the base chance listed for 
the weapon on the Fire Chart plus the 
character's Dexterity Rating plus the square 
of his Skill Rating with the weapon. A 

character that is skilled with a weapon may 
often fire it more than once in a single Action 
Round (depending on the weapon). 

A character that is not skilled with a 
weapon may use the weapon with the follow­
ing restrictions: 
• His chance to hit is equal to the base chance 
listed on the Weapon Chart only; nothing is 
added for his Characteristic Ratings. 
• He may fire the weapon only once per Ac­
tion Round. 
• He may not fire while moving or control­
ling a vehicle (he may fire while riding in a 
vehicle, see 29.6). 

The following skill descriptions list the 
specific types of weapons that each skill 
allows the character to use (if more than 
one). 

ARCGUN 
8 Levels/Limit: Dexterity 
The character may fire an arc gun. 

BOWS 
7 Levels/Limit: Dexterity 
The character may shoot a short bow, long 
bow, or crossbow. When shooting a long 
distance with a short bow or long bow, the 
character's Strength Rating (as well as his 
Dexterity Rating) is added to his hit chance 
(see Weapon Chart). 
HANDGUNS 
5 Levels/Limit: Dexterity 
The character may fire a pistol, needle pistol, 
laser pistol, or stun pistol. Note that the lat­
ter two weapons are also included in the 
laser/ stun pistol skill listing. A character 
may use either Skill Level when firing a stun 
or laser pistol ; however, any Experience 
Points gained when doing so may only be ap­
plied to the laser/ stun pistol skill. 

GRENADES 
8 Levels/Limit: Dexterity 
The character may throw fragmentation, 
smoke, illumination, and gas grenades . 
When throwing a grenade a long distance, 
the character's Strength Rating (as well as his 
Dexterity Rating) is added to his hit chance 
(see Weapon Chart). 

LASER/STUN PISTOL 
5 Levels/ Limit: Dexterity 
The character may fire a laser or stun pistol. 
LONGARMS 
6 Levels/Limit: Dexterity 
The character may fire a musket, rifle, car­
bine, or needle rifle. 
MACHINE GUNS 
5 Levels/Limit: Dexterity 
The character may fire a sub-machine gun or 
an emplaced machine gun (see 29.3). 
PAINTGUN 
7 Levels/Limit: Dexterity 
The character may fire a paint gun. 

A character rolling a O on either die 
when attempting to hit a target with a ranged 
weapon receives an Experience Point. A 
character may not receive an Experience 
Point when using the Hit Table or rolling dice 
for any purpose other than actually attempt­
ing to make his hit chance. A character con­
ducting more than one fire in a single Action 
Round considers only his first hit chance dice 
roll of the Round for possible Experience 



Point gain. If a character is firing in a non­
combat, non-pressure situation (such as put­
ting holes in an immobile, helpless target), 
the GM should invalidate any dice rolls he 
conducts for EP purposes. 

(9.2) The following four skills are used 
aboard a spaceship or battlecraft 
during space combat. 

These skill s modify the procedures 
outlined in the Delta Vee rules and 34.0. Any 
character aboard a spaceship or battlecraft 
that is participating in combat inay be ass ign­
ed to the function s that any of these skills en­
tail. However, if the character is not skilled at 
his functi on, his performance will threaten 
the spaceship's chances of surviva l. 

A character may use 1wo space combat 
skills at the same time, ifhe is skilled al both, 
in the following instances: 

• Pilot and gunnery when in a bat t lecraft. 

• Pilot a nd space tactics when in a 
spaceship's bridge. 

• Missile guidance and space tactics when in 
a weapon or arsenal pod. 

• Gunnery and space tactics when in a 
spaceship's bridge, weapon, or arsenal pod . 

When a character is using two skills at 
once, the level o f each is reduced by 2 (t o a 
minimum of1). 
GUNNERY 
9 Levels/Limit: Dexterity 
The character may effectively use shipboard 
laser and particle weapons against enemy 
craft. A character may be assigned to any 
single weapon aboard the spaceship (for in­
stance, to the ship's burster, or to one of its 
pods that contains laser and particle weapons 
or to a battlecraft's burster. The character's 
Skill Level modifies any fire conducted from 
his assigned location as follows: 

Unskilled: The Target Value is increased by 
4. No Target Program modifier is applied. 

Level 1: No Target Program modifier is ap­
plied. 

Level 2: One half the normal Target Pro­
gram modifier is applied . 

Level 3,4: Fire conducted normally. 

Level 5: A -4 modifier or the Target Pro­
gram modifier (whichever is greater) is ap­
plied. 

Level 6: A -6 modifier is applied (instead of 
the TP modifier). 

Level 7: A - 6 modifier is applied (instead of 
the TP modifier) and may be used to reduce 
the range (exception to DV 8.5). 

Level 8: A - 8 modifier is applied (instead of 
the TP modifier) and may be used to reduce 
the range. 

Level 9: As in Level 8. In addition, every hit 
achieved by the gunner is considered a 
critical hit. 

A gunner assigned to an arsenal pod 
may conduct two fires in a single Fire Phase 
(see DV 8.1). When doing so, his Skill Level 
is reduced by 1. A gunner may also conduct 
two fires in a single Fire Phase if assigned an 
additional fire from a battle communications 
pod. 

A character receives an Experience 
Point for gunnery each time he rolls a 1 when 
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using the Fire Results Table (DV 8.6). He 
may not receive an Experience Point when 
using the Hit Table. 

MISSILE GUIDANCE 
9 Levels/Limit: Intelligence 
The character may effectively launch missiles 
control their course, and spot their targets. 
Any character may be assigned to oversee 
missile fire in a hunter, weapon, or arsenal 
pod of a spaceship. The character's Skill 
Level affects the launch and performance of 
missiles from that pod. 

Unskilled: MIMS and Intelligent Missiles 
may not be launched at all. A guided missile 
may not receive Maneuver Commands once 
launched. 2 is subtracted from every missile 
interception chance . 

Level 1: MIMS may not be launched at all. A 
guided missile may receive only one 
Maneuver Command for each control Guid­
ed Missile Command issued to its spaceship. 
1 is subtracted from every missile intercep­
tion chance . 

Level 2: MIMS may not be launched at all. 1 
is subtracted from every missile interception 
chance. 

Level 3: 1 is subtracted from every missile in­
terception chance. 

Levels 4. 5: No modifications. 

Level 6: Prepare Missile Command not re­
quired to launch unguided or guided missile. 

Level 7: As in Level 6 and 1 is added to every 
missile interception chance. 

Level 8: Prepare Missile Command not re­
quired to launch unguided, guided, or in­
telligent missile. Each missile possesses 1 ex­
tra Energy Unit. 1 is added to every missile 
interception chance. 

Level 9: Prepare Missile Command not re­
quired to launch any type of missile. Each 
missile possesses 2 extra Energy Units. 1 is 
added to every missile interception chance. 

A character receives an Experience 
Point for missile guidance each time a missile 
he launched successfully intercepts a target 
(even if the target has an active force field). 
In addition, at the end of a space combat, the 
character rolls percentile dice . If the result is 
equal to or less than the total number of 
missiles launched by the character (counting 
a MIMS as on missile), he receives an Ex­
perience Point. 

PILOT 
9 Levels/Limit: Intelligence 
The character may effectively maneuver a 
spaceship or battlecraft. Any one character 
may be assigned to pilot a spaceship or bat­
tlecraft, and when doing so is considered to 
be in the bridge . The character's Skill Level 
modifies the number of Maneuver Com­
mands he may issue to the ship each Com­
mand Phase and affects the performance 
limits of the craft. 

Unskilled: No more than one Maneuver 
Command may be issued in a single Com­
mand Phase; no Weave Commands may be 
issued. The spaceship is destroyed upon 
entering a planet hex and automatically col­
lides with an asteroid upon entering an 
asteroid field (see DV 6.6). 

Level 1: No more than two Maneuver Com­
mands may be issued in a single Command 

Phase; no Weave Commands may be issued . 
The spaceship may not receive "free" 
Maneuver Commands upon entering a planet 
hex (see DV 6.5). 

Level 2: No more than three Maneuver Com­
mands may be issued in a single Command 
Phase; no Weave Commands may be issued. 

Level 3: No Weave Commands may be 
issued. 

Level 4,5: No modifications. 

Level 6: Ship's Maneuver Rating increased 
by 1. 
Level 7: Ship's Maneuver and Velocity 
Rating increased by 1 each. 

Level 8: As in level 7, and the chances of 
missile interception and asteroid collision are 
reduced by 1 each . 

Level 9: As in level 7, and the chances of 
missile interception and asteroid collision are 
reduced by 3 each . 

Pilot skills may also be used when controlling 
a shuttle or any craft in low planet orbit, as 
described in 11.0 

A character receives an Experience 
Point for pilot skill at the conclusion of any 
space battle in which he piloted a craft that 
was fired upon. He may also receive an Ex­
perience Point when attempting to avoid an 
accident while controlling a craft in low 
planet orbit, as explained in 11.3 
SPACE TACTICS 
9 Levels/Limit: Leadership 
The character may effectively direct battle 
strategies undertaken by a spaceship he is 
commanding during space combat. Space 
tactics may not be used aboard a battlecraft. 
Any one character may be assigned to space 
tactics, and a character so assigned must oc­
cupy the ship's battle communications pod, 
if the ship has one. If not, he must be in the 
bridge, a weapon pod or an arsenal pod. The 
character's Skill Level affects the number of 
Battle Commands that may be issued to the 
ship and the number of fires that may be con­
ducted from the ship. 

Unskilled: No more than 1 Battle Command 
may be issued to the spaceship in a single 
Command Phase and no more than 1 fire 
may be conducted from the spaceship in a 
single Fire Phase . Active Search, Rendez­
vous and Tractor Beam Commands may not 
be issued at all . 

Level 1: No more than 1 Battle Command 
may be issued in a single Command Phase 
and no more than 1 fire may be conducted in 
a single Fire Phase. 

Level 2: No more than 2 Battle Commands 
may be issued and no more than 2 fires may 
be conducted. 

Level 3: No more than 3 Battle Commands 
may be issued and no more than 3 fires may 
be conducted. 
Level 4,5: No modifications . 

Note: If the number or Commands of fires a 
ship may normally receive or conduct is less 
than listed above, the ship's limitations take 
precedence . 
Level 6: 1 additional Battle Command may 
be issued. 
Level 7: 1 additional Battle Command may 
be issued and 1 additional fire may be con­
ducted. 



Level 8: As in level 7, and the Civ Level of 
the ship is increased by 2 when attempting to 
activate a force field during missile intercep­
tion (see DV 9.8). 

Level 9: 2 additional Battle Commands may 
be issued, and 2 additional fires may be con­
ducted, and the ship's Civ Level is increased 
as in Level 8. 

A character receives one Experience 
Point for space tactics at the conclusion of 
any space battle in which he commanded a 
spaceship that was fired upon. 

[10.0] Psionic Skills 
Psionic skills allow a character to use the 

powers of his mind in tangible ways. These 
skills are restricted; that is, unless a character 
possesses a psionic skill or is eligible to 
possess the skill (has an X in its space), he 
may not attempt the skill at all. Furthemore, 
a character with a Mental Power Rating of 
less than 4 may never receive Experience 
Points for any psionic skill he uses . 

With the exception of navigation, none 
of the psionic skills require any special equip­
ment. However, apsionic rig may enhance a 
character's use of certain psionic skills . 

Using certain psionic skills puts a terrific 
strain on the character's mind . If the skill is 
used poorly, the character may suffer psionic 
backlash, the effects of which range from a 
temporary blackout to insanity or death. 

LIFE SENSE 
8 Levels/Limit: Intelligence 
The character is sensitive to the living energy 
emanations of all living beings. 

During the Encounter Procedure, the 
square of the single highest Life Sense Skill 
Level among the characters in the party is au­
tomatically subtracted from the awareness 
chance during a creature or NPC encounter. 
If the GM rolls a 9 on either die when con­
ducting an awareness check, he should in­
form the character that contributed his life 
sense (if any) that he has gained an Experi­
ence Point. 
T► When perception of a creature is possible 
(see 28.1), a character with life sense may at­
tempt to perceive if the creature is intelligent: 
20%. The creature's Intelligence Rating (if 
any), the character's Mental Power Rating, 
and the square of his Skill Level are added to 
the base chance. If the attempt is successful, 
the GM immediately reveals the creature's 
Intelligence Rating (or lack thereof) to the 
character. A dice result that is greater than 
the modified chance indicates failure; the 
character cannot perceive the creature's 
mind and may not try again. A character who 
rolls a O on either die when attempting to 
perceive creature intelligence receives an Ex­
perience Point . 
'MIND CONTROL 
9 Levels/Limit: Intelligence 
The character may attempt to interfere with 
or actually take control of another individu­
al's mind . During an Action Round, a skilled 
character may attempt to control any charac­
ter, NPC, or creature (however, see 10.2) that 
is within his natural sight. A character wear­
ing a psionic rig may attempt to control an in­
dividual within 100 km whose exact location 
is known to him. A character attempting 
mind control may not move, fire or attack 
during the Action round. 
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The base chance of successful mind con­
trol is 10%. To this is added the character's 
Mental Power Rating and the square of his 
Mind Control Skill Level. The square of his 
target's Mental Power Rating is subtracted 
from the chance. The attempting character 
rolls percentile dice. If the dice result is 
greater than the modified chance, the at­
tempt fails; check for psionic backlash. If the 
dice result is equal to or less than the 
modified chance, 1 is temporarily subtracted 
from the target's Mental Power Rating for 
every 10 (or fraction thereof) below the 
chance the dice result indicates. One of the 
following two procedures is then carried out: 
If the target's modified MP Rating is now 1 
or higher, the target must immediately check 
for shoc k (see 30.3), using the modified 
Rating. If shocked , the target does no! col­
lapse; he remains motionless in place for one 
Action Round . 
If the target's modified MP Rating is now 0 
or less, the target is controlled by the attemp­
ting character. A controlled individual may 
be moved or commanded to perform any 
other actions possible in an Action Round 
(see 29.3) in any way the controller wishes . 
A controlled individual may not be directed 
10 do anything suicidal (such as walking off a 
cliff or firing a weapon at himself). He may 
be directed to do such things as attack his 
allies, toss aside his weapons, or run wildly 
away. An individual remains controlled for 
one Action Round only. 

A character who rolls a O or 1 on either 
die when attempting mind control receives an 
Experience Point. 

NAVIGATION 
9 Levels/Limit: Intelligence 
The character has learned the secrets of 
hyperdrive thought. He is familiar with the 
concepts, design and use of spaceship hyper­
drives. If aboard a spaceship that has an ex­
plorer, hunter, jump, or augmented jump 
pod - and the spaceship is at a valid jump 
point - the character may attempt a hyper­
jump, within the limitations o f 32.0. The 
character declares his destination star system 
(a nd planet within the system, if known) and 
calculates his chance o f success as follows: 

The square of his Navigational Skill 
Level (a standard or augmented jump pod in­
creases the Skill Level), 
plus the square of his Mental Power Rating, 
plus 10x the highest Slarporr Class in the 
destination system (if the character has been 
to the star system before, increase the Star­
port Class by 1; if the character frequents the 
star system, increase the Starport Class by 2; 
both of these increases may be applied to a 0 
Class Starport, but may not increase the 
Class of any starport above 4), 

minus the distance between the spaceship's 
current position and the destination star 
system (in light years). 

The character rolls percentile dice, and 
the GM refers to the Hyperjump Table (see 
32.3), using the difference between the dice 
result and the calculated chance to locate the 
outcome of the hyperjump. If the outcome 
includes Psionic Backlash Modifier, the GM 
rolls percentile dice again, adds the modifier 
to the dice result, and locates the result on the 
Psionic Backlash Table (10.4). 

A character who rolls 0, 1. 2 or 3 on 
either die when attempting a hyperjump 
receives an Experience Point. An EP may not 
be gained from a dice roll for the Psionic 
Backlash Table. 

PSIONIC BOOST 
8 Levels/Limit: Intelligence 
The character may attempt to call upon the 
powers of his subconscious to improve his 
performance in a stress situation. In any 
situation where the character is called upon 
to use a military skill or a vehicle skill, he may 
declare that he is attempting to temporarily 
improve that skill with a psionic boost. Only 
those skills in 9.0 and 11.0 that the character 
possesses at Level I or higher are eligible for 
psionic boost. 

The base chance of successful psionic 
boost is 25%. To this is added the character's 
Mental Power Rating and the square of his 
Psionic Boost Skill Level (may be increased if 
wearing a psionic rig). The character rolls 
percentile dice. For every 10 points (or frac­
tion thereof) below the modified chance the 
dice result indicates, the declared Skill Level 
is increased by one. Thus a character with a 
50% chance of psionic boost who rolled a 36 
would increase the declared skill by 2 levels. 
For every 10 points (or fraction thereof) 
above the modified chance the dice result in­
dicates the declared Skill Level is decreased 
by one. If an unsuccessful boost attempt 
reduces the declared Skill Level below 1, the 
character is considered unskilled at the task. 
The effects of psionic boost (successful or 
unsuccessful) last for one use (one die roll) of 
the declared skill only. 

A character who rolls a O on either die 
when attempting psionic boost receives an 
Experience Point. A character may not 
receive an EP for a skill if he attempted 10 

improve its current use with psionic boost. 
PSIONIC COMMUNICATION 
8 Levels/Limit: Intelligence 
The character can send and receive thoughts 
with other individuals. At any point during 
play, the character may declare that he is at­
tempting to send a psionic (unspoken) 
message to another character. NPC, or 
creature (however, see 10.2) within his sight. 
A character wearing a psionic rig may at­
tempt to send a psionic message to an in­
dividual anywhere on the same world or 
within 200,000 km. The character declares 
the intended receiver and the GM calculates 
the chance of success as follows : To the base 
chance of 10% is added the character's Men­
tal Power Rating, plus the square of his Psi­
onic Communication Skill Level, plus the re­
ceiver's MP Rating, plus the square of the 
receiver's Psionic Communication Skill Level. 

The GM rolls percentile dice . The GM 
subtracts the modified chance from the dice 
result and locates the difference in one of the 
following outcomes: 
- 20 or less: Successful communication has 
been established. The two individuals con­
verse silently for the equivalent of one 
minute (adjudicated by GM). 
- 19 to 0: The character may send one 
message to the receiver. The receiver may not 
return a message except to acknowledge 
receipt. 



+1 to +10: The receiver is aware that the 
character is attempting to contact him, but 
cannot receive a message. 

+11 to +20: The receiver is aware that 
someone, somewhere is attempting to con­
tact him. The sender is not aware of this fact. 

+ 21 or more: No contact is acheived at all. 

A character may not attempt psionic 
communication with a specific individual 
more than once per day. 

A character that rolls a O on either die 
when attempting psionic communication 
receives an Experience Point. If successful 
psionic communication is established and the 
receiver has ( or is eligible to acquire) the 
psionic communication skill, he also receives 
an Experience Point on a roll of 0. The GM 
should not allow EP gain for psionic com­
munication if the skill is being used when 
normal or radio conversation could be safely 
used. 

PSYCHOKINESIS 
9 Levels/Limit: Intelligence 
The character is able to move and manipulate 
objects with the power of his mind. The 
character may declare that he is attempting 
to lift and/or move any unattached object 
within his sight. A character attempting psy­
chokinesis during an Action Round may not 
move or fire. 

The base chance of successful 
psychokinesis is 10% minus the size (0-9) of 
the world the character is on (considered O if 
in a zero-G environment). The character's 
Mental Power Rating and the square of his 
Skill Level are added to the chance. The 
character rolls percentile dice. If the dice 
result is less than the modified chance by at 
least a number of percentage points equal to 
the kilogram weight of the object (rounded 
up) to be moved, it is successfully lifted. Any 
additional amount that the dice result falls 
below the chance may be converted to move­
ment of the object: Divide the difference by 
the whole kg weight of the object (round­
ing the quotient to the nearest whole 
number) to determine the number of hexes 
(five-meter increments) the object may be 
moved in one Action Round (ten seconds). 
Example: A character with a 45% chance of 
lifting a three kg object rolls a 25. He may lift 
the object and has 17 percentage points with 
which to move it. Dividing 17 by 3 provides 
the character with the ability to move the ob­
ject 6 hexes in an Action Round. If the object 
had weighed between 14 and 20 kg, he would 
be able to lift it a short distance but would 
not be able to move it. 

A character that is able to move an ob­
ject with psychokinesis may hurl the object at 
a target. The Hit Strength of a hurled object 
is calculated as follows: (10 + the Agility 
Rating of the target) is subtracted from the 
speed of the hurled object (the number of 
hexes it moves in an Action Round). If this 
number is O or less, the object may not harm 
the target. If the number is 1 or greater, 
multiply it by the whole kg weight of the 
object and then divide this product by 20. If 
this quotient is 1 or greater (after rounding 
fractions down) it is used as the Hit Strength 
on the Hit Table or the Equipment Damage 
Table (depending on the type of target); see 
30.0. If this quotient is less than 1, the target 
is not harmed. In summary: 
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Weight x (Speed - ( 10 + Target Agility)[ 
20 

A dice result for a psychokinesis attempt 
that is above the modified chance at all in­
dicates failure; check for psionic backlash. 

If a character is wearing a psionic rig 
while attempting psychokinesis rolls less than 
his modified chance, the number of percen­
tage points below the chance the die result in­
dicates is multiplied by 10. Thus, if the 
character in the preceding example were 
wearing a psionic rig, his dice result would be 
considered 200 percentage points below his 
chance. He could then move the three kg 
object 66 hexes in one Action Round and 
strike an NPC (Agility Rating of6) with a Hit 
Strength of 7. A psionic rig does not increase 
the actual psychokinesis chance. 

A successful psychokinesis attempt lasts 
one Action Round only. If a character wishes 
to continue controlling an object, he must 
conduct another attempt. 

A character who rolls a O on either die 
when attempting psychokinesis receives one 
Experience Point. However, a character may 
receive no more than one EP when controll­
ing an object through more than one Action 
Round. 

[IO.I) A character may enhance certain 
of his psionic skills by wearing a 
psionic rig. 

If wearing a psionic rig while attempting 
psionic boost, a character's skill level is in­
creased by 2. A psionic rig greatly increases 
t_he range (to 100 km) over which a character 
may attempt mind control and greatly in­
creases the range (anywhere on the world) 
over which the character may attempt 
psionic communication. A psionic rig in­
creases the effect of successful psychokinesis 
by a factor of 10. These effects are detailed in 
the specific skill descriptions. A psionic rig 
does not aid navigation, psion tech, or life 
sense. If a psionic rig is being worn by a 
character that must use the Psionic Backlash 
Table, 10 is subtracted from the result on the 
table. 

A psionic rig weighs 3 kg and may be 
purchased in a psionic institute for 25 Trans. 

[ 10.2) If a character is aware that a 
creature has an Intelligence Rating, he 
may attempt mind control or psionic 
communication with the creature. 

Such a creature is considered to possess 
a Mental Power Rating of 1 unless otherwise 
specified. A character's Mind Control and 
Psionic Communication Skill Levels are 
reduced by 2 when dealing with a creature. If 
a creature has no Intelligence Rating or the 
characters are not aware that it has an In­
telligence Rating,' mind control and psionic 
communication cannot be attempted with it. 

[10.3) A character must sometimes 
check for psionic backlash after 
attempting navigation, mind control, or 
psychokinesis. 

If a dice result for mind control or 
psychokinesis is above the modified chance, 
the difference is located on the Psionic 
Backlash Table and the listed effect is applied 
to the character (no additional dice roll is 
made). If the outcome of a hyperjump in­
cludes a psionic backlash modifier, the 
character must roll percentile dice again, ap-

ply the modifier to a roll, and locate the 
modified result on the Psionic Backlash 
Table to determine the effect on the 
character. 

If a character is wearing a psionic rig, 10 
is subtracted from the result on the Psionic 
Backlash Table. However, the rig may 
become damaged, as listed in certain out­
comes. 

A shock result from the table is carried 
out in accordance with 30.3. If a shocked 
character is not in an action situation, it can 
be assumed that he blacked out for a few 
moments and then came to with no long term 
effects. 

A character that suffers Mental Power 
loss as a result of psionic backlash may regain 
the lost points only if he is healed at a psionic 
institute (see 10.5). Lost Mental Power Points 
may be regained at the rate of one per month 
(once healing has begun). If a character's 
Mental Power Rating is reduced by 2 or more, 
he may use none of his skills (psionic or 
otherwise) until healed; he is temporarily in­
sane. The manifestation of his insanity is 
determined by the GM. • 

[ 10.4) The Psionic Backlash Table is 
used to determine the effects of 
psionic backlash. 

See page 51. 

[10.5) A psionic institute is a secluded 
center of research and meditation 
controlled by psions. 

Any world with a class 3 or 4 spaceport 
has a psionic institute (see 25.5). The location 
of an institute on a given world is determined 
by the GM . Any character that is a psionic 
navigator or a thinker may always enter a psi­
onic institute. Any character with a Mental 
Power Rating of 3 or greater may enter a psi­
onic institute if accompanied by a psionic na­
vigator or thinker. A character in an institute 
may be healed of any ill effects of psionic 
backlash and any physical ailments as well. 
Psionic rigs may be purchased and repaired 
at an institute. 

[ 11.0] Vehicle Skills 
Vehicle skills allow a character to safely 

drive or pilot all types of planet-based 
vehicles on the ground, in the atmosphere, or 
on or below liquid. 

Any character may attempt to operate a 
vehicle. However, in situations that require 
skillful maneuvering or quick decisions, a 
character with the proper skill will be much 
more likely to see himself and his passengers 
through safely. 

Vehicle skills are organized in a different 
way than other skills. There are four vehicle 
skills: ground vehicles, air vehicles, marine 
vehicles and military vehicles. Each of these 
skills is divided into five or six su_b-skills, 
each representing proficiency with a par­
ticular type of vehicle in the skill category. As 
a character increases a vehicle skill, he 
receives Experience Points to assign to its 
sub-skills. 

The following vehicle skills and sub­
skills are available to the characters: 

AIR VEHICLES 
9 Levels/Limit: None 
The character is familiar with the theories of 
atmospheric flight and the operation of all 



types of air vehicles, broken into the follow­
ing sub-skills: 

Direct Lift. Any jet-powered craft designed 
for point take-off and landing. 

Glider. Any air vehicle powered only by air 
currents or human strength. Also includes 
"mechanical birds," such as an ornithopter. 
Helicopter. 
Jet Plane. 
Propeller Plane. 

Shuttle. A rocket-powered vehicle designed 
to fly from a planet surface to low orbit and 
back. A character with pilot skill is con­
sidered to have this skill at the same level. 

GROUND VEHICLES 
9 Levels/ Limit: None 
The character is experienced with all unarm­
ed ground vehicles, broken into the follow­
ing sub-skills: 

All-Terrain Vehicle. 

Animal Drawn. Includes all vehicles drawn 
by horses, oxen, and alien beasts of burden, 
and the riding of any such animals . 

Automobiles. 
Sled. Any powered or non-powered vehicle 
designed for travelling over snow and ice. If 
an animal-drawn sled is being used, the 
driver uses the lower of his Animal Drawn 
and Sled Skill Levels. 
Tractor. 
Truck. Any vehicle, designed for road use, 
with more than two axles. 
MARINE VEHICLE& 
9Levels/Limit: None 
The character is familiar with all aspects of 
maritime transport and the operation of a 
wide range of marine vessels, broken into the 
following sub-skills: 

Motorboat. Any small engine-powered 
craft. 

Oar boat. Any craft powered by human 
strength. 

Sailing ship. A craft of any size powered by 
wind. 

Submarine. Any submersible vessel. 

Supervessel. Any large engine-powered 
ship, such as an ocean liner, supertanker, or 
aircraft carrier. 

MILITARY VEHICLES 
9Levels/Limit: None 
The character is familiar with the operation 
of a wide range of military vehicles, broken 
into the following sub-skills: 

Armed All-Terrain Vehicle. A character 
with this sub-skill may operate an unarmed 
ATV at the same skill level. When doing so 
however, any Experience Points gained must 
be applied to the Ground Vehicles Skill, not 
to Military Vehicles. 

Armored Personnel Carrier. 
HalfTrack. 
Self-propelled Artillery. 
Tank. 

[I I.I) Each level a character achieves in 
a vehicle skill allows him to increase 
his sub-skills by a number of points 
equal to the new Skill Level. 

For example, a character at Skill Level I 
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in Ground Vehicles could assign 1 point to 
the automobile sub-skill. When he achieves 
Level 2, he could assign 1 additional point to 
the automobile sub-skill and 1 point to the 
truck sub-skill. Upon reaching Level 3, he as­
signs 3 more points to any of the ground 
vehicle sub-skills, and so on until he reaches 
Level 9, when he receives 9 points to assign to 
any of the sub-skills (he would then have a 
total of 45 points assigned to all the ground 
vehicle sub-skills). Points received when 
reaching a new Skill Level may be assigned to 
sub-skills in any manner as long as a single 
sub-skill does not exceed Level 9, and as long 
as points are assigned only to sub-skills for 
vehicles that have been used by the character 
in some capacity since the last increase. 

Note: When choosing a vehicle skill 
during character generation, the player re­
ceives and assigns points to sub-skills as fol­
lows: At Skill Level I he receives 1 sub-skill 
point; at Level 2 he receives a total of 3 
points; at Level 3, a total of 6 points; at Level 
4, a total of 10; and at Level 5, 15. 

[ I 1.2] When a potential vehicle accident 
is imminent, the character driving the 
vehicle may attempt to overcome the 
hazard, using his vehicle skill. 

The base chance to avoid an accident is 
25%. 50%, or 75% (see 38.0). The Perfor­
mance Modifier of the vehicle is added to the 
base chance. The character's Dexterity 
Rating and the square of his Sub-Skill Rating 
are added to the base chance. If an unskilled 
character is driving the vehicle, nothing is ad­
ded to the base chance. 

1. The character driving the vehicle rolls 
percentile dice. If the dice result is less than 
or equal to the modified chance, no accident 
occurs at all, and this procedure is concluded 
(the GM might wish to describe some sort of 
" close call" to the players). If the result is 
greater than the chance, an accident occurs 
and the following steps are conducted. 

2. The GM subtracts the modified chance 
from the dice result and locates the dif­
ference on the Hit Table (30.9) to secretly 
determine the type of damage incurred by the 
vehicle. He does not add a die roll to the dif­
ference (as is stated on the table). The GM 
should then describe the nature of the acci­
dent to the players in colorful terms. 

3. If the vehicle incurs heavy damage or 
worse as a result of the accident, any 
characters aboard may be hurt. Each 
character must roll one die, applying the 
following modifiers: subtract the character's 
Agility Rating; add 10 if the vehicle is partial­
ly destroyed; add 20 if the vehicle is totally 
destroyed. Locate the modified die result on 
the Hit Table and apply any hit s incurred by 
the character as explained in 30.2. Characters 
are not hurt in a vehicle accident resulting in 
superficial or light damage . 
[I 1.3) A character who rolls a O or 1 on 
either die when attempting to avoid a 
vehicle accident receives one 
Experience Point. 

The character may also check for Ex­
perince Point gain after every 30 hours (or 
so) of driving time in which no accident 
check occurs. The GM and/ or the driving 
character should keep track of "safe" driv­
ing time since the last accident check for this 

purpose. After 30 hours have passed, the 
player rolls percentile dice and gains an Ex­
perience Point if a O or 1 appears on either 
die. The dice roll has no purpose aside from 
checking for Experience Point gain. 

[I 1.4] The type of vehicle sub-skill used 
for a specific vehicle is listed on the 
Vehicle Chart. 

Two sub-skills are listed for certain 
vehicles on the chart. In this case, the driver 
must use the one sub-skill that applies to the 
current use of the vehicle. If the GM in­
troduces a vehicle into play that is not 
covered by the Vehicle Chart (21.1, 21.2, or 
21.3), he must assign one (or two) of the ap­
plicable sub-skills to it , and announce this to 
the players. 

[12.0] Scientific Skills 
Scientific Skills allow a character to at­

tempt a wide variety of analyses, syntheses, 
studies and treatments that will often be of 
vital importance to the party. 

A character may undertake a scientific 
task only if he possesses the appropriate skill, 
or if he is eligible to acquire the skill (that is, 
if there is an X in the Skill Level space on his 
Character Record, see 7 .6). Exception: Any 
character may attempt to diagnose an ailing 
person. 

Unless otherwise stated, all scientific 
tasks require a particular lab, scanner, or 
other piece of equipment. Some of these 
devices provide the character with a tem­
porary increase in his Skill Level (as explain­
ed on the Personal Equipment Table). This in­
crease is not applied if the character does not 
possess the skill required for the task. Ex­
ception: An unskilled character attempting 
treatment may receive an increase when using 
a mediscanner (his Skill Level is considered 
to be O for this purpose). 

Each task requires a certain amount of 
time to perform. In most cases the time re­
quired is listed with the description of the 
equipment that must be used . If the task re­
quires no equipment other than for its 
primary function, the time required is listed 
in the task description . The time required to 
perform a task may be reduced or increased, 
as explained in the chapter introduction. 

The GM may have an NPC or service 
that the party has encountered attempt a task 
that the party previously failed. The GM 
should discourage repetitive use of a task 
(such as scanning for geological resources 
every 50 meters) by informing a character do­
ing so that he is not eligible to receive Ex­
perience Points . 

ASTRONOMY 
6 Levels/Limit: Intelligence 
The character is learned in the study of 
celestial bodies and the geography of known 
space. His services are required when attemp­
ting to locate an unexplored planet or when 
attempting to locate one's own position after 
a hyperjump error. All spaceships contain 
equipment necessary to survey the stars. A 
Civ Level 8 spaceship or explorer pod in­
creases a character's Astronomy Skill Level 
by 1. A survey pod increases the Level by 2. 
T► Locate unexplored planet (when in 
system space): 90%. 
T► Locate uncharted planet (when in system 
space): 70%. 



T► Locate own position after minor jump 
error: 60%. 

T► Locate own positi o n afte r maj o r jump 
error: 40%. 

T► Locate own posi tion a fter rando mized 
jump:20%. 

The time required for any o f the above 
tasks is 6 ho urs. A dice result for an y o ft he 
above tasks that is no more than 10 above the 
modified chance indica tes success with a 
20% increase in the time required for each 
extra percentage point. A dice result that is 
more than 10 above the modified chance in­
dicates failure. 

BIOLOGY 
9 Levels/Limit: Intelligence 
The character is familiar with the science o f 
living matter in all it s form s , and is learned in 
botan y, zoology, biochemistry, and xeno­
biology (the st ud y of alien life). By o bse rving 
a creature, he may discover it s unique at­
tributes, the danger it present s (if any), how it 
eats, and where it fit s into it s ecological 
"niche." By examining a creature with a 
bioscanner, the character may learn details o f 
it s inner struct ure (it could be edible o r o f 
commercial va lue). A character's biol ogy 
skill is reduced by 2 (t o a minimum o f 1) 
when dealing with non-carbon creatures (in 
some cases this fact is know o nly by the GM). 

T► During a creature encounter, when a 
character gets his first sight o f the creature, 
he may attempt to perceive information 
about it (see 28.1): 10%. A bioscanner is not 
required for perception, nor is time expend­
ed. For every 10 percentage points or fraction 
thereof that a dice result for perception is 
greater than the modified chance, the infor­
mation is revealed to the character one Ac­
tion Round (10 seconds) later. Thus, if the 
dice result were 22 higher than the cha nce, 
the GM wo uld reveal the information three 
Rounds after perception was attempted, o r 
when the Action Round s are concluded 
(whichever comes first). 

T► Perceive a creature with a bioscanner : 
20%. Same as preceding; however, the 
character must be within five meters o f the 
creature (in the same hex) and must spend 
one Actio n Ro und at the task (this time may 
not be reduced). This task may be performed 
after the above task against a given creature , 
if the information has no t yet been revealed . 

T► Examine creature with a biosca nner: 
30%. Requires one hour. This task may be 
performed only if the creature is dead, un­
conscious, or safely restrained. If examina­
tion is successful, the GM reveals the appro­
priate information about the creature to the 
character (see 35.0). A dice result for ex­
amination that is no more than 10 above the 
modified chance indicates success with a 
20% increase in the time required for each 
extra percentage point. A dice result that is 
more than 10 above the modified chance fo r 
examination indicates failure. 

Biology skill is also required to diagnose 
and/or treat ailment s suffered by an alien life 
form (see diagnosis and treatment). 

CHEMISTRY 
9 Levels/Limit: Intelligence 
The character is knowledgeable in all aspects 
in the study o f chemical substances and 
element s. If he has a chemlab, he may 
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analyze atmosphere, soil samples , or liquid 
samples for all chemical elements and com­
pounds. If the character has a chemsyn­
thesizer and the proper raw materials, he 
may attempt to synthesize any chemical com­
pound . A dice result for chemical analysis 
that is no more than 10 above the modified 
chance indicates success ful analysis with a 
10% increase in the time required for each 
each extra percent age po int. A dice result 
that is mo re than 10 above the modified 
chance for analysis indicates failure. A dice 
result for chemical analysis that is above the 
modified chance at all indicates failure. 

T► Analyze sample to find all abundant 
chemicals: 70%. 
T► Anal yze sample to find a ll abundant a nd 
trace chemicals and co mplex compo unds: 
25%. 

T► Synthesize element or simple compound 
(water, oxygen, explosives, acids): 20%. 
T► Synthesize complex compounds (such as 
drugs o r edible proteins): - 5%. 
DIAGNOSIS 
9 Levels/Limit: Intelligence 
The character is familiar with the theo ries o f 
medicine and the nature of all ailment s suf­
fered by humans. His services are essential 
befo re a patient may be healed. If the 
character has a first aid kit or a medi sca nner, 
he may attempt to diagn ose injury or di sease 
suffered by another person (no t himself) and 
thus allow a nd aid the medical treatment o f 
that person. 

T► Diagnose ailing being fo r trea tment : 
90%. From this chance the GM subtracts 
(3 x the total number of hits received by the 
patient); 7 hits would be a subtraction of 21. 
If the patient is suffering from something 
other than hits to his physical characteristics 
(such as poison or disease), the GM secretly 
determines how much is subtracted from the 
chance. The modified chance may exceed 
100% after adding to it for the character's 
skill. No time is required to perform this 
task. The time listed on the Equipment Chart 
to use a first aid kit or mediscanner is for 
treatment only. 

A dice result for diagnosis that is abov.:: 
the modified chance indicates that diagnosis 
has failed; treatment may not be conducted 
by the characters at all. If the dice result is 
less than the modified chance by more than 
20, the Skill level of the character that will 
treat the patient is increased by 1 (thi s may be 
the diagnosing character or an y other with 
treatment skill). If the dice result is less than 
the modified chance by more than 40, the 
Treatment Skill Level is increased by 2. If the 
dice result is less than the modified chance by 
more than 70, the Treatment Skill Level is in­
creased by 3. 

A character without diagnosis skill may 
attempt to diagnose. When doing so , the 
90% chance (with the subtraction for the ail­
ment) may not be increased at all . Successful 
diagnosis by an unskilled character may not 
increase a character's Treatment Skill Level. 

When attempting to diagnose an ailing 
alien life-form, a character uses the lower of 
his Diagnosis and Biology Skill levels. If he 
does not possess both of these skill s, he is 
considered unskilled at the task. The GM 
may also apply this rule when a character is 
diagnosing a human with an alien disease. 

GEOLOGY 
7 Levels/Limit: Intelligence 
The character can identify all kn own types of 
rocks and minerals and has studied the forces 
that compose a nd contro l planetary crusts 
and mant !es. If he has a geolab o r geoscan­
ner, he may analyze a sample fo r mineral and 
resource content. If he has a geoscanner, on a 
planet surface, he may also survey the area 
for minerals, o ther resources, fissures, o r 
volca n ic activit y. A dice result for an y 
geology task that is no mo re tha n 10 above 
the modified chance fo r the task indicates 
success with a 10% increase in the time re­
quired fo r each extra percentage po int. A 
dice result that is more than 10 above the 
modified chance indicates failure. 

T► Analyze sample to find all abundant 
minerals and reso urces : 70%. 

T► Analyze sample to find all abundant and 
trace minerals and resources: 30%. 

T► Scan area to loca te three minerals o r 
resources that th e geoscanner is se t fo r: 60%. 

T► Scan area to locate all tunnels and 
fi ssures at least three meters wide: 50% . 
T► Scan a rea to locate a ll tunnels and 
fi ssures: 20%. 
T► Sca n area to locate volca nic activity: 
60%. 

All re so urc es li s ted o n th e World 
Resource Table (25 .8) may be found with 
geology skill and geological equipment, ex­
cept for light-fiber plants, wood, arable land, 
edible plants, and edible game. If a character 
has declared that he is scanning an area for a 
resource that is located only at a site, the re­
source is found only if the dice result is more 
than 30 less than the modified chance to 
locate resources. 

PHYSICS 
6 Levels/ Limit: Intelligence 
The character is educated in th e study of 
matter, energy, mo tio n, and fo rce . If he has 
an energy sca nner, he may analyze an object, 
an area or an occurrence for the type of forces 
and energy that caused or might affect it. 
Unlike most o ther sc ientific tasks, the time 
required to co nduct a ph ysics task depends 
o n th e task it self, no t on the attributes of the 
energy sca nner. A dice result fo r a ny physics 
task tha t is above the modified chance at all 
indica tes failure. 

T► Determine the type, intensit y, and poss i­
ble danger of energy picked up by the energy 
scanner in an a rea : 80%. Time required: 1 
Actio n Ro und (no reductio n possible). 

T► Determine the type of energy powering 
an unknown device o r a no n-protein based 
creature: 70%. Time required : 1 Acti o n 
Ro und (no reducti o n possible). 

T► Determine the type of fo rce o r energy 
that caused a pheno menon (such as a blast 
crat er o r so me ot her unob se rved act of 
destruction): 50%. Time required: 1 hour. 

T► Determine in advance what the applica­
ti o n of a given force or energy might do to an 
o bject: 40%. Time required : 1 hour. 

T► Tap an energy source for use by the par­
ty: 20%. Time required: 2 hours. When at­
tempting this task, a character uses the lower 
o f his Ph ysics and Energy Tech Skill Level s. 



If he does not possess both of these skills, he 
is considered unskilled at the task. The kit 
that would normally be used to repair the ob­
ject that the character is at1emp1ing to pro­
vide power for is a lso required. The character 
must identify the energy source (with one of 
the above tasks) before he may at1empt to 
tap it. Whether or not an energy source may 
be tapped is left up to the GM . This task is 
not required in order to use a common 
energy source, such as an electrical outlet or 
battery pack. 

The physics skill is also required in order 
to attempt repair of a force field (see Energy 
Tech. 13.0). 

PLANETOLOGY 
7 Levels/ Limit: Intelligence 
The character is well versed in the geography, 
meteorology, and other general physical 
features that make up a world. If he is or­
biting a world in a spaceship capable of car­
rying at least 4 pods, or that has an explorer 
or survey pod, he may analyze the world to 
gain 'information about its climate, at­
mosphere, geographical layout, and natural 
resource distribution. When the character 
wishes to analyze a world, he chooses one of 
the following tasks. That task, and all listed 
above it (if not already known), may be 
determined in a single analysis attempt. If the 
character's analysis dice result is greater than 
the modified chance listed for the chosen 
task, analysis is still successful, but the time 
required is increased by 10% for each percen­
tage point over the chance the dice result in­
dicates. 

T► Determine hydrograph percentage and 
distribution of land and liquid masses on en­
tire world: 85► . 

T► Determine temperatures of all environs 
of world: 75%. 
T► Determine atmosphere of world: 65% 
T► Determine general resources of world 
(all those resources that exist throughout two 
or more environs, not number of environs 
per resource or environ location): 50%. 

T► Determine the contour of all environs in­
dividually (peaks, mountains, hills, or flat): 
40%. 
T► Determine the dominant terrain feature 
of each environ individually (such as barren, 
forest, craters, ice,): 20%. 

T► Determine the presence of general 
resources in all environs individually (all 
resources except those that exist only at a site 
in an environ: 10%. 
T► Determine the detailed geography / 
geology of all environs individually, in­
cluding the presence of resources found only 
at a site (the GM may provide the character 
with a detailed environ map or maps, if 
available): -5%. 
An explorer or survey pod is required for any 
world analysis with less than a 40% base 
chance. A survey pod is required for any ana­
lysis with less than a 10% base chance. The 
GM may wish to reduce some of these per­
centages if the world has thick cloud cover, 
or has a side that never receives light from its 
star. The GM should provide the players with 
a world log that varies in detail, depending 
on how much of the world they have ana­
lyzed. Survey of a world from orbit will not 
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reveal the exact location of any resource, and 
will not reveal the presence of the following 
resources at all: spices, light-fiber plants, 
wood, edible plants, and edible game. 

PROGRAMMING 
8 Levels/Limit: Intelligence 
The character is familiar with the dynamics 
and operation of computers and robots. A 
character with programming skill may always 
use a computer or robot that he owns to its 
full potential (no chances are assigned and no 
dice rolls are made). He may use a robot that 
he does not own in the same way, as long as 
he has the robot's controller (see 16.2). If 
the character has access to a computer or 
robot owned by another person, company, or 
government agency, he may attempt the 
following tasks. When dealing with a robot, 
a character's Programming Skill Level is 
reduced by 2 (to a minimum of 1). 

T► Gain control of robot not controlled by 
character (without controller): 30%. Time 
required: 1 hour. An electrokit or robot kit is 
necessary, although neither provides a Skill 
Level increase. 

T► Call up unrestricted information in com­
puter: 90%. 

T► Call up festricted information in com­
puter: 30%. 

T► Call up top-level secrets in computer: 
10%. 

T► Alter protected information in com­
puter: 10%. 

A dice result for any of the preceding 
tasks that is above the modified chance in­
dicates failure. A dice result that is more than 
ten above the modified chance may cause the 
computer or robot to alert its owners (openly 
or secretly) that the character is using the 
device in a way that may not be to their lik­
ing. The repercussions of such an occurrence 
are left up to the GM. A character must have 
the compu/robot tech skill in order to at­
tempt any task not listed above that involves 
computer or robot hardware, or he must 
work with a character who has the tech skill 
(as ruled by the GM). 
TREATMENT 
9 Levels/Limit: Intelligence 
The character is familiar with all forms of 
paramedical and surgical procedures. If he 
has a first aid kit or a medi scanner, and suc­
cessful diagnosis has been performed, the 
character may treat an ailing person, thus 
speeding his recovery or even saving his life. 

T► Treat an ailing being: 1%. 
Effects of treatment (whether successful 

or not) are explained in 12.3. A character's 
Treatment Skill Level may be increased if 
diagnosis was successfully performed (in ad­
dition to any increase for using a medi scan­
ner; see diagnosis, above). A character who is 
eligible to acquire treatment skill but has not 
may attempt to treat a patient. When doing 
so, his Skill Level (0) may be increased by 
successful diagnosis and use of a mediscan­
ner (unlike most tasks performed by an un­
skilled character). However, treatment by an 
unskilled character is not as effective (see 
12.3). 

When attempting to treat an alien life­
form, a character uses the lower of his Treat-

ment and Biology Skill Levels . If he does not 
possess both of these skills, he is considered 
unskilled at the task . 

[12.1] A character who is skilled in any 
scientific task he is attempting adds his 
Intelligence Rating and the square of 
his Skill Level to the base chance. 

An eligible unskilled character who is at­
tempting a scientific task adds nothing (not 
even his Intelligence Rating) to the base 
chance. 

(12.2] A character receives an 
Experience Point when attempting a 
scientific task as follows: 
• If he rolls a O or 1 on either die for a 
chemistry, geology, or biology task. 
• If he rolls a 0, 1, or 2 on either die for a 
diagnosis, treatment, programming or 
physics task . 

• If he rolls a 0, 1, 2, or 3 on either die for a 
planetology or astronomy task. 

Note: A character that is unskilled at a 
scientific task receives an Experience Point 
for attempting the task only if it is successful 
and fulfills the preceding requirements. 

(12.3) The rate at which a character 
heals from wounds incurred depends 
on his Endurance Rating and the 
quality of treatment he receives. 
• A wounded character who receives no 
treatment or who receives unsuccesful treat­
ment from an unskilled character regains 
lost Physical Characteristic points at the 
rates indicated on the Treatment Results 
Table (see page 51). 

• A wounded character who receives suc­
cessful treatment from an unskilled character 
has the time required to regain each charac­
teristic point divided by one half his full En­
durance Rating (rounded down). Thus, a 
character with a full Endurance Rating of 6 
(regardless of hi s current rating) who had lost 
five points from his Strength Rating would 
regain one point every two days. 

• A wounded character who receives unsuc­
cessful treatment from a skilled character has 
the time required to regain each 
characteristic point divided by his full En­
durance Rating. 

• A wounded character who receives suc­
cessful treatment from a skilled character has 
the time required to regain each 
characteristic point reduced as follows: the 
number of percentage points below the 
modified treatment chance the dice result 
shows is added to the full Endurance Rating 
of the character. The time required for the 
character to regain each characteristic point 
is then divided by this sum. Example: A 
character with a full Endurance Rati ng of 6 
has lost 5 points from his Strength Rating. A 
skilled character that is treating him with a 
60% chance of success rolls a 40 (a difference 
of 20). The base time required to regain each 
lost point (6 days) is divided by 26, so that 
one point is regained approximately every 
5½ hours. 

A character that is regaining points lost 
from more than one charactreristic must 
regain points for each characteristic as evenly 
as possible. Thus, a character that has lost 



points from his Endurance and Agility must 
regain a point in each before regaining a sec­
ond point in either (until one or the other has 
returned to its full rating). 

If one or more of a wounded character's 
Physical Characteristics are at 0, a check 
must be made every game hour to determine 
if permanent, untreatable damage occurs. 
Every hour (beginning one hour after the 
character incurred the wounds) he rolls 
percentile dice for each characteristic at 0. If 
the dice result is 10 or less, the· full rating for 
the charactersitic is permanently reduced by 
1. If the Endurance Rating is currently at 0, 
and the dice result is a 01 or 02, the character 
dies. These checks are made every hour until 
all Physical Characteristics are increased 
above O by healing. As lo ng as a charact er's 
Endurance Rating remains at 0, he is con­
sidered unconsci ous (see 30.2). 

A character whose healing time is reduc­
ed by treatment begins healing at the new rate 
when the time required for treatment has 
passed. 

[13.0] Technical Skills 
Technical skills allow a character to 

repair weapons, robots, vehicles, and other 
equipment damaged during play. 

When a device is damaged (as a result of 
weapon fire, other combat actions, or acci­
dent) the GM secretly determines the extent 
of damage (superficial, light, heavy or par­
tially destroyed; see 30.5) and informs the 
players how the damage appears to them, 
without actually letting them know the 
category of damage. Any character may 
volunteer to repair a damaged device, but 
unless he has the appropriate Tech Skill, he 
will rarely be able to repair anything more 
than superficial damage to small items. 

A character with a Tech Skill is familiar 
with the technology, materials, and opera­
tion of all devices related to the area of his 
skill. Aside from repair work, the GM may 
allow a character's Tech Skill to come into 
play in such other situations, as when the 
party is inspecting unknown equipment or, if 
the proper materials are available, when the 
character is attempting to build a device 
related to his Tech Skill. 

A party may attempt to repair an item 
only if it has the requisite kit. A basic repair 
kit usually allows repair of superficial 
damage to any item smaller than a large 
ground vehicle, and superficial or light 
damage to any item that may be held by a 
character. Certain exceptions to this rule, 
and the type of kits required for repair of 
more extensive damage , are listed with the 
appropriate Tech Skill description. Certain 
kits may increase a character's Tech Skill 
Level for purposes of a given repair attempt. 
In such instances, the increase is applied to 
the Skill Level before any reductions are 
made for especially difficult repair jobs (as 
noted in certain Tech Skill descriptions). 
Detailed explanations of the attributes of all 
kit s can be found in 22.2. 

COMPU/ROBOTTECH 
9 Levels/Limit: Intelligence 
The character may repair all types of com­
puters, portable and installed . He may also 
repair robots with a reduction of two to his 
Skill Level (t o a minimum of 1). An elec-
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trokit is required for repair of a computer 
that has incurred more than superficial 
damage. A robot kit is required for repair of 
a robot that has incurred more than super­
ficial damage. 

CONSTRUCTION 
6 Levels/Limit: None 
The character is familiar with the construc­
tion of houses, shelters and buildings sealed 
from harsh environments. He may repair any 
such structure . Building materials (made 
available at the GM's discretion) are required 
for repair of any small structure (survival 
hut, storage shed) that has incurred more 
than superficial damage, and any large struc­
ture (office building, barracks) that has in­
curred any damage. Certain kits may be used 
in specialized repair of structures (such as an 
armor kit for a damaged pill box). 

ELECTRO TECH 
8 Levels/Limit: Dexterity 
The character may repair all types of hand­
held, non-weapon devices, including scan­
ners, portable labs, cameras, holographers, 
radios, and all other types of small electronic 
equipment. The electro tech skill may not be 
used to repair interstellar commlink s, psionic 
equipment , and computer systems . A char­
acter's Electro Tech Skill Level is reduced by 
2 (to a minimum of I) when repairing or in­
specting any Ci v Level 8 device. An electro­
kit is required to repair any of these items 
that has incurred more than light damage . 
Electro Tech also allows a character to 
operate a two-way radio skillfully. 

ENERGY TECH 
6 Levels/Limit: Dexterity 
The character is familiar with all types of 
power systems. He may repair heating and 
cooling systems, electrical systems, air 
systems, and all non-combustion drive 
systems (including spaceship engines). The 
kit required for repair depends on the type of 
sys tem undergoing repair. An electrokit 
would be used for most portable systems, a 
vehicle kit fo r damage to a vehicle climate­
control sys tem or engine, and a spaceship kit 
would be used for a spaceship engine o r other 
spaceship sys tem. A basic repair kit may not 
be used to repair power systems at all. 

The character may also attempt to 
repair a damaged force field. When doing so 
he uses the lower of he Energy Tech and 
Physics Skill Levels. If he does not possess 
both of these skills, he may not attempt 
repair. An electrokit is required to repair a 
personal force field. A vehicle or spaceship 
kit (as appropriate) is required to repair a 
larger force field. 

PSIONTECH 
8 Levels/Limit: Dexterity 
The character may repair interstellar comm­
links, psionic rigs, and other psionic equip­
ment. He may also repair psionic navigation 
equipment in the jump pod of a spaceship 
with a reduction of 2 to his Skill Level (to a 
minimum of 1). An electrokit is required to 
repair psionic navigation equipment that has 
incurred any damage. 

SPACESHIP TECH 
9 Levels/Limit: Intelligence 
The character may repair damage incurred 
by spaceship hulls and pods (including bat­
tlecraft). Each damaged part of a spaceship 
must be repaired separately. When repairing 

damage to spaceship engine or to spaceship 
armor, the character's Skill Level is reduced 
by 2 (to a minimum of 1). Psionic equipment 
may not be repaired with the spaceship tech 
skill. Repair o f superficial damage requires a 
Civ Level 6 spaceship kit, light damage a Civ 
Level 7 spaceship kit, and heavy damage a 
Civ Level 8 spaceship kit. A partiall y 
destroyed part of a spaceship may only be 
repaired at a Class 4 spaceport. 

SUITTECH 
8 Levels/Limit: Dexterity 
The character may repair all types of expedi­
tion suit s, respirators, respirator helmet s, and 
body armor. He may also repair armor on 
small vehicles. However, when repairing ar­
mor his Skill Level is reduced by 2 (to a 
minimum of 1). A character that is repairing 
body armor may declare that he is repairing 
punctures only. If he does so, his Skill Level 
is not reduced, but any reductions to the pro­
jectile and beam defense strength of the ar­
mor may not be repaired. A suit kit is re­
quired to repair an expedition suit or body 
armor that has incurred more than super­
ficial damage. A suit kit may not be used to 
repair the projectile and beam defense 
strength of armor. An armor kit is required 
to do full repair work on body armor and 
vehicle armor. 

VEHICLE TECH 
8 Levels/Limit: Dexterity 
The character may repair all types of vehicles 
listed in 21.0. When he is repairing a military 
vehicle, an air vehicle, o r arm or on any vehi­
cle, his Skill Level is reduced by 2 (t o a 
minimum o f 1). A vehicle kit is required in 
o rder to repair a sma ll vehicle that has incur­
red light damage, or a large vehicle that has 
incurred any damage. 

WEAPON TECH 
8 Levels/Limit: Dexterity 
The character is familiar with the workings 
of projectiles and beam weapons, both hand­
held and mounted. He may repair any type of 
weapon listed in 19.0. He may al so repair 
artillery and spaceship missile , laser and par­
ticle fire systems with a reduction of 2 to his 
Skill Level (to a minimum of 1). A weapon 
kit is required to repair any hand-held 
weapon that has incurred more than light 
damage and any larger weapon that has in­
curred more than superficial damage. A 
spaceship kit is required to repair any damage 
incurred by spaceship weapon systems. 

[13.1] One character may attempt to 
repair an item that is damaged, 
whether or not he possesses the 
appropriate Tech Skill. 

When a character declares that he 
wishes to do so, and announces the type of 
kit he is using, the following steps are under­
taken: 

1. The GM secretly determines the base 
repair chance, depending on the type of 
damage incurred by the item, as indicated on 
the Damage Repair Table (see page 51). 
2. The GM secretly determines the maximum 
repair time by multiplying the Base Repair 
Time (listed in the description of the item un­
der repair or in the summary on page ) by 
the appropriate Repair Time Multiplier listed 
on the Damage Repair Table. 



3. The GM determines the actual repair 
chance using the following formula: Base 
Repair Chance + Tech Skill Levef + ln1 ell i­
gence Ra1ing~ A charac1er's Tec h Skill Level 
may be increased (before squaring) for 1his 
purpose if 1he appropriate ki1 is being used . 
The ac1 ual repair chance may exceed 100% . 

4. The character attempting repair rolls 
percentile dice . If the dice result is greater 
than the actual repair chance, the attempt 
fails ; conduct A, below. If the dice result is 
equal to or less than the actual repair chance, 
the attempt succeeds; conduct B, below. 

A. The GM determines how much time is 
spent in the futile attempt to repair the item. 
He divides the maximum repair time (as 
calcula1ed in S1ep 2) by 1he .:harac1er's Tech 
Skill Level (plus any increase the kit allows) 
squared, or by his Intelligence Rating (not 
squared), whichever is higher. The amount of 
time derived from this calculation passes as 
the party waits for the repairer to realize that 
he cannot do the job. If this period of time is 
long, an encounter may even occur. 

B. The GM determines how much time is 
spent successfully repairing the item. The 
dice result obtained in Step 4 is subtracted 
from the actual repair chance . The difference 
is applied as a percentage reduction to the 
maximum repair time to determine the actual 
repair time . Example: The actual repair 
chance to repair an item with a maximum 
repair time of 24 hours is 70%. The player 
rolls a 30, which is less than the actual repair 
time by 40 (this can also be expressed as 600'/o 
of the maximum repair time). The actual 
repair time is then 14 ½ hours . 

If the dice result in a successful repair at­
tempt is less than the actual repair chance by 
more than 90%, the maximum repair time is 
reduced by 90% only. 

A character without the appropriate 
Tech Skill may only attempt to repair super­
ficial or light damage to an item. When doing 
so, his actual repair chance is equal to the 
base repair chance . He receives no ad­
justments for his Intelligence Rating or the 
kit he is using. 

The GM may implement the passage of 
time when a character is attempting to repair 
an item in one of two ways: he may announce 
the amount of time at the outset and skip 
directly to the point in time that repair is ac­
complished or failure is realized; or he may 
allow time to pass normally and not reveal 
the result of the repair attempt until the mo­
ment of realization is reached . If he chooses 
the latter, and repair is successful but lengthy, 
he should inform the players that the attempt 
will be successful and how long it will take 
well before the repair is accomplished . The 
amount of time that passes before revealing 
successful repair may be calculated as in Step 
A above, except of course, that the GM an­
nounces success instead of failure. 

(13.2) A character who rolls a O. 1. or 2 
on either die when attempting repair 
receives an Experience Point. 

The GM may also give a character an 
Experience Point in this manner when the 
character is rolling percentile dice for some 
other use of his tech skill. 
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(13.3) A damaged item that the • 
characters are unable to repair may be 
taken to a repair service. • 

A town or suburb area on a planet is 
considered to have services for repairing any 
item of a Civ Level equal to or less than that 
of the planet. An urban area is considered to 
have services for repairing any item of a Civ 
Level up to 1 greater than that of the planet. 

Exception: Spaceships and spaceship 
parts may be repaired only at a spaceport. A 
Class 2 spaceport has facilities for repair of 
superficial and light damage, a Class 3 
spaceport for heavy damage, and a Class 4 
spaceport for partially destroyed spaceships. 
Psionic equipment may be repaired only at a 
psio nic institute (see 10.5). 

An item taken to a repair service is 
automatically repaired. The repair time is 
always equal to the Base Repair Time 
multiplied by the Repair Time Multiplier. 
This product, when expressed in hours, also 
represents the cost to repair the item in IOO's 
of Mils. Thus, an item with a Base Repair 
Time of 6 hours that has suffered heavy 
damage would take 24 hours of work time to 
repair and the job would cost 2400 Mils (2.4 
Trans). The price of repair service may not be 
haggled over. 

[14.0] Interpersonal Skills 
Int;:rpersonal skills are used by the 

character when dealing directly with society, 
in business, leisure, legal, and communica­
tion matters . More so than with other skills, 
the GM should consider the player's actual 
interplay with NPC's or authorities when us­
ing one of these skills. For example, a 
character may have a high Diplomacy Skill 
Level, but if the player blatantly insults the 
individual that he is conversing with, the skill 
should not do him much good. 

DIPLOMACY 
6 Levels/Limit: Empathy 
The character is experienced in all manner of 
official conversation and negotiation, and is 
generally well-spoken and tac1ful. He will be 
mosl c!Tec1 ive when dealin g wi1h 1hose from 
1he local establishment or a higher social 
s1anding (see 5. 7). 

When a character is acting as party 
spokesman, he may use his streetwise and/ or 
diplomacy skill to aid the establishment of 
friendly communications with an NPC or 
group of NPC's (see 28 .7). During Step 4 o f 
the NPC Encounter Procedure, the chance 
of successful communication is calculated by 
the GM: To the base chance of 40% is added 
twice the spokesman's Empathy Rating. The 
spokesman declares whether he is using his 
streetwise or diplomacy skill. If he declares 
use of the skill that the NPC's social standing 
responds 10, the square o f 1he Skill Level is 
added to the chance. If he declares the skill 
tha1 the NPC's social standing does not res­
pond 10, 1he Skill Level (nol squared) is add­
ed to 1he chance. If 1he spokesman is unskill­
ed in both s1ree1wise and diplomacy, his Em­
pa1hy Ra1ing (nol doubled) is added 10 1he 
base chance only. The GM rolls percen1ile 
dice and applies 1he ou1come 10 1he NPC 
Reac1ion Table (28.8) in 1erms of shifts, as ex­
plained in 1he NPC Enco u111er Procedure. 

In addition to the communications task, 
the GM should take a character's streetwise 

and/ or diplomacy skill into account when 
the character is participating in any sort of 
ex1ended dialogue wi1h NPC's . These skills 
do not aid a character in financial negotia­
tions (the trading skill is used for money mat­
ters). 

A character who rolls a 0, 1, or 2 on 
either die when using his streetwise or 
diplomacy skill receives an Experience Point. 

DISGUISE 
8 Levels/Limit: Dexterity 
The character can control his voice, mimic a 
wide variety of postures, and alter his facial 
appearance through the use of make-up, 
latex, skin injections and dyes . It is assumed 
a character with this skill possesses the re­
quisite materials to alter his appearance; 
however, accessories such as clothing and in­
signia must be acquired by the character 
when necessary. The base time required to 
prepare a disguise is four hours. The 
character's Dexterity Rating and the square 
of his Skill Level are added to the base 
chance of the following tasks. 
T► Disguise self to gain anonimity: 60%. 
T► Disguise self to resemble person that has 
been extensivelv observed: 40%. 
T► Disguise self to resemble person that has 
been seen briefly or in pictures only: 25%. 

The GM rolls percentile dice secretly 
and compares the dice result to the modified 
chance: 
Result under chance by more than 20: The 
disguise fools all except those intimately 
familiar with the subject. If the character is 
unskilled, the next outcome is used instead. 

Result equal to or under chance by 20 or 
less: The disguise fools those who do not 
have everyday contact with the subject. 

Result over chance by 30 or less: Anyone 
who gets a good look at the disguise, or hears 
the character say more than a few words will 
1101 be fooled . If I he charac1er is skilled, he is 
informed of this fact. Ifhe is not skilled, he is 
told that the disguise looks fine . 

Result over chance by more than 30: The 
character fails his attempt and is told that it 
will not work. 

A character that rolls a 0, 1. or 2 on 
either die when attempting disguise receives 
an Experience Point. 

ECONOMICS 
8 Levels/Limit: Intelligence 
The character understands the complex 
economic systems of the future; how the 
resources, shipping schedules and laws of 
supply and demand on the worlds of the 
federation affect the value of any item from 
place to place . If he has a business computer, 
the character may attempt to predict the 
price af any declared item in the future at a 
declared location . If the location is another 
star system, he must have access to an in­
terstellar commlink. The base time required 
for price prediction is 12 hours . 

T► Delermine price of an i1em al a declared 
lime and loca1ion : 35% minus lhe number 
of weeks (or fraction thereof) in the future 
the price is requested for. The character's In­
telligence Rating and the square of his Skill 
Level are added to the base chance. 

The GM rolls percentile dice. If the dice 
result is equal to or less than the modified 
chance, the attempt succeeds; the GM im-



mediately uses the Actual Price Table (18.0) 
to determine the price and announces it to 
the character. A dice result above the 
modified chance indicates failure (after 12 
hours have passed). If a failing dice result is 
even, the character is told that the prediction 
is unsuccessful. If a failing dice result is odd, 
the GM reads the player a random result 
from the Actual Price Table as if it were a 
correctly predicted price. 

A character who rolls a 0, 1, or 2 on 
either die when attempting to predict a price 
receives an Experience Point. 

FORGERY /COUNTERFEITING 
8 Levels/Limit: Dexterity 
The character is experienced in the art of 
forging documents used for identification, 
shipping, and other business and government 
transactions. If he has the requisite materials 
(as determined by the GM) and a model to 
work from, the character may attempt to 
copy a document or piece of currency. The 
character's Dexterity Rating and the square 
of his Skill Level are added to the base 
chance of the following tasks. The time re­
quired for each task is determined by the 
GM, depending on the complexity of the 
document. 

T► Forge commercial document: 50%. 
T► Forge world or local government docu­
ment: 30%. 
T► Forge federal document : 10% 
T► Counterfeit 100 Mil note: 25% 

T► Counterfeit I Tran note: 0% 
The GM rolls percentile dice secretly and 

compares the result 10 the modified chance: 

Result under chance by more than 20: The 
document passses all inspections (visual and 
electronic). Exception: If the character is 
unskilled and/ or the world has a Law Level 
of 4, the next outcome is used instead. 

Result equal to or under chance by 20 or 
less: Document passes all visual inspection. 
50% chance that the document will be found 
false each time it undergoes electronic in­
spection . 

Result over chance by 30 or less: Document 
found false by any electronic inspection. 
When undergoing visual inspection, the GM 
rolls percentile dice; if the result is less than 
or equal to the inspector's Intelligence Rating 
plus the square of his Forgery/Counterfeit 
Skill Level, the document is found false. 
Note: A character with forgery/counterfeit 
skill may attempt 10 detect false documents 
made by others in the same way. 
Result over chance by more than 30: Docu­
ment will not fool anybody. If the forger is 
skilled, he is told of this fact. 

Any repercussions of character's forged 
documents being found out are left up to the 
GM. 

A character who rolls a 0, 1, 2 or 3 on 
either die when attempting forgery receives 
an Experience Point. 

GAMBLING 
6 Levels/Limit: Intelligence 
The character is familiar with all common 
games of chance. If he is at a casino, some 
other gaming establishment, a bar or inn 
with an informal game, or with another 
character or NPC who wishes to play against 
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him, the character may gamble. He must 
state his bet size (if playing against another 
character or NPC, both agree on a bet size). 
The bet size is not the total amount to be risk­
ed, but rather an amount that will be con­
tinuously risked over the four or five hour 
period that each gambling attempt 
represents . The character's Intelligence 
Rating and Gambling Skill Level (not 
squared) are added to the base chance. 

T► Gamble at a casino or established gam­
ing house: 35%. Minimum bet size: 10 Mils; 
Maximum bet size: 1 Tran. 

T► Gamble at an informal gathering in 
public place: 40%. Minimum bet size: 1 Mil; 
Maximum bet size: 100 Mils. 

If the dice result is less than the modified 
chance, character wins an amount equal to 
the difference multiplied by the bet size. If 
the dice result is greater than the modified 
chance, the character loses the amount. 

When gambling against another 
character or NPC, both individuals roll 
percentile dice separately, adding their Intel­
ligence Rating and Gambling Skill Level to 
the dice result. The difference between the 
dice results is multiplied by the bet size, and 
the character with the lower dice result must 
pay the product to the character with the 
higher result. 

A character may declare that he is 
cheating in any gambling attempt. If he does 
so, his Skill Level is doubled, but if his dice 
result is even, the GM checks for detection by 
his opponent. He rolls two dice. If the result 
is less than the opponet's Intelligence Rating 
plus his Skill Level, minus the cheating 
character's Skill Level, the character's 
cheating is revealed. A casino is considered 
to have a combined Intelligence and gambl­
ing skill of 18, and an informal gathering of 
15 for this purpose. The consequences of 
revealed cheating and/ or a character's in­
ability to pay a gambling debt are up to the 
GM. 

A character who rolls a O or 1 on either 
die when gambling receives an Experience 
Point. 

LAW 
8 Levels/Limit: Intelligence 
The character is learned in the structure of 
most federal and local laws and judicial 
systems. He is a skillfull speaker and is eligi­
ble to practice law in court. The character 
may attempt any of the following tasks, ad­
ding his Intelligence Rating and the square of 
his Skill Level to the base chance. The 
chances of all these tasks assume that a 
basically honorable legal system is being 
dealt with; the GM should apply modifiers if 
the system is corrupt. 

T► Bribe authority to ignore trespassing, il­
legal possessions or other criminal act: 20% 
plus 1 for every JOO Mils offered, minus 10 x 
the Law Level of the world. In addition, the 
GM should secretly reduce the chance by 
anywhere from O to 50, based on the loyalty 
of the individual being bribed toward his 
employer or government. For example, 50 
would be subtracted for an elite federal 
soldier while a local security guard might 
cause no subtraction at all. 
T► Convince authority that a criminal act is 
not illegal or that the party is exempt: IOOJo 

minus the authority's Intelligence Rating and 
minus 10 x the Law Level of the world. 

T► Successfully defend innocent party in 
court: 350Jo plus 10 x the Law Level of the 
world. 

T► Successfully defend guilty part: , ., court: 
35% minus10 x the Law Level of tl1.: world. 

Any dice result equal to or less than the 
modified chance indicates success. Any dice 
result over the modified chance indicates fail­
ure. If a bribery attempt fails by more than 10 
percentage points, the authority will either 
accept the bribe and report the party anyway, 
or will report the party's bribe attempt as well 
as their original transgression, at the discre­
tion of the GM. 

A character who rolls a 0, 1, or 2 on 
either die when attempting a law task receives 
an Experience Point. An unskilled character 
may not defend a part y in court. 

LINGUISTICS 
8 Levels/Limit: Intelligence 
The character is fluent in other languages 
other than Universal. He can speak, read, 
and write in a number of additional 
languages equal to hi s Skill Level. A 
character that receives the linguistics skill 
during character generation should choose 
any languages from among those listed in 1.0 
and note them on the back of hi s Character 
Record . Exception: A language written in a 
non-roman alphabet may not be chosen until 
Skill Level 3 is reached . All characters are 
considered fluent in Universal. 

When the party must speak with an 
NPC in an unknown language, a skilled 
character may a11emp1 to comprehend the 
NPC and make himse lf understood . A 
translator (see 23.3) is not required 10 use 
the linguistics skill, but the device does in­
crease the user's Skill Level (even if he is un­
skilled). A translator does not increase the 
number of languages a character may speak . 
The chance of successful communication 
equals the sum of the NPC's Intelligence 
Rating, the character's Intelligence Rating, 
(if skilled) and the square of the character's 
Skill Level. The GM secretly rolls percentile 
dice and compares the result to the chance: 

Result under chance by more than 20: All 
imformation that the NPC and characters 
wish to exchange is understood . 

Result equal to or under chance by 20 or 
less: Simple direction, numerical and iden­
tification information is exchanged. 

Result over chance by 20 or less: Names and 
small numbers may be exchanged o nly. 

Result over chance by more than 20: Ab­
solutely 1101 hing is understood by either par­
ty or, if the GM wishes. one side totaily 
misunderstands the information or intent of 
the other. 

The linguistics skill may also be used to 
attempt communication with certain 
creatures, once the desire to communicate 
has been established. See 28.6, Procedure 
cc. 

A character who rolls a O or 1 on either 
die when attempting to communicate in an 
unknown language receives an Experience 
Point. Each time a character attains a new 
level in linguistics he may choose a new 
language. The new language should be one 
he attempted to use since hi s last Skill Level 



increase. A character never receives an Ex­
perience Point for a language he already 
understands. 

RECRUmNG 
&Levels/Limit: Empathy 
The character is skilled in the administrative 
and personnel side of business. When the 
party seeks NPC's to aid in any venture they 
are undertaking, the character may attempt 
to hire individuals with good qualifications. 
The character declares how manv NPC's he 
wishes to hire and the pay he is offering. Two 
hours must be spent recruiting for each NPC 
declared, with a minimum time of 6 hours. 
The character's Empathy Rating and the 
square of his Skill Level are added to the base 
chance. 

~ Hire NPC's in a starport or urban area: 
50% 
~ Hire NPC's in a suburban area or town: 
35% 

The GM may modify the base chance, 
depending on the pay offered, skills request­
ed, the danger and legality of the job, and the 
means of seeking new employees (working 
through an employment agency would be 
helpful). A decent weekly salary for an in­
dividual is 100 Mils x the Civ Level of the 
equipment he will be dealing with. If the job 
is dangerous, the pay should be increased by 
500 Mils to 1 Tran per week. An average in­
dividual for hire possesses a Mental Power of 
1 and an Aggression of 6. His other 
characteristics average 4. He has a skill level 
of 3 in his home environ, of 1 in his home 
gravity, and has eight Skill Points distributed 
among all other skills by the GM. 

If the dice result is equal 10 or less than 
the modified chance, the declared number of 
NPC's arc found. The attributes of the 
NPC's may be improved by the GM as 
follows: For every percentage point below 
the modified chance the result indicates, each 
NPC is improved by one Skill Point of one 
Characteristic Point. The GM should apply 
these increases to characteristics and skills 
that would be helpful in the upcoming job. If 
the dice result is greater than the modified 
chance, fewer NPC's than requested are 
found and/or their attributes are reduced, at 
the discretion of the GM. 

A character who rolls a O. 1. 2 or 3 on 
either die when attempting to recruit receives 
an Experience Point. Only one recruitment 
attempt is allowed in a single area for a given 
purpose. 

STREETWISE 
4Levels/Limit: Empathy 
The character is up on the slang and friendly 
expressions used among the common folk 
throughout the federation. He will be most 
effective when dealing with those from the 
skilled tech class or a lower social standing. 
The streetwise skill is used for the communi­
cations task (see diplomacy skill description). 

TEACHING 
_&Levels/Limit: Empathy 
The character has experience teaching 
and/or tutoring and is able to pass 
knowledge he has acquired onto others. He 
may attempt to aid another character 
(hereafter called the student) increase his ex­
pertise in any skill that the teacher possesse~ 
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at a higher level than the student. One week 
of both characters' time is required to teach a 
skill. This time may not be reduced but may 
be increased, as explained below. 

When the teacher and student have 
declared the particular skill they wish to 
study together, the chance of successful 
teaching is calculated: To the base chance of 
30% is added the st udcnt 's Intelligence 
Rating, the teacher's Empathy Rating and 
the square of the teacher's Teaching Skill 
Level. The teacher rolls percentile dice. The 
student receives 1 Experience Point in the 
studied skill for every 10 percentage points 
(or fraction thereof) below the modified 
chance the dice result indicates (for example, 
if the modified chance were 55% and the 
teacher rolled a 31. the student would im­
mediately gain 3 EP's for the declared skill). 
However, a student may never increase a 
Skill Level by more than 1 in a single "study 
session" (any excess EP's are lost). If the dice 
result is no more than 10 above the modified 
chance, the student gains 1 EP and the 
leaching time is increased by 10% for each 
percentage point over the chance the result 
indicates. A result that is more than 10 above 
the modified chance indicates failure; one 
week is expended and the student gains no 
EP's. 

No more than one student mav be 
taught at a time, and any equipment 
necessary to use the skill being taught must 
be available (such as a weapon, vehicle, or 
tech kit). A teacher may attempt to teach a 
specific student a specific skill once only. An 
unskilled character may attempt to teach (us­
ing the base chance of 30% only); however, 
hi~ student may receive no more than 1 EP 
from the study session. A psionic skill may be 
taught only if both the teacher and the stu­
dent possess a Mental Power Rating of 4 or 
higher and the student has or is eligible to ac­
quire the skill. A character with teaching skill 
may charge any fee he can get for his teaching 
services. Conversely, the GM may have an 
NPC offer to teach a character a skill as a 
favor or for pay. 

A character who rolls 0, 1. or 2 when at­
tempting to teach receives an Experience 
Point. 

TRADING 
6 Levels/Limit: Empathy 
The character is a skilled bargainer. He can 
get the most out of a transaction through his 
understanding of commerce and his ability to 
negotiate. When the GM is using the Actual 
Price Table (18.0) to determine the price of 
an item or service that a character is attempt­
ing to purchase or sell, the character may at­
tempt to alter the price in his favor by bar­
gaining. Any purchases from a federal 
establishment may not be bargained; such 
prices are set. 

The base chance of successful bargain­
ing is 20%. To this is added the character's 
Empathy RatinR and the square of his Skill 
Level. The character rolls percentile dice. If 
the dice result is greater than the modified 
chance. the attempt fails; 10 is added to the 
GM's Actual Price roll. If the dice result is 
less than the modified chance, the difference 
is subtracted from the GM's Actual Price 
roll. 

One character should chet:k for bargain­
ing each time such a situation arises. If the 

character is unskilled, nothing is added to his 
base chance. 

A character who rolls a O or 1 on either 
die when bargaining receives an EP. 

[15.0) Environmental Skills 
AGRICULTURE 
8 Levels/Limit: None 
The character is skilled at farming tillable soil 
and in the science of hydroponics (growing 
without soil). Break1hroughs in fertilizers 
and genetic research also enable the growth 
of crops 10 be greatly accelerated. When 
working with a hydroponic farm, 2 is 
subtracted from the character's skill level (to 
a minimum of 1). A skilled character may 
always grow any plant (as long as he has the 
proper shoots or seeds) in an environ with 
arable land or in an established hydroponic 
garden. If the character wishes to grow a 
plant in a more exotic location or wishes to 
accelerate the growth of a crop, the GM 
should assign a base chance to the declared 
task. The character's Intelligence RatinR and 
the square of his Skill Level are added to the 
base chance. As a guideline, the simplest of 
agriculture tasks would have a base chance of 
96% while an attempt to grow a fruit tree in 
an arctic environment with a poisonous 
atmosphere would have a base chance of 
-5%. 

A character who rolls a 0, 1, or 2 on 
either die when attempting an agriculture task 
receives an Experience Point. 

ASTEROID MINING 
6 Levels/Limit: None 
The character is familiar with the business 
and techniques of mining and processing 
resources from asteroids and small 
planetoids. The tasks and procedures of this 
skill arc identical to those of the mininR skill. 

ENVIRONS 
6 Levels/Limit: None 
As explained in character generation, each 
character receives positive or negative Skill 
Levels in all 33 environs shown on the En­
viron Skill Display. A character's Skill Level 
in the environ he is in is used during an en­
counter for the following: 

Twice the highest Environ Skill Level among 
the characters in the party is subtracted from 
the awareness chance during a creature or 
NPC encounter (see 28.2). 

The character chosen as the party's leader 
during an Action Round (see 19.1) adds his 
Environ Skill Level to his initiative die roll. 
A character's Environ Skill Level is added to 
his chance to perform an ambush task (see 
the ambush skill, 9.0). 

The Experience Point system explained 
in 8.0 is not used 10 improve Environ Skill 
Levels. Instead, the GM "hands ou1" En­
viron Skill Level increases. If a character 
spends one week (give or take a day, al the 
GM's discretion) adventuring in a particular 
environ away from urbanized areas, the GM 
should reward him with a Skill Level increase 
of one in that environ. No single environ skill 
may be increased beyond Level 6. 

GRAVITY 
5 Levels/Limit: None 
As explained in character generation, each 
character receives positive and negative Skill 



Levels in all four gravity types shown on the 
Gravity Skill Display. A character's Skill 
Level in the gravity type he is in is added 10 
his Action Round Movement Rare (see 29.2). 

A character's Gravity Skill Level also af­
fects his chance of avoiding a gravity-related 
accident (see 38.0). 

Experience Points are 1101 used 10 im­
prove Gravity Skills Levels . If a character 
spends eight weeks (give or take a week, al 
the GM's discretion) adventuring in a par­
ticular gravity type, the GM should reward 
him with a Skill Level increase of 1 in that 
gravity type. No single gravity skill may be 
increased beyond Level 5. 

MINING 
6 Levels/limit: None 
The character is familiar with the business 
and technique of planetary mineral and 
metal mining and processing. After a 
minable resource has been found in an en­
viron (see the geology skill, 12.0), the 
character may attempt 10 separate a quan1i1 y 
of it from the ground in raw form . Simple 
digging tools, a rock blaster or a robot with a 
miner system are required . The la11er two 
items provide the character with a Skill Level 
increase. After raw ore has been mined, the 
character may refine i1 if he has a robo t with 
a miner system (the Skill Level increase ap­
plies). The character's lnrelligenc Raring and 
the square of his Skill Level are added 10 the 
base chance. 
T► Mine raw ore from an identified source: 
25%. 

T► Refine previously mined raw ore : 0%. 
Each of these task requires 12 hours 10 

attempt. This time may be reduced if the at-
1emp1 is successful (see the task procedure in 
the chapter introduc1ion). For every percen­
tage point over the modified chance the dice 

IV. Robots 
Robots may function as either 

mechanical aides and/ or thinking com­
panions for characters. Robots may be used 
to increase characters' Skill Levels when per­
forming a given task, and sometimes they 
can replace a character for minor jobs. They 
will often be able to provide information 10 
the characters which would otherwise be 
unavailable. 

Within society, robots are regarded with 
little overt concern, yet doubts exist over the 
degree of independent thought which they 
should be given. Therefore, some legal 
restrictions have been placed on the actions 
and available systems of all robots, to avoid 
any problems with these thought systems . 
Robots with artificial intelligence occasional­
ly go "insane:' and the GM may implement 
an incident of this kind when an accident is 
generated on the Encounter Table (see 27 .0). 
the specific descriptions of robot thought 
systems detail the likelihood of breakdowns 
such as these . 

[ 16.0] Robot Attributes 
Robots are controlled by their owners, 

but others may illegally gain control through 
use of programming and compu / robot tech 
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result indicates, the amount of ore mined or 
processed is reduced by 5% (the time re­
quired is 1101 increased). If 1he dice result is 
grea1er I han I he chance by 20 or more. 1 he al -
1emp1 fail s completely. 

The GM determines the quantity o f ore 
1ha1 a character may mine in a single at1emp1 
as follow s: locate 1he ore on the World 
Resource Table (25 .8) and note the number 
o f en virons the Table s1a1es 1ha1 the ore mav 
appear in (if the ore is abundant on th~ 
world, double this number). The square of 
the number represent s the number of kilo­
grams of refined ore that may be mined in a 
single attempt (it s actual weight in it s raw 
form will be considerably more). Exception: 
If the World Resource Table stales 1ha1 1he 
ore exists al a sire only, one gram o f the ore 
may be mined in a single a11emp1. 

These ta sks are not used when 1he 
character is dealing with larger mining 
facilities . In such a case. his Skill Level wo uld 
effect the adminis1ra1io 11 o f the fac1 o rv and 
the efficiency with which ii operates. , 

A character who rolls a O. 1 or 2 on 
either die when a11emp1ing 10 mine or process 
ores recei ves an Experience Po int . 

SURVIVAL 
8 Levels/limit: Intelligence 
The character is experienced in "living off 
the land" and staying alive with a minimum 
of supplies in the wild. If the character is in a 
party 1ha1 has exhausted its supply of food 
and water, he may a11emp1 10 forage for 1he 
basic necessities 10 sustain himself and his 
comrades. The survival skill will nor aid a 
part y 1ha1 has exhausted it s oxygen supply. A 
survival task takes 6 hours to conduct and if 
successful, last s for one full day (including 
the time spent foraging) . The character 
chooses the most fa vorable task listed below 
that applies 10 the part y's situatio n. He adds 

skills . When purchased, a robot consists of a 
chassis, a variable number of systems of the 
owner's choice, and 1wo controllers: a 
headset and a hand-held version. 

The GM and the players should record 
each robot's characteristics and systems on 
an index card for use during play. 

Robots may be purchased with a one­
week waiting period at the prices listed on a 
world of a Civ Level equal to or higher than 
the Civ Level of the robot. Upon placing the 
order for the robot, a character must declare 
which systems he wants . 

If attempting to purchase a Civ Level 8 
robot on a Civ Level 7 world, the price is 
doubled; on a Civ Level 6 world, the price is 
multiplied by 10. Below Civ Level 6, Level 8 
robots would be very scarce and only 
available through the black market. These 
price relationships hold true for purchasing a 
Civ Level 7 robot on lower Civ Level worlds. 

The names given on the Robot Chassis 
Chart are model names only; the characters 
should invent individual names for their 
robots. 

I 16. I I A robot chassis contains its 
central processor and any appendages 
necessary for full function . 

A robot chassis with no systems may 
move and pick up and carry objects. It can 

his Survival Skill Level to the highest En­
viron Skill Level in rhe parry and squares I he 
sum (a nega1 ive sum is considered O for I his 
purpose) . The result o f I his calculal ion and 
his Intelligence Raring are added 10 1he base 
chance . 

T► Survive in environ with edible game and / 
or plant s: 90%. 

T► Survive in en viron with arable land : 
60%. 
T► Survive in environ with any type of 
vege1 a1ion : 30% 

T► Survive in environ 1ha1 contains water : 
0%. 
T► Survive on world that co111ains waler : 
-50%. 
T► Survive on world 1ha1 contains no waler : 
-150% . 

For every 10 (or fraction thereof) below 
the modified chance I he dice result indicates, 
one character may be kepi alive and well. If 
the dice result is over the modified chance al 
all, no characters receive the basic necessities 
of life . The GM de1ermines the effect of lack 
of food and water, depending on the par1 y's 
current situa tion. 

A character who rolls a 0, 1 o r 2 on 
either die when using hi s sur vival skill 
receives an Experience Poin1. 

URBAN 
6 Levels/limit: None 
A character may receive an Urban Skill Level 
during character generation. A character 's 
urban skill is used and improved when the 
character is in a built-up area (an area where 
the na:ural feature s have been entirely 
replaced with a riificial s tructures and 
techno logy) exactly as a n en viron skill is used 
and improved . 

see and hear as well as a human, but cannot 
synthesize the information ii recei ves , and 
will reveal I his information in an absolutely 
non-analytical manner. It will remember 
nothing, and will only do something when 
commanded. It will attempt to do what it 
cannot possibly do without any hesitation . 
Each chassis comes complete with whatever 
systems the owner wishes and which can fit 
into the unil. The chassis are rated for both 
Hardware Point s and Software Capacity, 
and the systems are given point and size 
ratings. A chassis ca111101 contain more hard­
ware or software than it s capacity in either 
area. 

The owner controls a robot through 
vocal commands or through a controller (see 
16.2). These controllers are to every robot as 
keys are to an automobile; thus, the con­
troller for robo t A cannot be used to com­
mand robot B. Through these com rollers the 
owner 's voiceprint is placed in the robot's 
central processor, and thereafter the robot 
will only answer it s owner's voice. Civ Level 8 
robot s may have three other voices encoded 
in addition to the owner, but will always give 
the owner's voice priority. This program­
ming of the additional voices is accomplished 
via the controller itself. 

When in audible range, the robot may 
be commanded verbally without the use of 



!he controller. The robol will answer and 
speak to the owner in a normal vocal range. 
The volume can be altered wi1h 1he con-
1roller. 

Robots will never obiecl 10 being I urned 
off by anyone, which is a simple ma11er of 
flipping a switch on 1he controller. A chassis 
may operate for 2 weeks before exhausting i1 s 
energy. The batteries 1hen need replacement 
or recharging. Any vehicle wi1h a range of 
2,000 km or greater may be used 10 recharge 
a robot's ballery, and any ci1 y will have 
recharging facilities. A normal fee for !his 
service is 100 Mils. Exira batteries may be 
purchased for 500 Mils per ballery. 

A chassis has a standard vocabulary, 
and understands 1he meaning of all distance 
and lime measurement s. 

(16.2] A controller is a device used to 
operate a robot. 

This device allows communication wi1h 
a robot's central processor. Controllers come 
in three configuratio ns: hand-held (pocket 
calculator size), headset (fits inside a 
respirator helmet), and wristmount (twice 
the size of a normal watch). The hand-held, 
headset, and wristmount versions all have a 
TV screen, transceiver, and - except the 
headset - a keypad. The TV screen allows 
the user to see exactly what the robol sees 
while !he transceiver allows verbal 1wo-way 
communication. The keypad is used to 
transmit coded commands to the robot and 
can at any time be used to operate 1hc robol 
wi1hou1 verbal communication. The keys are 
nol marked, and only the owner knows 
which keys issue which commands. This in­
formation can be shared wilh anyone the 
owner wishes, and this is the only way 
anyone whose voiceprint is not in the robot's 
memory may operate it. Anyone with a pro­
gramming skill may allcmpl to gain access 10 
a robol through 1he controller's keypad. If 
successful, the robol may be given new 
voiceprinls and the keypad new coding. 

A controller's range is 10 km, and sub­
jecl 10 normal radio interference. The hand­
held and headset versions (both Civ Level 7) 
come with the robol, while !he wrislmount 
(Civ Level 8 robots only) cost 5 Trans ex Ira. 

(16.3] A robot may be used to engage 
in combat. 

A robol with a weapon may fire it al a 
specified target by receiving an order lo do 
so. It must have a weapon target system and a 
weapon system 10 engage in fire combat. The 
robot may fire as many times in an Action 
Round as a human could. If a robot is firing 
a recoil weapon, ii does not suffer adverse 
modificialions due to the recoil. A robot will 
not fire a weapon (unless malfunctioning) 
without a specific command. 

To engage in close combat, the robot 
must have a close attack system and be 
ordered to engage. Exception: A robot wilh 
a creative thought system may engage in 
close combat by its own choice. 

Movement of robots in an Action 
Round is detailed in 29.2. A robot may travel 
a number of kilometers per hour equal 10 ils 
Agility Rating, and it is affected by terrain as 
detailed in 26.4. Note: This means a robo1 
with an Agility Rating less than 5 cannot 
keep up with humans I raveling on fool. 
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(16.4] The Robot Chassis Chart lists the 
various types of robots and their 
characteristics. 

See page 51. 

[ 17 .O] Robot Systems 
Robot systems are self-contained units 

which augment 1he physical or logical 
capacities of 1he robot. Each system details 
wha1 abilities if confers on 1he robot, how 
much it cosl s (if purchased independent of a 
robol), and how many Hardware Points or 
how much Software Space ii occupies. Hard­
ware adds 10 1he physical capabilities of a 
robot; Software contributes logic systems 
which allow various 1hough1 processes. Cer­
tain systems are available 10 Civ Level 8 
robots only. 

When deciding upon systems for a 
robol, !he total Hardware Poinls and/or 
Software Sizes may not exceed the capacity 
of the robot. Extra systems may be purchas­
ed, but may only be interchanged by a skilled 
individual who has access 10 and can operate 
!he robot's controller. An individual wi1h 
programming skill can interchange one Soft­
ware Point in half an hour; an individual 
with compu / robot tech may interchange one 
Hardware Point in half an hour. 

All systems thal include a weapon are 
bound by 1he same legal restrictions govern­
ing ownership of firearms by humans (sec 
19.0). 

The following lis1 of systems includes 
the abilities the system confers, 1heir cos1, 
and !heir Hardware Poinl tolal and Software 
Size. 

Aerodynamic. Allows night via a modified 
je1pack as per 29.3. Flies in all respects as a 
character with Skill Level 4. Price: 25 Trans. 
Hardware: 2. Software: I. 
Agriculture. Functions just like a character 
wi1h agriculture Skill Level 5. Price: 15 
Trans. Hardware: I. Software: I 

Anti-Bio. Includes all a11ributes of the bio 
system, plus stun pistol, needle pistol, and a 
full supply of drugs and poison for use 
againsl creatures. Weapon target system for 
!hose weapons only also included. Price: 40 
Trans. Hardware: 2. Software: I. 

Aquatic. Allows robot to swim above and 
beneath waler. Robot's speed in an Action 
Round is twice i1s Agility in hexes; long 
distance movement is twice Agility in 

kilometers per hour. Maximum depth is 50 
meters. Price: 35 Trans. Hardware: 2. Soft­
ware: 0. 
Arc Gun. Includes arc gun and weapon 
large! system 1ha1 may be used only for thal 
weapon. Price: 30 Trans. Hardware: I. 
Software: I. 
Bio. Aids a character with biology skill; adds 
2 to his Skill Level. Includes a catalog of all 
known creatures, a Civ Level 8 bioscanner, 
and a Civ Level 8 neuroscanner. Price: 40 
Trans. Hardware: I. Software: I. 

Chemical. Aids a character with chemistry 
skill; adds 2 to his Skill Level. Includes a Civ 
Level 7 chem lab and a Civ Level 8 chem syn­
thesizer. Price: 25 Trans . Hardware: I. 
Software: I. 
Close Attack. Allows robot 10 engage in 
close combat during an Action Round. The 

robot's Close Combal S1reng1h is determined 
by adding 1oge1her ils Strength, Dexterity, 
and Agility Ratings. If any of these is greater 
1han i1 s S1reng1h, tha1 rating is considered 
equal 10 i1 s S1reng1h when calculaling 1his 
sum. A robol which does 1101 have 1his 
system may never attack in close combal 
and, if defending, uses i1s S1reng1h Rating 
only. Unless a robol possesses the creative 
1hough1 sys tem, it will never a11ack unless 
commanded 10 do so. Price: 50Trans. Hard­
ware: 0. Software: I. 

Compu/Robot Tech. Federation prohibits 
robots with this system. 

Construction. Functions in all respects as a 
character wilh a construction Skill Level of 
4. Price: 15 Trans. Hardware: I. Soft­
ware: I. 

Creative Thought. Includes all features of 
self-activation, information, language, and 
learning systems. The robol can interact wi1h 
humans in all manner of conversation and in-
1ellec1ual activity. An always operating logic 
sub-system allows !he robol 10 make conclu­
sions and connections concerning any dala it 
has in it s memory. The robot may make 
observations the origins of which may elude 
the characters. The robol always speaks in 
deference 10 humans, bu! does not like being 
shut down. Movement is greatly improved by 
this system; if a robot's movement in an Ac­
tion Round is O or less, it may always move 
one hex (like a character). Note: Robots wi1h 
1his system may suffer menial malfunction 
due to a common, rare, or unique accident. 
This system may only be mounted on Civ 
Level 8 robo ts. Price: 100 Trans. Hard­
ware: 2. Software: 5. 

Driver. Functions in all respects as a 
character wilh a vehicle Skill Level of 4; 
generic vehicle type (military, ground, air, or 
marine) must be chosen by the purchaser 
who must also allocate 10 Sub-Skill Poinls to 
specific vehicle types. Price: 30 Trans. Hard­
ware: 0. Software: I. 
Electro Tech. Functions in all respects as a 
character wilh an electro lcch Skill Level of 5 
with repair capabilities o f a Civ Level 8 elcc­
trokit. Price: 25 Trans. Hardware: I. Soft­
ware: I. 

Force Field. Robol has a force field. Unless 
robol also has a self-activation system, i1 
must be commanded to 1urn on 1hc field. 
Any one character standing immediately next 
10 !he robol is also included in 1he field; bo1h 
robot and character arc subject to normal 
force field restrictions. Price: 65 Trans. 
Hardware: 2. Software: 0. 
Geo. Includes all a11ribu1cs of the miner 
system and has a Civ Level 8 
geoscanner. Price: 30 Trans. Hardware: 2. 
Software: I. 
Grenade Launch. Functions in all respects 
as a character with grenades Skill Level of 5. 
Requires weapon target system to fire. In­
cludes two dozen grenades of any kind; 
refills mus! be provided by owner. Price: 15 
Trans. Hardware: I. Software: 0. 

Gunnery. Functions in all respects as a 
cha racier wil h a gunnery Skill Level of 6. 
Price: 50 Trans. Hardware: 0. Software: 
2. 



Heightened Vision. Robot can see twice as 
far as a human and may see in the dark (at 
normal range) as if it were light. Price: 15 
Trans . Hardware: 0. Software: 1. 

Holographer. Equips robot with 
holographer. If robot also has self-activation 
system, this does not take up any Software 
Space. Price: 15 Trans. Hardware: I. Soft­
ware: I. 
Information. Enables robot to remember all 
data which it is exposed to. The robot will 
not analyze or draw any conclusions from 
this data; will discuss anything it knows im­
partially and uncreatively. The robot's 
memory is an open book; it will build a 
library of knowledge once activated. Price: 
30 Trans. Hardware: 0. Software: 1. 
Language. Allows the robot to com­
municate in additional languages besides 
Universal. In Civ Level 7 robots, one addi­
tional language; in Civ Level 8 robots, four 
additional languages. If all languages are not 
chosen and the robot is exposed to a new one, 
it will rapidly learn it and store it in its 
memory. Price: 30 Trans. Hardware: 0. 
Software: I. 
Learning. Enables robot to gain Experience 
Points for using any of its systems which in­
volve a Skill Level. A robot may never exceed 
the maximum Skill Level obtainable by a 
character. This system includes all features of 
the information system. Note: Robots with 
this system may suffer mental malfunction 
due to a unique accident. This system may be 
mounted only on Civ Level 8 robots. Price: 
75 Trans. Hardware: 0. Software: 2. 

Medical. Aids a character with diagnosis or 

V. Equipment 
In order to adventure on the vast and 

varied worlds of known space, the characters 
must take advantage of the technology of the 
federation . Equipment is a loose term en­
compassing all weapons, protective attire, 
vehicles, and scientific, technical, and per­
sonal equipment the characters may pur­
chase or receive. Most items of equipment 
and their pertinent specifications are 
presented on the equipment charts. Addi­
tional information about particular items 
and other items not mentioned on the charts 
are included in the appropriate Sections. 

The hostile environments in which 
characters will often operate demand the use 
of costly equipment. If characters do not 
receive what they need from their profes­
sional benefits and do not have the funds to 
purchase such things as an expedition suit or 
simple vehicle, the GM should see that they 
are prQvided with those items necessary for 
survival at the least (even if on loan from an 
employer). 

[18.0) Economic Guidelines 
The basic costs of every piece of equip­

ment are listed on the equipment charts. 
These prices may vary, depending on many 
factors . 

If the price of an item is 1 Tran or less, 
the basic price is used when purchasing the 
item on a world that has the same (or a 
higher) Civ Level as the item. If the item's 
Civ Level is one higher than the world of pur-
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treatment skills. Adds 3 to his Skill Level and 
includes attributes of a Civ Level 8 medi­
scanner with a full complement of drugs and 
medicines. Price: 50 Trans. Hardware: 1. 
Software: 2. 

Miner. Aids character with miner skill. Adds 
2 to his Skill Level. Includes mining laser 
(equivalent to Civ Level 6 laser pistol), 
scooper/digger, rock blaster, and ore refiner. 
This system is required to refine ore. Price: 
25 Trans. Hardware: 2. Software: 0. 

Missile Guidance. Functions in all respects 
as a character with a missile guidance Skill 
Level of 6. Price: 50 Trans. Hardware: 0. 
Software: 2. 
Pilot. Functions in all respect s as a .character 
with a pilot Skill Level of 6. Price: 55 Trans. 
Hardware: 0. S_oftware: 2. 

Recorder. Equips robot with a VTR unit. 
Enables it to make an audio/visual recording 
of whatever it sees. Price: 10 Trans . Hard­
ware: l . Software: 0. 

Self-Activation. Enables robot to take ac­
tions without commands. The robot will use 
any of its abilities and equipment as the 
owner wishes without specifically comman­
ding it to. Note: Robots with this system 
may suffer mental malfunction due to a rare 
or unique accident. This system may be 
mounted only on Civ Level 8 robots. Price: 
75 Trans. Hardware: 0. Software: 2. 

Spaceship Tech. Functions in all respects as 
a character with a spaceship tech Skill Level 
of 7 with repair capabilities of a Civ Level 8 
spaceship kit. Price: 110 Trans. Hardware: 
3. Software: I. 

chase, the price is doubled and the item will 
be available only in urban areas (concentrat­
ed population of 200,000 or more). If the 
item's Civ Level is two higher than that of the 
world of purchase, the price is multiplied by 
10 and the item will be available only in ur­
ban areas, if it is available at all. In such a 
case, the GM rolls one die; if the result is 4 or 
less, the item is available in that area. A 
separate check may be made for each distinct 
urban area on the world. 

If an item costs more than 1 Tran, the 
Actual Price Table (see page 51) is used to 
determine the price of the item on a given 
world. The table lists modifiers that are ap­
plied to the percentile dice roll. These include 
a modifier based on whether the item is ex­
ported, manufactured, or not manufactured 
on the world (see World Resources Table and 
Resource Development, 25 .8). Each product 
falls into one of these three categories on 
each world. Example: The price of a Trans­
lator (Resource Development CC) has a -30 
modifier if silicon is abundant and iron is 
limited on the world, no modifier if silicon is 
limited on the world, and a +30 modifier if 
there is no silicon on the world. Other modi­
fiers take the Civ Level of the world into ac­
count. A character may use his trading skill 
to modify the Actual Price Table dice results 
(see 14.0). The general availability of an item 
costing more than 1 Tran that is of a higher 
Civ Level than the world of purchase is sub­
ject to the same restrictions as items costing 
less than a Tran . 

Suit Tech. Functions in all respects as a 
character with a suit tech Skill Level of 7 with 
repair capabilities of a Civ Level 7 armor kit. 
Price: 30 Trans. Hardware: I . Software: I. 
Valet/Secretary. Enables robot to perform 
all function s of a gentleman's gentleman, 
combined with a live-in maid . Price: 30 
Trans. Hardware: 0. Software: 1. 
Vehicle Tech. Functions in all respects as a 
character with a vehicle tech Skill Level of 5 
with the repair capabilities of a Civ Level 8 
vehicle kit. Price: 35 Trans . Hardware: 2. 
Software: I. 

Weapon. Functions in all respects as a 
character with a weapon Skill Level two less 
than the maximum allowed for the weapon 
with which the robot is equipped. Weapon 
choices include paint gun, laser pistol, rifle, 
submachine gun, machine gun (owner must 
choose which). Requires weapon target 
system to fire. A Civ Level 7 robot takes as 
much time to reload as a human; a Civ Level 
8 robot can reload in the sa me Action Round 
it fires. The system includes the chosen 
weapon; a robot may be equipped with more 
than one weapon system. Price: 
( 10 + weapon cost) Trans. Hardware: I. 
Software: 0. 
Weapon Target. Required to fire weapon. 
May target any number of weapons, one at a 
time. Price: 20 Trans . Hardware: 0. Soft­
ware: I. 
Weapon Tech. Functions in all respects as a 
character with a weapon tech Skill Level of 6 
with the repair capabilities of a Civ Level 8 
weapon kit. Price: 20 Trans. Hardware: 1. 
Software: I. 

An item with a Civ Level of more than 
two above the Civ Level of a given world is il­
legal on that world. If the item can be found 
at all (at the GM's discretion), its cost is 
multiplied by 10 times the Law Level of that 
world. A weapon that is classified as military 
is illegal (see 19.0). A weapon that is classi­
fied as restricted is illegal unless the purchaser 
has received a permit from the authorities (if 
he was going to an area populated with 
dangerous· creatures, for example). The GM 
may make an illegal weapon available to the 
characters, but if he does so, he should multi­
ply its price by the Law Level of the world 
(and should also apply modifiers based on 
the Civ Level and the other variables discuss­
ed above). 

Even though robots and spaceships are 
not included in this Chapter, their price is af­
fected by all these variables. The GM should 
always use the Actual Price Table and these 
modifiers for a character that is buying or 
selling large amounts of goods or resources 
(such as a merchant or interstellar trader). A 
character may use his economics skill to 
determine the price of items or resources that 
he wishes to buy or sell on other worlds at a 
future time (see 14.0). The base price for all 
types of resources in bulk are listed on the 
World Resource Table. 

The basic costs of living are not discuss­
ed in detail. As a guideline, a week's room 
and board of mediocre quality in a spaceport 
or city costs 300 Mils (50 Mils per day). A 
day's travel rations (tang and spacefood 



sticks) costs 5 Mils. A seven-course meal in a 
first class restaurant costs at least 100 Mils. 

[19.0] Weapons 
Personal weapons range from a simple 

dagger to the arc gun, a duo-laser beam 
military assault weapon. The federation pro­
hibits the ownership of military weapons by 
the general public. Other weapons are avail­
able with permit, for scientific use and per­
sonal protection (if cause can be shown to 
authorities). Archaic personal weapons may 
be owned by anyone. The following list of 
weapons is divided into three categories 
(open, restricted, and military). All informa­
tion necessary for use of each weapon is pro­
vided on the Weapon Chart (see page 54). 
Some of this information includes : 
• Rate of Fire. The maximum number of 
fires that may be conducted per Action 
Round (see 29.5). Also represents the 
number of fires in a single clip (one load) for 
the weapon . 

• Hit Strength. The force with which a 
single fire from the weapon strikes a target. 

• Base Hit Chance. The percentage chance 
of a single fire from the weapon hitting a 
target. This chance varies depending on how 
many hexes away the target is (range in 
hexes). A hex equals 5 meters. The Terrain 
Value of the area is multiplied by the Terrain 
Multiplier (which varies with the range); this 
product also affects the Base Hit Chance. See 
also29.6. 

No cost or availability is given for am­
munition used in these weapons. Aside from 
the time required to reload during Action 
Rounds (see 29.5), it is assumed that a 
character with a weapon has plenty of am­
munition. If the GM wishes to keep track of 
ammunition, he should have the players note 
the expenditure of one clip each time they 
fire a number of shots equal to the weapon's 
Fire Rate (cumulative from Action Round to 
Action Round). The GM is responsible for 
determining the price, weight, and availabili­
ty of each type of clip if he is keeping track of 
ammunition. 

OPEN 
Musket, short bow, long bow, crossbow, 
dagger, and sword. 

RESTRICTED 
Paint Gun (Civ Level 6). A rifle-shaped laser 
weapon using a low intensity laser as an aim­
ing device. Once the target is spotted, the in­
tensity is increased. This version is very bulky 
due to the need for a power pack. 
Laser Pistol (Civ Level 6). A single shot laser 
weapon . Requires reloading after each shot. 

Stun Pistol (Civ Level 7&8). A pistol shaped 
weapon emitting a subsonic pulse temporari­
ly deadening the target's nervous system, 
stunning it (see 30.4). Does not work in a 
vacuum. 

Needle Rifle (Civ Level 5 & 7). A longarm 
which fires needles; the needles do no 
damage, but any substance they contain may 
(see 30.7). 

Also, rifles, smoke grenades, illumination 
grenades, and gas grenades. 

MILITARY 
Paint Gun (Civ Level 8). Same as Civ Level 6 
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version except with improved rate of fire and 
much less bulky power source. 

Arc Gun (Civ Level 8). A rifle shaped twin 
beam weapon using a sighting mechanism 
similar to a single lens reflex camera. The 
energy beams are harmless except at the 
point of intersection, which is adjusted by a 
slider on the barrel. The beams are not ac­
tivated until the trigger is depressed . Ideal 
weapon for fighting inside spaceships due to 
its exact targeting. Requires a great deal of 
skill to use. 
Plastic Pistol (Civ Level 6). Made of a high­
density synthetic resin, this weapon is con­
structed entirely of non-metal parts and will 
not register on a metal detector if unloaded. 

Needle Pistol (Civ Level 8). Similar to the 
needle rifle, but in a pistol configuration. 

Laser Pistol (Civ Level 8). These power 
packs will allow three fires . 

Fragmentation Grenade (Civ Level 4). The 
hit strength is applied to the target hex and 
every surrounding hex . 

Also, pistols, machine guns, submachine 
guns, and carbines. 

[20.0] Protective Equipment 
The Protective Attire Chart (see page 

54) summarizes the attributes of suits, body 
armor, and other devices the characters may 
wear to protect themselves when in a hostile 
environment and/ or when involved in com­
bat. Some of the attributes listed on this 
chart are: 

• Price. Certain prices include a wanmg 
period between the time the item is purchased 
and the time it is ready for use. The item is 
being contoured to fit the wearer's body dur­
ing this time. 

• Air Supply. After the listed time, the ox­
ygen supply must be replenished . This may 
be done from any vehicle or structure with its 
own oxygen supply. Oxygen produced by a 
chem synthesizer may replenish the supply at 
a rate of 1 hour's oxygen for every 10 minutes 
of use. 

• Encumbrance. A quantification of how 
much the item impedes the wearer's move­
ment; the higher the rating, the slower the 
wearer may move. An Encumbrance Rating 
may be overcome by the wearer's EVA or 
Body Armor Skill Level. Certain types of 
body armor are augmented; the outfit is 
powered and may increase the strength and 
mobility of a wearer with body armor skill. 
The effects of encumbrance and augmenta­
tion are detailed in 26.4, 26.5, and 29.2. 

• Projectile and Beam Armor Defense 
Ratings. Used in combat to defend against 
enemy fire, as explained in 30.6. The Projec­
tile Defense Rating may also protect the 
wearer from blows and accidental impact. 
• Hit Strength. Used to attack or defend in 
close combat (see 29.9). 

The following material features addi­
tional information about the items on the 
chart and other items not listed . 

Armor Vest. Protects the chest, trunk, and 
groin like body armor. When wearer is hit, 
check Hit Table die roll. If the unmodified 
roll is 4. 5, 6, or 7, the Armor Defense 
Ratings of the vest are used. 

Battle Sleeve. Protects and increases the 
strength of the wearer's hand, arm, and 
shoulder. Its Hit Strength is used in close 
combat like body armor. When wearer is hit 
by fire, check the Hit Table die roll. If the un­
modified roll is 1 or 2, the Armor Defense 
Ratings of the sleeve are used . 

Body Armor. Suit constructed of high­
impact metals and ceramics. Includes all at­
tributes of an expedition suit (see following). 
May withstand most corrosive atmospheres. 
Various production methods make some 
body armor more effective against projec­
tiles (impact armor) and others more effec­
tive against beams (reflective armor). Much 
practice is required to use augmented armor, 
which electronically accentuates all move­
ment by the wearer. 

Expedition Suit. Provides complete protec­
tion from a vacuum, water, or contaminated 
or poison atmosphere. Contains two-way 
headset radio in helmet. Audio system allows 
wearer to hear and speak normally. 

Filter Mask. Filter covering the mouth and 
nose, providing complete protection from 
contaminated atmospheres . Must be replac­
ed after 10 days' use. Civ Level : 5. Weight: 
Negligible. Price: 40 Mils. 
Force Field. Wire rig worn about the 
shoulders. When activated, an energy field 
surrounds the wearer providing exl!ellent 
protection from projectiles and any other 
solid objects. Does not stop light. Wearer 
may not attack or be attacked in close com­
bat. Energy pack allows one hour of con­
tinuous protection . Pack costs 1 Tran to 
replace. 

Respirator. Filter mask connected to oxygen 
tank (worn on the back). Allows character to 
function underwater, in a contaminated at­
mosphere, and in some poisonous at­
mospheres. Civ Level: 6. Weight: 3 kg. 
Price: 1 Tran. Air Supply: 12 hours. 

Respirator Helmet. Covers the head, 
shoulders, and upper chest. Includes all at­
tributes of a respirator (see preceding). Con­
tains two-way headset radio. Audio system 
allows wearer to hear and speak. When 
wearer is hit by fire, check Hit Table die roll. 
If the unmodified roll is an 8, 9, or 10, the 
helmet's Armor Defense Ratings are used. 

[21.0] Vehicles 
In addition to travelling between worlds 

and stars, characters will need to traverse the 
surface of worlds. On land, above or beneath 
the surface, vehicles are needed for transpor­
tation. The vehicles listed on the charts and 
those detailed in this Section do not represent 
all the vehicles of the universe. They are in­
tended as a guide from which the GM should 
borrow to invent others. 

The vehicle charts detail important data 
for each individual vehicle type, including 
the following information: 

• Range in 100 km. Maximum range vehicle 
can travel befor-e refueling. Refueling costs: 
(Range in 100 km) x Mils. 

• Performance Modifier. A quantification 
of the vehicle's responsiveness and structural 
integrity. Applied to the chance to avoid an 
accident, in accordance with 11 .2. 



• Repair Time in Days (or Hours). Base 
time required to repair the vehicle (see 13 . 1 ). 

Every vehicle Civ Level 6 or higher 
which carries more than one person comes 
equipped with a planetary short wave radio. 
All vehicles with an air lock come with an ox­
ygen ~upply equal to twice the vehicle's Civ 
Level in days. An airlock holds one or two 
people a t a time (GM's discretion). Civ Level 
8 vehicles may, at the GM's discretion, come 
equipped with an oxygen synthesizer which 
will recycle breathable air for a period o f 
three months, at which time the system must 
be cleaned and recharged at a cost o f 1 Tran . 
(21.1) Land vehicles are used to 
traverse the solid surface of a world. 

The Land Vehicle Chart (see page 55) 
lists various land vehicle types. Listed for 
each is a Terrain Value Limit and a Terrain 
Value Modifier. The Terrain Value Limit in­
dicates the maximum Terrain Value the vehi­
cle may traverse (see Terrain Effects Chart). 
The Terrain Value Modifier affects the actual 
speed with which a vehicle may travel 
through an allowable terrain. To calculate 
this speed, add the Terrain Value Modifier to 
the Terrain Value of the environ . If the sum is 
less than 1, treat it as 1. Divide the listed 
speed in km/ hour or hexes per Action Round 
by this sum (round down). This is the max­
imum number of km or hexes the vehicle may 
move in that terrain. Treat a road as having a 
Terrain Value of 1; a trail as having a Terrain 
Value of 2 (when in a higher Terrain Value). 
The car, horse cart, and tractor all are similar 
to vehicles the players and GM are familiar 
with . The others are detailed below: 

Scout Car. A small non-enclosed vehicle us­
ing caterpillar treads for movement ; 
petroleum powered. No air lock. 

Crawler. An enclosed ATV using either 
balloon tires or telescoping legs for move­
ment; nuclear powered. Has an air lock. 
Three Action Rounds (45 seconds) are re­
quired to change from wheels to legs. 

Rover. A non-enclosed ATV with balloon 
tires and dynamic suspension for ease of 
movement; nuclear powered. No air lock. 

Mobile Lab. A three-sectioned ATV with 
normal tires for movement . Each section is 
independent of the others and connected 
(like train cars) by accordion bags. The first 
section is for the driver and crew; the second 
is the lab; the third is for holding creatures 
and can adapt its atmosphere to match those 
suitable to its occupants. The whole lab is 
enclosed and air tight ; nuclear powered . An 
air lock connects sections 2 and 3; another 
connects section I with the outside. 
Amphibian. Truly an all-terrain vehicle, this 
ATV can travel on land, on the surface of 
water, or submerged. Uses semi-balloon tires 
for land movement and is propeller-driven in 
water. Enclosed and air-tight; has an air lock . 
Applicable driver's skill depends on mode of 
operation. Maximum depth in water of 75 
meters . 
Van Rig. A large truck with sleeping 
quarters for the driving team; designed for 
continuous travel. Enclosed and air tight; 
nuclear powered. Has an air lock. 

AutoSled. Uses skis and treads to propel it 
through snow and over ice; petroleum 
powered and not enclosed. 
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Half-Track. Uses treads in rear and wheels in 
front; not enclosed. Petroleum powered. 

Loricate. An armored personnel carrier us­
ing treads for movement. Enclosed , air tight , 
and nuclear powered. Has an air lock . 

Armored ATV. An armored ATV using 
treads for movement; armed witn a machine 
gun. Enclosed, air tight, and petroleum 
powered. Has an air lock . 

Tank. Similar to tanks the players know ex­
cept uses sophisticated laser aiming to 
achieve accurate fire of either anti-personnel 
or armor-piercing shells. Petroleum 
powered, not air tight. 
Self-Propelled Artillery. An artjllery gun 
on treads; not enclosed; petroleum powered. 

(21.2] Marine vehicles are used to travel 
either on or under the surface of water. 

A sailing ship and all other types of wind 
or man powered water craft are familiar to 
the players and the GM , and are among those 
summarized on the Marine Vehicle Chart 
(see page 54). Others include: 
Mini Submarine. A propeller driven 
submersible with a maximum depth of 100 
meters. Petroleum powered; has an air lock . 

Flexicraft. Traverses the surface with an eel­
like motion; uses no propellers . Enclosed 
with an air lock; nuclear powered. 

Reef Walker. Much as its name implies, this 
submersible has a set of telescoping legs for 
travel along the bottom of the ocean. 
Nuclear powered, it has a maximum depth of 
two kilometers . 

Water Scooter. A propeller driven one­
seater; not enclosed. Runs on electric bat­
teries similar to a robot's. 
Amphibian. See land vehicles (21.1) for 
details on this vehicle. 

(21 .3] Air vehicles are used to fly above 
the surface of a world. 

All propeller driven and jet planes are 
familiar to the players and the GM, and are 
among those summarized on the Air Vehicle 
Chart (see page 55). Others include: 

Dragonfly. A small man-powered craft with 
wings which are driven by the arms and legs; 
very light and fragile. Weighs 20 kg. 

Ornithopter. A large flying vessel using the 
actual beating of its wings for lift. Enclosed, 
air tight, and with an air lock, the example 
given is the largest and most powerful of its 
type. Nuclear powered. 

Air Car. The common man 's transportation ; 
powered by an electrical turbine which uses 
the atmosphere as a propellant. Powered by 
batteries similar to a robot's . 
Levitator. An anti-gravity craft using 
magnetic monopoles to repel the gravity 
field; maximum altitude is one kilometer. 
Enclosed with an air lock. 

Floater. Similar to a levitator with a max­
imum altitude of 500 meters . 
Skimmer. Similar to levitator and floater ex­
cept it has no air lock and cannot rise above 5 
meters in altitude. 

Shuttle. Similar to the shuttle of the I 980's 
except it needs no rocket boosters (lifts off 
like an airplane) and is nuclear powered. 

Jetpack. Rocket powered backpack (solid 
fuel propellant) allowing wearer to fly in any 
atmosphere (or vacuum). Wearer uses jet­
pack skill (not air vehicle skill). Civ Level : 7. 
Cost : 75 Trans. Range: 200 km. Speed 
(km/ hr) : 200. Repair Time: 12 hours. 
Weight: 40 kg. 

[22.0] Personal Equipment 
Representative personal scientific 

equipment, tech kits, communications gear, 
and miscellaneous equipment is summarized 
on the Personal Equipment Chart (see 
page 56). 

(22.1] Scientific equipment enables a 
character to undertake specific 
scientific tasks. 

Three kinds of equipment are available: 
labs, which require a piece of the item to be 
analyzed; scanners, which allow remote 
analysis up to a certain range; and syn­
thesizers, which require imput of raw 
material to produce usable substances . 

Geo Lab. Allows geology analysis tasks only 
(see 12.0). 

Geo Scanner. Allows any geology task; has 
a range of 50 times its Civ Level in 
kilometers. Will give direction of item being 
scanned if task is successful; gives distance 
only if item is within 50 km. 
Medi Scanner. Allows diagnosis and treat­
ment tasks. Must touch the being to be ac­
tivated. 
Bio Scanner. See biology skill, 12.0. Must 
be within 5 meters of the entity being scanned 
in order to operate. 
Neuro Scanner. Can detect the electromag­
netic waves emitted by any living thing within 
300 meters . Will reveal the number and type 
of every living thing within range and also 
their general direction. If the population is 
very dense, this scanner is virtually useless. 
No skill required for use. See 28 .2. 
Chem Lab. Allows chemistry analyze sam­
ple tasks (see 12.0). 

Chem Synthesizer. Allows chemistry syn­
thesis tasks. Amount synthesized will be 
small (one kilo for simple compounds, one 
gram for complex compounds). Synthesis of 
a gas (oxygen, for example) will yield abun­
dant amounts. 

Energy Scanner. Used for all physics tasks 
except energy tapping. Range is 100 meters. 

(22.2) Tech kits enable a character to 
attempt to repair various types of 
damage to specific equipment. 

The kits include replacement parts, 
troubleshooting equipment, tools, and other 
items of repair. Unless otherwise stated, a kit 
may be used to repair any type of damage to 
the appropriate item (even if the item is par­
tially destroyed). 
Basic Repair Kit. Allows repair of super­
ficial damage to any item smaller than a large 
vehicle, and of light damage to any item 
weighing less than 15 kg. 
Suit Kit. Allows repair of environment suits 
and respirators. Also allows repair of punc­
tures to body armor. 
Armor Kit. Allows repair of environment 
suits, body armor, and all other items listed 



on the Protective Attire Chart, except the 
force field . May repair projectile and beam 
armor on body armor, vehicles, and armored 
structures. The Civ Level 7 kit does not allow 
repair of a partially destroyed item. 

Weapon Kit. Allows repair of all weapons 
except those mounted on a spaceship. The 
Civ Level 6 kit does not allow repair of a par­
tially destroyed item. 

Electro Kit. Allows repair of all types of 
small electronic equipment (scanners, labs, 
etc.). Partially destroyed equipment weigh­
ing more than 15 kg may be repaired only 
with the Civ Level 8 version of the kit. 

Robot Kit. Allows repair of all types of 
damage to all robots. 

Vehicle Kit. Allows repair to all types of 
vehicles . Does not repair any damage done to 
the armor of these vehicles. The Civ Level 6 
version of this kit will not repair a partially 
destroyed vehicle. 

Spaceship Kit. Allows repair to all facets of 
spaceships , one compartment at a time. No 
spaceship kit will repair anything that is par­
tially destroyed . 

(22.3) Communications gear allows 
characters to converse over distances 
or translate speech. 

Any communications device relying on 
the transmissions of radio waves will be sub­
ject to the normal vagaries of that medium. 
The GM should feel free to allow occurrences 
such as solar flares, magnetic deviations, and 
signal jamming to interfere with the 
characters' transmission. Amongst other 
communication devices, there are: 
Headset Radio. Installed inside a respirator 
helmet, this has a range of 10 kn1. 

Planetary Shortwave. Allows communica­
tion anywhere on any world and also into or­
bit, if the two radios are on the same side of 
the world. 

Interplanetary Radio Dish. Allows com­
munication anywhere within a star system. 

Interstellar Commlink. Psionic device 
available to the public allowing instantane­
ous communication between star systems 
that contain a psionic institute (see 10.5). 
Puts character in contact with psion who will 

VI. World 
Generation 

Once the GM has introduced the players 
to the game with the enclosed adventure, he 
must create other star systems. The world 
generation system is designed to provide the 
GM with only as much information about a 
world as he wants, and the process is accord­
ingly punctuated with convenient stopping 
places. 

If, while creating a world, the GM 
decides to finish the details himself without 
rolling dice, he is encouraged to do so. This 
chapter is intended as a guide for the creation 
of a world; the GM need not let the dice 
determine his universe. Logic and creativity, 
in proportions, should be injected into this 
system. 

Generating each star system may yield 
planets, with each planet's size, type, and 
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transmit short message anywhere in settled 
space. In addition to purchase cost, there is a 
charge for each use of50 Mils plus 5 Mils per 
light year message is sent. Exception: No 
charge for thinker or psionic navigator. 
Translator. Aids in communication with be­
ings who speak a foreign language. The Civ 
Level 7 version simply translates what the 
other being is saying; the Civ Level 8 version 
may allow the character to speak in that 
language also. In this version, it will yield a 
phonetic version of the phrases to be uttered. 
(22.4] Miscellaneous equipment 
includes recording equipment, cages. 
vision equipment, and any other 
devices the characters may use. 
Superoid Camera. Produces a holographic 
still image; all developing is done within the 
camera. Price of the film (20 images) is 20 
Mils. 
Holographer. Produces a holographic still 
or moving picture; developing is done in the 
camera. Price of the film (one hour of im­
ages) is 50 Mils. 
Force Cage. A cage used to hold creatures 
utilizing a force field instead of bars. One 
force cage may hold a large creature. Force 
cages may be joined together to hold larger 
entities. 
Night Glasses. Allow vision in the Jark 
through infrared emissions. The item 
resembles binoculars . 

Rocket Flare. A flare which, when shot 
from any pistol, rises to a height of 1 km and 
explodes, sustaining the light for ½ hour, 
floating on a small set of rockets. 

Super Cage. A non-metallic, entirely sealed 
container. Buffered walls protect fragile life­
forms . 
Rock Blaster. Shock absorbing jackham­
mer/ compressor. May hold ore it extracts. 
Increases mining and asteroid mining Skill 
Levels by 1. Price: 15 Trans. Weight : 25 kg. 
Civ Level: 6. 

Anaerobic Torch. Hand-held, electrical/ 
chemical light source. Provides daylight in 20 
meter radius for 100 hours . Works in any at­
mosphere or a vacuum. 

Computer Time. Available to characters in 
any urban environment of Civ Level 5 or 

position determined . Moons may be similar­
ly generated. At this point, the GM will have 
a graphic layout of the whole system and 
enough information to give the players if 
they are examining the system from above or 
below the ecliptic . It is up to the GM to name 
the stars and worlds. The names of the stars 
listed on the Stellar Display are sometimes 
very dry and technical; the GM should feel 
free to invent interesting names. 

Generating the geographic features of 
each world yields the atmosphere, mean 
temperature, hydrographic percentage, 
distribution of land and water, and the 
specific gravity of each environ. At this 
point, the GM will have an actual map of 
each world to show the players if they are in 
orbit around the world. 

Generating the population and 
technology of each world yields the total 
population, type of settlement, Law Level , 

above . Library data time will be found at a 
Data Center, and most unclassified informa­
tion concerning the world, star system, and 
federation will be easily found. It is very rare 
that information of a classified nature will be 
obtainable (even through use of program­
ming skill) at a terminal of this type. One 
hour of time costs 10 times the Civ Level of 
the world in Mils. The sophistication of the 
information obtained increases with the Civ 
Level of the computer used. 

Programming time is obtained dif­
ferently. This includes all official commercial 
use of computers by the characters . All small 
business and record keeping procedures the 
characters may wish to carry out can be ac­
complished on a small portable business 
computer. Often, however, the GM will 
decide the task which the characters need to 
accomplish will require a larger machine. 
One hour of time is available through large 
corporations · at a cost of 20 times the Civ 
Level of the world in Mils. 

Audio Sealed Case. An attache case with 
the voice print of the owner encoded within 
the locking mechanism. Also has projectile 
Armor Rating of 2. Price: 15 Trans. Weight: 
10 kg. Civ Level: 7. 
False Identity. A full set of false ID papers, 
photos, fingerprints, retinal patterns, etc. 
Price: 10 Transx Law Level of world. 
Weight : Negligible. Civ Level: 6. 

Business Computer. A small portable com­
puter capable of performing many menial 
calculations and record keeping. Comes in 
many different sizes and 1/0 configurations. 
Price: 5Trans. Weight: Varies; approximate­
ly 10 kg. Civ Level : 6. 

Plastic Explosives. Produces explosions of 
varying intensities; the GM must adjudicate 
their effects. Price: 1 Tran. Weight: 1 kg. Civ 
Level: 5. 

This list by no means exhausts all the 
equipment the characters will wish to pur­
chase. The GM must create these items 
within the framework of the guidelines 
shown in this Section; he should feel free to 
be as creative as he desires. This particular 
area will personalize a GM's campaign more 
than any other. 

Spaceport Class, Civ Level, distribution and 
development of resources, and the distribu­
tion of the population. At this point the GM 
will have enough information to referee any 
adventure involving the world. 

GLOSSARY 
The following terms are used through­

out this chapter: 

Binary or Trinary Star. Two or three stars 
revolving around a common center of gravi­
ty; may limit the number of possible planets . 

Biosphere. The most habitable zone (for 
humans) of a star system; affects the type of 
planet or moon within it. 

Civilization (Civl Level. A number from 1 
to 8 measuring a world's economic contri­
bution to the the federation . 
Environ. One of a variable number of areas 
on a world's surface. Each environ is a 



square 4,000 km to a side. An environ may be 
drawn at a scale of 100 km per hex on an En­
viron Hex Map. 

Hostile Zone. The most inhospitable zone 
(for humans) of a star system; affects the 
type of planet or moon within it. 

Law Level. A number from 1 to 5 measuring 
the quality and degree of law enforcement on 
a world. 

Moon. A body which orbits a planet; also 
referred to as a world . 

Neutral Zone. The area of a star system not 
in the biosphere or hostile zone; affects the 
type of planets or moons within it. 

Planet. A body orbiting a star; also referred 
to as a world. 

Resource. A natural feature of value found 
ona world. 

Settlement Status. A term summarizing 
the type and extent of human settlement on a 
world. 

Site. A small location within an environ of 
special interest; natural sites are not usually 
noticeable without extensive exploration. 

Spaceport Class. A number from O to 5 
measuring the quality of facilities available at 
a spaceport. 

Spectral Class. A standard astronomical 
term quantifying a star's luminosity. Used in 
Universe to determine a star's likelihood of 
having planets. 

Star System. A star with its orbital bodies, 
including planets, moons, asteroids, and 
comets. Graphically represented in Universe 
on a Star System Log. 

World. Any planet, moon, asteroid belt, or 
other heavenly body on which an adventure 
may take place; graphically represented on a 
World Log. 

[23.0] Star Systems 
The GM is responsible for choosing a 

star to generate. The Interstellar Display 
shows every known star within 30 Light 
Years of Sol, each star's Spectral Class, and 
whether it is able to support planets. Some 
stars form binary or trinary systems; their 
peculiarities are detailed in 23.2. The Star 
System Log is used to record the information 
concerning the star and its planets. To 
generate a complete star system, the GM con­
ducts the following steps: 

1. Choose a star from the Interstellar 
Display. Note the star's coordinates, its 
distance from Sol, and its Spectral Class on 
the Star System Log. 

2. Determine the number and positions of 
the planets in the system, and record them on 
the Log. 

3. Determine the size and type of each planet 
in the system. 

4. Determine the number of moons for each 
planet and record the results on the Log. The 
size and type of each moon are determined, 
and that information is also recorded. 

5. Note the gravity of each world. 

(23.1) The GM chooses a star from the 
Interstellar Display. 

Each star listing includes its cartesian 
coordinates (X, Y, Z), its name, Spectral 
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Class, and whether or not it can sustain 
planets. When choosing a star system to 
generate, the GM should keep in mind that 
the farther a star is from Sol, the less its 
chance of having a highly developed civiliza­
tion and quality interstellar trade routes. 
Also, the farther away from Sol the greater 
the chance of undiscovered resources and life 
forms. The Spectral Class of the star affects 
the number of planets and the habitability of 
each planet. The GM would do well to spend 
time examining all the charts and tables 
detailed in this Chapter before picking a star. 

(23.2) The binary and trinary star 
systems contain abnormalities. 

These systems have exceptions to the 
normal distribution of planets . The 
anomalies are due to a number of factors in­
cluding the stars' Spectral Classes and the 
distance between the stars. The types of 
restrictions limit the planet positions that can 
be rolled (for instance, 1-7 indicates that on­
ly the first seven positions can be rolled for). 
Star systems restricted in this manner are 
listed in the Binary/Trinary Star System 
Summary (see page 58). 

(23.3) The GM should familiarize 
himself with the use of the Star 
System Log. 

Space is given on this log to record the 
star's Spectral Class, name, and distance 
from Sol. Also listed are the biospheres, 
neutral zones, and hostile zones for all five 
Spectral Classes . Each planetary position (12 
in all) gives the Planet Size Modifier and the 
distance from the star in Astronomical Units 
(AU's). 

The GM records the information con­
cerning the star on the log. As each planet is 
generated, he notes the name, size, type, and 
number of moons for the planet. Below these 
listings is additional space to note detailed in­
formation about the worlds (both planets 
and moons). 

The log is also used to record general in­
formation concerning the system itself, such 
as interworld and interstellar trade routes, 
governmental types , amount of federal in­
tervention. This information is derived from 
25,0, 32.0, and 33.0. 

(23.4) The GM determines the number 
of planets in the system. 

Refer to the Planet Creation Table (see 
page 57) and roll two dice for each possible 
planet position shown on the Star System 
Log. If the result matches the range listed, a 
planet exists at the position. If a planet does 
not exist, put an X through the circle at the 
position. The circles of all the existing 
planets are left blank for the time being. A 
total of 12 dice rolls are made (unless using a 
restricted binary or trinary system). 

If a position has no planet, this does not 
mean there is no world of any kind there; but 
that there is no world of any interest there. 
The GM is free to place dead worlds 
(gas giant s, volcanic worlds, etc.) wherever 
he wishes in order 10 fill out a star system. 

(23.5) The GM determines the size and 
type of each planet. 

For each existing planet, refer to the 
Planet Size and Type Table (see page 57). 
Roll one die twice to determine the plane1's 
size, habitability, and resource category. One 

or both die results may be modified, as listed 
on the table and on the Star System Log. For 
each Spectral Class listed in the upper left­
hand corner of the log, there is a line reading 
across the planet listings. This indicates 
which positions for that Spectral Class are 
within the biosphere, neutral zone, or hostile 
zone. The biosphere gives a -2 modifier, and 
the neutral zone a +2, both to the second 
die roll only. The hostile zone indicates the 
second die is not rolled; the roll is treated as a 
10 and that row is used to locate the result. 
Record all attributes derived from the table 
on the log. The GM should invent a name for 
each planet and record it on the log. 

The abbreviated attributes are defined 
as follows: 

E: Earth-like; similar to Earth in most 
natural features . 

T: Tolerable; can be inhabited with a certain 
amount of technological aid. 

H: Hostile; habitation is very difficult and 
very expensive. 

A: Asteroid belt; possibly a broken up planet 
such as exists in the Sol system. Treated as a 
size 4 planet for purposes of resource deter­
mination . 

r: Resource rich; abundant resources in easily 
accessible locations. 

p: Resource poor; resources are either scarce 
or very inaccessible. 

1 through 9: Planet size; affects gravity (see 
23. 7), number of environs, and determines 
which World Log is used. 

(23.6) The GM determines the number 
of moons for each planet. 

u~e the Moon Creation Table (see 
page 56 for each planet created; size 1 and 2 
planets cannot possess moons . Cross 
reference one die roll with the plane1 size to 
find the number of the planet's moons; 
record the number on the System Log. 

Determine each moon's size and type us­
ing the Moon Type Table and Moon Size 
Table. The concepts used in this procedure 
are similar to those in 23 .5. The GM should 
realize here the only distinction for game 
purposes between a planet and a moon is the 
body which they orbit. Also, it is possible to 
generate a size O moon, but a size O plane1 
cannot be generated. 

(23.7) The gravity of each world is 
determined by the size of the world. 

On each World Log, the gravity is listed 
for that size world. Gravity is expressed in 
G's, with Earth's gravity equalling I .OG. The 
gravity types range from none to 2.5; see 
World Gravity Table, page 57, for summary. 

On worlds with a "trace" gravity, ob­
jects will slowly settle to the surface. 
However, any object propelled with a veloci-
1y equal to or greater than that of a pitched 
baseball will escape the gravitational field. 

[24.0] Geographical Features 
The generation of geographical features 

for a world will yield not only factual infor­
mation but an actual pictorial representation 
of the world as it would be seen from orbit. 
This is accomplished by use of the World 
Log, which is a graphic layout of the world as 
viewed from the poles. The information 



generated in Section 23.0 and the features 
determined in this Section are recorded on 
this log. It is recommended that the GM use 
colored markers or pencils when drawing the 
world map. To generate the geographical 
features, the GM conducts the following 
steps and records the information generated 
on the World Log corresponding 10 the ap­
propriate world size: 

1. Determine the world's atmosphere . 

2. Determine the world's mean temperature. 

3. Determine the hydrograph percentage. 

4. Note the number and type of land/wa ter 
environs for the world and distribute them 
amongst the environs of the World Log. 

5. Draw in the land masses and water bodies 
on the world map, creating continents, 
oceans, rivers, islands, etc. 

6. Determine the environ type for each en.­
viron on the log. Record this information or 
draw out the environ type usi ng markers or 
pencils. 

7. Determine the day length (optional). 

(24.1] The GM should familiarize 
himself with the use of the World Log. 

There are, in this booklet , 10 World 
Logs, which represent variously sized worlds. 

Each World Log is a graphic representa­
tion of a world as it is viewed from the poles. 
The size O log has only one view due to its 
small size. These views are divided into en­
virons, which represent areas on the surface 
4,000 km across. Each environ is numbered, 
and each ring of environs represents a dif­
ferent temperature ring on the world. Each 
ring contains a temperature modifier which is 
applied to the mean temperature generated 
for the world to determine the mean 
temperature of that ring. 

Each log has space to list the world's 
name, type, atmosphere, temperature, 
hydrograph percentage, day length, popula­
tion, Civ Level, Law Level, Spaceport Class, 
and resources . The size and gravity of each 
world is already listed at the top. 

The map of the world is divided into en­
virons. The GM should examine the log 
carefully to note which environs are adjacent 
to one another. Special attention should be 
paid 10 how the rings which form the outer 
circumference of the north and south views 
connect with each other. 

The GM should create two logs, one 
containing all the fine detail for himself, and 
one which is mainly pictorial in nature for the 
players. Record all the raw data on a piece of 
scrap paper or an extra copy of the log and 
make the final copy only after all informa­
tion has been determined . For each environ, 
the land/water distribution, environ type, 
resources, and population must be recorded. 

[24.2] The GM determines the 
atmosphere for the world. 

Referring to the World Atmosphere 
Table (page 57), the GM rolls one die and 
adds the world size to the result (a world of 
size O or 1 automatically possesses no at­
mosphere). The modified die result is cross­
referenced with the world type and the at­
mosphere is recorded on the World Log. The 
atmosphere types and their effects follow: 

None. Full expedition suit required at all 

GAMESMASTER 'S GUIDE, PAGE 3/ 

times. All structures must be airtight with air­
lock door systems. 

Thin. Respirator required . Survival without 
respirator possible for up to 2 hours (or up to 
GM's discretion). Higher qualit y structures 
are airtight; most structures have air com­
pressors. 

Thin, Contaminated. Respirator required. 
Small possibility of disease. Higher quality 
structures are airtight. All structures must 
have air compressors and filter doors. 

Normal. No special equipment or st ructures 
are required. 

Normal, Contaminated. Filter mask re­
quired . All structures have filter doors and 
small compressors. 

Poison. Respirator required ; expedition suit 
recommended. All structures are airtight 
with oxygen supply. Disease, deterioration, 
and frequent storms are possible; low visibili­
ty is common. 

Corrosive. Full expedition suit required; 
body armor recommended. All structures 
must be airtight with air-lock door systems. 
Higher quality structures are armored. Cons­
tant storms are possible; no visibility. 
Deterioration and disease are likely. 

(24.3) The GM determines the mean 
temperature of the world . 

Using the World Temperature Table 
(page 57), the GM rolls one die and applies 
modifiers listed on the table. The result is 
cross referenced with the world type and the 
temperature is recorded on the World Log. 
This temperature is the mean for the entire 
world; the actual temperature varies from 
one environ ring to another. All temperatures 
are in fahrenheit. 

Each World Log lists the temperature 
modifier' for each ring of environs on the 
world. 1 .A'is modifier is added to the mean 
temperature of the world to determine the 
average temperature of all environs in that 
ring. For example, a size 4 world has a mean 
temperature of 50? Reference to the World 
Log shows environs 1 and 14 will have a 
temperature of 25°; 2 through 5 and 15 
through 18 will have a temperature of 50°; 
and 6 through 13 will have a temperature of 
75? The specific temperature of an environ is 
used with the Environ Type Table when 
determining the nature of an environ. 

When creating a world with an odd axial 
tilt (for instance, pointing toward the star) or 
with no rotation, the GM should change the 
distribution of the temperature modifiers on 
the World Log and/or widen the range of 
modifiers. The modifiers are designed for a 
world with an axis nearly perpendicular to 
the plane of the star system ecliptic and with 
axial rotation. The GM should feel free to 
alter them to fit the individual pattern. 

(24.4) The GM determines the 
hydrograph percentage of the world. 

The GM refers 10 the World Hydro­
graph Table (page 59). Using the world's size 
and mean temperature to ascertain which 
column to look in, the GM rolls one die and 
records the hydrograph percentage on the 
World Log. Note that worlds which possess 
no atmosphere or whose tempera I ure is 
below 0° or above 125° automatically have 
no free-standing water. 

The GM then refers to the Land and 
Water Distribution Chart (page 59). Seven 
types of land-water distribution which might 
exist in an environ are listed across the top of 
the chart (see explanation following). Using 
the line which corresponds to the world size 
and hydrograph percentage, the GM reads 
across to find how many environs of each 
type exist on the world. Note the total of all 
the numbers on a single line equals the 
number of environs on the world. The 
following seven types are included: 

Water. All liquid with no land . 

Water with Minor Islands. 90 percent 
water with scattered small islands. 

Water with Major Islands. 75 percent 
water with islands or land masses possibly 
connecting to a larger land mass out of en­
viron. 

Water with Land. SO percent water and land 
masses. 

Land with Major Water. 75 percent land 
with water; such as a coast line or major lake 
within the land mass. 

Land with Minor Water. 90 percent land 
with small water; a small part of a coastline, 
a river network, small lakes, etc. 

Land. Land with no bodies of water. 

These descriptions are intended as 
guides only; the GM should decide what 
elements make up the distribution type. See 
the Adventure Guide for visual examples of 
these distributions . 

The GM should actually draw these en­
virons on the log, assigning them to 
whichever environ seems consistent, logical, 
or aesthetically pleasing . Many water-only 
environments could be combined adjacently 
to form a large ocean. Coastlines from en­
viron to environ should be contiguous, and 
the GM should be constantly aware of which 
environs are actually adjacent although 
graphically separated on the log. This draw­
ing process should be done roughly in pencil 
at first, with a final colored version executed 
when all decisions are finalized. 

(24.5) The GM determines the terrain 
feature and contour of each environ. 

Using the Environ Type Chart (page 
58, the GM determines the topography of 
each environ with some land . He locates the 
column containing the correct land/water 
distribution and the correct temperature of 
the environ (remembering that temperatures 
vary from environ to environ, see 24.3). The 
GM rolls percentile dice and reads down the 
column until locating the numerical result 
which most nearly equals the dice result 
without being less than the roll. The environ 
type corresponding to the numerical result is 
the predominant terrain feature and coniour 
of that environ (for example, a roll of 34 in 
the first column would yield a result of bar­
ren / peaks). Repeat this procedure for every 
environ on the world until all have been 
determined. The GM should graphically 
depict in each environ the predominant ter­
rain feature and contour. 

After generating each environ's type, 
the GM should look at the world and feel free 
to juggle environs around to form a cohesive 
whole. For example, if ice is generated in a 
non-polar environ and there is no ice at the 



pole, the GM should swap the environs 10 
make up for the anomalies created by the 
random dice system. 

For each environ type listing, the first 
feature is the terrain feature, and the second 
is the contour. 

CONTOURS: 
Flat. Land is perfectly flat and provides no 
cover whatsoever. 
Hills. Gently rolling hills, vety li11le hind­
rance 10 travel; provides some cover al long 
range. 
Mountain. Heights which erosion has 
smoothed over, some hindrance 10 1ravel; 
cover fairly easy 10 find except at extremely 
close range. 
Peaks. Jagged mountains with precipices, 
travel almost impossible; cover is available 
virtually everywhere. 
TERRAIN FEATURES: 
Volcanic: Active volcanoes exist throughout 
the environ; travel is possible with care; 
cover varies. Note that it is impossible to 
have volcanoes in a flat environ. 
Crater. Land is churned up , travel is dif­
ficult; cover is easy to find. 
Barren. Totally featureless cracked dry 
earth; no hindrance 10 travel; no cover. 
Light Vegetation. Sparse grass, lichen, 
brush; travel unaffected; no cover. 
Woods. Widely dispersed trees with 
undergrowth; travel possible with care; no 
cover except at long range. 

Forest. Dense trees with undergrowth; travel 
slowed; cover easy to find. 
Jungle. Land is choked with foliage and 
undergrowth; travel except on foot is nearly 
impossible; cover very easy to find. 
Marsh. Bits of vegetation; some trees and 
undergrowth; travel slowed greatly; some 
cover available on occasion. 

ICE ENVIRONS: 
Ice/Flat. Treat as barren/flat; travel with 
care is possible; no cover. 
Ice/Hills. Very jagged ice formations; travel 
almost impossible; cover available at all ex­
cept close range. 

The following environ types are includ­
ed in the World Logs in the Adventure 
Guide. Refer to them for possible methods of 
drawing and coloring them . 

On the Planet Titus: 
n02 Water with minor islands; woods/hills. 
n03 Land/water; light veg/mountains; n05 
Water with minor islands; volcanic/hills; n09 
Water with major islands; woods/mountains. 
n12 Water with major islands; jungle/moun­
tains. _n20 Land/water; barren/mountain. 
s01 Water; ice/flat. s03 Water with major 
islands; marsh/hill. sff1 Water with major 
islands; barren/peaks. 
On the Planet Kryo: 
n01 Land/water; ice/hill. n03 Land with ma­
jor water; woods/mountains. s06 Land with 
major water; light veg/flat . 504 Land with 
minor water; barren/peaks. 
On the Planet Laidley: 
n02 Land only; barren/mountain. n06 Land 
only; crater/flat. s02 Land only; volcanic/ 
mountains. 
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When the GM has finished drawing oul 

the world on the log, he will have a picture he 
may show to his players which will represent 
the world as they might see ii 1hrough their 
viewscreens. 

(24.6) The GM may determine the 
world's day length. 

This procedure is optional as there will 
be complications caused by having worlds 
with different day lengths. The GM refers 10 
the World Day Length Table (page 56) and 
locates the column which ma1ches the world 
type. He 1hen rolls one die and records the 
result on the World Log. 

If the GM wishes a simpler solution, he 
may ignore the table and assume all worlds 
have a 24-hour day. The effects of having 
days of differing lengths must be judged 
before such a decision can be reached. Many 
game systems are designed to measure their 
time expenditures in terms of hours. Thus, if 
the world's hour does not match the 
character's hours, two separate tracks must 
be kept to measure time. Also, the GM must 
be ready to apply the physical and psycho­
logical effects of different day lengths to the 
characters in order to simulate the problems 
encountered. One possible answer is to 
measure all time expenditures according to 
the spaceship's clock, and let the world's day 
vary as it might. 

(24.7) The GM may decide to create 
an Environ Hex Map. 

When it becomes desirable to enlarge an 
environ and reproduce it on a hex map, the 
GM should use the hex map provided with 
the game. This map is drawn al a scale of 100 
km per hex, and on it the GM creates the ma­
jor land masses and water bodies of the en­
viron as he has indicated on the World Log. 
The terrain features and contours are added, 
but in much greater detail than before. The 
GM may place sites on this map in particular 
hexes. A site indicates a small location not 
apparent on the World Log of special interest 
to the area. Sites the GM might wish to con­
sider include the following: 

Rain Forests Roads 
Swamps 
Beaches 
Rivers 
Caves 
Alien Ruins 
Old Settlements 
Glaciers 
Meteor Craters 
Psionic Institutes 
Abysses 

Trails 
Cities 
Mines 
Raw mineral deposits 
Lakes 
Ponds 
Cliffs 
Volcanoes 
Lava Fields 
Towns 

When drawing in the details of the en­
viron type on the hex map, not only that type 
should appear. The GM should refer to the 
Environ Skill Display on the Character 
Record and locate the box corresponding 10 
the predominant environ type; the eight ad­
jacent boxes indicate environ types which 
may also occur in the environ. The GM 
should cover about two-thirds of the En­
virion Hex Map with details of the predomi­
nant environ type, and the rest may be divid­
ed up as he sees fit. He may also place terrain 
features along the edges of the hex map that 
match those of neighboring environs on the 
World Log. 

During the character generation pro­
cess, a home environ skill is determined for 
every character in a particular environ type. 
It is 10 be assumed the character came from 
an environ in which that type was predomi­
nant. The GM may place the character's 
home on a world which contains the ap­
propriate environ type and has some form of 
settlement. Due 10 the detail with which the 
character would know this environ , the GM 
may desire 10 create an Environ Hex Map of 
that environ and possibly show it to the 
player, depending how much information the 
player desires. 

Refer to the Adventure Guide for an ex­
ample of an Environ Hex Map. 

[25 .OJ Population 
and Technology 

The final details of a world include the 
elements of population and technology. 
These items will breathe life into an other­
wise colorless world. The GM is encouraged 
to use the information available in this Sec­
tion as a springboard from which he may ful­
ly realize a world's potential for enjoyable 
play. Each world will be given general indica­
tions of total population, Law Level, 
Spaceport Class, Civ Level, resources 
available, locations of those resources, and 
the effects of those resources on prices and 
economics. These indications should be 
utilized to guide the GM in reaching his own 
final conclusions about the world, its inner 
workings, and how each settlement and 
citizen fits into the whole. 

The GM conducts the following steps to 
determine a world's population and 
technology: 

1. Determine the se11lement status, popula­
tion total, Law Level, Spaceport Class, and 
Civ Level. 
2. Determine the amount and type of 
resources and their availability on the world. 
3. Assign the resources to various environs. 
4. Assign the population to sites in the 
various environs. 

(25 . 1) The GM uses the World 
Development Table to determine the 
settlement status, human population, 
Law Level, Spaceport Class. and 
Civ Level. 

As explained on the table, the GM deter­
mines the Development Value based on the 
world's size, atmosphere, temperature, and 
hydrographic percentage. The GM rolls two 
dice and adds the Development Value to the 
result. He then locates this sum on the table 
and records the listed information on the 
World1...og. For example, a resource rich Size 
6 world with a thin atmosphere, 75° 
temperature, hydrograph of 40% 1ha1 is 20 
light years from Sol would have a Develop­
ment Value of 11. Rolling a 15 on two dice 
and adding the Development Value of 11 
would yield a result of 26, which indicates a 
minor state, a population of 1 billion, a 
Law Level of 4, a Spaceport Class of 3, and a 
Civ Level range of 6-8. The GM should 
choose an appropriate Civ Level from the 
range given. 

(25.2) World Development Table 
Seepage 59. 



(25.3) The settlement status and 
population indicate the general extent 
of human presence in the world. 

The human settlement of a world may 
be in any of the following states: 

Uncharted. Never mapped; unnamed. 
Unexplored. Charted, but not traversed. 

Explored and Abandoned. Surface has 
been traversed, but colonization never occur­
red; GM's discretion as to why not. 

Abandoned Pioneer Colony. Colonization 
was started, but environment proved too 
harsh or resources dried up. 

Active Exploration. Extant investigation by 
one or more groups; no governmental struc­
ture as yet. 

Pioneer Colony. Just beginning to establish 
permanent population and develop 
resources; federation begins to take notice. 

Subsidized Scientific Colony. Taking in 
much more raw material than it produces, 
but interest in the world's secrets and poten­
tials make the output of knowledge a suffi­
cient payoff. Federal presence exists . 

Subsidized Working Colony. Takes in 
more than it produces, but shows promise of 
becomin_g a profitable commercial venture. 
Federal presence. 

Self-Sufficient Colony. Stands on its own 
economically and accordingly draws the at­
tention of the federation consistently. 

Full Tech Colony. Commercial hub of a few 
systems, but has not yet been recognized as a 
minor state; the federation has not released 
the control it exercises. 
Minor State. Commercial hub of a few 
systems, but federation has relinquished con­
trol to the point where the system operates 
more or less on its own. 

Major State. Major commercial center of 
many systems. Federation does little except 
keep a watchful eye open. 

The GM should use the human popula­
tion figure as a guide. The total number of 
humans indicated is an approximate figure 
which the GM should adjust as he sees fit. 
This population may be divided into any 
social and/or political factions which are 
consistent with the world's settlement status. 

The languages which any population 
may speak are chosen by the GM. As is men­
tioned in 1.0, there are a variety of 
languages, and this choice should be in­
tegrated into the overall flavor of the settle­
ment. 

It is to be assumed that any official 
federation representatives will speak Univer­
sal, as will most local law enforcement and 
governmental officials. 

[25.4)"The degree to which the federal 
laws are enforced is indicated by the 
law Level of the world. 

Throughout the universe, the laws have 
remained the same. The actions which are 
criminal in one sector are criminal to the 
same degree in another. What varies is the in­
tensity and quality of enforcement and the 
way punishment is meted out. The Law 
Levels and their effects follow: 

1. A cavalier attitude toward justice; the 
maximum punishment for capital offenses is 
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incarceration for a short time. Very often a 
fine is the only penalty prescribed. 1llegal 
weapons or items are simply confiscated. 
Very few enforcement agents are present. 

2. The quality of justice varies with the in­
dividual agent. The maximum punishment 
for capital offenses is heavy fining and in­
carceration. 1llegal weapons or items may 
result in imprisonment. The number and 
quality of law enforcement agents rises. 

3. The judicial system is fair and reasonably 
accurate. The maximum punishment for 
capital offenses varies in proportion to the il­
legal act. 1llegal weapons or items will result 
in imprisonment. Enforcement agents are 
seen regularly. 

4. The search for truth and justice 
supercedes all else. Maximum punishment 
for capital offenses is death. 1llegal weapons 
or items will result in long term imprison­
ment. Highly intelligent enforcement agents 
abound. 
5. Strict adherence to judicial codes and 
practices results in accurate justice meted out 
swiftly. Maximum punishment for capital of­
fenses is death . Possession of illegal weapons 
or items may be classified as a capital of­
fense. Enforcement is of the highest quality 
and training. This level occurs only in 
Class 4 Spaceports and on Earth. 

The Law Level of a world also in­
fluences the distribution of encounters con­
cerning law enforcement agen,~. The En­
forcer Encounter Table (page 59) indicates 
how often an encounter should be with a 
local law enforcer of some type. 

These agents represent local authorities 
who will be inspecting parcels, luggage, 
equipment; looking out for trespassers; pro­
tecting the rights of citizens; apprehending 
criminals; and so forth. See 27.0and 36.0 . 

(25 .5) The Spaceport Class represents 
the sophistication of facilities available 
for spaceship maintenance. 

Spaceports orbit around the world they 
serve, acting much in the same fashion as the 
20th Century airport. Worlds with a 
Spaceport Class of ½, however, have no or­
bital station; rather, they have a landing strip 
on the surface. Thus, ships which are not 
streamlined cannot land there. Orbital sta­
tions have a shuttle service to the world's sur­
face; the number of flights per day equals the 
square oft he Spaceport Class. 

The Spaceport Class also affects the 
degree of trade and commerce a world can 
engage in. The Spaceport Classes are: 
0. No facility whatsoever. 

½. Landing strip on the world surface. 
Energy for emergency use only. No security 
force stationed. Administered by one or two 
people. No repair service at all. 
1. Energy is sometimes (500Jo chance) 
available. No repair service. A small federal 
detachment administers ( 10-15 people). 

2. Energy is usually (85"7o) available. May 
repair superficial or light damage to pods and 
spaceships; a few used ships and pods may be 
available. No hyperjump maintenance. A 
full federal customs and security detachment 
(50-150 people). If it is the major port in the 

system, it includes an Astroguard patrol 
squadron. 
3. Energy is always available. May repair 
superficial, light, or heavy damage to 
spaceships or pods; many standard ship types 
and pods are available. Hyperjump 
maintenance available at a Psionic Institute 
(see 10.5). Reinforced federal customs 
security, and administrative force (200-500 
people). Astroguard patrol squadron pre­
sent. If the major port in a system, it also in­
cludes a federal navy force . 
4. Energy always available. May repair any 
type of damage; full ship construction 
available . Hyperjump maintenance is· 
available at a Psionic Institute (see 10.5). It is 
the center of federal activity; endless 
customs, security, and administrative forces 
(500-2,000 people). Astroguard command 
post. Federal naval command (fleet head­
quarters). 

5. Earth. Same as Class 4, but also includes 
the federal headquarters from which all 
military forces are administered. 

If a spaceport is the highest class in a 
system, it is also considered the center of the 
federal administration of the system itself. 
The population of a world includes the 
population inhabiting the spaceport. 

The Spaceport Class affects the type of 
trading route existing between the world and 
other worlds within the system, and between 
the system and other star systems (see 
Chapter VIII). 

(25.6) The Civ Level of a world indicates 
the degree of that settlement's 
contribution to the federation. 

The Civ Level of a world corresponds 
roughly to centuries in Earth's past and in­
dicates the level of industrial output of the 
world. It does not necessarily indicate the 
sophistication of the population, nor does it 
reflect the intelligence of the individuals liv­
ing on the world. A scientific colony, for in­
stance, would have all the latest equipment, 
but would not be able to survive if the equip­
ment broke down; they need their technology 
imported. 

The Civ Levels and their corresponding 
Earth Centuries are: Level I (1600 AD); 
Level 2 ( 1700); Level 3 ( 1800); Level 4 ( 1900); 
Level 5 (2000); Level 6 (2100); Level 7 (2200); 
Level 8 (2300). 

Any experimental equipment or scien­
tific breakthroughs developing during play 
would be considered Civ Level 9. 

Most individuals found on any world 
will be aware that high-tech items exist, and 
such items may be found on those worlds. 
However, in order to maintain or produce 
those items, the world must be of an 
equivalent or higher Civ Level. 

(25.7) The GM uses the World Resource 
Table to determine the world's 
resources and then assigns them to 
various environs. 

The GM rolls percentile dice the number 
of times indicated and applies any modifiers 
indicated on the Table. Every resource 
generated should be recorded on the World 
Log, along with the number of environs in 
which the resource appears. Note that rolling 
a resource twice indicates that resource is 



abundant; rolling it once indicates the re­
source is limited. A resource cannot be rolled 
more than twice; if one is generated a third 
time, the dice are re-rolled. Rolling a site ISi 
listing twice equals one environ listing. 

After the correct number of rolls have 
been conducted for the world, the resources 
are placed in the various environs of the 
world or at sites as indicated . All placements 
are the province of the GM. Once the 
resources are placed, the lellered results of 
each resource generated are examined. Every 
le11ered result for the world's Civ Level and 
all lower Civ Levels apply for that resource 
on this world. These lellered results are ex­
plained on the World Resource Table. If no 
lellers exist for a resource at a given Civ 
Level, that resource has not been discovered. 

Example: One of the 13 rolls on an Earth­
like size 5, resource rich world result s in 
chromium existing in one environ. The Civ 
Level of the world is 5, so the lettered result s 
A, S, R, and D apply to chromium there. 

The GM should use the explanation of 
the lettered results as both factual informa­
tion and as guidelines concerning the in­
dustrial output of the world, in terms of what 
the world does and does not produce. The ex­
planations will guide the GM in general, and 
do imply specific incidents in the history of 
the world. Logic should rule all ambiguous 
situations , and the world's consistency 
should be maintained. 

For example, using the world generated 
above, chromium lettered results indicate the 

VII. Character 
Action 

Once the players have generated 
characters and the GM has created at least 
one star system (or has studied the star 
system in Chapter X), an adventure may be 
played. The GM must provide some method 
for the characters to meet and, once 
gathered, must provide them with a common 
purpose, enemy, or goal, so that they will be 
enticed to work together and enter the worlds 
created by the GM. A group of characters 
that are setting out together on an adventure 
are called a party, and this term is used in 
these rules in reference to all the players' 
characters . 

An adventure usually consists of a series 
of encounters, or unusual situations that the 
GM places the characters in. An encounter 
provides the party with a source of informa­
tion, mystery, personal gain, amusement , or 
straight-forward combat against creatures or 
non-player characters. Through the im­
aginative use of encounters, the GM weaves 
an ever-expanding story, written with the 
help of the characters' actions in those en­
counters. 

The adventure in Chapter X serves as an 
example of how an adventure may be created 
and played . 

[26.0] Travel and Record 
Keeping 

As the adventures the GM has created 
are played, he will have to keep track of the 
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resource has been discovered in every en­
viron in which it occurs (as per result A); the 
D result is superceded by the A result ; 
chromium has been refined in every environ 
in which it occurs (result R). Also, if iron is 
available, chromium has been used 10 

manufacture Level 5 impact armor (result S). 
If the world settlement status was that of a 
subsidized scientific colony, for example, the 
GM would have 10 decide how much (if any) 
impact armor is being manufactured and 
whether the armor can be repaired there. 
Given the nature of a subsidized scientific 
colony, the answer might be that enough is 
manufactured for repair only. 

The resources and Civ Level on a world 
affect what products are available on the 
world and what prices are asked for those 
items (see 18 .0). The World Resource Table 
lists prices for all resources in a refined stat e. 
For trading purposes, it is wiser to se ll pro­
duct s or resources to worlds where their 
availability is limited or nil. Prices for 
resources in a raw state are one-half to one­
quarter their price in a refined stale. 

[25 .8) World Resource Table 
Seepage 60. 

[25.9) The GM assigns portions of the 
population to various environs on 
the world. 

The GM assigns population to the en­
virons of the world in any way he sees fit , so 
long as the total population assigned 10 all the 
environs equals the population as indicated 

players' actions and positions at all times. 
This is done to keep an accurate accounting 
of time passage and to place and resolve 
encounters. 

The GM will need to keep track on his 
own map of the characters' progress while 
travelling and record the passage of time in 
whatever method he finds most convenient. 
For this purpose, the GM will need to create 
maps of various scales as need arises. Often a 
specific site will have to be mapped out at an 
extremely small scale to facilitate detailed ex­
ploration and interaction. 

[26.1] The GM keeps track of the 
party's location on the World Log, on 
an Environ Hex Map, or on a map of 
his own devising showing part of the 
environ in more detail. 

A map or log should always be available 
for the players to refer to, although it may 
contain much less information than theGM's 
version of the map . 

When the party is travelling through an 
environ that is not of particular importance 
to the adventure, the GM need not provide a 
hex map; the terrain and contour features are 
considered the same throughout the environ 
(except for the shape of any land or liquid 
masses). Remember, each environ represents 
a square area 4,000 km to a side. 

When the party is travelling through an 
environ with specific points of interest and 
varying terrains and contours, the GM pro­
vides the players with an Environ Hex Map 
(created in accordance with 24.8). Each hex 
on the map represents an area approximately 
100 km across. When the party is in a par-

on the World Development Table . The 
population of an environ is recorded by plac­
ing a number from Oto 9 in the environ. This 
number represents a power of 10. Thus, if a 5 
were recorded in a space, its population 
would be 100,000. A population level bet ­
ween one exponent and the next may be 
recorded by writing a multiple before the ex­
ponent. Thus, 3/5 would represent 300,000. 

While assigning population to a world, 
the fo llowing restrictions must be adhered 10. 

• No more than 100 people may be placed in 
an environ with no vegetation and no water. 

• No more than 1,000 people may be placed 
in a 100% water environ. 

• No more than 100,000 people may be plac­
ed in a water with minor land masses environ. 

• No more than 10 million people may be 
placed in a water with major land masses 
environ . 

• No more than 100 million people may be 
placed in a water/ land environ . 

• No more than I billion people may be plac­
ed in a land with major water environ . 

• No more than JO milli on people may be 
placed in a land with minor water environ. 

• No more than 10,000 people may be placed 
in a land with vegetation but no water 
environ. 

The GM should relate the population 
cemers on the world to various resource con­
centrations of sites of interest in a logical, 
consistent fashion . 

ticular hex of the map , the contour and ter­
rain features of that hex are used for all game 
purposes, instead of the overall features of 
the environ. 

If the GM wishes to provide the players 
with a map that shows a specific hex or site 
within a hex in great detail, he may use a 
blank Environ Hex Map. Often an incident 
within an adventure will involve a building, 
campsite, spacestation, cavern, spaceship, or 
other small-scale location . The map of this 
location should be drawn at a small enough 
scale to allow easy tranfer to an Action 
Display should any combat need to be resolv­
ed. Buildings and other rectilinear structures 
may be drawn easier on four squares to the 
inch graph paper and then transferred to the 
Action Display. 

[26.2) The GM is responsible for 
keeping time during play. 

The passage of game time while the 
characters are on an adventure is measured in 
three different scales, depending on the 
needs of the situation. 

Action Rounds. Each Action Round repre­
sents about 15 seconds. Often a specific task 
during a combat situation will take a certain 
amount of time (a 60-second fuse on a time­
bomb, for instance), and the GM must keep 
track of the number of Action Rounds elaps­
ed to measure time and apply these effects. 

Hours. Travel overland or in planetary space ' 
will often require keeping track of time in 
hours . This measurement allows calculating 
movement as well as air supply, repair time, 
healing time, and other game functions. 



Days. Interplanetary travel, supply expen­
diture, power availability (robot balleries, 
for instance) all require keeping track of time 
in days elapsed. 

The GM must inform the players at the 
beginning of an adventure how much time 
has elapsed since the resolution of the last 
one. This does not apply if the preceding 
adventure was left "frozen" to be picked up 
later. Letting the players know this allows 
them to calculate any expenses they might 
have incurred, any healing which needed to 
be done, and whether any equipment or 
robots they might have ordered are ready. It 
is recommended the GM allow at least one 
week (of game time) to pass between adven­
tures for these purposes. 
[26.3) The party will usually travel on 
the surface of a world in a vehicle. 

The vast distances and hostile en­
vironments on most worlds make long 
distance travel on foot nearly impossible, 
especially when scientific or military equip­
ment must be carried. If the party is not pro­
vided with a vehicle by their sponsor for an 
adventure, they should be given the means to 
purchase, lease, or borrow one by the GM. 

The rate at which a vehicle travels is 
listed on the appropriate vehicle chart, in 
kilometers per hour. The speed of a ground 
vehicle is affected by the Terrain Value of the 
environ it is travelling through (see the Ter­
rain Effects Chart, 21.1). Many vehicles are 
prohibited from entering heavily vegetated 
and/or mountainous areas. Often while 
travelling, the party will come to an area they 
wish to investigate that their vehicle cannot 
traverse. The vehicle then becomes a base 
from which the characters venture, exploring 
and adventuring, returning for supplies. 

(26.4) When the party is travelling by 
foot, they may traverse 50 kilometers 
in one day's travel under ideal 
conditions. 

One day's travel is roughly equal to 12 
hours of marching, interrupted by a short 
break, followed by 12 hours of relaxation 
and sleep. If the party wishes to march for a 
longer period without rest, or wishes to 
march at a faster rate, the GM may allow 
this. However, he should penalize the party's 
subsequent actions. For example, an ex­
hausted party would be much more likely to 
be unaware of a creature or NPC that they 
might encounter. 

The party's daily movement rate is 
reduced by the Terrain Value of the environ 
they are travelling through and the gravity of 
the world. Refer to the Terrain Effects Chart 
to find the Terrain Value of the environ. 
Multiply the Terrain Value by the gravity (in 
G's) of the world. Divide the ideal movement 
rate by this product to determine the party's 
actual movement rate (rounded to the 
nearest five kilometers, for ease of play). 
Thus, a party that is travelling through light­
ly vegetated mountains on a Size 7 world (1. 7 
G's) may traverse about 15 km in one day. 

A character wearing an expedition suit 
or body armor may be slowed down by its 
Encumbrance Rating (or he may move faster 
if in augmented body armor). The suit / 
armor movement modifiers in 29.2 apply. 

Note: For purposes of calculating daily 
movement rates, a Size 1 or 2 world is con-
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sidered to have a gravity of0.4G (like that of 
a Size 3 world). Thus, movement through the 
same environ on a Size 1, 2, or 3 world is con­
ducted at an identical rate. 

(26.5) The number of kilograms of 
equipment and accoutrements that a 
character can carry is limited by his 
Strength Rating. 

A character may move unhindered when 
carrying a number of kilograms equal to or 
less than his Strength Rating. The movement 
of such a character is not affected during 
long treks or during an Action Round. 

A character may move, but is hindered, 
when carrying a number of kilograms equal 
to or less than 4 x his Strength Rating. The 
daily movement rate of such a character is 
divided by two. He may move a maximum of 
one hex on the Action Display during a single 
Action Round. 

A character may lift, but may not move, 
with a number of kilograms equal to or less 
than 10 x his Strength Rating. 

All the preceding limits are divided by 
the gravity (in G's) of the world the 
characters are on. There is no limit per se to 
the number of kilograms a character in a 
weightless environment or on a size 1 world 
may carry. However, the GM should con­
sider the bulk of the items the character 
wishes to cariy; would the character actually 
be able to hold all those things? 

The weight of a character's expedition 
suit or body armor is considered when deter­
mining how much he may carry. Exception: 
If the character's Body Armor or EVA Skill 
Level is equal to or greater than the Encum­
brance Rating of the suit or armor (see Pro­
tective Allire Chart), the weight is not con­
sidered. If a character wearing augmented 
body armor possesses a Body Armor Skill 
Level that is greater than the Encumbrance 
Rating of the armor, the difference is added 
to his Strength Rating when determining how 
much he can carry. 

(26.6) The positions of the characters 
relative to each other and to any 
creatures, NPC's, or landmarks they 
encounter are shown on the 
Action Display. 

Any large hexgrid map may be used as 
the Action Display; one is not provided with 
the game (although the spaceship combat 
maps will suffice if nothing else is available). 
A sheet with 19mm or 25mm hexes is recom­
mended. The Action Display has a scale of 5 
meters per hex. 

Any available cardboard counters or 
miniature figures may be used to represent 
the characters and other individuals in the 
adventure. Those pieces representing the 
characters may be deployed in the hexes of 
the display at the beginning of the adventure 
to show their march order; i.e., if the party is 
on foot, the order in which they will be walk­
ing. Each time the party stops to rest or 
changes their march order, the players alter 
the relative position of their characters to 
show their new deployment. When the 
characters encounter a creature or NPC, the 
GM places a piece or pieces on the display to 
show their position in relation to the 
characters . 

If an encounter results in the conduct of 
an Action Round, the involved characters, 

creatures, and NPC's are moved through the 
hexes of the Action Display by the players 
and the GM according to 28.0and 29.0. 

The GM may show specific features 
(such as a crater edge, building, or dense 
patch of vegetation) on the Action Display 
by placing additional pieces on it or by draw­
ing on it. 

[27 .O] Creating Encounters 
As the characters travel through the 

GM's worlds, they will encounter creatures, 
non-player characters, and other interesting 
or dangerous situations. The Encounter 
Table provides the GM with a wide source of 
encounters he may place the characters in, 
depending on their current location. Results 
from the table provide the GM with a type of 
encounter (spaceship, federal, accident, 
etc.). The specific nature of the encounter is 
then determined in accordance with this Sec­
tion and/ or Chapter IX. 

(27. I) The GM uses the Encounter Table 
three times per game day (once every 
eight hours). 
Exception: When the characters are travell­
ing in a spaceship, the Encounter Table is us­
ed once perday(every 24 hours). 

The GM secretly rolls percentile dice 
and locates the result in the column of the 
Table corresponding 10 the current location 
of the characters. The type of encounter cor­
responding to the dice result is then carried 
out. Certain encounters are treated as no en­
counter if the conditions detailed on the table 
are fulfilled. 

Each creature encounter listed on the 
table is assigned a Creature Value ranging 
from 1 to 6, which affects the chance of the 
encounter occurring in each environ type. If 
the Creature Value listed with the encounter 
is equal to or greater than the Creature Value 
of the environ (see the Terrain Effects Chart, 
27.7), a creature is encountered. If the en­
counter result Creature Value is less than the 
Creature Value of the environ, no encounter 
occurs. Thus, the lower the Creature Value 
of an environ, the more chance of a creature 
encounter in that environ. The Creature 
Value of a given environ is increased by 1 if 
the party is travelling faster than 20 km per 
hour. The GM may reduce the Creature 
Value of an environ by assigning the entire 
world a Danger Level of 1 or 2. The Danger 
Level of a world is subtracted from the 
Creature Value in every environ on the 
world. A world without an assigned Danger 
Level has a Danger Level of 0. 
Example: The party is travelling through a 
woods/hill environ (Creature Value of 3) in 
an ATV at a speed of 25 km/hour. The 
Danger Level of the world is 2; thus, the 
Creature Value is considered 2 (3 + I - 2). If 
the GM rolls a creature encounter result with 
a Creature Value of 2 or higher, an encounter 
will occur. 

The Creature Value and Danger Level 
have no affect on any types of encounters 
other than creature encounters. 

An encounter need not be put into play 
the moment it is rolled. The GM may wait 
until an opportune or logical situation arises 
within a few game hours of the roll. In fact, if 
the GM makes his use of the Encounter Table 



too predictable, the players will always be 
ready for a possible encounter. 

(27 .2) The Encounter Table is used to 
determine if the party has an encounter. 

Seepage 62. 

(27.3) Spaceship encounters may occur 
in planetary space or in deep space. 

Planetary space is defined as all space 
within 300,000 km of any world (this equals 
15 hexes on the DeltaVee hex maps). Deep 
space is all space outside planetary space. 
While hyperjumping, a spaceship travels 
across no space at all, so no encounters will 
occur while a ship moves in this manner. 

When a spaceship encounter occurs, the 
GM refers to 37.0 and chooses a common, 
rare, or unique spaceship encounter (as in­
dicated by the Encounter Table) appropriate 
to the situation. The few examples given in 
no manner approach the varied number of 
different ships which ply the space lanes, and 
the GM will need to create many others. 

The GM should rationalize every ship 
which the characters would encounter; space 
travel is still not an easy task, and any ship 
encountered will have some good reason for 
being there. This reason need not be obvious 
to the player characters; indeed, many ship 
captains will be hesitant to let every passer-by 
in on his business. Most of the time the ships 
the characters encounter have simple, logical 
reasons for going where they are going 
(resource trade, scientific missions, etc.). Oc­
casionally a ship will have business to con­
duct it wishes to keep secret (whether or not 
this business is illegal) and the GM might 
utilize this kind of encounter to rouse the 
players' curiosity. 

(27.4) Non-player character encounters 
may occur wherever the player 
characters find themselves. 

When an NPC encounter occurs, the 
GM refers to 36.0 and chooses a common, 
rare, or unique NPC (as indicated by the En­
counter Table) appropriate to the situation. 
The examples given cannot possibly cover all 
the varied types of people the characters 
would encounter while living in a futuristic 
society, and the GM should create NPC's of 
his own. 

The GM does not have to create all 
NPC's in the detail of those in 36.0; most 
people the characters will meet become mere 
memories soon thereafter and are never 
again heard from. This type would include 
most officials, men-on-the-street, etc., and 
these should be created as the need arises on 
the spur of the moment and discarded when 
the encounter is finished . Others, however, 
will have a lasting effect, be constantly en­
countered, or used as a character's compa­
nion, and these should be fully fleshed out. 
The GM may create these using the character 
generation procedure or dream them up out 
of his head, whatever he wishes. NPC's 
should be varied in ability and background, 
and form a group of both enemies and 
friends the player characters come to ~now. 

NPC's need not follow the skills, profes­
sions, or areas of study player characters 
must; their development should fill in the 
areas of society the player characters do not. 
There are and will be many more non­
adventuring individuals with mundane skills 
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in society and the NPC's should reflect this 
fact. 

It is not necessary for the GM to fill out 
a Character Record for every NPC he fleshes 
out. This file of NPC's will grow and is often 
better handled by using 5" x7" index cards 
and a card file, filling out the NPC's 
characteristics, skills, possessions, and any 
other pertinent information on the card. 

(27.5) A federal encounter may occur 
in a spaceport, urban area, 
or suburban area. 

Federal encounters are the major means 
by which the GM may trouble characters that 
have committed crimes or that are carrying il­
legal weapons. A federal encounter may take 
the form of a customs agent in a spa°Ceport, a 
civil inspector and entourage on the surface 
of an underdeveloped world, or a detach­
ment of rangers or spacetroopers operating 
in a restricted or dangerous area. If the 
characters possess any objects that are two 
Civ Levels (or more) in sophistication above 
that of the world, a civil inspector may ques­
tion them as to the source of the items. If the 
characters cannot account for their posses­
sion, the items may be .confiscated. 

The Law Level of a world affects the 
nature of federal encounters. If the Law 
Level is O or 1, no federal presence exists and 
the encounter is considered "no encounter:• 
If the Law Level is 2 or higher, the characters 
will be badgered with an increasing degree of 
determination . Illegal weapons that are 
discovered by a federal agent will always be 
confiscated if official cause cannot be given 
for their possession. Fines and/or incarcera­
tion will vary depending on the Law Level. 

If a character is foolish enough to kill a 
federal agent (a capital crime), any future 
federal encounters should be geared toward 
bringing the character to justice. 

Federal encounters do not include 
planetary authorities, which are considered 
non-player characters. 

(27.6) A creature encounter may occur 
in any environ without a high 
concentration of human population. 

When a creature encounter occurs, the 
GM consults the Creature Location section 
of the Terrain Effects Chart (27. 7). Cross­
referencing the type of encounter (common, 
rare, or unique) with the environ the party is 
in will yield a group of numbers. Each 
number corresponds to one of the creature 
descriptions in 35.0. The GM chooses one of 
the listed creatures to use as the encounter. 
Additional restrictions may be placed on a 
creature (such as temperature or gravity 
ranges) by its description, and these should 
be considered when choosing a creature. The 
meaning of all the creature descriptions and 
explanations of any special powers they may 
possess are detailed in 35.0. Once a creature 
is chosen, the encounter is played out in ac-
cordance with 28.1. · 

The creature list in 35 .0 is by no means 
intended as a comprehensive bestiary of 
known space. The manner in which the 
creatures are described, and the way that 
their powers may be mixed and matched, 
makes it easy for the GM to modify the listed 
creatures and to design his own creatures. 
When the GM has a good grasp of how the 

creatures work in play, he may create 
creatures in the same format. The general ex­
planation of the creature descriptions should 
be used as a guideline; it details the meaning 
of each part of the creature description and 
how each is used in play. 

(27. 7) The Terrain Effects Chart 
summarizes the effect that each 
environ type has on movement, 
combat, and creature encounters. 

Seepage 62. 

(27.8) An accident may occur in any 
location listed on the Encounter Table. 

When the GM rolls a common, rare, or 
unique accident encounter, he refers to the 
list of accidents in 38.0 and chooses one that 
fits the character's current situation. The list 
presents two types of accidents (either of 
which may be chosen). An avoidable acci­
dent is actually a dangerous situation that 
the characters may attempt to overcome by 
using their skills. An unavoidable accident is 
an occurrence that the characters are 
powerless to prevent. 

An avoidable vehicle accident is resolv­
ed as described in 11 .2. That procedure may 
also be used to resolve a spaceship accident 
(using pilot skill). However, any damage in­
curred by a spaceship would be applied using 
the Delta Vee hit system (see DV8.0). 

An avoidable expedition suit, body ar­
mor, or jetpack accident is resolved as 
follows: 

1. The base chance to avoid the accident is 
determined (see 38.0). If the character is 
skilled , his Agility Rating and the square of 
his Skill Level is added to the chance. 

2. The endangered character rolls percentile 
dice. If the dice result is less than or equal to 
the modified chance, no accident occurs. If 
the result is greater than the modified 
chance, proceed to Step 3. 

3. The GM subtracts the modified chance 
from the dice result and locates the dif­
ference on the Hit Table (30.9) to determine 
both the damage incurred by the involved 
equipment and the hits incurred by the 
character. If armor is involved, its Projectile 
Defense Rating may protect itself and the 
character, as described in 30.6. 

When an unavoidable accident indicates 
that damage has occurred to equipment, the 
extent of damage is determined by rolling 
two dice and referring to the Hit Table, ad­
ding 3 to the dice result for a common acci­
dent, 11 to the result for a rare accident, or20 
to the result for a unique accident. 

The GM need not limit accident checks 
to encounters . If a character declares that he 
wishes to attempt something especially risky, 
the GM may use these procedures, apply­
ing the appropriate skill, to see if the 
character comes through safely. 

(27.9) The GM may replace a "no 
encounter" result from the Encounter 
Table with a event of his own devising. 

Any event not covered by the Encounter 
Table results that the GM wishes to use in an 
adventure may be assigned a space on the 
Table occupied by a "no encounter" result. 
Such events might include the discovery of an 
alien artifact or structure, the discovery of 
abandoned equipment, news of an occur-



rence that may or may not affect the 
characters, or some event that may only oc­
cur in a specific location or at a specific time. 
See 42.4 of the Adventure Guide for an ex­
ample. If the GM wishes that such an event 
definitely occur, he should forego use of the 
Encounter Table and automatically imple­
ment his event instead. 

[28.0) Creature and .NPC 
Interaction 

Once the GM has determined that the 
party has encountered a creature or NPC, the 
encounter is played out, either verbally or on 
the Action Display. The appropriate en­
counter procedure (there are two; one for 
creatures and one for NPC's) is undertaken 
to determine how the two sides become aware 
of each other, how they react to each other 
and, if called for, how hostilities are in­
itiated. 

The GM is not required to use these pro­
cedures if he has provided the creature or 
NPC with a specific purpose and strategy. 
However, the step-by-step structure of the 
procedures will prove helpful in resolving all 
types of creature and NPC encounters. 

(28.1) When the party encounters a 
creature, the GM undertakes the 
following procedure: 
1. Secretly determine all the atlributes of the 
creature (if not already done). 

2. Make sure the characters are properly 
deployed on the Action Display. 

3. Secretly roll percentile dice 10 determine 
the awareness of the creature and the party 
and place the creature on the Action I;)isplay 
in accordance with the awareness result. If 
the creature is unaware of the party, read its 
sight description to the characters and skip 
step 4. If both are aware of each other, read 
the warning description to the party. If the 
party is unaware of the creature, read 
nothing. 

4. Use the Creature Reaction Table to secret­
ly determine the creature's reaction to the 
party. If the party is unaware of the creature, 
and the creature chooses to atlack or flee, 
conduct the Interaction indicated on the 
Creature Interaction Matrix . 

5. If the sight description of the creature has 
already been read to the characters, allow 
them to attempt perception of the creature. 
Then ask the characters to declare their 
strategy (see 28.4). Cross-reference the 
character's strategy with the creature's reac­
tion on the Creature Interaction Matrix and 
carry out the indicated Interaction. 

S!ep five is repeated after each Interac­
tion to determine the next Interaction. The 
character's are read the sight description of a 
creature at the beginning of the second con­
duct of step 5 in a given encounter (if they 
have not heard it before). The GM may 
change a creature's reaction to a party at the 
end of any Interaction or Action Round. If 
he chooses to do so, the Interaction Matrix is 
referred to again. 

(28.2) The awareness of the party and 
the creature they encounter determines 
the initial deployment of the creature 
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and the initial information received by 
the party. 

The creature's Initiative Percentage is 
multiplied by the Terrain Value of the en­
viron to determine the base awareness 
chance. The attributes of the party modify 
this chance as follows: 

• Subtract twice the highest Environ Skill 
Level in the party. 
• Subtract the highest Battlefield Skill Level 
in the party. If the encounter is with an NPC, 
subtract the square of the highest Battlefield 
Skill Level. 
• Subtract ten if the party possesses an 
operating neuroscanner and the creature is 
protein-based or more terran-like. 

• Subtract 20 if the party possesses a robot 
with a bio system and the creature is protein 
based or more terran-like. This subtraction 
may not be combined with the neuroscanner 
subtraction . 
• Subtract the square of the highest Life 
Sense Skill Level in the party. 

• Subtract the square of the highest Mental 
Power Rating in the party if the creature is in­
telligent. 
• Add 20 if the party is resting without a 
watch. 
• Add a variable amount if the party has ex­
ceeded the movement rate recommended in 
26.4. 

The GM rolls percentile dice. If the 
result is equal to or less than the modified 
chance , the party is unaware of the creature. 
If the creature's Aggression Rating is 7 or 
higher, place a creature ma hex of the Action 
Display from which it could attack one 
character (determined at random) without 
moving (often this will be in the same hex as a 
character). The creature is not committed to 
an attack at this point. If the Aggression 
Rating is 6 or less, place the creature in a hex 
at the edge of the party's sight (see 28.3). 

If the result is greater than the moo111eo 
chance by 30 or less, the party and the 
creature are aware of each other. Place the 
creature in a hex at the edge of the party's 
sight and read the creature's warning descrip­
tion to the party (see 35.0). 

If the result is greater than the modified 
chance by more than 30, the creature is 
unaware of the party. Place the creature in a 
hex at the edge of the party's sight and read 
the creature's sight description to the party. 

With some alterations, the GM may use 
this procedure to check for character NPC 
awareness, if an encounter occurs in which 
one side might wish to ambush or elude the 
other. The NPC's Ambush and Environ Skill 
Levels should be taken into account (instead 
of the lntiative Percentage). If the party is 
unaware of an NPC, place him in the same 
hex as a character (if the NPC is unarmed) or 
four hexes away with a clear line of fire (if the 
NPC is armed). 

(28.3) The maximum range at which a 
being may be seen (and thus fired at) is 
200 meters or 40 hexes. 

The maximum range in any given en­
counter is divided by the Terrain Value of the 
encounter area (see the Terrain Effects 
Chart). Thus, in a Forest Mountain area 

(Terrain Value of 4) the maximum range is 50 
meters or 10 hexes. When the GM is placing a 
creature or NPC on the Action Display for 
an encounter, it should be placed in a hex at 
the maximum range from one of the 
characters (unless the characters are 
unaware, see 28.2). When a creature or NPC 
has moved beyond the maximum range from 
all characters the GM should remove it from 
the Display and conduct its actions secretly, 
keeping track of its position until at least one 
character has reestablished sight (by moving 
back within maximum range). 

If the encounter is taking place in 
darkness, add three to the Terrain Value up 
to a maximum of six. Exception: A creature 
with heightened vision or a character with 
night glasses is not affected by darkness. The 
GM may impose other additions to the Ter­
rain Value when determining maximum 
range in the case of dust, fog or other non­
terrain visual obstructions. 

(28.4) A creature's reaction to the party. 
and the party's strategy determines 
how an encounter will be resolved. 

Unless the GM has chosen a reaction for 
the creature, he secretly rolls one die and 
adds the creature's Aggression Rating to the 
result. He locates the modified die result on 
the Creature Reaction Table to determine 
one oft he following creature reactions: 

Flee. Terrified of the party; will leave the 
area quickly as possible. 

Leave Slowly. Bothered by the party; will 
amble off. 

Watch Warily. Suspicious of the party but 
has not yet decided what to do about it . 

Ignore. Totally unconcerned about the par­
ty and its actions. 

Protect. Will attack to defend itself if pro­
voked. 
Attack. Angered or hungry; will attempt to 
kill or capture (depending on the creature 
type) . 

Communicate. Intelligent; will attempt to 
establish contact with the party. 

If the party is aware of the creature, the 
GM asks them to choose one of the following 
strategies: 

Attack. The party plans to fire weapons, 
strike the creature, or take any other hostile 
action against the creature. 

Maneuver. The party plans to move towards 
and around the creature without taking 
hostile action. 

Watch Warily. The party will hold its 
ground, watching and recording the 
creature's actions. 

Ignore. The party will disregard the 
creature. 

Flee. The party will move away from the 
creature as quickly as possible. 

Communicate. The party will at1empt to 
establish contact with the creature. 

The GM secretly cross-references the 
creature's reaction with the character's 
strategy on the Creature Interaction Matrix 
and carries out the indicated Interaction. 
Each possible Interaction is explained with 
the table and may call for the conduct of an 
Action Round, may allow maneuver by one 



side or the other, or may indicate some other 
activity. The GM should return to Step 5 of 
the Creature Encounter Procedure after con­
ducting an Interaction, unless otherwise 
stated in the Interaction description. When it 
becomes obvious that the party will not be 
changing its strategy and the creature will not 
be changing its reaction (especially when 
combat has been initiated by one or both 
sides), the GM should stop using Interac­
tions. Instead, Action Rounds are conducted 
until the encounter is resolved. 
Note: Any reaction result calling for move­
ment by an immobile creature is considered a 
Watch Warily reaction. However, the 
creature will "close up" if possible. 

(28.5) The GM uses the Creature 
Reaction Table to determine a 
creature's attitude toward the party. 

Seepage 63. 

(28 .6) The GM uses the Creature 
Interaction Matrix to determine the 
interaction between a creature and 
the party. See page 63. 

[28. 7) When the party encounters an 
NPC, the GM undertakes one of two 
procedures, depending on the type of 
encounter he envisions. 

The GM secretly determines all the at­
tributes of the NPC (if not already done) and 
assesses the party's situation. If he feels that 
combat would precede any vocal interaction 
(in say, an ambush or battlefield situation), 
the following steps are conducted. 
1. Make sure the characters are properly 
deployed on the Action Display. 

2. The GM secretly rolls percentile dice to 
determine the awareness of the NPC and the 
party (see 28.2). Place the NPC(s) on the Ac­
tion Display in accordance with the 
awareness result. 
3. Conduct an Action Round. If one side is 
unaware of the other, the aware side has the 
automatic initiative; and step 4 of the Action 
Round is skipped. Continue conducting Ac­
tion Rounds until the combat is resolved or 
both sides choose to cease hostilities. After 
the first Action Round, both sides are con­
sidered aware of each other. 

If the GM does not feel that combat 
would be immediately initiated and wants to 
allow interaction between the party and the 
NPC (conversation and reaction) the follow­
ing steps are conducted (unless the GM has 
chosen a distinct attitude for the NPC). 

1. The GM secretly rolls percentile dice and 
compares the dice result to the NPC's Ag­
gression Rating times ten. This comparison 
will yield a positive or negative reaction 
number. . Example: An NPC's Aggression 
Rating of 4 multiplied by 10 equals 40. 
Percentile dice are rolled and the result is 76. 
Comparing the multiplied Aggression of 40 
with the roll of76 yields a reaction number of 
+36. 
2. The GM locates the reaction number on 
the NPC Reaction Table (28.8) and makes a 
mental note of the indicated NPC reaction . 
The party may now choose one character 
among them as their spokesman. If no 
spokesman is chosen, skip Steps 3 and 4 and 
proceed to Step 5. 
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3. The spokesman rolls one die. If the result 
is less than his Empathy Rating, the GM 
reads the Key Word of the NPC reaction 
to the party, as an indication of the NPC's 
apparent intentions. If the die result is equal 
to or greater t),an the spokesman's Empathy 
Rating, the Key Word is not revealed. 
4. The spokesman may perform the com­
munication task; see the streetwise and 
diplomacy skill descriptions (14.0). For every 
10 (or fraction) below the modified chance 
for the task the dice result indicates, the party 
receives a friendly shift of one line towards 0 
on the Reaction Table. For every 10 above 
the modified chance, the party recieves a 
hostile shift of one line away from 0. 
5. The GM checks the list of Reaction Shifts 
(listed with the Reaction Table) to determine 
whether any shifts are applied (in addition to 
any applied as stated in Step 4). Any verbal 
interaction by the players may also be con­
sidered. Apply the shifts in the direction in­
dicated. 
6. After all shifts are applied, the GM locates 
the new line on the NPC Reaction Table. He 
reads or paraphrases the Key Word and 1 he 
NPC reaction to the players (if he thinks it 
would be obvious) and the result is enacted as 
it applies to the situation. 

(28.8) The GM uses the NPC Reaction 
Table to determine the attitude of an 
NPC towards the party in an encounter. 

Seepage 64. 

[29.0] Action Rounds 
Action Rounds are used to resolve com­

bat between characters. NP C's and creatures. 
When a possible combat situation arises, the 
GM and the players prepare the Action 
Display as described in 26.6, the Creature 
Encounter Procedure (28.1) and the NPC 
Encounter Procedure (28. 7). 

During a creature encounter, an Action 
Round is undertaken when called for by an 
Interaction (see 28.4). Some Interactions call 
for the conduct of one Action Round, and 
then another Interaction is determined . 
Others call for the repeated conduct of Ac­
tion Rounds until combat is resolved (one 
side or the other is incapacitated or escapes). 

During an NPC encounter, an Action 
Round is undertaken if either the characters 
c,r NPC's wish to initiate combat. Action 
~{ounds are repeated until combat is resolved 
or both sides choose to cease hostilities. 

ACTION ROUND PROCEDURE: 
1. If not stated in the Encounter Procedure 
or Interaction, determine which side has the 
initiative (see 29. I). 
2. Every individual which is not stunned, 
pass~d out or restrained on the side with in­
itiative may move, fire and/or perform other 
actions. Each individual conducts his actions 
one at a time; that is, one performs actions, 
than the next, then the next, and so on. The 
order in which individuals perform their ac­
tions is up to the players (if characters) or the 
GM (if NPC's or creatures). If an enemy in­
dividual is attacked or fired upon, the effects 
are implemented immediately. 

3. Every individual on the side without in­
itiative that was fired at in Step 2 must con­
duct a willpower check. Those individuals 
that fail the check must now perform a rash 
or protective action. 
4. Every individual on the side without in­
itiative may perform actions as described in 
Step 2. Exception: An individual that was 
attacked in close combat during Step 2 or 
that failed a willpower check in Step 3 may 
not perform any actions at all. This step is 
skipped if the side without initiative is 
unaware or is ignoring the side with in­
itiative. 
5. The GM may check the NPC's or creatures 
to determine if their reaction to the 
characters changes. The characters may also 
change their strategy. If one or both sides 
wishes to continue combat, return to Step I 
of this procedure. However, if one or both 
sides changes their strategy during a creature 
encounter, check the appropriate interaction 
to see how the next Action Round will be 
conducted (if at all) . 

Throughout this section, any references 
to abilities and options of the characters also 
applies to NPC's. 

(29.1) The players and the GM 
determine which side has the initiative 
at the beginning of each Action Round. 

The players use the one character in 
their party that has the highest Initiative 
Value, determined as follows: Add together 
the character's Leadership Rating (if the 
enemy is a creature, Intelligence may be used 
instead), his Environ Skill Level, and his Bat­
tlefield Skill Level (if the characters are 
fighting NPC's, double the Battlefield Skill 
Level). The highest sum obtained by one 
character is the party's Initiative Value and 
that character is considered the party's 
leader. 

The GM secretly determines the ln­
tiative Value of the enemy force. If a 
creature, its initiative percentage is used as its 
Initiative Value. If NPC's, the Value is deter­
mined in the same way as for characters . One 
side's Initiative Value may be increased in ac­
cordance with a creature interaction (see 
28.6). 

The player controlling the character be­
ing used for initiative rolls one die and adds 
the result to his Initiative Value. The GM 
secretly does the same for the enemy force. 
The side that achieves the higher sum receives 
the initiative this round, and performs ac­
tions first. 

If one side is unaware in the first Action 
Round of a combat, they are considered 
aware in all the following Rounds. However, 
until the initially unaware side actually gains 
the initiative in an Action Round, 3 is sub­
tracted horn all their initiative die rolls . 

A character or NPC that is currently 
stunned, unconscious, or that failed a will 
power check in the previous Action Round 
may not be used to determine the Initiative 
Value . 

Close Combat Initiative. If a character is 
engaged in close combat with an NPC or 
creature (see 29.9) , the GM should have the 
character and his enemy check for intiative in 



relation to each other separate from the rest 
of 1he combatants. Their rolls will have no 
effecl on 1he ocher individuals. Thus i1 is 
possible 1ha1 a characler will have 1he in­
iliative in his close combal si1ua1ion while !he 
res! of 1he party will not, and vice versa. 

(29.2] A character may move a number 
of hexes equal to his Agility Rating in a 
single Action Round, with the 
following modifiers: 
• Add the Terrain Movement Modifier for 
!he environ (see the Terrain Effects Chart). 

• Add lhe Gravity Movement Modifier for 
the world (see the world log). 

• Add the characler's appropriate Gravi ty 
Skill Level. 

Example: A character with an Agility Rating 
of7 in a woods/ hill environ ( -4) on a size 4 
world ( +2) who has a Light Gravity Skill 
Level of +1, would be able to move up to 6 
hexes in a single Action Round. 

The number of hexes a character may 
move may be increased or decreased if he is 
wearing an expedition suit or body armor. 
Subtract 1he character's EVA or Body Armor 
Skill Level (whichever is higher) from the En­
cumbrance Rating of the suit or armor. If the 
resuh is greater lhan one, divide the 
character's movemenl race by 1he result 
(rounding 10 1he nearest whole number). If 
the resuh of 1he subtraccion is one or less, the 
character's movement is not affected. Ex­
ception: If a character using his Body Armor 
Skill is wearing augmented armor, and 1he 
subcraction result is -2 or less, multiply 1he 
characcer's movement rate by the absolute 
value oft he resu It . 

Example: Assuming the character in 1he 
above example is wearing Civ Level 7 Impact 
Armor (encumbrance Racing of 3, 
augmenced) and does not have !he EVA or 
Body Armor Skill, he would be able to move 
only 1wo hexes per Action Round (6 + 3). If 
he had a Skill Level from 2 10 4, he could 
move the full six hexes. If he had a Body Ar­
mor Skill Level of 5 (or 6) he could take ad­
vantage of 1he armor's augmentacion and 
move 12 (or 18) hexes. 

Unless a character's Agility Rating is 0 
(which indicates that he may not move at all) 
or he is restrained, he may always move at 
lease one hex , even if his calculated move­
ment is O or less. 

The movemenl rate of a robot is 
calculated in the same manner as chat of a 
character (robots have no Gravity Skill 
Levels). However, if a robot's calculated 
movement rate is O or less it may not move at 
all(unless i1 has a creative thought syscem). 

The movement rate of a creature is equal 
to ics Agility Rating only. The effects of 
gravicy and 1he environ are already included 
in its Agility Rating. 

(29.3] When a character is eligible to 
move, he may perform other actions 
before, after or instead of moving. 

An aclion a characcer performs .during 
an Action Round other than movement may 
reduce the number of hexes he may move in 
that Round or may prevent him from moving 
ahogether. Unless otherwise specified, ac-
1ions may be performed before moving, after 
moving, or instead of moving. They may nol 
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be performed before and after moving and 
may not interrupl movement. Thus a 
characcer may perform actions and then 
move, or he may move and then perform ac­
tions, or he may perform accions only. If a 
single action would reduce a character's 
movement race below O, he may still perform 
that action bu1 may not do anyching else in 
1he Action Round. 

Fall prone. No reduction . May be perform­
ed after move only. 

Get up. -1 hex. Performed before move if 
prone . 

Open or close door. -1 hex. 

Pick up object. -2 hexes. 

Pass through narrow opening. --2 hexes. 

Load weapon. One Action Round . 

Fire weapon. No reduction (however, see 
29.6). 

Draw weapon. -1 hex. 

Exit enemy-occupied hex. -2 hexes. May 
nol be performed if engaged in close combat. 
May be performed before move only. 

Attack in Close Combat. - 3 hexes. May 
be performed after move only. A character 
may conduct no more than one close a11ack 
in a single Action Round. 

Break off from Close Combat. Movement 
rate reduced to one hex. Character must have 
the initiative and may not break off if 
restrained . May be performed before move 
only. 

Pressurize or Depressurize in Airlock. 
Two Ace io n Rounds. 

Emplace Machine Gun. Two Action 
Rounds (a machine gun mounted on a struc­
ture or vehicle in considered emplaced). 

Jump over object. - 3 hexes. May be per­
formed after move only, although !he jump 
may include an additional forward momen­
tum of one hex . A characcer may jump a 
number of feel equal to one half of his total 
movement rate for the Accion Round. 

Perceive Creature without Bioscanner. 
No reduction . 

Perceive Creature with Bioscanner. One 
Accion Round . 

Jet Pack Movement. A skilled character 
wearing a jetpack may move (fly) a number 
of hexes equal to twice his Agility Rating, 
plus his Gravity Skill Level, plus the Gravity 
Movement Modifier, plus the square of his 
Jecpack Skill Level. No modifier for terrain 
is considered. An unskilled character may 
move a number of hexes equal to his Agility 
Rating plus his Gravity Skill Level plus the 
Gravity Movement Modifier (the GM may 
wish 10 check for an accident when an un­
skilled character is using a jetpack). Jetpack 
movement is halved (rounded up) if a 
character is caking off or landing before or 
afcer the move. A character using a jetpack 
cannot take off and land in I Ace ion Round. 

The movement races of vehicles (in 
hexes per Action Round) are listed on the ap­
propriate vehicle chart. As long as a vehicle is 
being driven, it may move al its listed move­
ment rate (as modified by the Terrain Value 
of 1he environ (see 21.1). A characler 1ha1 
wishes 10 switch from driving a vehicle 10 

moving on fool (or vice versa) must spend 
one Action Round shulling down (or starl­
ing) !he vehicle. 

A characler chat is concrolling a robot's 
actions in an Action Round may nol himself 
move, fire a weapon or perform any other ac­
lions in 1ha1 Round (unless 1he robo1 has a 
self-activacion syscem). 

[29.4] The size of an individual or object 
determines how much space it 
occupies in a hex. 

The size classificacions are: Miniscule 
(smaller than a coin), Very Small(che size of a 
book). Small (the size of a small child), Man­
size, Large (the size of a large horse). One­
hex, Two-hex, and so on. 

There is no limi1 to the number of 
miniscule or very small objec1s or individuals 
thal may occupy a hex. Twenly small, IO 
man-size, or three large objects or in­
dividuals may occupy a hex. The size of an 
objecl or individual affecls weapon fire in 
the form of a modifier applied to the Hie 
Chance (see the Fire Modifier Chart). 
(29.5) When eligible to move, a 
character may fire a loaded weapon he 
possesses at any target within his 
sight. 

He may fire the weapon up 10 a number 
of limes equal 10 1he weapon's Fire Rate 
((isled on 1he Weapon Chart). However, if he 
fires a number of times greater than half the 
weapon's Fire Race, 1he weapon becomes 
unloaded and may nol be fired again until 
loaded (an accion lisced in 29.3). Thus, a 
weapon wich a Fire Rate of 1 must be reload­
ed afcer each fire. As long as a weapon is 
fired a number of limes equal 10 or less than 
half ics Fire Race, 1he characler need nol 
pause to reload. A character chat is not skill­
ed with a weapon may only fire it once in an 
Accion Round . 

For each fire he wishes 10 conduce, 1he 
characler declares his intended large! and 
conducts 1he following seeps: 

1. Referring to the Weapon Chart, cross­
reference the type of weapon being fired with 
the column corresponding 10 the number of 
hexes away the 1arge1 lies 10 find the Base Hit 
Chance. This range is counted by including 
1he target hex bul no1 1he firing character's 
hex . 

2. Multiply the Terrain Value in the environ 
by the Terrain Multipier(li sied with !he range 
on the Weapon Chari) and subtract this pro­
duce from 1he Base Hie Chance. If !he 1arge1 
is prone, double I he sub1 race ion . 

3. If the firing characcer is skilled wich 1he 
weapon, add his Dexteric y Racing and the 
square of his Skill Level 10 1 he Hie Chance. 

4. Consul! the Fire Modifier Chart 10 see if 
any ocher addicions or sub1rac1ions are ap­
plied to 1he Hie Chance, depending on 1he 
si1ua1ion. Certain Hie Chances for manual 
weapons indicale chat the characcer's 
Strength Rating is also added 10 1he Hit 
Chance (see 1he Weapon Chart). 

5. The characler rolls percenlile dice. If 1he 
dice result is equal 10 or less than the 
modified Hie Chance, he hies 1he 1arge1; refer 
10 1he Hit Table 10 decerminc the damage in­
curred by 1arge1 in accordance with 30.0 (Ex­
ception: If a targe1 is fired al more 1han 
once, damage is decermined afcer all fires are 
conducced). If 1he dice result is greacer 1han 



the chance, he misses the target; the GM may 
check to see if the fire hits a likely target (see 
29.7). 

A character may fire at any number of 
different targets in a single Action Round 
(within the limit of his weapon's fire rate). 
However, a reduction (listed on the Fire 
Modifier Chart) is applied to all fires if he 
does so. A reduction is also applied to all 
fires when firing a weapon with recoil more 
than once in an Action Round (even if firing 
at the same target). 

A character in a hex occupied by an 
enemy capable of movement may only fire at 
a target in that hex. 

[29.6) The Fire Modifier Chart lists all 
the modifiers that may be applied to 
the Hit Chance when firing a weapon. 
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(29.7) If a fire misses its intended 
target, the GM may check to see if a 
llkely target is hit instead. 

The GM locates the difference between 
the dice result and the modified Hit Chance 
on one of the following likely target results. 
If one applies, that object or individual suf­
fers the effects of the fire. 
1-30. No other object hit. Exception: If the 
target is engaged in close combat, the fire hits 
the target's adversary. 

31-50. Fire hits an object or individual other 
than the intended target in the target hex or 
in a hex that the fire passed through (in­
cluding hexes beyond the target). 

51 or more. Fire hits an item or individual in 
a hex adjacent to any hex in the above result. 

The GM determines which likely target 
is hit if more than one is eligible. Any fire 
that does not hit its target or a likely target 
always hits a wall (if present) behind the in­
tended target (this could be very dangerous if 
a vacuum or a hostile atmosphere exists 
beyond a pressurized chamber). Exception: 
A skilled character firing an arc gun will 
never hit an object, individual or wall behind 
his intended target. 

If the dice result is greater than the 
modified chance when throwing a grenade, 
the grenade strikes one hex away from the 
target hex for every 10 percentage points (or 
fraction thereof) over the chance the dice 
result indicates. The GM randomly deter­
mines which direction from the target the 
grenade goes. 

[29.8) A character without initiative 
must conduct a will power check if he 
is fired upon and does not incur 
damage. 

The character rolls one die; if the result 
is equal to his Aggression Rating, he passes 
the check. The character may add or subtract 
a number up to his Mental Power Rating or 
his Battlefield Skill Level (his choice) to or 
from the die result . Thus, a character with an 
Aggression of 7 and a Mental Power of 2 
must roll a 5.6,7,8 or 9 to pass a willpower 
check. If the character has a Battlefiel,;I Skill 
Level of 3, he must roll a 4 through 10 to pass 
the check 

A character that passes a will power 
check may participate in Step 4 of the Action 
Round. A character that fails a will power 
check may not do anything in Step 4; instead, 
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he must immediately perform one of the 
following: 

• A character that fails a willpower check by 
rolling too high must immediately fall prone 
in the hex he occupies or any adjacent hex 
that is further away from the source of fire 
(his choice). A character that is already prone 
does nothing. 

• A character that fails a will power check by 
rolling too low must perform a rash action. 
He must immediately move into the hex oc­
cupied by the individual that attacked him 
(or as close to this hex as possible if his move­
ment rate is insufficient). If the character is 
able to conduct a close attack or fire his 
weapon after moving he must do so (his 
choice if able to do both). If a rash character 
is firing his weapon, he must conduct as 
many fires as possible. He may not fall prone 
after his rash action. 

Creatures never conduct willpower 
checks. A character on the side with initiative 
does not conduct a willpower check when 
fired upon . A character does not conduct a 
willpower check when attacked in close com­
bat. 
(29.9) A character or creature may 
attack an enemy in the same hex by 
using close combat, instead of firing a 
weapon. 

Once close combat is initiated, the two 
participants are considered engaged until one 
or the other is stunned, passes out, dies or 
breaks off. An individual without initiative 
that is engaged in close combat may not per­
form any actions at all in step 4 of the Action 
Round. An individual with initiative that is 
engaged may only conduct a close attack or 
attempt to break off (see 29.3) during Step 2 
of the Action Round. A character is not re­
quired to initiate close combat when in an 
enemy-occupied hex; if he is not engaged, he 
may fire a weapon at a target in the hex in­
stead. 

The close combat strengths of the at­
tacker and defender depend on how each in­
dividual declares he will fight; unarmed, with 
a blade or in body armor. An individual may 
declare any one of the three types for which 
he is eligible. 
Attacking or defending unarmed. The 
character's Dexterity, Strength or Agility 
Rating (his choice) is added to the square of 
his Unarmed Combat Skill Level. If the 
character is not skilled, he uses one half 
(rounded up) of one of his Ratings only. 

Attacking or defending with a blade. The 
character's Dexterity or Agility Rating (his 
choice) is added to the Hit Strength of his 
blade (see the Weapon Chart) and the square 
of his Blade Skill Level. If the character is not 
skilled, he uses the Hit Strength of his blade 
only. 

Attacking or defending in body armor. 
The character's Strength Rating is added to 
the Hit Strength of his armor and the square 
of his Body Armor Skill Level. If the 
character is not skilled, he uses the Hit 
Strength of his armor or his Strength Rating 
only. Note: A character in body armor may 
declare that he is attacking or defending 
unarmed if he wishes. 
Creature (attacking or defending): The 
creature's Combat Rating is multiplied by 

one half (rounded down) of his Agility 
Rating. Thus, a creature with a Combat 
Rating of 6 and an Agility Rating of 7 would 
have a close combat strength of 18. 

After determining the close combat 
strength of the attacker and defender, resolve 
the combat by subtracting the defender's 
close combat strength from the attacker's 
close combat strength to determine the dif­
ferential (a negative number is possible). The 
attacker rolls one die and adds the die result 
to the differential. 

• If the sum of the differential and the die 
result is 4 or greater, divide the sum by two 
(rounding down) and locate the halved sum 
on the Hit Table to determine hits incurred 
by the defender(see 30.1). 

• If the sum of the differential and the dice 
result ranges from - 3 to 3 the attack has no 
effect. 
• If the sum of the differential and the die 
result is - 4 or less, divide the absolute value 
of the sum by two (rounding down) and 
locate the halved sum on the Hit Table to 
determine hits incurred by the attacker (see 
30.1). 

Before resolving a close combat, the at­
tacker (only) may declare that he is attempt­
ing to restrain his enemy. If this is declared, 
reduce any hits received in the combat by his 
enemy by three. If the adjusted number is 0 
or higher, his enemy is considered restrained 
(suffering the adjusted number of hits) and 
remains restrained until the attacker releases 
him, or is stunned, passes out, or dies. A 
restrained individual may not perform any 
actions at all . An individual that is restrain­
ing an individual may not perform any ac­
tions other than movement (however, see 
26.5), unless it is a creature that possesses the 
multiple attack power or that has restrained 
its adversary in webs. 

[30.0] Hits and Damage 
A character, creature, or NPC may suf­

fer hits; and a vehicle, machine, or other 
piece of equipment may suffer damage, as a 
result of weapon fire, close, combat, or an 
accident. Hits against an individual reduce 
his Physical Characteristic Ratings. Points 
lost from Physical Characteristics are regain­
ed by healing (see 12.3 and the Diagnosis and 
Treatment skill descriptions). Damage to 
equipment may puncture the object and/or 
render it inoperable until repaired (see 13 . 1 
and the tech skill descriptions). 

The Hit Table is used to determine all 
types of hits and damage, although its use 
changes depending on the situation. 

(30.1) When an individual is hit by 
weapon fire. the character who fired 
the weapon uses the Hit Table to 
determine the number of hits his target 
receives. 

He rolls one die and adds the Hit 
Strength of the weapon to the die result. The 
modified die result is located on the Table to 
find which physical characteristic is affected 
and how many points are subtracted from 
that characteristics 

If an individual is hit by more than one 
fire from the same weapon in a single Action 
Round, the Hit Strength of the weapon is 



multiplied by the number of times the target 
was hit. One die is rolled and the result is ad­
ded to this product to determine the one 
result that will be applied to the Hit Table. 
Thus, the Hit Strength of a paint gun that 
hits one target three times in one Action 
Round is24(3 x 8). 

The die is not rolled when referring to 
the Hit Table after a close combat. The 
numerical result derived from a close combat 
(see 29.9) is applied directly to the Table to 
determine hits received . 

When a creature is hit, the GM should 
secretly conduct the Hit Table die roll and ap­
ply any results unannounced. 
(30.2) Hits suffered by an individual are 
applied as reductions to his Physical 
Characteristics. 

When a character incurs a hit result, the 
listed number of points are immediately sub­
tracted from the listed Characteristic Rating. 
This is done by recording the reduced 
Characteristic Rating next to the original 
rating on the Character Record (do not erase 
the original rating). Until healed, the 
character uses the reduced rating for all game 
purposes . When a character's Endurance 
Rating is reduced to 0, he immediately passes 
out and will not come to until healing in­
creases his Endurance to 1. When a 
character's Agility is reduced 10 0, he may 
not move at all (he may use his hands 10 

operate a small device or weapon). If a char­
acter's Dexterity is reduced to 0, he may hold 
nothing and fire no weapon (he may still 
move). There is no immediate effect of a 
character's Strength being reduced 10 0. 
However, if a character's Strength and En­
durance are reduced to 0, he dies. 

A Characteristic Rating may never be 
reduced below 0. If a hit result calls for a 
greater reduction to a characteristic than is 
possible to apply, the excess reduction is ap­
plied to the next characteristic listed down on 
the Hit Table (the number of hits received is 
not increased). Example: A character with 
an Endurance Rating of 6 receives a hit result 
of 8 Endurance (result 16); his Endurance 
Rating is reduced to O and his Strength 
Rating (the next characteristic listed on the 
table) is reduced by 2. Exception: If the 38 
or more result is incurred on the Hit Table, 
use the next characteristic up (Strength) after 
applying reductions to endurance. 

When applying hits to a creature, treat 
its Combat Rating as its Strength and En­
durance Rating (for purposes of using the 
Hit Table) and treat its Agility Rating as its 
Agility and Dexterity Ratings. When a 
creature's Combat Rating is reduced to 0, it 
passes out. When its Combat and Agility 
Ratings are reduced to0, it dies. 

(30.3) Each time a character or NPC 
suffers one or more hits. he must 
immediately conduct a shock check. 

The hit character rolls one die. If the die 
result is equal to or less than his Mental 
Power Rating, he is unaffected. If the die 
result is greater than his Mental Power 
Rating, the character immediately drops 
whatever he may be holding and falls down; 
he may perform no actions at all for the re­
mainder of the current Action Round and 
the entirety of the following Action Round. 
After the followirig Action Round, he is no 
longer affected. Note that a character with a 

GAMESMASTER 'S GUIDE, PAGE 41 
Mental Power Rating of O will always fail a 
shock check . A character that passes out or 
dies when hit does not conduct a shock 
check. Creatures never perform shock 
checks. 

(30.4) An individual that is hit with a 
stun pistol pulse does not suffer any 
hits but may black out briefly. 

The Hit Table is not used. Instead, the 
GM rolls one die and adds the Stun Strength 
of the weapon (either 8, 9, or 16) to the die 
result. This modified result is compared to 
the sum of the target's Endurance and Men­
tal Power Ratings. For every point above the 
sum the modified result indicates, the in­
dividual is stunned for one Action Round. 
Thus, a character with a combined En­
durance and Mental Power Rating of 12 that 
suffers a modified stun result of 17 is stunned 
for five Action Rounds. A stunned in­
dividual immediately drops whatever he is 
holding and falls down; he may perform no 
actions at all until the requisite number of 
Action Rounds has passed . The count of Ac­
tion Rounds for stun duration does not in­
clude the Action Round in which the in­
dividual is hit. The GM may wish to conceal 
the duration of a stun result from the 
characters, informing them only when the af­
fected individual comes to. 

The strength of a stun weapon is halved 
(before adding a die roll) if the target is wear­
ing any type of full body armor or an expedi­
tion suit. A robot is not affected by stun 
weapons. 

When checking for the result of a stun 
pulse against a creature, use its Combat 
Rating (only). Certain creature powers may 
render a stun pulse ineffective or alter its ef­
fects (see 35.0) . In addition, the GM may 
choose to make creatures that have no cen­
tral nervous system (in the GM's opinion) im­
mune to stun weapons. 

(30.5) Damage to a robot, vehicle, or 
other piece of equipment hit by fire or 
involved in an accident ranges from 
superficial damage to complete 
destruction of the object. 

The Damage column of the Hit Table is 
used to determine whether the object suffers 
superficial, light, or heavy damage, or 
becomes partially or totally destroyed. An 
object that suffers more than superficial 
damage is rendered inoperable until repaired 
(see 13.0; the exact nature of the problem is 
up to the GM). An object that is totally 
destroyed may not be repaired . 

When an object is hit by weapon fire, 
the damage result is determined as described 
in 30.1, using the Damage column instead of 
the Physical Characteristic column. A vehi­
cle or robot that is hit by fire may be pro­
tected by its armor Defense Rating (see 30.6). 

Damage to a vehicle or other object in 
an accident is assessed in accordance with 
11.2 and 27.8. If a vehicle has a Projectile Ar­
mor Rating, the armor may protect the vehi­
cle from damage. Note that any character in 
a vehicle that incurs damage may suffer hits 
as a result. 

Damage suffered by body armor and 
other protective attire is not determined us­
ing the Damage column of the Hit Table. In­
stead, the Armor columns are used, as ex­
plained in 30.6. 

(30.6) A character wearing body armor 
or any other attire with a Projectile 
and/or Beam Defense Rating receives 
protection from hits. 

The Protective Attire Chart (20.0) lists 
a Projectile Defense Rating (use for protec­
tion from projectile weapons, close combat, 
and accidents) and a Beam Defense Rating 
(used for protection from laser pistols, paint 
guns, arc guns, and other beam weapons). 

When a character incurs a result on the 
Hit Table due to any type of combat or 
mishap, he checks the Armor Result listed 
with the hit result . 

• If the Armor Result is less than the ap­
propriate Defense Rating of the character's 
armor, the character and the armor are not 
harmed at all. 

• If the Armor Result is equal to the Defense 
Rating of the armor, the character is not 
harmed, but the armor suffers superficial 
damage and both of its Defense Ratings are 
reduced by 1. 

• If the Armor Result is greater than the 
Defense Rating of the armor, the armor is 
pierced and the character receives hits. The 
Defense Rating of the armor (before the cur­
rent hit) is subtracted from the number of 
hits the character receives, and the ap­
propriate Physical Characteristic is reduced 
by this adjusted amount. If the Armor Result 
is greater than the Defense Rating by 1, the 
armor suffers light damage and both Defense 
Ratings are redued by 1. If the Armor Result 
is greater than the Defense Rating by 2, 
heavy damage is suffered, and both Defense 
Ratings are reduced by 2. If greater by 3, the 
armor is partially destroyed, and both 
Ratings are reduced by 3. If greater by 4 or 
more, the armor is totally destroyed. An Ar­
mor Defense Rating may never be reduced 
below 0. 

There are four columns of Armor 
Results on the Hit Table. When hit by 
weapon fire, use the column corresponding 
to the total number of fires that the target 
was hit by. When involved in a close combat 
or an accident, use the 2 Fires column of the 
Table. 

All vehicles possess Armor Ratings 
which are used in the same way as personal 
armor to protect the machine from damage. 
Certain creature powers provide a creature 
with natural armor (with specific ratings 
given in the power descriptions), used in the 
same way as character armor. 

(30. 7) The Toxin Effects Matrix is used 
to determine how an individual hit by a 
treated projectile is affected. 

When an individual is hit by a needle 
from a needle pistol or rifle, or is exposed to 
toxic gas from a grenade, the GM cross­
references the type of toxin used with the 
composition of the target to determine the ef­
fects of poison. All character and NPC 
targets use the Human row of the matrix. A 
creature target uses the row that corresponds 
10 its composition (only known by the GM, 
unless the characters have examined the 
creature, see 35.0). 

A number from the matrix is treated as a 
Hit Strength; roll one die, adding the number 
to the die result, and determine the hits suf­
fered by the individual as explained in 30.1 



and 30.2. A letter result obtained from the 
matrix affects the target as explained (see 
matrix). 

In addition to its toxic qualities, a needle 
has a Hit Strength of 1. This applied to the 
target before determining the effects of the 

VIII. Space Travel 
There are two distinct methods of 

travelling between worlds. Hyperdrive uses 
the Mental Power of a psionic navigator to 
travel instantaneously from star system to 
star system. Unfortunately, hyperdrive will 
not work when a spaceship is within the 
gravity well of a star system. Thus, slower­
than-light reaction drive (fission) is used to 
travel from planet to planet within a star 
system. A character conducting a hyper jump 
uses his navigator skill (this skill is not used 
to navigate a spaceship through inter­
planetary space). Pilot skill is used to control 
a spaceship through interplanetary space. 

All the spaceships in Universe are com­
posed of a hull and a variable number of 
pods. The hull determines the ship's size and 
overall performance. The pods are attached 
to the hull and give the ship a specific 
character: military, scientific, merchant , 
passenger, etc. This concept is more fully ex­
plained in Delta Vee Sections 1.0 through 5.0. 

The gamesmaster creates spaceships 
from the various hulls and pods and in­
troduces them into play so that the characters 
may travel in them, encounter them and, if 
wealthy enough, purchase them. 

Two astronomical terms are used in this 
Chapter: 

Astronomical Unit (AU). A standard 
measure of distance in interplanetary space. 
One AU equals 149 million km, the distance 
from Sol to Earth. 

Ecliptic. The plane formed by a star and the 
orbital paths of all the planets around it. The 
mass of the worlds scattered around the 
ecliptic create a flattened sphere of gravity 
wells that may not be entered when hyper­
jumping. 

[31.0] Hulls and Pods 
Spaceship hulls and pods are manufac­

tured on worlds with Class 3 and 4 space­
ports, and in orbiting factories attached to 
such spaceports. Like all other manufactured 
goods, spaceship parts come in a variety of 
Civ Levels (6,7,8) and will only be readily 
available on a world of an equal or higher Civ 
Level. Spaceships are far beyond the finan­
cial means of most people and•, thus, the 
characters will be little concerned with the 
economics of spaceship construction and 
purchase. However, the characters will be 
able to book passage in commercial space­
ships and during an adventure will sometimes 
receive free transport by an employer or may 
even be loaned a ship for the completion of a 
specific mission. 

The GM uses the list of hulls and pods in 
this Section and the additional information 
in the DeltaVee rules (especialy concerning 
military spaceships) to create spaceships 
suited to his adventures. The hull/pod 

UNIVERSE, PAGE 42 

toxin. If the needle does no harm to the 
target, the toxin has no effect either. 

[30.8] The Toxin Effects Matrix explains 
the effects that various toxins have on 
beings of various compositions. 

Seepage 63 . 

system allows the GM to design a wide varie­
ty of ships with a minimum of trouble. When 
constructing a ship, the GM should keep in 
mind the specifications of each hull and pod, 
especially their availability, Civ Level, and 
crew requirements, so that, when assembled, 
the ship may be logically (and legally) used by 
the characters. 
[31.1] Every class of spaceship hull 
contains the following: 

Each hull has a sub-light engine (using 
radioactives as its energy source, see 30.0), a 
control bridge with basic navigation and 
communication equipment, an airlock 
leading out of the ship, a docking port for 
rendezvous with other craft, and all the at ­
tributes listed in DV4.0 (especially DV4.9, 
the Spaceship Attribute Chart, page 47). 

Additional information is listed with 
each spaceship hull description in 31.2. This 
information includes the following: 

Availability (open, restricted, or military). An 
open spaceship is available for purchase by 
anyone who has the funds. A restricted 
spaceship is available only with permission 
from the federation or an independent 
world. Such ships, equipped with quality 
defensive gear and light weapons, are prefer­
red by merchant concerns and government 
agencies operating in dangerous areas. A 
military spaceship is designed specifically for 
combat and is available only to the federal 
navy, the Astroguard services, and the trans­
port branches of military ground forces. 

Crew Required. The minimum number of 
crew members required to keep the spaceship 
running and trouble-free, excluding gunner 
for the ship's burster or any crew necessary to 
service any pods the ship possesses. 

Passenger Capacity. The maximum 
number of people the spaceship may accom­
modate when no pods are attached . Accom­
modations are basic: shared sleeping 
quarters, galley, and first aid station (fulfills 
equipment requirement for diagnosis and 
treatment tasks, provides no Skill Level in­
crease). Any crew required to run the ship 
takes up passenger space. 

Cargo. The maximum metric tonnage of 
cargo that the spaceship can transport. 
Cargo space may be increased by 0.1 ton per 
passenger below passenger capacity carried. 
The cargo hold will not sustain life. 

Cost. Price in Trans for the spaceship hull 
when new if purchased on a world of the 
same or higher Civ Level as the hull. Price 
may fluctuate as described in 18.0. 

Performance Modifier (PM). A quan­
tification of the ship's responsiveness and 
structural integrity. Applied to the chance to 
avoid an accident, in accordance with 11.2. 

[31.2] The following spaceship hulls are 
the classes most common. throughout 
the federation . 

[30.9] The Hit Table is used to 
determine hits suffered by individuals 
and damage suffered by objects. 
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• Terwillicker 5000. Favorite personal craft 
of wealthy individuals. Used as a light, short­
range patroller by the Navy and the Astro­
guard, and as a courier by government and 
private concerns. Availability: Open. Crew 
Required: 1. Passenger Capacity: 2. 
Cargo: 0.3. Cost: 3,100. PM: 0. 

A modified version of the 5000 is used as 
a surface landing vessel launched from the 
lander pod of a larger spaceship. It has a 
Velocity Rating of 1, a Maneuver Rating of 
4, no armor, burster, or targeting program. 
Crew Required: 1. Passenger Capacity: 
4. Cargo: 0.5. Cost: 1,500. PM: -5. 

• Terwillicker-X. Short-range fighter craft , 
usually launched from the battlecraft pod of 
a large military spaceship. Orbiting space sta­
tions and commercial complexes often use 
the X fo, security and scouting. Availabili­
ty: Restricted . Crew Required: I. 
PasseF1ger Capacity: 2. Cargo: 0.1. Cost: 
6,900. PM: + 25 . 

Note: All Terwillicker passenger capacities 
do not include a galley or first aid station . 

• Dagger. Standard military patrol and pur­
suit craft. Availability: Military. Crew Re­
quired: 2. Passenger Capacity: 4. Cargo: 
0.5. Cost: 12,200. PM: + 15. 

• Sword. Elite heavy cruiser, mainstay of 
the federal navy. Availability: Military. 
Crew Required: 5. Passenger Capacity: 
10. Cargo: 3. Cost: 22,100. PM: +25. 

• Spear. Military command post. Often us­
ed as the core spaceship of a federal navy task 
force or as an Astroguard headquarters. 
Availability: Military. Crew Required: 10. 
Passenger Capacity: 20. Cargo: 7. Cost: 
27 ,900. PM: + 10. 

• Piccolo. Common high-performance 
craft. Popular with small businesses, in­
dependent explorers . Availability: Open. 
Crew Required: I. Passenger Capacity: 
6. Cargo: I. Cost: 5,400. PM: + 5. 

• Flute. A heavily-defended craft used by 
many branches of the military (especially 
when a low profile is desired) and by corpor­
ations operating in dangerous areas. 
Availability: Restricted. Crew Required: 
3. Passenger Capacity: 12. Cargo: 3. 
Cost: 20,700. PM: + 20. 

• Clarinet. The premier deep-space trading 
vessel. Its size, economy, and combat adap­
tability make it popular with interstellar 
traders and pirates. Availability: Open. 
Crew Required: 4. Passenger Capacity: 
20. Cargo: 6. Cost: 14,100. PM: + 10. 

• Corco Gamma. Common small freight 
and passenger vessel. Availability: Open. 
Crew Required: 2. Passenger Capacity: 
8. Cargo: 2. Cost: 6,700. PM: - 10. 

• Corco Zeta. One of the oldest commercial 
vessels; still widely used in safe areas. 
Availability: Open. Crew Required: 4. 



Passenger Capacity: 20. Cargo: 5. Cost: 
6,400. PM: - 20. 

• Corco Iota. Economical, well-defended 
trading vessel designed for government­
sponsored commerce. Availability: 
Restricted . Crew Required: 4. Passenger 
Capacity: 25 . Cargo: 10. Cost: 17,500. 
PM:O. 
• Corco Mu. Common large freighter and 
passenger vessel. Availability: Open. Crew 
Required: 5. Passenger . Capacity: 30. 
Cargo: 15. Cost: 14,500. PM: - 10. 

• Corco Omega. Emergency craft launched 
from escape/EVA pod of a large spaceship. 
Contains burn-out hyperjump engine (see 
32.1). Velocity Rating: I. Maneuver 
Rating: 3. Energy Capacity: 10. Energy 
Burn Rate: I. Not streamlined; has no 
burster, armor, force field, or targeting pro­
gram. Civ Level: 7. Availability: Open . 
Crew Required: I. Passenger Capacity: 
4.Cargo: 0.2.Cost: 1,100. PM: -15 . 
(31.3) The GM may design additional 
spaceship hulls to use during play. 

Any hull designed should be given 
ratings and attributes comparable to those 
found on the Spaceship Attribute Chart 
(DV4.9, page 47) and in 31.2. The spaceship 
may be made capable of carrying any number 
of pods. The Energy Burn Rate of a spaceship 
should be 20% to 50% greater than the 
number of pods it may carry. The cost of a 
spaceship hull is calculated by adding 
together the costs of all the following at­
tributes: 

• 200 Trans x Velocity Rating 
x Number of pods 

• 100 Trans x Maneuver Rating 
x Number of pods 

• 100 Trans x Passenger capacity of hull 

• 10 Trans x Energy capacity of hull 

• 100 Trans for a Class I burster; 
1,000 Trans for a Class 2 burster 

• Armor Class I: 100 Trans x 
Number of pods 

• Armor Class 2: 1,000 Trans 
x Number of pods 

• Force Field Class I: 200 Trans 
x Number of pods 

• Force Field Class 2: 1,000 Trans 
x Number of pods 

• Target Program : 500 Trans for every 
subtraction of 1 

• Cargo: 100 Trans per ton of capacity 

If the spaceship is streamlined , increase 
all the preceding by 50%. These costs are bas­
ed on the number of pods the ship is capable 
of carrying, not the number it is actually car­
rying lit any particular time. 

(31.4) Each spaceship hull may carry a 
variable number of pods, each 
containing a system that specializes or 
improves the ship's operation. 

The concept of how pods work and 
details on combat abilities of certain pods 
can be found in DVI.0and DV5.0, especially 
in DV5.8 (the Pod Attribute Chart, page 47). 
The following pods are the types most com­
monly used on spaceships. Each description 
includes the pod's availability, its requisite 
crew, passenger capacity, cargo capacity, and 
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cost. These attributes are similar to those in 
31.1. Unless a pod is assigned a specific Ar­
mor Class by the Pod Attribute Chart, it is 
considered to be Armor Class 0. At an addi­
tional cost of 50 Trans , a pod may be pur­
chased at Armor Class 1. At an additional 
cost of 400 Trans, a pod may be purchased at 
Armor Class 2. Any crew required to run a 
pod without passenger capacity must be 
housed elsewhere on the spaceship. 

• Arsenal. See DeltaVee. Availability: 
Military. Crew Required: 6. Passenger 
Capacity: 0. Cargo: 0. Cost: 5,000. 

• Augmented Jump. Allows spaceship to 
hyperjump. Navigator required. Jump 
engine never requires overhaul. Skill Level of 
navigator increased by 2 during hyperjump. 
Availability: Restricted. Crew Required: 3 
(including navigator). Passenger Capaci­
ty: I (private cabin for navigator, includes in­
terstellar commlink) . Cargo: 0. Cost: 2,500. 

• Battlecraft. Docking, refueling, and 
maintenance facilities for a Terwil/icker 5000 
or X. Does not come with battlecraft. See 
DeltaVee. Availabilitv: Open . Crew Re­
quired: I. Passenger Capacity: 0. Cargo: 
U. Cost: 500. Civ Level: 7. 

• Battle Communications. See DeltaVee. 
Availability: Military. Crew Required: 8. 
Passenger Capacity: I (cabin suitable for 
the needs of the ship's commander) . Cargo: 
0. Cost: 3,000. 
• Buffered Cargo. Pressurized , tempera­
ture controlled cargo hold . Facilities for 
fragile and organic (but not living) items 
included. Availability: Open. Crew Re­
quired: I. Passenger Capacity: 0. Cargo: 
20. Cost: 350. Civ Level: 7. 

• Bio-Research. Complete research 
laboratory for the study of alien life forms. 
Contains chambers for keeping living 
specimens in their natural environment con­
ditions and computer library of all known 
life forms . Fulfills equipment requirements 
for biology, diagnosis, geology, physics, 
chemistrx, and treatment tasks. Provides 
Skill Level increases of 1 when performing 
any of the above tasks (Skill Level increase of 
3 for biology tasks) . Availability: Open. 
Crew Required: I. Passenger Capacity: I 
(cabin/study for scientist) . Cargo: 2 (con­
tents of environment chambers). Cost: 
1,800. Civ Level: 8. 

• Crew. Basic accommodations for crew of 
a spaceship. Shared sleeping quarters and 
galley. Availability: Open. Crew Required: 
I. Passenger Capacity: 40. Cargo: 0.5. 
Cost: 900. Civ Level: 6. 

• Energy. Capable of holding and process­
ing 144 Energy Units of radioactives. 
Availability: Open. Crew Required: 0. 
Passenger Capacity: 0. Cargo: 0. Cost: 
140(excluding energy). Civ Level: 7. 

• Escape/EVA. Contains assortment of ex­
pedition suits, propulsion devices , and 
tethers for zero-G maneuver outside the ship. 
Has three airlocks and four launch tubes, 
each capable of holding a Corco Omega 
lifeboat (not included). Availability: Open. 
Crew Required: 0. Passenger Capacity: 
0. Cargo: 0. Cost: 400. Civ Level: 7. 

• Explorer. Combines certain elements of a 
survey pod and a bio-research pod, designed 
for small exploration missions. Contains 
burn-out hyper jump engine (see 32.1 ). 
Fulfills equipment requirements for biology, 
geology, physics, planetology, and chemistry 
tasks. Provides Skill Level increase of 1 when 
performing an astronomy or planetology 
task. Provides Skill Level increase of 2 when 
performing a biology task . Contains 
chambers for keeping living specimens in 
their natural environment conditions. 
Availability: Open. Crew Required: 2 (in­
cluding navigator). Passenger Capacity: 0. 
Cargo: 0.5 (contents of environment 
chambers). Cost: 1,800. Civ Level: 8. 

• Heavy Weapon. See DeltaVee. 
Availability: Military. Crew Required: 4. 
Passenger Capacity: 0. Cargo: 0. Cost: 
3,000. 

• Hunter. See DeltaVee. Contains burn-out 
hyperjump engine (see 32.1). Availability: 
Military . Crew Required: 2 (including 
navigator). Passenger Capacity: 0. Cargo: 
0. Cost: 2,000. 

• Lander. Contains airlocks, docking, 
refueling, and maintenance facilities for sur­
face landing vessel (a modified Terwillicker 
5000 or Piccolo) . Lander not included in cost 
of pod. Availability: Open. Crew Re­
quired: 0. Passenger Capacity: 0. Cargo: 
0. Cost: 300. Civ Level: 7. 

• Light Weapon. See DeltaVee. Availabili­
ty: Restricted. Crew Required: 2. 
Passenger Capacity: 0. Cargo: 0. Cost: 
1,700. 

• Living Cargo. Contains 50 independently 
pressurized and heated compartments for 
holding all types of living cargo from plants 
to pets to alien life forms. Requisite life sup­
port systems included . Compartments range 
in size from 0.5 cubic meter to 30 cubic 
meters. Availability: Open. Crew Re­
quired: I. Passenger Capacity: 0. Cargo: 
IO. Cost: 650. Civ Level: 7. 

• Luxury Cabin. Spacious single and double 
occupancy staterooms for first class 
passengers. Includes recreational, bar, and 
dining area; galley and first aid station. 
Availability: Open. Crew Required: 5. 
Passenger Capacity: 15. Cargo: 0.5 . 
Cost: 1,500. CivLevel: 7. 

• Medical. Fully equipped medical labora­
tory/ computer. Fulfills equipment re­
quirements for all biology, diagnosis, and 
treatment tasks . Provides Skill Level increase 
of 1 when performing a biology task. Pro­
vides Skill Level increase of 3 when perform­
ing a diagnosis or treatment task . Alter­
natively, the computer may diagnose and 
treat a patient by itself, with diagnosis and 
treatment Skill Levels of 6. Availability: 
Restricted (medicines and drugs require an 
accredited doctor) . Crew Required: I. 
Passenger Capacity: 5 (four sickbeds and 
one cabin/ study for doctor). Cargo: 0. 
Cost: 2,000. Civ Level: 8. 

• Robot and Equipment. Storage and 
maintenance facilities for robots•and equip­
ment used by the crew and passengers. 
Fulfills equipment requirements for all com­
pu/ robot , electro, energy, suit, vehicle, and 
weapon tech repair tasks. Provides Skill 
Level increase of3 when attempting to repair 



any such item brought into the pod. Alter­
natively, the maintenance system may repair 
art item by itself, with a tech Skill Level of 6. 
(Exception: The system may not repair a 
robot by itself.) This pod does not aid the 
construction, psion tech, and spaceship tech 
skills. Availabilify: Open. Crew Required: 
I. Passenger Capacity: 0. Cargo: 2 (items 
under repair). Cost: 1,200. Civ Level: 8. 

• Standard Cabin. Double, triple, and 
quad occupancy rooms for standard 
passengers . Includes dining area, galley, and 
first aid station. Availability: Open. Crew 
Required: 3. Passenger Capacity: 30. 
Cargo: 0.5 . Cost: 1,200. Civ Level: 7. 
• Standard Cargo. Non-climate controlled 
cargo hold. Will not sustain life. Availabili­
ty: Open. Crew Required: 0. Passenger 
Capacity: 0. Cargo: 35. Cost: 35. Civ 
Level: 6. 
• Standard Jump. Allows spaceship to 
hyperjump. Navigator required. Jump 
engine requires monopole replacement every 
200 light years (cost of replacement: 15 
Trans). Skill Level of navigator increased by 
1 during hyperjump. Availability: Open . 
Crew Required: 2 (including navigator). 
Passenger Capacity: 0. Cargo: 0. Cost: 
1,500. 
• Survey. Complete research center for stu­
dying a world being orbited or approached. 
Contains computer library on all known 
planetary phenomena. Provides Skill Level 
increase of 2 when performing an astronomy 
task and a Skill Level increase of 3 when per­
forming a planetology task. Availability: 
Open. Crew Required: I. Passenger 
Capacity: I (cabin/ study for astronomer or 
planetologist). Cargo: 0. Cost: 1,600. Civ 
Level: 8. 
• Tractor Beam. See De/taVee. Availabili­
ty: Restricted. Crew Required: 2. 
Passenger Capacity: 0. Cargo: 0. Cost: 
2,500. 

[32.0) Interstellar Travel 
A psionic navigator conducts and con­

trols instantaneous interstellar travel, or 
hyperjumping, by manipulating magnetic 
monopoles with his mind. A hyperjump oc­
curs when the thought patterns of a psionic 
mind concentrating on a remote destination 
are encoded into a plate of monopoles. The 
mental image and the power of the 
navigator's mind force the perpetually uni­
directional particles to reverse their polarity, 
causing a shift or jump to the point matching 
the monopole pattern. This inexplicable 
phenomenon is the key to both humankind's 
galactic expansion and the psionic communi­
ty's continued economic well-being. 

Failure of a navigator to wrest the 
monopoles to his mental command often 
results in a jump error and/ or psychic 
damage to the psion. Gravitational fields in­
crease this risk by disrupting the stability of 
the monopole screen that the navigator pro­
jects his mind onto. Because of . this, 
spaceships must travel to the outskirts of a 
star system by conventional propulsion 
before a jump may be conducted. Converse­
ly, the destination of a jump must be outside 
the gravity wells of the system so that the 
navigator's mind and the integrity of the ship 
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will not be destroyed by monopoles reacting 
to forces other than his own thoughts. The 
point outside a star system that is closest to a 
given planet and yet far enough away from 
all gravitational fields in the system to con­
duct a safe hyperjump from is called that 
system's jump point. It is to this point that a 
navigator will bring a spaceship as the result 
of a perfect jump. 

(32. IJ A spaceship must have a 
hyperjump engine in order to travel 
between stars. 

A standard jump pod, an augmented 
jump pod, a hunter pod, and an explorer pod 
each contains a jump engine. Any spacehship 
with one of these pods may hyperjump. Ex­
ception: The engine in a hunter or explorer 
pod may not be used when attached to a ship 
capable of carrying more than 3 pods. The 
Corco Omega lifeboat also contains a jump 
engine. 

A jump engine does not consume 
energy; however, with the exception of the 
augmented jump pod, all hyperjump engines 
lose their stability after a time. A standard 
jump pod must be serviced as described in 
31.4. The hunter pod, the explorer pod, and 
the Omega each contains a burn-out hyper­
jump engine. After a few jumps, such an 
engine must be entirely replaced. A hunter 
pod engine must be replaced after three 
jumps at a cost of 500 Trans . An explorer 
pod engine must be replaced after two jumps 
at a cost of 375 Trans. A Corco Omega 
engine must be replaced after one jump at a 
cost of200Trans . 

(32.2) A spaceship that is at a safe jump 
point and that has a psionic navigator 
aboard may hyperjump. 

A jump point for departing or arriving 
at a given planet lies above or below the plane 
of the ecliptic for the star system, such that a 
line drawn from the point to the planet 
would be perpendicular to the ecliptic. 

See diagram below. 

The length of this line depends on the 
Spectral Class of the planet's star and the 
distance between the planet and the star. 
Subtract the distance (in AU's) between the 
planet and the star from one of the following 
numbers: 
Spectral Class A: 180 K: 60 

F: 130 M: 41 
G:90 

Plane of the Ecliptic 

The result of this subtraction is the 
minimum distance (in AU's) from the planet 
a spaceship must be to go into or come out of 
a jump. For example, the minimum jump 
point for a planet that is 7 AU's from a Class 
K star is 53 AU's. This distance would have 
to be traversed using normal propulsion and 
could take as long as five weeks (for an A 
Class star); see 33.0. 
Note: A spaceship must be stationary (at 0 
velocity) at the moment of hyperjump, and 
will thus be stationary when it comes out of 
hyperjump. 

A hyperjump is conducted using the 
Hyperjump Table (32.3) in accordance with 
the navigation skill description (see l0.0). 

(32.3) The Hyperjump Table is used to 
resolve the outcome of a hyperjump. 

Seepage 65. 

(32.4) A character without a spaceship 
may travel between stars by booking 
passage on a commercial vessel. 

Commercial hyperjump voyages occur 
with a varying degree of regularity between 
many stars. The frequency and reliability of a 
commercial voyage between two stars 
depends on the distance between them and 
the highest Spaceport Class of a world or­
biting each star. Commercial interstellar 
travel always begins and ends at the world in 
a star system with the highest Spaceport 
Class (by federal law). If two or more worlds 
in a system share the highest class, the GM 
chooses one as the interstellar terminal. 

The Interstellar Route Chart is used to 
determine the type of route (if any) that exists 
between any two stars. The highest Space­
port Class in the destination star system is 
cross-referenced with the highest Spaceport 
Class in the system of departure to yield three 
numbers, each defining the maximum 
distance (in light years) at which a given type 
of route exists. 

A green jump route is a well-travelled 
commercial lane with passenger and freight 
service occuring daily (or more often). If a 
character or party wishes to travel this route, 
roll percentile dice to determine how many 
hours he must wait for a ship with available 
space. 

An amber jump route is an infrequently 
travelled commercial lane traversed by 
freighters and an occasional passenger 
vessel. Roll two dice to determine how many 

Jump Point 

PLANET 



days a character must wait for available 
space on this route. 

A red jump route is a rarely travelled 
course traversed by a few exploratory and 
resupply ships. Roll percentile dice to deter­
mine how many days a character must wait 
for available space on this route. 

When using the Hyperjump Table for a 
spaceship that a character has booked 
passage on, assume the ship's navigator has a 
Skill Level of 7, a Mental Power Rating of 6, 
is in a standard jump pod, and either fre­
quents or has previously visited both star 
systems at some time. 

The price of standard passage on a com­
mercial interstellar spaceship is calculated 
with the following formula: 

(Distance in L Y's x 100 Mils)+ 
(Distance in AU's to and from each world's 
jump point x 20 Mils) 

Standard passage includes a small room 
shared with two or three other passengers, a 
common toilet, a common dining area, and a 
baggage allowance of 100 kg. The price of a 
standard passage on a red jump is increased 
by50%. 

A character travelling a green jump (on­
ly) may book luxury passage at 2.5 times the 
standard fare. A luxury passenger receives a 
private room (single or double occupancy, as 
requested) with private bath, a common 
recreation-bar-dining area featuring enter­
tainment and gourmet dining, and a baggage 
allowance of500 kg. 

The total time of an interstellar voyage 
equals the time to travel from the world of 
departure to its jump point, and from the 
destination world to its jump point, in accor­
dance with 33.0. The actual hyperjump takes 
no time. 
(32.5) Interstellar Route Chart 

Seepage 65. 

(33.0) Interplanetary Travel 
Travel between the worlds of a single 

star system, or between a world and its jump 
point is conducted at slower than light 
speeds. The most common sub-light 
spaceship engine is a reaction drive, using 
radioactive elements as fuel. 

In an interplanetary journey, a 
spaceship accelerates at a constant rate to the 
journey's mid-point and then decelerates at 
the same rate until it reaches its destination . 
Thus, the longer the journey, the higher the 
velocity the ship will attain at its "turn over" 
point. All interplanetary distances are 
measured in AU's. The time required for the 
journey depends on the spaceship's rate of 
acceleration. A constant acceleration/de­
celeration of 1G is the usual travel speed for a 
spaceship. The travel time using this speed is 
calculated with the following equation: 

Time (in hours)= 68 ✓'ct 

d = distance in AU's 

A spaceship without special equipment 
manned by a healthy crew may travel at a 
constant acceleration/deceleration as high as 
2.5G. This speed equals an acceleration or 
deceleration of 1 per turn in Delta Vee. Travel 
time using this speed equals: 
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A high performance spaceship (Velocity 
Rating of 2 or 3) manned by a crew who all 
have internal gravity webs may travel at a 
constant acceleration/deceleration as high as 
5G. The speed is often used in long range 
military pursuit and equals an acceleration or 
deceleration of 2 per turn in Delta Vee. Travel 
time using this speed equals : 

30 ✓c1 
(33.1) The distance between two 
planets in a star system varies widely 
due to their orbital paths. 

This distance may be as little as the dif­
ference between their distances from the star, 
or as great as the sum of their distances from 
the star (if the two planets are on exact op­
posite sides of the star). For example, the 
11th and 12th planets on the Star System Log 
could be as close to each other as 15 AU's and 
as far apart as 65 AU's. Unless the GM 
wishes to determine the length of each 
planet's orbital year and set up an everchang­
ing orbital model, he should use the follow­
ing simplification to determine planetary 
distances: The distance between two worlds 
equals the distance from their star to the 
world of the two that is furthest from the 
star. Thus, the distance between the planets 
mentioned above would be40 AU's. 

For purposes of calculating in­
terplanetary distances, a moon is considered 
to occupy the same position as its planet. The 
distance between a planet and any of its 
moons is left up to the GM. As a guideline, 
our moon is .0026 AU's (360,000 km) from 
the Earth. At a constant 1G acceleration/ 
deceleration, a journey from the Earth to the 
moon would take about 3.5 hours. 

(33.2) As a spaceship travels through 
interplanetary space. it consumes fuel 
in the form of Energy Units and/or 
Energy Blocks. 

An Energy Unit for a reaction drive 
engine consists of one kilogram of radioac­
tives and costs 300 Mils. Thus, it would cost 
43 Trans to "fill up" an energy pod capable 
of carrying 144 Energy Units. Energy is 
always available at a Class 3, 4, or 5 space­
port. Energy may be available at a Class I or 
2 spaceport; see 25.5. Any spaceport orbiting 
a world that contains radioactives as a 
resource will always have spaceship energy. 

As explained in Delta Vee, the number of 
Energy Units a spaceship expends to 
maneuver depends on its Energy Burn Rate, 
which corresponds to the number of Energy 
Units in one Energy Block for that ship. The 
same concept applies to long-range in­
terplanetary travel. A spaceship that is 
travelling at a constant acceleration/ de­
celeration of 1G must expend 1 Energy Block 
every 24 hours (or fraction thereof) . A ship 
that is travelling at 2.5G must expend 1 
Energy Block every 6 hours. A ship that is 
travelling at 5G must expend 1 Energy Block 
every hour. A spaceship that is lifting off 
from the surface of a world must expend an 
additional number of Energy Blocks equal to 
the size of the world (1 to 9). Lift-off does not 
increase the voyage time. 

The GM must make sure that any 
spaceship he enters into play possesses the re­
quisite energy to complete any voyage plann­
ed for it. Sometimes two or three energy pods 

will be required for a large ship travelling to 
and from jump points. 

(33.3) Any person in a spaceship 
undergoing high G forces must have an 
internal gravity web. 

A gravity web contains and protects a 
person's organs and arteries during the strain 
of high G acceleration and deceleration. The 
web is inserted throughout the person's body 
in a complex series of operations. All star 
sailors are provided with a gravity web, as are 
many members of the Astroguard. A 
character may undergo an operation for 
gravity web implantation on any world with a 
Civ Level of 7 or higher. The operation costs 
15 Trans and the character will be in the 
hospital for7days. 

A character without a gravity web can­
not survive an extended period of accelera­
tion or deceleration greater than 2.5G. 

When playing DeltaVee, a character 
without a gravity web cannot survive a 
velocity change of more than 2 (5G) in a 
single Command Phase. 

(33.4) A character without a spaceship 
may travel between worlds in a star 
system by booking passage on a 
commercial vessel. 

The frequency of commercial voyages 
between two worlds depends on the class of 
their spaceports. The Interplanetary Route 
Chart is used to determine the type of route 
(if any) that exists between any two worlds in 
the same system. The Spaceport Class of the 
destination world is cross-referenced with the 
Spaceport Class of the world of departure to 
yield the type of route: course green, course 
amber, or course red. The frequency and 
quality of service on these routes correspond 
to those of the jump routes of the same color 
designations in 32.4. 

The price of standard passage on a com­
mercial interplanetary spaceship equals the 
distance of the voyage (in AU's) multiplied 
by 40 Mils. If the spaceship must lift off from 
the surface of a world (Spaceport Class ½) or 
if the voyage is course red, the fare is increas­
ed by 50%. In any case, the minimum cost 
for any interplanetary voyage is 250 Mils (in­
cluding a voyage from a planet to one of its 
moons, and vice versa). 

A character travelling on a course green 
voyage of at least one AU may book luxury 
passage at 2.5 times the standard fare. He 
receives the comforts of luxury passage 
described in 32.4. 

A commercial vessel always travels at a 
constant acceleration/deceleration of1G. 

[33.5) Interplanetary Route Chart 
Seepage 65. 

(34.0) Space Combat 
When the characters are in a spaceship 

that encounters another spaceship, combat 
may occur. If possible, the characters should 
avoid spaceship combat; it is deadly. 
However, situations will certainly arise where 
combat is inevitable. When this happens, the 
GM and the players use the Delta Vee tactical 
space combat system to resolve the battle. 
Delta Vee is complete unto itself and may be 



used as is, if the characters are in a ship that 
they are not controlling. The following rules 
modify the system, allowing characters to 
participate directly in the conduct of combat. 

Combat burns up energy at a much 
faster rate than steady, uninterrupted travel. 
Conserving enough energy during battle so 
that the ship may get somewhere if it survives 
should be as much on the characters' minds 
as victory. 

(34.1] The GM sets up the tactical maps 
and the spaceship counters. 

Keeping in mind that each hex on the 
map is 20,000 km across, the GM may ar­
range the maps in any configuration and may 
place planets, asteroids, the characters' 
spaceship, and any spaceships encountered 
on the maps to match the situation he is 
describing. Unless the spaceships are near a 
world or jump point that they are travelling 
to or from, they will be travelling much faster 
than the velocities in DeltaVee. In this case, 
the Velocity markers assigned show their 
velocities relative to each other. The slowest 
ship should be assigned a O Velocity marker, 
and the others should have markers in-

ACCIDENT PROCEDURE 
SUMMARY 

A possible accident may occur if an acci­
dent event is derived from the Encounter 
Table (see 27.0) or if a character declares 
that he is attempting a task that the GM 
considers risky. The follow summary 
covers procedures detailed in 11.2, 27 .8, 
and38.0. 

If character driving a land, marine, air 
or space vehicle: 
I. GM determines base chance to avoid 
accident: 

• Common accident, easy task: 750/o 
• Rare accident, difficult task: 500/o 
• Unique accident, formidable task: 

250/o 

2. Add applicable modifiers to chance: 
• If character has appropriate vehicle 

skill (Pilot skill if spaceship) : Dex­
terity+Sub-skill Leve12 

• Performance Modifier of vehicle 
(from 21.1, 21.2, 21.3, or 31.2) 

• Character's Environ and/or Gravity 
Skill levels (optional) 

3. Involved player rolls percentile dice: 
• If dice result equal to or less than 

modified chance, no accident occurs. 
• If dice result greater than modified 

chance, GM subtracts modified chance 
from dice result and locates differ­
ence on Hit Table (30. 9) to determine 
type of damage vehicle incurs . If 
heavy damage (or worse) incurred, 
characters aboard may be hurt; see 
11.2, step 3 for details . 

If character wearing expedition suit. 
body armor or jet pack: 

I. GM determines base chance to avoid 
accident: 
• Seestep !,above. 
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dicating their velocities in comparison with 
the slowest ship . If the GM wishes, he may 
use markers of his own devising to show 
velocities above 9. 

(34 .2) Before beginning battle, each 
character declares which part of the 
ship he is in. 

When in the bridge or certain pods of a 
spaceship, a character may use his space 
combat skills, as described in 9.2. 

At the beginning of any friendly Com­
mand Phase during space combat, a 
character may declare that he is moving to 
another part of the ship. If he does so, his 
skills may not be used at all for that Com­
mand Phase and the next friendly Fire Phase. 
At the beginning of the following friendly 
Command Phase, the character may again 
use his skills (as allowed by his new location). 

Unless the GM determines Skill Levels 
for the crew manning a spaceship that the 
characters encounter, he should use the 
DeltaVee system unmodified for their 
maneuvers, commands, and fires. 

2. Add applicable modifiers to chance: 
• If character has EVA, Body Armor 

or Jet Pack skill (as appropriate, 
Body Armor or EVA skill may be 
used in expedition suit): Agility+ 
Skill Levell . 

• Character's Environ and/or Gravity 
Skill Levels (optional) 

3. Involved player rolls percentile dice: 
• If dice result equal to or less than 

modified chance, no accident occurs 
• If dice result greater than modified 

chance, GM subtracts chance from 
die result and locates difference on 
Hit Table to determine type of dam­
age equipment and character incur 

Notes: 
The optional modifiers listed above for 
gravity and environ skill levels are not re­
quired for play and are not mentioned in 
the rules themselves . Their use will in­
crease the players' feeling for the natural 
adaptability of their characters at the ex­
pense of additional calculation. If the GM 
wishes to use these modifiers, he should 
state this at the beginning of play and they 
should be used regularly. 

If a character is involved in a possible ac­
cident when not using any equipment, 
either of the following sets of modifiers 
may be added to the base chance. 

If character is attempting agility reiat­
ed task: 

• Agility Rating 
• (Gravity Skill Level+Environ Skill 

Level) 2 Exception: if sum is nega­
tive, do not square. 

If character is attempting dexterity or 
strength related task: 

• Dexterity or Strength Rating 
• Gravity Skill Levell Exception: if 

negative, do not square. 

(34.3) A character in a compartment of 
a spaceship that is hit by spaceship fire 
may suffer hits. 

A character in a compartment that 
becomes vulnerable is not harmed. A 
character in a compartment that becomes 
damaged must use the Hit Table, as if struck 
with a Hit Strength of 6 (see 30.1 ). A 
character in a compartment that is destroyed 
must use the Hit Table, as if struck with a Hit 
Strength of 20. If he survives this injury, and 
he does not pass out, he may immediately 
move to any other compartment. If he passes 
out as a result of the injury, he dies. 

Spaceship armor in Delta Vee uses a dif­
ferent classification system than personal 
and vehicle armor in Universe. If a situation 
should arise where a spaceship's armor is hit 
by forces other than spaceship weaponry, the 
Armor Classes of each pod and compart­
ment can be translated into projectile and 
beam Defense Ratings as follows: Armor 
Class 0: 2/ 2; Armor Class 1: 4/ 4; Armor 
Class 2: 6/ 6. A spaceship's force field may 
never be pierced by any projectile weapon . 

BASE REPAIR TIME 
SUMMARY (in Hours) 
Robot (Civ Level 7): 
Robot (Civ Level 8): 

Weapons (Civ Level 1-6): 
Weapons (Civ Level 7 ,8): 
Body Armor: 

Expedition Suit: 
Spaceship Bridge: 
Spaceship Engine: 
Spaceship Pod: 

Spaceship Forcefield: 

3 
6 

I 
2 
3 
2 

24 
24 

12 
12 

See the equipment charts on pages 54, 55 , and 
56 for other repair times. 

MONETARY SUMMARY 
One Transfer (Tran)= 1000 Millitransfers 
(Mils) 

One Tran is the equivalent of 500 1980 
dollars. One Mil is the equivalent of 50 
cents. Any amount of money may be car­
ried by a character using a federal credit 
card, encoded with the current balance of 
the individual's account. The card is as 
good as cash on any world with a Civ Lev­
el of 5 or higher and at any spaceport . 
Cash comes in a variety of coin denomi­
nations, including coins representing one 
half and one quarter mil each. 
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DeltaVee 
Tactical Space Combat for Universe 
The space combat system for Universe is explained in a separate 
game, DeltaVee, available at hobby and game stores. For those 
players who do not have a copy of Delta Vee, the following charts and 
explanations for that game summarize information about spaceships 
necessary to the play of Universe. This information does not allow 
players to execute space combat. 

SPACESHIP ATTRIBUTE CHART 

CLASS 

BATTLECRAFT 

Terwlllicker 5000 0 2 7 15 Yes I O 7 -2 

Terwlllicker-X 0 3 9 15 Yes 2 2 0 8 -4 

SPACESHIPS 

Dagger 2 2 6 48 4 Yes 2 2 8 -4 

Sword 5 3 8 78 6 No 2 2 2 8 -4 

Spear 8 I 4 144 12 No 2 2 2 8 -4 

Piccolo 3 8 30 3 Yes I O 7 -2 

Flute 4 3 6 66 6 Yes 2 I 8 -4 

Clarinet 7 2 7 104 8 No I O 8 -4 

Corco Gamma 3 4 54 6 Yes 0 0 7 -2 

Corco Zeta 6 I 3 80 8 No 0 0 6 0 

Corco Iota 9 2 5 120 12 No I 7 -4 

Corco Mu 12 4 176 16 No 0 0 7 -2 

POD ATTRIBUTE CHART 

POD TYPE 

Hunter 

Light Weapon Yes 5 3 0 0 6 -2 No 

Heavy Weapon Yes 6 5 3 I 7 -4 No 2 

Arsenal Yes 8 7 5 2 I 8 -4 No 2 2 

Battle Comm No 0 0 0 0 2 8 -6 No 2 

Tractor Beam No 0 0 0 0 0 7,8 No 0 0-2 

Battlecraft No 0 0 0 0 0 No 0 0-2 

Standard Jump No 0 0 0 0 0 7 Yes 0 0-2 

Augmented Jump No O O O O O 8 Yes O 0-2 

Energy (see note) No O O O O 0 No O 0-2 

All Others No O O O O 0 No 0 0-2 

Note: A non-streamlined spaceship hull may carry two Energy pods using only 
one point of pod capacity. 

SPACESHIPS 
The 12 common spaceship classes vary widely 
in size and quality. Four industrial concerns 
produce the spaceships: 

Terwlllicker Spaceworks, Inc. manufac­
tures the Terwillicker-5000, a high-quality 
two-person craft; and the Terwillicker-X 
fighter, an innovative adaptation of the 5000 
designed for military use. 
Blades Research Institute produces mili­
tary craft under long-term contract. The 
Dagger, Sword, and Spear Class ships are 
their most successful models. 
Harmonics, Inc specializes in finely crafted 
ships for government and high-level corpor­
ate use. The Piccolo, Flute, and Clarinet rep­
resent the top of their line. 

The Corco Group manufacture a large line 
of commercial vessels, often sacrificing per­
formance for economy. The Gamma, Zeta, 
and Mu Classes are well-suited for transport 
in safe regions. The Iota is designed to appeal 
to merchants working in dangerous areas. 

PODS 
A pod is a compartment serving a specific 
function that is attached to or enclosed in a 
spaceship hull. The number of pods a ship 
possesses and the nature of those pods make 
each ship in Universe distinct. 

CHART TERMS 
Number of Pods that the hull may carry. 
The Terwillicker 5000, the Terwillicker-X, 
and the Corco Omega carry no pods. A Pic­
colo hull may not carry a Lander pod. 
Energy Capacity is the number of Energy 
units the hull carries. Energy Burn Rate is 
the number of Energy units expended when 
the hull expends one Energy block. 

Streamlined craft are capable of entering an 
atmosphere and landing on a world. 

Civ Level of a hull or pod indicates its so­
phistication and availability. 
Burster Class indicates the quality of a 
hull's basic laser weaponry. All hulls possess 
some kind of burster. 

Armor Class and Forcefield Class range 
from O (no protection) to 2 (excellent protec­
tion). 
Laser/Particle Weapons (in addition to the 
hull's burster) are included in some pods. 
Missiles (unguided, guided, intelligent, and 
MIMS missiles) are provided in some pods . If 
so, their number is indicated. 

Velocity Rating, Maneuver Rating. Tar­
get Program, Battle Commands, and 
Number of Fires are used in space combat 
only; see Delta Vee. 
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Charts & Tables 
Note that pages 49 through 65 contain all the Charts and Tables required by 
the Gamesmaster to run a game of Universe. Duplicate copies of many of 
these Charts and Tables, suitable for use by the players during a game, can be 
found on pages 99 through 106. 

Character Heritage Table . . . . .. . . 49 (23.6) Moon Tables . . . . . . . . . . . . . . . . . . . . 56 
Habitat Table ................. . . 49 Moon Generation Table 

Social Standing Table. . . . . . . . . . . . 50 Moon Type Table 
Moon Size Table 

Initial Skill Points. . . . . . . . . . . . . . . . 50 (23 .7) World Gravity Table . .. . ......... 57 
Characteristic Modifier Chart .... 50 (24.2) World Atmosphere Table. . . . . . . . . 57 
Characteristic Generation Table .. 50 (24.3) World Temperature Table .. ... ... 57 
Profession Tables . . . . . . . . . . . . . . . 50 [24.4A] World Hydrograph Table . . . . . . . . . 59 Employment Table 
Effects of Age Table [24.4B] Land and Water Distribution 
Skill Point Table Chart .... . ...................... 59 
Benefits Table [24.5) Environ Type Chart .... ... ....... 58 
Psionic Backlash Table . . . . . . . . . . 51 (24.6) World Day Length Table . . . . . . . . . . 57 
Treatment Results Table . . . . . . . . . 51 [25.2) World Development Table . . . . . . . . 59 
Damage Repair Table ... . ........ 51 [25.4] Enforcer Encounter Table . . . . . . . . 59 
Robot Chassis Chart .... . . . . . . . .. 51 [25.8) World Resource Table . .. .. . .. . .. 60 
Actual Price Table . . . . . . . . . . . . . . . 51 [27.2) Encounter Table ....... . ... . ..... 62 
Skill Summary . . . ...... . ..... . . . 52 [27 .7) Terrain Effects Chart . .... . ....... 62 
Weapon Chart. . . . . . . . . . . . . . . . . . . 54 [28.5] Creature Reaction Table ..... . . .. 63 
Protective Attire Chart. . . . . . . . . . . 54 [28.6] Creature Interaction Matrix .... . . 63 
Land Vehicle Chart ....... .. . .. . . 55 (28.8] NPC Reaction Table .. . . . ........ 64 
Marine Vehicle Chart . . . . . . . . . . . . 54 [29.6] Fire Modifier Summary .... . . . ... 64 
Air Vehicle Chart . . ........... . . . 55 (30.8) Toxin Effects Matrix ....... . .... . 64 
Personal Equipment Chart ....... 56 

[30.9] Hit Table ............ . . . ......... 65 
Binary/Trinary Star System 

[32.3) Hyperjump Table ............ . .. . 65 Summary . . ... . .... ...... ....... 58 
Planet Creation Table . . . . . . . . . . . . 57 [32.5) Interstellar Route Chart . .. .. . . . .. 65 

Planet Size and Type Table . . . . . . . 57 [33.5) Interplanetary Route Chart ...... . 65 
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UftlUEIUE [S. I) CHARACTER HERITAGE 

GlfflEfflllSTERS' 
Potential Multiplier and Study Points 

SUM Of l'OTINTlAL STUDY l'CIIN'9 
DIE POffNTIAL MUI.Tll'LIIII MUI.Tll'LIIIIS IIICEMD 

1 ½ (Poor) 4 or fewer 6 

GUIDE 2-3 I (Below Average) 4% to8% s 
4-6 2 (Average) 7to9½ 4 

CHARTS & TABLES 7-9 3 (Above Average) 10 to 11% 3 
10 4 (Exceptional) 12 or more 2 

This complete set of Charts and Tables for use with To de1ermine pmential muhiplier for physique, coordina-

Universe is provided for the exclusive use of the 1ion, intellec1, and s<,c:ial backgmund, roll onedieand locate 

Gamesmaster. A set of selected duplicate Charts 
rhe rcsull under "Po1en1ial Multiplier." After all four poten-
1ials arc derermined, add all four mullipliers 1oae1her 10 

and Tables, suitable for player use, can be found in deiermine how many S1udy Poinls lhe character receives 

Appendix Bon pages 99 through 106 of this book. under the "Study Points Received" column. 

[5.3) HABITATTABLE 
~►\. 

~~ 
"~~ ~f~o" o'~•~o'" t1:d>'S:1i C) .... .,.,~ FIRST DIE RESULT 

~ 1 2 3 4 5 8 7 8 9 10 

-3 6:SF 4:FL-CR 4:HL-IC 2:HL-CR 2:HL-CR 3:FL-CR 2:HL-BN 4:FL-MA 3:HL-IC 
HY-NL LT-NL NW-NL/I NW-NL/2 HY-NL/2 LT-NL/I HY-CD/2 HY-NL/I NW-NL/3 

4:HL-LV 4:FL-CR 3:FL-BN 4:SF 2:HL-CR 3:HL-FT 4:MN-VO 3:HL-VO 2:HL-WD 
NW-NL NW-CD/I LT-HO/I LT-NL/4 HY-NL/I LT-NL/I NW-HO/I LT-HO/I LT-HO/4 

4:HL-JU 6:FL-LV 3:HL-WD 3:HL-LV 4:HL-IC 2:HL-WD 4:FL-BN 3:PK-WD 3:MN-LV S:SF 
EX-NL NW-HO LT-NL HY-NL/I HY-CD/I LT-NL/I LT-CD LT-NL/I LT-NL/I LT-NL/2 

5:FL-IC 3:HL-CR 3:FL-JU 3:HL-VO 2:MN-LV 3:MN-CR 3:MN-WD 3:FL-WD 3:MN-VO 3:HL-VO 
HY-NL HY-NL/I LT-HO/I NW-CD/I NW-NL/2 HY-NL/I HY-NL/I LT-NL/I HY-NL/2 LT-NL/2 

4:MN-WD 3:MN- LV 4:PK-FT S:fl,-IC 2:HL-BN 4:FL-WD 3:HL-BN 3:HL-JU 3:MN-FT 2:FL-JU 
HY-NL HY-NL/I HY-HO HY-CD EX-NL/2 EX-NL LT-HO LT-NL/2 LT-NL/I HY-NL/3 

4:MN-WD 6:SB 3:HL-LV 2:MN-BN 4:FL-BN 2:FL-LV 2:FL,-LV 3:MN-FT 4:FL-WD 3:MN-CR 
HY-NL HY-NL HY-HO/I LT-HO/I LT-NL LT-NL/I LT-NL/I HY-NL/I HY-CD/I NW-HO/3 

4:HL-LV 4:HL-JU 3:HL-BN 6:FL-IC S:IN 4:FL-MA 2:MN-LV 4:FL-IC 2:HL-CR 
LT-NL HY-HO NW-NL/I EX-CD HY-NL HY- NL/2 LT-NL/I HY-NL/I LT-NL/2 

4:FL-WD 2:MN-BN 4:HL-WD 3:FL-CR 3:FL-WD 2:HL-BN 3:HL-LV 4:MN-VO 2:HL-LV 
HY-HO LT-NL/I LT-NL LT-NL/I HY-NL/I LT-HO/2 LT-NL/I EX-CD/2 HY-NL/I 

4:FL-BN 3:HL-WD S:FL-IC 3:HL-CR S:IN 3:HL-VO 2:FL-LV 3:MN-WD l:HL-WD 
HY-NL LT-NL/I HY-NL HY-CD/I LT-NL/I HY- NL/I EX-HO/3 EX-NL/2 HY-NL/4 

4:FL-LV 4:PK-LV 4:IN 3:PK-BN 3:FL-FT 3:MN-VO 3:FL-JU S:FL-MA 2:FL-LV 
LT-HO HY-NL LT-NL/I HY-HO/I LT-CD/2 EX-NL/I HY-HO/I EX-HO/2 NW-HO/4 

3:HL-VO 4:MN-FT 2:FL-WD 3:SB 3:HL-FT 3:MN-FT 3:PK-LV 3:HL-JU 2:HL-CR 
LT-NL/I HY-NL HY-HO/I EX-NL/3 HY-NL/I LT-NL/2 HY-NL/I LT-HO/2 LT-HO/4 

4:MN-FT 3:FL-FT 3:MN-FT 4:HL-WD 3:FL-FT 4:FL-IC 4:HL-FT 2:HL-CR l:HL-LV 
HY-NL HY-NL/I HY-NL/I EX-HO LT-CD/I HY-NL/I EX-CD/I HY-NL/I HY-NL/2 

3:HL-WD 4:HL-LV 3:HL-LV 4:FL-IC 4:FL-IC 4:SF 4:MN-JU 3:HL-VO 3:HL-FT 
HY-NL LT-HO HY-HO/I HY-NL/I LT-NL/I HY-NL/I EX-NL/I HY-HO/I HY-NL/I 

4:FL-JU 4:HL-JU 4:HL-LV 3:FL-WD 2:MN-LV 3:HL-WD 3:MN-FT 4:HL-FT 2:MN-BN 
LT-NL LT-HO LT-HO LT-NL/I LT-NL/I LT-HO NW-NL/I EX-HO/2 HY-NL/2 

4:FL-WD 3:HL-BN 4:FL-BN 3:HL-FT 4:MN-LV 3:PK-BN 3:FL-WD 2:HL-CR l :FL-LV 
HY-CD LT-CD/I HY-CD EX-NL/I HY-NL LT-NL/I LT-CD/I EX-NL/2 LT-CD/3 

5:MN-FT 3:HL-CR 3:MN-CR 5:FL-CR 4:FL-WD 3:FL-FT 3:HL-FT 4:HL-FT 2:FL-CR 
EX-CD HY-NL/I HY-HO/I EX-CD LT-l'llL HY-HO/I LT-CD/I EX-HO/I LY-CD/3 

3:MN-BN 3:PK-CR 3:FL-BN 4:FL-MA 3:PK-CR 2:MN-BN 4:MN-JU 2:HL-BN 3:FL-MA 
LT-NL LT-CD/I EX-NL/I EX-NL/I HY-HO/I EX-NL/2 HY-NL/I HY-NL/I HY-HO/4 

4:MN-BN 4:MN-FT 3:MN-VO 2:HL-WD 3:HL-LV 4:HL-VO 2:FL-LV 3:FL-WD 3:FL-LV 
EX-NL ' EX-NL EX-NL/I HY-HO/I EX-NL/I EX-NL/I LT-NL/I HY-NL/2 EX-HO/I 

Environ Skill Lcn:l:(\>111our-Fca1urc 
Gravi1y-Tempera1ure/Urban Skill Level (if any) 

All abbreviations are explained in the Environ, Gravi1y, and Temperature sections of Character Record. Stt S.2 for explanation of use. 
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[5.7) SOCIALSTANDINGTABLE (6.6) CNA11Ac1 mna,..; 
WEALTH : INmAL GINERA110NTAIILE 

MODIFIED ONE DIE SKILL POINT 
DIE RESULT SOCIAL STANDING TIMES .•• MODIFIER NIICllffU 
-1 ..... Unfostered orphan I Mil +3 DICIIIHUlr CHAIIAC1HlaTIC 

+ IIIODll'IIII RATING 

0 Oppressed minority 10 Mils 0 7 orleu I 
1.2 Poor colonist family 10 Mils +I 8-1& 2 
3 Family fallen on hard times 100 Mils +I 16-24 3 
4 Communal colony 10 Mils +2 2&-34 4 
5-7 Lower middle class family 100 Mils 0 35-57 s 
8-10 Skilled tech family I Tran +I liB-83 6 

11-13 Local establishment (business I Tran -1 84-96 7 
or farm run by family) 97-108 8 

14-1& Independent trading family 10 Trans +2 109-119 9 
16-17 Family runs planetary corp 10 Trans -I 120-129 10 
18 Family dominates planet 100 Trans -2 130-139 11 
19 Family dominates star system 100 Trans -2 140orfflON 12 
20 Family influences entire 200Trans -3 

federation When generating the Mental Power 

21 Wealthy dilettante 200 Trans -4 
Rating, divide ra1ing by 2 (rounding 
frac1ions down). An Agili1y Ra1ing of 

See S.6 for explana1ion of use. less than & is considered a&. See 6.4 for 
cxplana1ion of use. 

'------------------------- 1..------------:.::::.:.:.:.:_-_-_-_-_-_-_-:._-.., ... 
[5.8) INfflALSKILLPOINTS 
IF THE MODIFIED 
RESULT IS ••• THE CHARACTER RECEIVES .. . 

0 or less I Initial Skill Point 

1-3 2 Initial Skill Points 

4-6 3 Initial Skill Points 

7-9 4 Initial Skill Points 

10 or more S Initial Skill Points 

Roll one die and add the Initial Skill Poin1 
Modifier (listed with character's social standing on 
the Social Standing Table) 10 the die result. 

[6.5) CHARACTERlmC (,,~ ~ 
MODIFIER CHART ,,, r.,"- ~ 1 :: 

CHARACTERISTIC► 

FIELD OF STUDY 

Theoretical Science 

Applied Science 

Business 

Humanities 

The Mind 

The Body 

The Military 

General 

_...~c;A (,,~~~~,._.., 
~- t' ~,;- <' ,o; .,, ~ ... ~ a: 

(,,~ ~~ft' -:+-~ :¥ ~'7 ~ .:, 11."" g 
~<,,~ o"- 'f"o;~ ~-,; J- ~ C 

0 0 0 0 8 2 0 0 

0 0 4 0 8 0 0 0 

0 0 0 0 0 0 2 4 

0 

0 
0 

0 0 0 0 6 2 0 4 - IS 

0 2 0 0 4 6 0 0 -~ 

8 4 4 4 0 0 0 0 + IS 

4 S O 4 0 0 S O + 25 

I I 0 
TOTALCALCULATED ~"-;i. ~<,, rt<} ~"-it, ¢ ¢ ¢• ,-
INABOVECOLUMNIS ,_o;~o O .._-.,_; 0 0 _-,; -,; .:f ~o U 
MULTIPLIEDBY ~-4.~'f" ,>.~ ~i'7,._~~ ~~ # ¢-",S,'',t ~ 
THESE POTENTIALS► "ti' "~ ~o~ "~o-1' ~ .:,, .I' ~o ~ 

c,t:f' c,cf c,t:f'~ .,...c-"" 

Modifiers arc applied to 1he percentile dice roll for the listed charac1eris1ic if 
1he charac1er s1udied the li s1ed field . All applicable modifiers for a single 
characteristic are added together. Then the 101al is multiplied by 1he Potential 
Multipliers thal apply to 1ha1 characteristic. See 6.4 for further explana1ion. 

(7 .8) PROFESSION 
TABLES 

Employment Table 

DECLARED YEARS 
OF EMPLOYMENT 

DIE 4 8 12 16 20 
1-2 4 4 8 12 12 
3-5 4 8 8 12 16 
6-8 4 8 12 12 16 
9-10 4 8 12 16 20 

A charac1cr in the thinker or col-
onist profession docs no1 use 1his 
1able. Sec 7.3 for explana1ion. 

Skill Point Table 

YEARS OF EMPLOYMENT 
MODIFIED 4 8 12 16 20 DIE RESULT 

2-5 4 6 7 7 

6-9 2 s 7 8 8 
10-13 2 6 8 9 10 
14-17 3 6 8 10 11 

18-21 3 7 9 11 12 

22-2& 4 7 10 12 14 

27-32 4 8 11 13 IS 

Roll one die and add the character's 
Intelligence Rating and the Skill 
Point Modifier for his profession 
lO the die result . See 7.S for ex-
plana1ion of use. 

Effec:1s of Age Table 

PHYSICAL 
DIE CHARACTERISTIC 
+AGE POINTS LOST 

34or- 0 

35. 35 I 

37, 38 2 
39,40 3 

41, 42 4 

43. 44 s 
46, 48 6 
47 or more 7 

See 7.4 forexplana1ion . 

a.wftl& Table 
1 DIE+ ACTIVE 
YEARS IN BENEFrr 
PROFESSION LEVEL 

5-10 A 
11-14 B 
15-18 C 
19-23 D 

24-28 E 
29-30 F 

Explanation of each result is 
listed in appropriate profes. 
sion. See 7. 7 for explanation 
of use. 
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[10.4] PSIONIC BACKLASH TABLE 
PERCENTILE 
DICE RESULT 
MINUS CHANCE• EFFECT ON PSIONIC CHARACTER 

+ 10 or less No effect. 

+ 11 to + 20 Shock check (see 30.3). 
+ 21 to + 30 Character is automatically shocked . 

+ 31 to + 40 Character is shocked; loses one die roll of point s 
from his Endurance Rating. 

+41 to +55 Character passes out; Endurance Rating reduced 
to 0. Psionic rig suffers superficial damage. 

+56 to +70 Character passes out; Endurance Rating reduced 
to 0. Mental Power Rating reduced by 1 (see 10.3). Psionic rig 
suffers light damage. 

+ 71 to +85 Character passes out; Endurance Rating reduced to 
0. Mental Power Rating reduced by 2 (see 10.3). Psionic rig suffers 
heavy damage. 

+86 to + 100 Character passes out; Endurance Rating reduced 
to 0. Mental Power Rating reduced to 1 (see 10.3). The character 
may use no psionic skills until cured (see 10.5). Psionic rig partially 
destroyed . 

+ 101 or more Character is dead . Psionic rig destroyed . 

•When checking for psionic backlash after a hyperjump attempt , roll 
percentile dice and add the modifier from the Hyper jump Table to the dice 
result. See 10.3 for de1ailed explana1 ion of use. 

[16.4] ROBOTCHASSISCHART 

~"' ~"' "' 
ROBOTTYPE r}~ t!' ~ "'~ ~ ,i,_... ...~ 

~ ,,,_,.,~ ~ ~ ... c; o'So~ .._~o ~Q,.__,, ~ "' 

CIVLEVEL1 ,,,_~"- ft-+ ~" ,P-.} q<t'~'.I' ,,,,,_~..,, ~'"o~ ,,o~<,, vo" 
<, Q V' v V' V' q ~ 

Brummagen I 17 5 I 350 2 2 2 I 75 
magen II 8 2 3 35 1 1 3 1 110 
er31b 20 3 5 200 4 4 I I 70 

3led 9 8 8 90 2 1 2 2 125 
5 I 10 8 2 3 2 90 

6 11 3 0 0 50 

38 12 2 450 5 4 5 6 600 
33 4 5 900 5 5 5 4 450 

IDad 20 12 6 60 4 4 2 4 200 
18 7 9 15 4 2 5 7 770 
22 9 10 250 4 5 6 4 600 
18 14 12 150 3 3 4 4 280 

ntRAR 21 11 13 550 2 6 6 850 
8 13 14 5 2 3 3 6 400 

32 15 15 700 5 5 6 7 1200 

t-,..c; 
~<,; 

800 

150 
520 

300 
120 
45 

580 
1020 

140 
140 

370 

240 

660 

85 

850 

Port Capacity and weight are in kilograms. Port Capacity is the weight that 
may be carried. Cost (in Trans) includes cost of the listed hardware and soft-
ware systems. 

(12.3] TREATMENTRESULTSTAJILE 
TOTAL 
POINTS LOST 

DAYS REQUIRED TO REGAIN 
ONE CHARACTERISTIC POINT 

1, 2 I Day 

3.4 3 Days 

5-7 6 Days 

8-10 
11 -14 

10 Days 

16 Days 

24 Days 16or more 

[13.1] DAMAGEREPAIRTABLE 
BASE REPAIR ~~Nrpnw TYPE OF DAMAGE CHANCE 

Superficial 500Jo xi 

Light 200Jo x2 

Heavy - lOOJo x4 

Partially - 400Jo x8 
Destroyed 

Totally Repair 
Destroyed Impossible 

[18.0) ACTUALPRICETABLE 
PERCENTILE ACTUAL PRICE OF GOODS 
DICE RESULT CCompaNCI to Hated pric:el 

0 or less 500Jo 

1-10 650Jo 

11-20 750Jo 

21-30 850Jo 

31 -40 900Jo 

41-60 950/o 
51-60 IOOOJo 
11-70 l lOOJo 

71 -80 1250Jo 
81-90 1450Jo 

91-100 I 700Jo 

101 or more 2000/o 

MODIFIERS: 

-30 if good is abundant on world or is exported 
from world. 
+30 if good does not exist or is not manufac-
tured on world. (See the World Resource 
Table, pages 48 and 49, for explanation of 
above modifiers.) 
+&0 if item is one Civ Level higher than that of 
the world. 
• Multiply percentage by 10 if item is two Civ 
Levels higher than that of the world. 
• Multiply percentage by the Law Level of the 
world if item is illegal (or restricted, if pur-
chaser does not have permit). 
• Variable modifier may be applied when using 
trading skill. 
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SKILL 
SUMMARY 
Sklll: How the skill is used. Related equipment/EP gain. 

MILITARY SKILLS 
Ambush: BC+AY +Battlefield SL+Environ SL+SL2-(enemy Environ 
SL+enemy Battlefield SL2). 

T► Move secretly, enemy unaware: ( 15xTerrain Value)OJo 
T► Move secretly, enemy aware: (5xTerrain Value)OJo 
T► Close combat, enemy unaware: 300Jo 
T► Ranged fire, enemy unaware: 50070 
None/0, I. 

Artillery: BC - I per 100 meters distance from target+IN +SL2. 

Mounted Gun/0, I. 

Battlefield: Initiative= Die Roll+SL (doubled if NPC); 
Willpower Check= May use SL instead of Mental Power; 
Encounter=SL modifies Awareness Check (see 28.2). 
None/0 (Initiative roll only), GM assigns point for successful battle plan. 

Bledea: Close Combat Strength=DX or AY +SL2+ Weapon Hit Strength 
Thrown Weapon BC+DX+SL2• 

Daggerorsword/0. 

Body A~: All EVA attributes included in this skill; ability to use 
augmented body armor (see 29.2); 
Close Combat Strength=ST +Hit Strength of Armor+SL2• 

Protective A ttire/0, I (accident); 0 (close attack). 

Demolltlona: BC+DX+SL2• Explosives/0, I, 2. 

EVA: Encumbrance Rating of attire is reduced by SL (26.4, 29.2); 
Avoid a Suit/ Armor Accident=BC+AY +SL2• 

Protective A ttire/0, I (accident). 

Jet Peck: Avoid a Jet Pack Accident=BC+AY +SL2 (27 .8, 29.3). 
Jet Pack/0, I (accident). 

Unarmed Combat: Close Combat Strength=DX or AY +SL2 

(reduce Level by I when fighting a creature). None/9, 0. 

Arc Gun: BC+DX+SL2• ArcGun/0. 

Bowa: BC+DX+SL2• 

Short Bow, Long Bow, or Cross Bow/0. 

Handguna: BC+DX +SL2• 

Pistol, Needle Pistol, Laser Pistol, or Stun Pistol /0 

01'9nadN: BC+ DX+SL2+(ST, when throwing great distance). 
Any grenade type/0. 

LaNr/Stun Pistol: BC+ DX+ SL2• Laser or Stun Pistol 10. 

longarma: BC+DX+SL2• 

Musket, Carbine, or Needle Rifle/0. 

Machine Guns: BC+ DX +SL2• 

Submachine Gun or Em placed Machine Gun/0. 

PelntGun: BC+DX+SL2• PaintGun/0. 

Gunnery: See 9 .2. 
Burster, Hunter Pod, Weapon Pod, or Arsenal Pod/I. 

Mlalle Guidance: See 9.2. 
Hunter Pod, Weapon Pod, or Arsenal Pod/see 9.2. 

Pilot: See 9.2. 
. Spaceship, Shuttle, or Battlecraft/see 9.2. 

5pKe Tec:ttca: See 9 .2. 
Spaceship/see 9.2. 

PSIONIC SKILLS 
Life Senae: SL subtracted from awareness chance during encounter. 
T► Perception of a creature's IN is 2007o+SL2• 

None/9 (awareness), 0 (perception). 

Mind Control: 1007o+MP+SL2-target's MP2. 
Psionic Rig increases range/0, I . 

Navigation: Successful Jump Chance=SL2+ MP2+( IOxStarport Class) 
-distance in Light Years . 
Spaceship with hyperjump engine; Standard Jump Pod ( + /); 
AugmentedJumpPod(+2)/0, I, 2, 3. 

Palonlc Communication•: Communication Chance= IOOJo + 
MP+SL2+receiver's MP+receiver's SL2• 

Psionic Rig increases range/0. 

Palonlc 8-t: 2507o+MP+SL2• Psionic Rig(+2)/0. 

Paychoklneala: BC=l0070-World Size+MP+SL2• 

Psionic Rig increases effectiveness/0. 
Paton Tech: BC+IN2+SL2• 

Electrokit (increases Skill Level; see 22. 0)/0, I, 2. 

ALL VEHICLE SKILLS 
BC to avoid accident (250Jo, 50070, or 75070)+ Vehicle Performance 
Modifier+DX+Sub-SL 2• 
See // .0/0, I (accident check or after 30 hours driving). 

SCIENTIFIC SKILLS 
All:BC+IN+SL2• 

Astronomy: 
T► Locate unexplored planet (when in system space): 900Jo. 
T► Locate uncharted planet (when in system space): 700Jo. 
T► Locate own position after minor jump error: 60070; after major 
jump error: 40070; after randomized jump: 20070. 
Spaceship, Civ Level 8 Spaceship ( +8), Explorer Pod (+I), Survey Pod 
(+2)/0, I, 2, 3. 

Biology: SL is reduced by 2 when dealing with non-carbon based 
life (to a minimum of I). 
T► Perceive during a creature encounter: I0OJo. 
T► Perceive with a bioscanner: 200Jo. 
T► Examine with a bioscanner (requires one hour): 30070. 
Civ Level 7 Bioscanner, Civ Level 8 Bioscanner (+I), Medical Pod (+I), 
Explorer Pod (+2), Robot Biosystem (+2), Bio Research Pod ( +3)/0, I. 

Chemletry: 
T► Find abundant chemicals: 7007,o. 
T► Find abundant and trace chemicals and complex compounds: 250Jo. 
T► Synthesize simple compound: 200/o. 
T► Synthesize complex compound: -5070. 
Civ Level 5 Chem Lab, Civ Level 6 Chem Synthesizer, Explorer Pod, 
Civ Level 7Chem Lab(+/), Bio Research Pod(+/), Civ Level 8 Chem 
Synthesizer ( +2), Robot Chemical System ( +2)/0, l . 

Olag._.: 
T► Diagnose ailing being: 9007o-(3xnumber of hits patient received). 
If result is above Chance, diagnosis has failed; 0 to 20 less, successful 
diagnosis; 21 to 40 less, successful and treatment SL +I; 41 to 70 less, 
successful and treatment SL +2; 71 or more less, successful 
and treatment SL +3. 
First A id Kit, Spaceship, Civ Level 6 Mediscanner (+I), Bio Research 
Pod(+/), Civ Level8Mediscanner(+2), Medical Pod(+3), Robot 
Medical System (+3)/0, I, 2. 

Geology: 
T• Find abundant minerals and resources: 700Jo. 
T► Find abundant and trace minerals and resources: 300Jo. 
T► Scan for three minerals or resources with a geoscanner: 600Jo. 
T► Scan for all tunnels and fissures 3 meters or more wide: 50070. 
T► Scan for volcanic activity: 60070. 
T► Scan for all tunnels and fissures: 20070. 
Geo Lab, Civ Level 6 Geoscanner, Explorer Pod, Bio Research Pod 
(+/), Civ Level 8Geoscanner(+2), Robot Geo System (+2)/0, I. 

Phyak:a: 
T► Determine type, intensity, danger of energy with energy scanner: 80070 . 
T► Determine energy powering device or non-protein creature: 700Jo. 
T► Determine energy or force type which caused result: 500Jo. 
T► Determine possible effect of energy or force beforehand: 400Jo. 
T► Tap an energy source: 20070 (use lower of Physics or Energy Tech SL). 
Energy Scanner, Explorer Pod, Bio Research Pod ( + IJ/0, I, 2. 

Planetology: 
T► Determine hydrograph 070 and locate land and liquid masses: 85070 . 
T► Determine temperature of environs: 75070. 
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T► Determine atmosphere: 6S-,. . 
T► Determine general resources: S0'lw. 
T► Determine contours: 400ft. 
T► Determine dominant feature by environ: 200ft. 
T► Determine general resources of environs: IO'To . 
T► Determine detailed geography and geology of all environs including 
sites: -S.,,. . 
Survey or Explorer Pod needed for task with 40-,. or less BC. 
Survey Pod needed for task with •o-,. or less BC. A single dice roll applies 
to the chosen task and all tasks with a higher 'To . 
Spawhip with at least 4 pod capacity, or with Explorer Pod ( + 1), 
orwithSurveyPod(+3)10, I, 2, 3. 

F'tog,•nmlng: Skill reduced by 2 with a robot (to a minimum of I). 
T► Gain control of robot without controller: 309ft (requires 
Electrokit or Robot Kil). 
T► Call up unrestricted information in a computer: 900fo . 
T► Call up restricted information in a computer: 300Jo. 
T► Call up top-level secrets in a computer: I0'To. 
T► Alter protected computer information: I 00ft. 
Computer or Robot/0, I, 2. 

T1N11111ut. 
T► Treat an ailing being: I OJo . 
SteDiagnosisand 12.3/0, I, 2. 

TECHNICAL SKILLS 
Al: BC+IN2+SL2/0, I, 2. 

Compu/Robot Tech: -2 to Skill Level when repairing robots. 
Basic Repair Kit, Civ Level 7 Electrokit (for computers, +/), Civ Level 8 
E/ectrokit (for computers, +2), Robot Kit(+/), Robot and Equipment 
Pod(+3). 

Conatrucdon: See 13.0. 

Ellc:tro Tech: -2 to Skill Level when repairing Civ Level 8 item. 
Basic Repair Kit, Civ Level 7 Electrokit (+I), Civ Level 8 Electrokit ( + 2). 
Robot and Equipment Pod ( + J ), Radio. 

Energy Tech: See 13 .0. 

Illa; -1111•4p111 Tech: -2 to Skill Level when repairing spaceship engine 
orannor. 
Civ Level 6 Spaceship Kit (superficial damage), Civ Level 7 Spaceship 
Kit (light damage, + 1), Civ Level 8 Spaceship Kit (heavy damage, +2). 

Sult Tech: -2 to Skill Level when repairing armor. 
Basic Repair Kit, Suit Kit, Civ Level 7 Armor Kit ( + 1), Civ Level 8 
ArmorKit(+2). Robot and Equipment Pod (+3). 

v.hlcle Tech: -2 to Skill Level when repairing military or air vehicle, 
or armor on any vehicle. 
Basic Repair Kit, Civ Level 6 Vehicle Kit ( + 1), Civ Level 7 Armor Kit 
(+I), Civ Level 8 Vehicle Kit (+2), Civ Level 8 Armor Kit ( +2), 
Robot and Equipment Pod ( + 3). 

WNporl Tech: -2 to Skill Level when repairing artillery and 
spaceship weapons. 
Basic Repair Kit, Civ Level 6 Weapon Kit ( + 1), Civ Level 8 Weapon 
Kit(+2), Robot and Equipment Pod(+3), Spaceship Kit required to 
rtpair spaceship weapons. 

INTERPERSONAL SKILLS 
Dlpl IIIICf: Used for communications tasks; see 14.0. 
None/0, I, 2. 

DlagulN: BC+ DX+SL2• 

T► Disguise 10 gain anonymity: 600fo. 
T► Disguise to resemble extensively observed person: 400Jo. 
T► Disguise to resemble person briefly seen or in pictures only: 250ft. 
Dispiie materials/0, I, 2. 
ho110111k.a. Price prediction requires 12 hours. 
T► Determine price of an item: 3Stfo-number of future weeks predicted 
+IN+SL2• 
Business Computer, Computer time, Interstellar Commlink/0, I, 2. 
Forgery/Counterfeiting: BC+ DX +SL2• 

T► Forge commercial document: SOtf,. 
T► Forge world or local government document: 309ft . 
T► Forge Federal document: I0'To . 
T► Counterfeit IOOMilnote: I0'To. 

T► Counterfeit I Tran note: 00ft . 
None/0, I, 2, 3. 

Gambling: BC+IN+SL2• 

T► Gamble at casino/gambling house: 350fo, minimum bet I Mil, 
maximum bet I Tran. 
T► Gamble at informal gathering in public place: 400,1, minimum bet 
I Mil,maximumbet IOOMils. 
See 14.0 for betting and payoff procedures. 
None/0, I. 

Law: BC+IN+SL2• 

T► Bribe authority to ignore criminal act : 200Jo+(lxevery 100 Mils 
offered)-(I0xLaw Level)-(secret GM reduction for loyalty). 
T► Convince authority that a criminal act is legal or that party is exempt: 
10"9-authority's Intelligence-(I0xLaw Level). 
T► Successfully defend innocent party: 350Jt+(I0xLaw Level). 
T► Successfully defend guilty party: 350Jo-( I0x Law Level). 
None/0, I, 2. 

Unguletlc.a: Knows number of languages equal to Skill Level. Chance 
to communicate during an NPC encounter is NPC's IN +character's 
IN+SL~ 
See 28.6, Procedure CC for communications with creatures. 
Civ Level 7 Translator ( + 1), Civ Level 8 Translator ( + 2)/0, I. 

Recruiting: BC+ EM+ SL2• 
T► Hire NPC's in spaceport or urban: S0OJo. 
T► Hire NPC's in suburban or town: 30"9. 
Minimum time is 6 hours . See 14.0 for NPC pay and attributes. 
None/0, I, 2, 3. 

StrHtwiN: Use for communications tasks; see Diplomacy, 14.0. 
None/0, I, 2. 

Teaching: BC+EM+SL2+ student's IN . 
See 14.0 for procedure. 
None/0, I, 2. 

Trading: Chance of a successful bargaining: 200Jo + Empathy+SL2• 

None/0,1. 

ENVIRONMENTAL SKILLS 
Agrlc:ulba9: BC+IN+SL2 ( -2 when working with hydroponics). 
Robot Agriculture System ( + 2)/0, I, 2. 

Aaterokl Mining: BC+IN+SL2• 

Rock Blaster ( + /), Robot Miner System ( +2), Robot Geo System 
(+2)/0, I, 2. 

Envlrona/Urben: Twice SL is subtracted from awareness chance 
during creature or NPC encounter. SL is added to initiative die roll . 
SL used in Ambush task. 
None/I SL increase per 8 weeks in environ. 

Gravity: SL added to Action Round Movement Rate (see 29.2) and 
affects gravity-related accident (see 38.0). 
None/I SL increase per 8 weeks in gravity type. 

Mining: BC+IN+SL2• 

T► Mine raw ore from an identified source: 250Jo . 
T► Refine raw ore: 0OJo . 
Rock Blaster ( + /), Robot Miner System ( +2), Robot Geo System 
( +2)/0, I, 2. 

5urvlval: BC+ IN +(Survival SL+ Environ SL)2• Survive in environs 
wi' n the following: 
T ~ Edible game and/ or plants: 900fo . 
T► Arable land: 600Jo. 
T► Any type of vegetation: 300Jo . 
T► Water in environ: 00ft . 
T► On world with water: - 509ft . 
T► Onworldwithnowater: -1509ft. 
None/0, I, 2. 

Key: Sklli: How the skill is used . Related Equipment/EP Gain. BC: 
Base Chance. SL: Skill Level. This summary does not take precedence 
over sections 8.0-IS.0. Related Equipment: Devices that are required 
to use the skill and/or that aid in using the skill are listed. Skill Level 
increases provided by various items of equipment are listed in parentheses. 
EP I Experience Polntl Gain: If a die or dice roll conducred when using 
the skill shows the listed digit on either die, one Experience Point is gained. 



[19.0] WEAPONCHART [20.0] PROTECTIVE ATTIRE CHART 
:z: i ~ c,"- ,,, :z: 

I ... -- - --- ---
,,,.... ~ ... ~~ 11."" ~~~ . ~ I; 

C, C ._.::;,. r1-• ~ct,,, ~ ~"' ~ ii: z .J TERRAIN MULTIPLIER► 0 2 4 • • "' "' TYPE ...,,,,~ ~~,#· ~c,"'<-~ ... "' "' ,_c, z ~~,/• c," lt-o,,_,,,~ .,,,,~,,,,,,~ !: I!: 
0 "' > 0 1-4 6-13 14-25 21-40 :z:O ..,c ¢~ ~+~ <t~,· ... "' RANGE IN HEXES► o= ARMOR ~ ,,,~ qQ~ Q~ :z: ... 
"' ., .J um: 
~ ... > iii" 

_,_ 
"' :i: ;:; WEAPON BASE HIT CHANCE J!: f!: Reflective • 11 15w 12 2 I 3 2 
2 8 6 Paint Gun 3.5 25 10 -10 -25 12 7 

Reflective 8 9 28w 24 I 2 s 5 
6 8 8 Paint Gun 35 25 10 -10 -25 3 9 Impact 6 22 9 None s 2 I 9 
4 10 8 Arc Gun 20 15 5 -10 -25 4 12 Impact 7 18 31w 18 3a 4 2 18 
4 s 5 Pistol1° 60 40 0 p p 2 .08 Reflective/Impact 7 20 31w 18 4a 3 4 11 
4 s ,, 6 Plastic Plstol'· 10 60 40 0 p p I .2 Reflective/ Impact 8 16 46w 24 2a s 5 20 
2 I 8 Needle Plstol3·10 55 35 - 10 p p 2 2 

ArmorV•t • 2 1.5 None None 2p 2p None 
I 6 6 Laser Pistol 60 40 20 0 -20 4 I Respirator Helmet 6 6 4 12 None 2p 2p None 
3 6 8 Laser Pistol 60 40 20 0 - 20 2 2 Respirator Helmet 8 4 10 24 None 4p 4p None 

8 7 Stun Plad 65 30 p p p 2 I 
Battle Sleeve 8 4 15w None None Sp Sp 25 

2 9 8 Stun Pistol" 65 30 p p p I 2 FORCEFIELD 
15 7 5 Machine Gun1 p 40 20 0 -20 12 3 Force Field On 8 2 55 None Imm 6 0 Imm 
IO s 6 Submachine Gun10 40 35 10 0 p s 2 

Force Field Off 8 2 55 None None 0 0 None ~ 2 4 2 Muaket10 p 0 -20 -40 p 5 .3 EXPEDfflON SUIT .... 
6 7 6 Rifle10 30 35 20 0 - 15 3 .8 

Expedition Sult 
- - -

12 None 
~ • II 6 2 I I )l:j 

4 6 5 Carbine• 45 35 15 -s -25 3 .6 - -·-· c,, 

Expedition Suit 7 7 llw 24 I I I None .!'l 
I I s Needle Rlfle3·10 40 30 10 -20 p s 2 ? 
2 I 7 Needle Rlflel· • 40 30 10 -20 p 3 3 

w : Wai1ing period or one week required Body Armor Skill Level. p : Provides par- C) 

upon purchase. Exception: Wailing period 1ial pro1ec1ion only. Imm: Wearer may no1 r,, .... 
3 4 I Short Bow2•10 15 25 011 p p I .2 for ba11le sleeve is 1wo days. a: Movemenl move al all. He may 1101 a11ack or fire any ... 
2 6 I Long _Bowl-• p 20 10 511 -5511 3 .6 or wearer may be augmen1ed, depending on type or weapon except a beam weapon . 

-
I 3 Crossbow 0 30 10 - 15 p 4 .5 

25 4 Frag1M11tatlon p 50 . -10 -60" p .5 .I 
Grenade . 

[21.2) MARINE VEHICLE CHART ~ - / / ~ / 
4 4 Smoke Grenade7 p so -10 - 6011 p .s .I 

4 4 llumlnatlon' p 50 -10 -601' p .5 . I ,I ✓~<" • 
Grenade 

:: ~IUNKILL ~/ <,;''<1~(/.;~~~~,, 
4 4 Gas Grenade5 p so - IO - 6011 p .s .I 

6 I Dag- p 10 _301, p p .2 .01 Salling Ship 3 90 u IO s 8 4 - 20 I 3/2 12 
____ .. _~ 

Mini Submarine 6 300 15 25 15 3 I +5 I 3/2 4 na 10 I Sword' p p p p p 2 .3 
" Flexlcraft 6 l000 150 100 60 20 50 + 15 6 2/4 40 ' . 

NOTES: MOTORBOAT -
+5 1. Must be emplaced before first fire . 2. May not be fired by prone charac1er. 3. The 1arget may Reef Wlllker 7 600 20 20 10 6 15 2 3/3 18 

be affected by substance in needle; see 30. 7. 4. The strength or weapon used to check for s1un on- '"'II(; 
IUIIIAllla 

ly ; see 30.4 (Terrain Value considered 0). 5. Targel hex and all adjacent hexes are filled with gas Water Scooter 7 5 I 15 10 I .2 + 15 I 1/1 2 
for six Ac1ion Rounds ; all beings there which do nol have 1heir own air supply suffer the effec1s MOTORBOAT.SUB 

or the appropria1e poison (see 30. 7). 6. Hit Strength is used in close combat; Hit Strength is 3 ir ~n'- 6 180 20 .25 15 4 3 -15 I 3/2 s 
1hrown. 7. Targc1 hex and all adjacen1 hexes arc 1rca1ed as ir i1 were dark for six Ac1ion Rounds. ..... 
8. Targcl hex and all adjaccnl hexes are lreated as ir ii were lighl for six Aclion Rounds. 9. Will -~ L: See Land Vehicle Chan for funher 1han one associated sub-skill is listed, use 
not be detected by me1al dc1cc1or. 10. Weapon produces recoil wi1h each shot (see 29.6) . 11 . details. U: Unlimited ranae. Where more the one appropriate to current use of vehi-
S1reng1h Ra1ing of firing (or 1hrowing) character added to hit percentage. P : Prohibi1cd. cle. 



,, 
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(21.1) LAND VEHICLE CHART 

Scout Car 
ATV 

Crawler 
ATV 

5 
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35 

Wheeled 

Legs 

Rover 

8 

8 

8 

200 

200 

150 

100 45 25 

100 10 5 

3 - 1 8 

N N 8 

5 + 2S 24 4/3 

S + 25 24 4/ 3 

I +25 24 3/3 

7 4 
7 

300 75 45 4 -2 2 5 0.5 
ATV 

Mobile Lab 
ATV 

Amphibia nm 
ATV 

Van Rig 
TRUCK 

Car 
AUTOMOBILE 

Horse Cart 
ANIMAL DRAWN 

AutoSled 

Tractor 

Half-Track 

Loricate 
APC 

8 

6 

250 

180 

6 240 

5 40 

6 60 

5 35 

7 1000 

6 700 

100 50 30 2 + I 9 25 + 15 24 4/ 3 10 

20 25 15 3 + I 4 3 - IS 24 3/2 S 

24 100 65 I + 2 5 I 50 - 10 12 3/ 2 8 

10 200 120 1.5 0 3 I -2S 6 1/1 S 

U I Oa I Sa 2 + 2 6 2 - 15 2 1/ 1 4 

15 

5 

50 

50 

25 

15 

25 

50 

15 3 0 2 I 

10 4 - I I 100 

15 2 -2 8 4 

30 1.5 + I 12 6 

0 6 2/2 
- 20 6 1/ 1 

0 24 4/ 4 

+ 5 24 5/ 4 

4 

5 

7 

8 

6 

3 

6 

o.s 
0.5 

3 

7 
18 

Armored ATV 

Tank 

Self-Propelled 
Artillery 

6 200 15 75 45 3 - I 6 I + IS 24 5/ 5 5 10 

6 2000 

5 2000 

50 50 30 

10 25 IS 

3 0 4 2 + 20 24 6/ 6 6 20 

2 + I 3 I O 24 6/ S 7 20 

a: Speed in km/ hr represcnis a pace which the animal 
may maintain over a long period of time. Speed in 
hexes/ Action Round represen1 s 1he maximum speed 
which can be main1ained for a shorl period of lime . 

m: See Marine Vehicle Chari for fur1her de1ails. 
U: Unlimi1ed range. 

(21.3) AIR VEHICLE CHART iil 

VEHICLE 
ASSOCIATED SUB-SKILL 

; 
> 
0 

Dragonfly 6 
OLIO~ 

s .I 

Ornithopter 
GLIDER 

8 

Propeller Plane S 

300 200 15 

200 40 S 

Jet 

Air Car 
JET 

Levitator 
DIRECT LIFT 

Floater 
DIRECT LIFT 

Skimmer• 
DIRECT LIFT 

7 1000 600 

8 1300 10 

7 4000 U 

8 600 U 

8 S00 U 

9 

7 

.3 

.4 

.6 

N: None . 

MAXIMUM WORLD SIZE 
BY ATMOSPHERE 

oq,. 
c.,"-

,!--],+"' ~+ 

p 3 

p 

p 

p. 

p 

6m 

6m 

7m 

4 

3 

3 

6 

6m 

6m 

7m 

7 

7 

9 

9 

I 

12 

5 

8 

3 

6m 100 

6m 10 

7m 5 

.I -2S .S Ill 

12 

25 

so 
2 

100 

5 

3.5 

0 I 1/ 1 

-s .s 2/2 

+25 

+20 

0 

+25 

2 3/ 3 

I 3/2 

10 4/ 4 

6 1/1 

7 1/ 1 

2 

20 

8 

25 

s 
40 

8 

5 

Helicopter 

Shuttle 
SHUTTLE OR PILOT 

6 ISO 20 I 

7 8000 640 20 

p 

8 

3 
8 

6 

8 

6 S -20 I 2/ 3 5 

40 200 + 10 5 4/ 4 120 

P: Prohibited . 
U: Unlimi1ed range; overhaul required once per year at a cost of IOOTrans. 
m: Cannol be used on a world Size 3 or less . 
*May not be used in an environ with a Terrain Value grea1er than 2. ~ 



(22.0) PERSONAL EQUIPMENT CHART 

SCIENTIFIC 

Geo Lab 

Geo Scanne~ 

Geo Scanner 

First Aid Kit 

Medi Scanner 

Medi Scanner 

Bio Scanner 

Bio Scanner 

Neuro Scanner 

Chem Lab 

Chem Lab 

Chem Synthesizer 

Chem Synthesizer 

Energy Scanner 

TECH KITS 

Basic Repair Kit 

Suit Kit 

Armor Kit 

Armor Ki t 

Weapon Ki t 

Weapon Ki t 

Electro Kit 

Electro Ki t 

Robot Kit 

Vehicle Kit 

Vehicle Kit 

Spaceship Kit 

Spaceship Kit 

Spaceship Ki t 

"' +-<. .,\ ,J.<,; ,r, ,.«- 'c, 
~ ,_«; -t1J,,og q<l-'",..,\ 

v ,,... ~/• 

5 

6 

8 

4 

6 

8 
7 

8 

8 

5 

7 

6 

8 

7 

15 

25 

7 

5 
10 

5 

7 

2 

5 

20 

15 

25 

22 

5 

5' 5 

I 

6 
15 

I 

12 

10 

8 

12 

18 

2 

7 

2 

6 

10 

7 2 2 

7 15 20 

8 15 30 

6 7 2 

8 7 4 

7 5 11 

8 5 15 

8 15 30 

6 30 25 

8 30 35 

6 100 60 

7 100 75 

8 100 100 

a: 
< 

c;, r,,,O a. 
q"~ ~"'"'Q : 

c;,+-'"" ... ,~"'\)"""' ~"' ,,o'l- <~ m;:: 

0 2 hr 1 hr 

0 I hr 1 hr 

+ 2 .5hr 2hr 

0 I hr I hr 

+ I .5 hr 1 hr 

+ 2 .3 hr 2 hr 

0 (a) I hr 

+ I (a) 2 hr 

na None 2 hr 

0 1 hr I hr 

+ I .5 hr 1 hr 

0 4 hr 1 hr 

+2 2hr 2hr 

0 (a) I hr 

0 (b) na 

0 (b) na 

+ 1 (b) na 

+ 2 (b) na 

+ 1 (b) na 

+ 2 (b) na 

+ I (b) na 

+2 (b) na 

+ 1 (a) na 

+ 1 (b) na 

+ 2 (b) na 

0 (b) na 

+ I (b) na 

+ 2 (b) na 

COMMUNICATIONS 

Headset Radio 

Planetary Shortwave 

Interplaneta ry Radio Dish 

Planetary Headset 

Interstellar Commlink 

Translator 

Translator 

RECORDING EQUIPMENT 

Audio Recorder 

Still Camera 

Superoid Camera 

Holograp her 

CAGES 
Meta l Cage 0.51113 

Metal Cage 8m3 

Super Cage 0.5111-' 

Super Cage 8m' 

Force Cage 

VISION EQUIPMENT 

Night Glasses 

Rocket Flare 

Anaerobic Torch 

Flashlight 

Binoculars 

,J.'<-" +-<.«-.,\ 
,J. .._«; ,t1'<-.'<'>,,q,•• R-'"~ .. , 

c,' ,._::- q~l• 

5 

5 
7 

8 
8 

7 

8 

5 

4 

5 
7 

2 
2 

5 

5 

8 

7 

5 

6 

4 

5 

20 

5 

I 

2 

2 

3 

5 

15 

2 

50 
1 

30 

3 

.3 

.5 

.5 

.5 

.2 

.4 

2 

2 

2 
16 

48 

. I 

. I 

.4 

3 

. I 

.5 

.2 

20 

3 

. I 

. I 

.1 

. I 

\)<:, Qr,,,Q 
q'- re,',; 

:i-'"" ~ <c,~c;,'<-
<,; -<.~oR-~ 

0 na I hr 

0 na I hr 

0 na I hr 

0 na 2 hr 

na na 2 hr 

+ I None I hr 

+ 2 None 2 hr 

na 

na 

na 

na 

na 

na 

na 

na 

na 

na 

na 

na 

na 

na 

AR 

AR 

AR 

AR 

na 

na 

na 

na 

AR 

na 

AR 

AR 

AR 

na 

I hr 

I hr 

I hr 

I hr 

I hr 

I hr 

I hr 

1 hr 

2 hr 

I hr 

na 

na 

I hr 

I hr 

na: Not applicable. AR: Activation takes one Action Round . (al: See 12.0 for ex­
planation. (bl : See 13 .1 for explanation . See pages 58 and S9 for descriptions. Addi­
tional equipment includes: Psionic Rig (10.l), Jet Pack (21.3), Internal Gravity Web 
(33 .3), Audio-sealed Case, Business Computer, Rock Blaster, False Identity, and 
Plastic Explosives (22.4). 

(23.6) MOON TABLES 
Moon Generation Table 

PLANET SIZE 

~E 3 4 5 6 7 8 9 

1~ 0 0 0 ~ 0 0 0 
3.4 0 0 0 0 I 1 1 

5,6 0 0 1 1 2 2 3 

7,8 0 I I 2 3 4 5 

9 1123456 

10 I 2 3 4 5 6 7 

Resu lts are num ber of moons o r­
biting pla net. A Size I or 2 planet 
may possess no moons, nor may a 
moon . See 23.6 for explanat ion . 

Moon Type Table 

MOON SIZE 

DIE 0,1 2 3 4,5 

1 Hr Tr 

2 Hp Tp 

3 Hr Op 

4 Hp Hr 

5 Hr Hp 

6 Hp Hr 

7 Hr Hp 

8 Hp Hr 

9 Hr Hp 

10 Hp Hr 

Er Ep 

Ep Ep 

Tr Er 

Tp Tr 

Op Tp 

Hp Tr 

Hr Or 

Hp Hp 

Hr . Hp 

Hp Hr 

E: Earth-like. T: Tolerable. H : 
Host ile . 0 : Ring. r: Resource rich. 
p : Resource poor. 

Subtract 2 or add 2 10 die resu lt 
depending o n whet her moon's 
planet is in or out of biosphere. 

l f moon is in host ile zone o f sta r 
system, do not roll ; cross- reference 
moon size with 10 row 10 yield 
moon type . Treat a ll modified ro lls 
of less I han 1 as 1, and a ll roll s of 
greater than 10 as 10. 

Moon Size Table 

1 DI E • MOON 
PLANET SIZE SIZE 

4-8 0 

9- 12 1 

13-15 2 

1 DI E • MOON 
PLANET SIZE SIZE 

16-17 3 

18 

19 
4 

5 

~ 

~ 
~ 
~ 
C) 
t>i 
V, 

°' 
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[23.5) PLANETSIZEANDTYPETABLE 
FIRST DIE 

2 3 4 5 6 7 8 9 10 

1 3: Er 4: Ep 4: Er 4: Er 4: Er 4: Er 5: Er 5: Ep 7: Ep 7: Er 

3: Ep 3: Ep 4 : Er 4: Er 4: Er 4: Er 5: Er 8: Er 8: Ep 8: Ep 

4: Er 4: Ep 4: Ep 5: Er 5: Er 5: Ep 5: Er 5: Ep 7: Er 7: Ep 

2: Tr 3: Tp 3: Tp 3: Tr 6: Er 6: Er 6: Er 6: Er 6: Ep 6: Ep 

2: Tp 3: Tr _3: Tr 4: Tr 4: Tr 4: Tp 5: Tr 5: Tr 8: Tr 8: Tp 

1: Hr 3: Tp 3: Tp A:Hr 4: Tp 4: Tp 5: Tr 5: Tp A :Hp 8: Tp 

1: Hr 2: Hr 4: Hr 4: Hr A:Hr 5: Tp 5: Tp A:Hp A:Hr 6: Tr 

1: Hr 2: Hr 3: Hr A :Hr 4: Hp A:Hr 5: Tp 4: Hp A:Hr 6: Tp 

1: Hr 2: Hr 2: Hr 2: Hr 3: Hr 3: Hr 6: Tr 6: Tp 8: Tr 6: Tp 

1: Hp 2: Hp 3: Hp A:Hp 5: Hp 6: Hr 7: Hp 8: Hp 7: Tr 9: Hr 

SPECTIIAL ClA88 
OFSTAII 

PIANIT-AT 
l'OelTION•MKI 

10 

I: Planet size. E: Earth-like; T: Tolerable; H: 
Hostile; A : Asteroid bell . r: Resource Rich; p: 
Resource Poor. 
Modifiers: 

Add or subtract Planet Size Modifier (see Star 
System Log) from first die result . 
Subtract2 from second die if planet is in biosphere. 

Add 2 to second die if planet is not in biosphere 
and not in hostile zone. 
Do not roll second die if planet is in hostile zone 
(see Star System Log); use 10 row of the table and 
first die res uh to obtain planet size and type. 
Treat all modified rolls of less than 1 as 1. and all 
modified die rolls of more than 10as 10. 

See 23.5 for detailed explanation of use. 

A (0 THROUGH 41 

A (& THROUGH 9) 

f (0 THROUGH 4) 

.... 

f (&THROUGH 9) 2-9, 17 

G (0 THROUGH 41 2-11 

G (& THROUGH 9) 2-10 

K (OTHROUGH 41 2-9 

K (6THROUGH9) 2-7, 17 
M (0 THROUGH 4) 2-6 

M (&THROUGH 91 2-3 

See 23.4 for explanation of use. 

WORLD TYPE (23.7) WORLD WORLDSIZE 

GRAVITY o 
GRAVITY 

No ne 

Trace 

0 .2 

0.4 
0.7 

1.0 

1.3 

1.7 

2.0 

2.5 

[24.6) WORLD DAY LENGTH 
TABLE (Optlonal) 

ONE 
DIE 

1 
EARTH-LIKE TOLERABLE 

12 6 
HOfflLE 

4 
TABLE 1 

2 

3 
4 

5 
6 

7 

8 

9 

Numbers represent length of day in hours (in­
cluding daylight and darkness). d: Day 
measured in Earth days. N: No rotation. See 
24.6 for explanation of use. 

2 

3 
4 

5 

6 

7 
8 

9 
10 

15 

18 
21 

24 
24 
27 
30 

33 

36 

9 

12 

15 

18 
24 
36 
48 
60 
72 

(24.2) WORLD ATMOSPHERE TABLE (24.3) WORLD TEMPERATURE TABLE 
WORLD TYPE WORLD TYPE 

DIE+WORLD 
SIZE EARTH-LIKE TOLERABLE HOSTILE DIE EARTH-LIKE TOLERABLE HOSTILE 

3-6 Thin None None -4.-5 125 175 200orabove 

6 Thin (Cl Thin (Cl None -2.-3 100 150 200 

7 Normal Thin None -1,0 100 125 175 

8 Thin (Cl Poison None 1.2 75 125 175 

9 Thin Thin (Cl Poison 3,4 75 100 150 

10 Thin Poison Corrosive 5,6 50 25 -25 

11 Normal Thin Poison 7,8 so 0 -25 

12 Normal (Cl Corrosive Corrosive 9.10 25 0 -50 

13 Poison Thin IC) Poison 11,12 25 -25 -so 
14 Normal Poison Corrosive 13,14 0 -25 -75 

15 Normal (Cl Normal IC) Poison 16,18 0 -SO - 75 and below 

16 Normal Normal (Cl Corrosive Results represent average temperature of the world ; all 
17 Normal Poison Poison remperatures are expressed in °F. See 24.3 for explanat ion. 

18 Normal (Cl Poison Corrosive Die Roll Modifiers: 

19 Normal Normal (Cl Poison If rhe planer is closer ro rhe star than the star's biosphere, 
subtract 6 from the die roll . 

A world of size O or 1 automatically possesses no atmosphere. If rhe planer is further from the star than rhe star 's 
IC): Contaminated. See 24.2 for explanation of use. biosphere, add& ro rhe die roll. 

6 

8 
N 
N 

72 

4d 
6d 

8d 
10d 
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[24.5] ENVIRON TYPE CHART 
LAND/LIQUID DISTRIBUTION ► WATER WITH WATER/LAND OR LAND WITH LAND ONLY LAND ONLY 

MINOR OR MAJOR LAND WITH MAJOR MINOR WATER IWATER ELSEWHERE INO WATER ANYWHERE 
ISLANDS WATER BODIES BODIES ONWORLDI ONWORLDI 

TEMPERATURE► 0 100 0 100 0 100 0 100 0 25 100 
to to to to to to to to or 50 or 

ENVIRON TYPE 25 50 75 125 25 50 75 125 25 50 75 125 25 50 75 125 less75 more 

See Note l 2 3 2 2 2 3 2 3 3 4 3 5 7 
Volcano/Hills 3 4 6 9 2 3 3 4 3 5 6 7 4 7 8 10 8 12 17 

Volcano/Mountains 4 6 9 14 3 4 5 6 5 7 9 10 6 9 11 14 13 19 26 
Volcano/ Peaks 5 8 II 17 4 5 7 6 8 10 12 7 10 13 16 14 21 28 

Crater/ Flat 7 9 11 13 9 12 15 18 24 31 37 
Crater/Hills 8 10 i2 14 11 14 17 20 39 46 52 
Crater/Mountains 9 11 13 15 13 16 19 22 SI 58 64 

Crater/Peaks 10 12 14 16 14 17 20 23 53 60 66 

Barren/Flat 11 10 12 26 9 6 6 16 20 19 22 34 29 27 34 42 62 69 74 
Barren/Hills 23 15 15 42 18 8 7 32 32 27 31 54 49 40 52 66 75 82 86 
Barren/Mountains 33 20 17 55 25 10 8 45 40 33 37 66 59 48 61 79 84 91 94 

Barren/Peaks 36 22 18 59 27 II - 47 44 36 40 71 63 52 65 84 86 93 96 

Ught Veg/Flat 41 28 22 67 36 18 14 57 48 43 47 77 67 61 72 87 87 94 97 
Light Veg/Hills 46 33 27 75 46 25 20 68 54 52 55 84 72 71 80 91 88 95 98 
Ught Veg/Mountains 56 40 32 83 53 31 25 78 58 58 61 88 76 78 86 93 89 96 99 

Light Veg/Peaks 59 42 34 85 55 33 26 80 60 61 63 90 77 81 88 94 90 97 00 

Woods/Flat 62 46 38 90 60 39 32 87 64 66 68 93 80 85 92 95 
Woods/Hills 65 51 42 95 66 46 38 94 68 73 74 97 83 91 96 97 
Woods/ Mountains 71 58 49 99 70 52 44 99 71 77 78 99 85 97 99 99 

Woods/Peaks 73 60 52 00 71 54 46 00 72 79 79 00 86 99 00 00 

Forest/ Flat 75 64 55 73 60 52 74 82 83 
Forest/Hills 77 70 59 76 69 58 76 86 87 
Forest/ Mountains 80 72 67 78 75 64 78 88 89 
Forest/Peaks 81 79 69 79 77 66 79 89 90 

Jungle/ Flat - 82 76 - 81 74 - 90 92 
Jungle/Hills - 87 88 - 86 83 - 91 94 
Jungle/Mountains - 89 95 - 88 90 - 92 95 

' 
Marsh/Flat - 95 98 - 95 96 - 96 98 
Marsh/Hills 99 00 99 00 99 00 '" - - -
Ice/Flat 90 89 88 92 94 98 
Ice/Hills 00 00 00 00 00 00 00 00 00 00 

How to Read the Result: Roll percen1ile dice and locale 1he column 
corresponding 10 1he Land/ Liquid/ Tempera1ure combina1ion of 1he 
environ. Read down 1he column umil you locale 1he resull which mos1 

[23.2) BINARY /TRINARY nearly equals 1he percemile roll wi1hou1 being less 1han 1he roll. For ex-
ample, rolling a 34 in 1he firsl column would yield and environ 1ype of STAR SYSTEM SUMMARY 
Barren/ Peaks. See 24.5 for de1ailed explana1ion of use. 

STAR: RESTRICTION STAR: RESTRICTION 

Note: All environs of same wa1cr and 1empera1ure 1ype which have 1101 Alpha Centauri A: 1-2 CD -8° A: 2-12 
yel been assig ned an environ 1ypewill be 1he 1ype de1erm ined by lhe nexl -2.-1.-4 -6. -20.-3 

percemile roll . (-1: Environ 1ype impossible; proceed down 1he col- 61 CygniA: 1-6 Rho Eridani A: 1-2 
umn . Peaks: If 1he world size is 7 or grea1er, 1rea1 as Hill . Mountains: 61 Cygni B: 1-5 Rho Eridani B: 1-2 
If 1he world size is 9, 1rea1 as Flat. If 1he Land/Liquid dis1ribu1ion is + 6, -&.+7 +11, +1.-• 

wa1er only, 1his 1able is 1101 used . However, if 1he GM wishes 10 check Jim~ ' 1-10 41 AraeA: 1-2 
for ice in a waler-only environ, roll using 1he waler wi1h minor islands +1.-•.+2 -3. -18. -19 

column and ignore all non-ice resulls. WX Ursae Majoris A: 1-8 Gamma Leporis A: 1-11 
-13,+ 4, +1'3 Gamma Leporis 8: 1-8 
Eta Cassiopeiae A: 1-7 +2.+211,-10 

+10,+2.+• CD -36° 13A: 1-2 
BD + 53° 1320: 1-7 +8,-13,-12 

BD +53° 1321: 1-7 Roll only for planets in indica-
-9,+ 8, +16 ted positions for these stars . 



[2S.2] WORLD DEVELOPMENT TABLE 
CIV 

LEVEL 
RANGE TWO 

OICE 

0 
1 
2 

3 
4 

6 

6 
7 

8 
9 

10 
11 
12 
13 
14 
16 
16 
17 
18 
19 
20 

21 
22 
23 

SETTLEMENT STATUS 

Uncharted 
Unexplored 
Unexplored 
Unexplored 
Explored and Abandoned 

Explored and Abandoned 
Abandoned Pioneer Colony 

Active Exploration 
Active Exploration 
Active Exploration 

Pioneer Colony 
Pioneer Colony 
Pioneer Colony 

Subsidized Scientific Colony 
Subsidized Scientific Colony 
Subsidized Scientific Colony 
Subsidized Working Colony 

Subsidized Working Colony 
Subsidized Working Colony 

Self-Sufficient Colony 
Self-Sufficient Colony 

Self-Sufficient Colony 
Full-Tech Colony 
Full-Tech Colony 

(25.4) ENFORCER 
ENCOUNTER 
TABLE 

LAW 
LEVEL FREQUENCY 

0 No authori1ies 

1 I out of 8 encounters 
2 I oul of 5 encoun1ers 

3 I out of 4 encounters 
4 I out of 3 encoun1ers 

5 I out of 2 encounters 

HUMAN 
POP. 

0 

0 

0 

. 0 

10 

100 
200 

100 
1,000 
2,000 
1,000 

10,000 
20,000 

10,000 
100,000 

200,000 
100,000 

I million 
2 million 
1 million 

10 million 
20million 
10 million 

lOOmillion 

LAW 
LEVEL 

0 

0 
0 

0 

0 

0 
0 

0 

I 

2 
I 
2 
2 
2 

2 

3 

2 
3 
3 

3 
3 

SPACE 
PORT 

0 

0 

0 

0 

0 

0 

0 

0 

0 

Yz 

0 

Yz 

Vz 

Yz 

1 

2 
2 
2 
2 

3 
2 
3 

[24.4A) WORLD 

None 

None 
None 

None 
1-2 
1-2 
1-3 

1-4 
2-4 

2-4 
1-4 

2-5 
2-5 

4-6 

4-6 

5-7 

3-S 
4-6 
4-6 
4-7 

5-7 

5-7 
5-8 
6-8 

HYDROGRAPH 
TABLE 

, 
Results reprcsenl percentage of 
the world's surface covered with 
waler. This· table is not used for 
worlds which possess no atmo-
sphere, or possess average tern-
peratures below O or above 125. 
Such worlds au1oma1ically have 
no water. See 24.4 for detailed ex-
planar ion of use. 

TWO 
DICE 

24 
26 

SETTLEMENT STATUS 

Full-Tech Colony 
Minor State 

26 Minor State 

'D Minor State 

28 Major State 
29 Major State 

MODIFIERS: 
WORLD WORLD 

HUMAN 
POP. 

200million 
lOOmillion 

1 billion 

2 billion 
I billion 
3 billion 

LAW 
LEVEL 

4 

4 
4 

4 
4 

4 

CIV 
SPACE LEVEL 
PORT RANGE 

3 6-8 
3 6-8 
3 
4 

4 
4 

6-8 
7-8 
7-8 

8 
See 25 .1 for explanation of use. 
WORLD WORLD 

ATMOSPHERE TEMPERATURE HYDROORAPH SIZE 

None O -75, -SO 

Thin, Con. 2 -25 
Normal, Con. 3 0 
Thin 4 2S 
Normal 
Poison 
Corrosive 

5 50, 75 
1 100 

-1 125 
ISO 

0 
1 
3 
4 

OOJo 
200Jo 
400Jo 
60-80'!0 

5 IOOOJo 
4 
3 
1 

175,200 -1 

-1 0, 1,2 
2 3,4 
4 5 
6 6 
2 7 

8,9 

+3 
+2 
+1 

0 
-1 
-2 

Procedure: Take the appropriate number from each of the col­
umns and add them together. If the world is resource rich, dou­
ble this total. (Oxceptlon: If the total is negative, and the world 
is resource rich, divide the total by two, rounding toward zero.) 
Subtract the world's star's distance from Sol from this new 
total. The result is the Development Value. Roll two dice and 
add the Development Value to the roll, and apply this result to 
the Table. Exception: A resource poor asteroid belt has a 
Development Value of 1; a resource rich asteroid belt has a 
Development Value of 6 (minus the LY distance from Sol). 
Remember that a modified dice roll result that is less than zero 
is treated as zero. 

WORLD TEMPERATURE 

50,75 0,25. 100.125 

ONE 
WORLD SIZE WORLD SIZE 

DIE 3 4 5 6-9 2 3 4 6 6-9 
1 0 0 20 20 0 0 0 0 0 

2 0 20 20 40 0 0 0 0 20 

3 0 20 40 40 0 0 0 20 20 

4 20 20 40 40 0 0 0 20 20 

5 20 40 60 60 0 0 20 20 40 

6 20 40 60 60 0 20 20 40 40 

7 20 40 60 80 0 20 20 40 60 

8 40 60 80 80 20 20 40 40 60 

9 40 60 80 100 20 40 40 60 80 

10 40 80 100 100 20 40 60 60 80 

[24.48] LAND AND WATER 
DISTRIBUTION CHART 

!"o !"o ,,,. 
q~ ~o ~o 0 ,._,,,,t 

t-!<- .J' .J' ~ Ir ... ~1 .. (> \ ~ \ ~ ..,. \ ~ ~ .. 
~o~ ,,,. ,t'~" ,.,,,,.~ ~ Oo"" o ' ~ 0 

WORLD -to,,,_c,"- ~"' ~~o ~.;-,,_..,0 
;:,"' ,,:..-s ..,.~~o ; 

SIZE q"- ~ ;j°' ~ ~ ~ 

2 20 0 0 0 0 2 2 2 

3 20 0 0 0 I 3 2 4 

3 40 0 0 3 2 2 2 I 

4 20 0 0 0 I 6 4 7 

4 40 0 0 s 4 4 4 1 

4 60 I 4 6 4 2 I 0 

4 80 7 6 4 I 0 0 0 

5 20 0 0 0 3 8 5 10 

5 40 0 I 6 6 s s 3 

5 60 3 5 7 5 3 3 0 

6 80 10 8 s 3 0 0 0 

5 100 23 3 0 0 0 0 0 

6 20 0 0 0 4 II 8 IS 

6 40 0 I 8 9 8 8 4 

6 60 4 8 10 8 4 4 0 

6 80 15 II 8 4 0 0 0 

8 1.00 34 4 0 0 0 0 0 

7 20 0 0 I 4 14 II 20 

7 40 0 I 13 II 10 10 s 
7 60 5 II 14 10 5 4 I 

7 60 s 11 14 10 s 4 1 

7 80 20 16 9 4 I 0 0 

7 100 45 s 0 0 0 0 0 

8 20 0 0 I 6 19 14 26 

8 40 0 1 18 14 13 13 7 

8 60 7 14 18 13 7 6 I 

8 80 26 21 12 6 I 0 0 

8 I 00 60 5 I 0 0 0 0 

9 20 0 0 I 7 24 17 33 

9 40 0 I 23 17 17 16 8 

9 60 8 ·l7 24 17 8 7 1 

9 80 33 26 15 7 I 0 0 

9 100 75 6 1 0 0 0 0 

See 24.4 for explanation of use . 

§: 

~ 
"' ~ 
"' i;j 
::ic, 
c,:; 
C) 

s 
i:::, 
!'l 

? 
~ .... 
'0 
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NR . OF ENVIRONS 

[25.8) WORLD RESOURCE TABLE J' "' ~..., 
"' CIV LEVEL OF WORLD 

;f:' ~V' ~ ~ <,; 
PERCENTILE 1 2 3 4 5 6 7 8 ..,.,. o' ~ 
DICE PRICE RESOURCE " ~ 

1-8 O.SIT Iron A R JJ M 7 

9-14 2.0I T Aluminum A,R L,G - 6 

15-19 40.0IT Radioactives D A,F s 
20-23 3.51T Copper D,R A X KK 4 

24-!6 10.0IT Chromium D S,R A NN 3 

27-29 O.SI K Silver D A p 3 3 

30 I.OI G Gold D AA 

31 I.0I G Platinum D A R C I I 

32-33 10.0IT Titanium D Z,J A,Y 2 2 

34-35 50.0IT Cesium D F, H A I I 

36-37 to 21 1T Other Metals1 D A,N KK 2 2 

38- 40 15 .0I T Ammonia A K LL I I 

41 2.0I G Magnetic Monopoles D,E V,PP A s s 
42 I .0I G Crystals D A,MM s s 
43-46 I.OI T Phosphorus D ,R A ,W 3 3 
46-47 2.0I T Germanium D,R A,EE 2 2 

48 2.0I T Silicon D R,CC A 2 2 

49-50 to 41T Other Non-Metals2 D,R BB H ,MM A,V 3 3 

51-67 0.SIT Iron A R JJ M 4 4 7 

58-63 2.0I T Aluminum A,R L,G 3 3 6 

64-68 40.0I T Radioactives D A,F 2 2 s 
69-n 3.51T Copper D,R A X KK 2 2 4 

73-76 10.0IT Chromium D S,R A NN I 2 3 

76-78 0.51K Silver D A p I 3 

79 I.0I G Gold D AA s I 

80 I .0I G Platinum D A R C s I I 

81-82 10.0/T Titanium D Z,J A,Y I 2 2 
83 50.0I T Cesium D F,H A s I I 

84-85 to 211T Other Metals1 D A,N KK 2 2 
86-88 I.OIT Phosphorus D,R A,W 

89-90 2.0I T Germanium D ,R A,EE 

91 -93 2.0I T Silicon D R,CC A 

94-98 to4I T Other Non-Metals2 D,R BB H ,MM A,V 2 

99 I .0I G Exotic Spices A D LL s 
100-104 S.OI T Organic Chemicals D ,FF A,U 3 

CARBON 

106- 109 I.OIT Organic Chemicals D A,HH 3 
NITROGEN 

110-113 3.0/T ' Light Fiber Plants D,T A 2 

114-119 0.81T Woodlike Plants D,Q A FF 3 

120-122 VARIABLE Arable Land D A,GG B 7 

123-124 to SIT Edible Plants D ,GG A,B 5 

125 to 1/T Edible Game D,~D A ,:, 3 

126-137 VAR IABLE Arable Land D A,GG B 
a 

7 

138-146 to SIT Edible Plants D,GG A,B s 
147- 150 to II T Edible Game D,DD A 3 

Modifiers: Add 25 if world is Tolerable; add 50 if world is Earth-like. Notes: 1. These include such metals as adamant ine, beryllium, erbium, 
Roll a num ber o f 1imes equal to 1he World size if resource poor; ro ll a gadolin ium, lead, manganese, mercury, nickel, potassium, rubidium, 
number of times equal to the World size + 8 if resource rich. stron1ium, tin, and zinc. 2. These include such non-meta ls as argon, 

Price: Given in Trans per refined gram, kilo, or ton. Toi / T: Price flue-
barium , chlori ne , cobalt, fluorine, helium , iodine, krypton, sulfur, and 

tuates from that figure, down 50% . Variable: Price varies extremely, 
xenon. S: Site. 

depending on availability on world . See 25 . 7 for detailed explanation of use. 



RESOURCE 
DEVELOPMENT 

If a resource is not rolled, it does not exist 
on the world; if rolled once, the resource is in 
limited supply on the world; if rolled twice,the 
resource is in abundant supply on the world; if 
rolled more than twice, reroll the extra rolls . 

After the resources of a world are determ­
ined, the Civ Level of the world is used to 
determine the development of those resources . 
Any letter codes listed under the Civ Level and 
lesser Civ Levels apply to the resource; locate 
the applicable letter codes below and note the 
information on the World Log. 

Many letter code results indicate that a 
specific type of product is manufactured on the 
world . Such results do not auwmatically mean 
that all products of that type arc readily 
available; the Civ Level of product must still be 
less than or equal to the Civ Level of the world . 
Example: Result G indicates that simple air­
craft are manufactured; however, if the Civ 
Level of the world was less than 6, a Dragonfly 
glider would not be manufactured there . Also, 
many results indicate that more than one 
resource is required to manufacture a product. 

All types of equipment, robots , space­
ships, and vehicles are covered in these results, 
individually or in groups. Each result indicates 
that a product is manufactured or exported 
(that is, manufacture exceeds local demand) if 
the requisite resources are in limited or abun­
dant supply. A product that is not manufactur­
ed on a world will generally cost more there 
than its base price (a + 30 modifier is applied to 
the Actual Price Table, 18 .0). A product that is 
manufactured will generally cost the same as its 
base price (no modifier is applied to the Actual 
Price Table). A product that is exported will 
generally cost less than it s base price (a -30' 
modifier is applied to the Actual Price Table). 

If the players are selling or buying large 
quantities of resources , the Actual Price 
Table may be used in the same way. If the 
resource does not exist on the world, apply a 
+30 modifier; if the resource is limited, apply 
no modifier; if the resource is abundant, apply 
a -30 modifier. 

A. The resource has been discovered in every 
environ and site in which it exists on the world 
(ignore result D). 

B. Vegetables and Fruit . Manufactured if edi­
ble plants or arable land limited. Exported if 
edible plants abundant . 

C. Chemistry Equipment (Chem Labs and 
Chem Synthesizers). Manufactured if plati­
num limited. Exported if platinum abundant 
and iron limited (or abundant). 

D. The resource has been discovered in about 
half the environs and/or sites in which it oc­
curs; specific locations are up to the GM. 

E. Psionic Equipment (Psionic Rigs, Jump 
Pods, Augmented Jump Pods, Hunter Pods 
and Explorer Pods). Psionic Rigs manufac­
tured if magnetic monopoles limited . Psionic 
Rigs exported and psionic pods manufactured 
if magnetic monopoles, other metals, and iron 
limited. Psionic pods exported if magnetic 
monopoles, other metals, iron abundant. 

F. Energy for sub-light spaceship drives and 
fission power plants . Manufactured if radioac­
tives limited. Exported if radioactives abun-
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dant. The availability of spaceship energy also 
depends on the Spaceport Class (see 25 . 5). 

G. Simple Aircraft (Dragonfly, Ornithopter, 
Propeller Plane, Helicopter). Manufactured if 
aluminurri and iron limited . Exported if 
aluminum and iron abundant. 

H. Holographic Equipment (Superoid Cam­
era , Holographer, Robot Holographer 
System). Manufactured if other non-metals or 
cesium limited . Exported if iron, other non­
metals, and cesium limited (o r abundant). 

J . Jet Aircraft (Jet pack, Jet, Air Car, Shuttle). 
Manufactured if titanium and iron limited . Ex­
ported if titanium and iron abundant . 

K. Fertilizers. Manufactured if ammonia lim­
ited . Exported if ammonia abundant. 

L. Land and Marine Vehicles (vehicles in 21.1 
and 21.2 except those with an armor rating 
above 4). Manufactured if aluminum and iron 
limited . Exported if aluminum and iron abun­
dant . 

M. Tech Kits (all those listed in 22.0 and Rock 
Blaster). Manufactured if iron limited . Ex­
ported if iron abundant and any resource re­
quired to manufacture product repaired by kit 
abundant. 

N. Unarmored Spaceship Hulls and Pods. 
Manufactured if iron and other metals limited. 
Exported if iron and other metals abundant. 
Available only on worlds with Class 3, 4, or 5 
spaceports . 

P. Recording Equipment (Audio Recorder, 
Still Camera, Robot Recorder System). 
Manufactured if silver limited. Exported if 
silver abundant and iron limited . 

Q . Wood Products and Structures . Manufac­
tured if wood-like plants limited . Exported if 
wood-like plants abundant . 

R. Facilities exist to refine resource wherever 
it has been discoverd . If iron is refined, simple 
tools, bows, blades and metal cages are 
manufactured (but not exported). 

S. Impact Body Armor (Impact Armor, Ar­
mor Vest, Civ Level 6 Respirator Helmet). 
Manfactured if chromium limited . Exported if 
chromium abundant and iron limited . 

T . Textiles and clothes . Manufactured if light 
fiber plants limited . Exported if light fiber 
plants abundant. 

U. Vision equipment and plastics (Internal 
Gravity Web, Plastic Pistols, Super Cage, and 
all Vision Equipment in 22.0). Manufactured if 
organic chemicals (carbon) limited. Exported 
if organic chemicals (carbon) abundant and 
iron limited. 

V. Robot Systems (except those in H, P, BB). 
Manufactured if magnetic monopoles or other 
non-metals limited . Exported if magnetic 
monopoles, other non-metals, and iron 
limited . 

W . Artillery and heavy ammunition (space­
ship weapons and missiles). Manufactured if 
phosphorous and iron are limited . Exported if 
phosphorous, radioactives, and iron are abun­
dant . 

X. Robot Chassis . Manufactured if copper 
and iron limited . Exported if copper and iron 
abundant, and other non-metals limited. 

Y. Armored Spaceship Hulls and Pods. Man­
ufactured if iron and titanium limited . Ex-

ported if iron, titanium and other metals abun­
dant. Available only on worlds with Class 3, 4, 
or 5 spaceports. 

Z. Armored Land Vehicles (all vehicles in 21.1 
with an armor rating above 4). Manufactured 
if iron and titanium limited . Exported if iron, 
titanium, and aluminum abundant. 

AA. All Body Armor (all armor in 20.0). Man­
ufactured if gold and iron limited . Exported if 
gold limited, iron limited, and chromium 
limited. 

BB . Computer systems (Business Computer, 
Audio-sealed Case, and all robot systems com­
posed only of software). Manufactured if other 
non-metals limited . Exported if other non­
meta ls abundant and iron limited . 

CC. Communications equipment (Identity 
and False Identity papers, all communications 
equipment in 22.0). Manufactured if silicon 
limited. Exported if silicon abundant and iron 
limited . 

DD. Meat. Manufactured if edible game limit­
ed. Exported if edible game abundant. 

EE. Scientific Equipment (all labs and scan­
ners in 22.0 except Chem Labs and Synthesiz­
ers). Manufactured if Germanium limited. Ex­
ported if Germanium abundant and iron 
limited . 

FF. Fossil Fuels. Manufactured if woodlike 
plants or organic chemicals (carbon) limited. 
Exported if woodlike plants and organic 
chemicals (carbon) abundant. 

GG. Grain. Manufactured if arable land or 
edible plants limited . Exported if edible plants 
abundant. 

HH. Explosives and Ammunition (plastic ex­
plosives, all grenades, projectile bullets, needle 
bullets). Manufactured if organic chemicals 
(nitrogen) limited . Exported if organic 
chemicals (nitrogen), phosphorous and iron 
limited . 

JJ. Project ile Weapons (Pistol, Needle Pistol, 
Machinegun, Submachinegun, Rifle, Carbine, 
Needle Rifle). Manufactured if iron limited; 
exported if abundant. 

KK. Force Fields (Stun Pistol, Force Cage, 
Personal Force Field and energy pack, 
Spaceship Forcefield). Pistols, Cages and Per­
sonal Fields manufactured if copper or other 
metals limited . Pistols , Cages and Personal 
Fields exported, and Spaceship Fields 
manufactured if copper, other metals and iron 
limited . Spaceship Fields exported if copper, 
other metals and iron abundant. 

LL. Medicines, drugs and poisons . Manufac­
tured if exotic spices or ammonia limited . Ex­
ported if exotic spices or ammonia abundant . 

MM. Beam Weapons (Paint Gun , Arc Gun, 
Needle Pistol, energy packs for same). 
Manufactured if other non-metals or crystals 
limited. Exported if other non-metals, crystals 
and iron abundant . 

NN. Expedition Suits . Manufactured if 
chromium limited . Exported if chromiun 
abundant and iron limited. 

PP. Direct Lift Aircraft (Levitator, Floater, 
Skimmer). Manufactured if magnetic 
monopoles and iron limited. Exported if 
magnetic monopoles limited, aluminum 
limited and iron abundant. 
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[27 .2] ENCOUNTER TABLE ""Q ""Q 

ENCOUNTER 

Spaceship1 C 

Spaceship R 

Spaceship U 

Federation2 

NPC 

NPC 

NPC 

CJ 

R 

u 

'3,c,"­
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s.,<f,'-''<, 

<I.~,,. 

1-3 1- 12 

4- 5 13- 18 

6 19-20 

t:-
</.0 

c,<c; 
q_<r 
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1- 15 

,t 
~q, 
~ 

1-5 

..,.. 
q,,,. 

~~ 
~q,.:r-'S' 

c,"o 

-..ot 
~"'"'o~ 

~l' 
0 

c,<ro'<" ""' ~~ ~~ 
~O~"' ~O~<c; "c:, ,s,"«<c; 

._<S'o" "~ 
" 0 

- 16-47 6-41 2-31 1- 21 1-12 1-3 

4- 5 

6 

- 48- 64 42- 59 32-46 22- 32 13- 18 

- 65-70 60-65 47-51 33- 35 19- 20 

Creature C4 1 - 36-37 21 - 24 7- 12 

2 - - 52 38-39 25- 28 13-19 

3 - 40- 41 29- 32 20-25 

~ 4 53 42-43 33-36 26- 32 

i.., 5 - 44-45 37- 40 33- 38 
(.j 
~ 6 54 46-47 41-44 39-45 Cl..1-------------------------------1 
~ Creature R 1 48 45- 46 46-48 

~ 2 ::,.: 
~ 3 
:::i 4 

5 

6 

Creature U 2 

4 

6 

55 

56 

57 

49 47-48 49-51 

50 49-50 52- 54 

51 51 - 52 55- 58 

52 53- 54 59- 61 

53 55- 56 62-64 

54 57 65- 66 

- 58- 59 67-69 

55 60 70-7 1 

Accident6 C 7-9 21-26 71-73 66- 71 58-63 56-61 61-66 72-77 

Accident R 10- 11 27- 29 74- 75 72- 74 64- 66 62- 64 67- 69 78-80 

Accident U 12 30 76 

No Encounter 13 + 31 + 77+ 

C: Commo n . R: Ra re. U : Unique . Nole that 
creatures are sub -d ivided int o C reat ure Value 
cat egories whi ch affects their lik elihood o f oc­
currence (see 27 . 1) . 1. Treat as no encounter if 
the cha rac ters are not in vo lved in controll ing 
o r ma int a ining the spaceshi p, or if within the 
planet space of a wo rld th at has no human 
populat io n . 2. Trea t a s no encount er if th e Law 
Leve l is O o r I . 3. Treat as no encount er if the 

75 67 65 70 81 

76+ 68 + 66 + 71 + 82+ 

part y is in a n environ with no kn ow n huma n 
popu lat io n , o r if th e pa rt y is trave lling fa ster 
th a n 20 km per ho ur and have d ecla red tha t 
they are not int eres ted in passe rs-b y. 4 . Trea t as 
no encounter if th e party has declared no in ­
terest in the wi ldlife o f t he a rea , o r if there is no 
kn ow n life o n the world . 5. Treat as no en­
cou nter if the cha rac ters are travelling in a 
ve hicl e wh ich they d o 11 01 co ntrol. 

(27 . 7] TERRAIN EFFECTS ~o 
0

,~,<c.'?-

CHART ,~ ~'?-i"'o <."''?-<c. 
<?-<?-~<c. <.'o"'«: <?-<c.t<c. CREATURE LOCATIONS• 

<.'<: -.,"' ~C, ,.i'<: C, ~\; 
ENVIRON TYPE '1~ "'O ..j COMMON RARE UNIQUE 

Vol/Hills 2 - 4 6 9,13,15,17,18 21,27,29,31 38,39,40 

Vol/Mount 3 - 6 6 9,13,15,17,18 21,27,29,31 38,39,40 

Vol/Peaks 4 - 8 6 9,13,15,17,18 24,27,29,30 38,39,40 

Crater/Flat 1.5 - 2 6 9,11,13 ,14,17, 18 23,27,29,30 38,39,40 

Crater I Hills 2 - 4 6 9,11,13,14,17,18 21,27,29,31 38,39,40 

Crater IM ou nt 3 - 6 6 9,11,13,14 ,17 ,18 21,27,29,31 38,39,40 

Crater/Peaks 4 - 8 6 9,11,13,14,17,18 27,29,30,31 38,39,40 

Barren/Flat 1 0 5 9,11,14,15,17,18 21 ,23,25 ,27 37,39,40 

Barren/Hills 1.5 - 2 5 9,11,14,15,17,18 21,23,25,27 37,39,40 

Barren/Mount 2 - 4 5 9,11,14,15,17,18 21,25,27,29 37,39,40 

Barren/ Peaks 3 - 6 5 9,11,14,15,17,18 24,27,29,30 37,39,40 

Lt Veg/Flat 1 0 4 1,4,5,6,7,13 23,24,29,30 32,34,37 

Lt Veg/Hills 1.5 - 2 4 1,4,5,6, 13,16 23)4,29,30 32,34,37 

Lt Veg/Mount 2 - 4 4 1,4,5,6,7,13 24 ,29,30,31 32,34,37 

Lt Veg/Peaks 3 - 6 4 1,4,5,6,9, 11 24,29,30,31 32,34,37 

Woods/Flat 1.5 - 2 3 1,2,4, 7 ,8, 16 19,20,24,26 32,33,36 

Woods/Hills 2 - 4 3 2,4,5,7,8,16 19,20,24,26 32,33,36 

Woods/Mount 3 - 6 3 1,2,4,5,6, 7 19,20,24,26 32,33,36 

Woods/ Peaks 4 - 8 3 1,2,4,5,6,8 19 ,20,24,26 32,33,36 

Forest/ Flat 2 - 4 2 1,2,4,5, 7,8 19,20,24,29 34,35,37 

Forest/ Hills 3 - 6 2 1,2,4,5,8,17 19,20,24,29 34,35,37 

Forest/Mount 4 - 8 2 2,4,5,7,8 , 18 19,20,24,29 34,35,37 

Forest/Peaks 5 - 10 2 1,2,4,5,7,8 19,20,24,29 34,35 ,37 

Jungle/ Flat 3 - 6 1 3,4,5,7,17,18 28,29,30,31 37,38,39 

Jungle/Hills 4 - 8 1 3,4,5,7,17,18 28 ,29,30,31 37,38,39 

Jungle/Mount 5 - 10 I 3,4,5,7,17,18 28,29,30,31 37,38,39 

Marsh/Flat 1.5 -4 2 2,3,4,5,7,17 19,24,29,30 38,39,40 

Marsh/Hills 2 - 6 2 2,3,4,5,7,17 19,24,29,30 "37,38,40 

Ice/Flat 1 - 4 5 13,15,16,17,18 24,29,30,31 37,38,40 

Ice/Hills 3 - 6 5 13 , 15 ,16,17 ,18 24 ,29,30,31 37,38 ,40 

Water A - 10 2 10,12,18 22,24,31 32,33 
Terrain Value : Affect, dai ly and hourly mtl\'e 111 e111 nca1ure, (hy identity number) \\ hid1 ma y be en-
ra1cc.; of charac1cro;; and vehicle, (,ee 26.4). Ac1ion cou111crcd (,;cc 27 .6). A : Terrain rn1 water , urfacc 
Ro und nllwcmc nt ra1c, of vehic le, (i;;ee 2 1.0). range of rangr , from 1 H' 3 , depending o n choppi ne,;;, of c.; ur -

vi,in n (28.3), and H it Cha1Kc of weapon fire (29.5). face. Terrain V:1luc wllcn c.; ubmcrged range, from 1.5 
Action Round Movement Modifier: Affect , move- 10 5. depending on dq)t hand opal·ity of liquid. /\ Ter-
ment ra1e nf character,;; in an A c1ion Rou nd (<;cc 29.2) . rain Value of 1 ;, con,;;idcrcd O "hen calc ula1i ng H i1 
Creature Value: Affect ,;; likelihood of a crea1 urc e n- C hanl.'.'cof"capon fire. 
count er (~cc 27 . 1). Creature Lo~ation : ld cntific\ 
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[28.5] CREATURE 
REACTION TABLE 

ONE DIE PLUS 
CREATURE'S 
AGGRESSION REACTION 

2-8 Flee (J) 

9-10 Leave Slowly* 

11 Wa1ch Warily* 

12 Ignore 

13 Walch Warily* 

14, 15 Protect• 

16-22 A1tack (D) 

[28.6] CREATURE INTERACTION MATRIX ,._,., 

~"''I:- ~ ~,,,.,., 
c,.,. 
~ 

~..:, CHARACTER STRATEGY► c,+- f<-.., ,._c;~ o~.,. 
"'"' ~.,. .,,.~ ~.,..,.~ "~" 0~ 

CREATURE REACTION .,. ~ ~ ".;:, "-" c; 

Attack A B C D E F 
Protect A G H I J K 

Watch Warily L M N N J p 

Ignore/Unaware Q M N N J R 
Leave Slowly s T u J J V 

Flee w X y J J y 

Communicate z AA BB N J cc 
See 28.4 for explana1 ion of use. 

A. Conduct Action Rounds un1il one side or 1he other is dead, cap­
tured. or escaped (thus concluding the encounter). B. Conduct an Ac­
tion Round . The characters have 1he initiative but may no t attack the 
creature in any manner. C. Conduct an Ac1ion Round , adding five to 
1he nea1ure's ini1ia1ive die roll. D. Conducl an Ac1ion Round . The 
crea1ure has the ini1ia1i ve. Skip S1cp 4 of 1hc Ac1ion Round . E. Each 
chara.:tcr ma y move as far as would be allowed in one Ac1ion Round 
(sec 29.2). Then, conduct an Ac1ion Round . adding eighl to 1he 
creature's ini1ia1ive die roll. F. Conduct an Aclion Round. The creature 
has the ini1ia1ive. G. Each charac1er may move as far as would be 
allowed in one Ac1ion Round (see 29 .2). 1hen condu.:i i111erac1ion H. 
H. If 1he crea1ure is able 10 attack wi1hout moving, conduc1 an Ac1ion 
Round, adding five 10 1he crea1ure's ini1iative die roll. O1herwise, 
re1urn to Encoun1er Step 5. I. If the creature is able to attack without 
moving, conduct interaction F. Otherwise, return to Encoun1er Step 5. 
J. The encounter is over (the creature, 1he characters, or bo1h have left 
the area). K. The GM rolls one die and adds 1he crea1ure's lnlelligence 
Roling (if any) to the result. If 1he modified die resuh is less lhan 1he 
creature's Aggression Roling, conducl in1eraction F (lhe creature has 
mis1aken 1he charac1er's ac1ions for an attack). O1herwise , afler 1ime 
passes wi1hou1 incidenl, re1urn to Encoun1er S1ep 5. L. Conduct an Ac­
lion Round, adding five to the party's ini1iative die roll. M. Each 
charac1er may move as far as would be allowed in one Action Round 
(see 29.2). N. Time passes as neither side lakes any ac1ion . P. The 
charac1ers' communica1ion efforts seem 10 have no effecl. If 1he 
crea1ure has no Intelligence Ra1ing, or 1he following check is nol suc­
·cessful, time passes without incident; re1urn 10 Encoun1er S1ep 5. The 
GM rolls percentile dice . If 1he resuh is less than the crea1ure's In­
telligence Roling plus the highest Empathy Roling of 1hose charac1ers 
attempting communication, roll one die and refer to the Creature Reac­
tion Table 10 see if 1he crea1ure changes i1s reaction (the party re1ains 
the communicale slrategy). If 1he creature possesses psionic powers, 
1he square of one charac1er's Psionic Communicalion Skill Level may 
be used instead of an Empalhy Roling. Q. Conduc1 an Ac1ion Round. 

The party has 1he ini1ia1ive. Skip Step 4 of the Action Round. R. The 
creature shows no interesl as time passes; relurn to Encounter Step 5. 
Exceplion: If the charac1ers are attemp1ing to communicate wi1h a 

Notes: • If 1he creature possesses an In­
telligence Rating, its reaction is to com­
municate (instead of the listed result). J. 
If 1he party is unaware of the creature, 
immediately conduct Interaction J . D. If 
the party is unaware of the creature, im­
mediately conduct Interaction D. This 
table is not used if the creature is unaware 
of 1he party. See 28.4 for explana1ion of 
use. 

crea1ure 1ha1 is unaware of 1hem, and 1he GM feels 1ha1 1he creature has 
been made aware by the character's ac1ions , he may roll one die and 
refer to 1he Crea1ure Reac1ion Table 10 de1ermine 1he creature's reac-
1ion (the party retains the communicate s1rategy). S. Move the creature 
two hexes away from 1he characters . Then conduct an Action Round, 
giving the charac1ers 1he initiative. T. Each character may move as far 
as would be allowed in one Action Round (see 29.2). At some poi11t 
during 1he characler's movemen1 , move the creature 1wo hexes away 
from them. U. Move 1he creature two hexes away from 1he par1y. V. 
The party's communication efforts have no effecl. If the crea1ure has 
no ln1elligencc Rating, or if 1he following check is not successful, i1 
wanders away and the encounter is over. The GM rolls percentile dice. 
If 1hc result is less 1han the creature's Intelligence Rating plus the 
highest Empalhy Rating of 1hose characters attempting communica­
tion, roll one die and refer to the Creature Reac1ion Table again 10 see if 
1he crea1ure changes its reaction (1he par1y re1ains 1he communicate 
s1ra1egy). If 1he creature possesses psionic powers, the square of one 
character's Psionic Communication Skill Level may be used instead of 
an Empathy Rating. W. Move the crea1ure away from the characters a 
number of hexes equal 10 i1s Agility Rating . Then conduct an Action 
Round, giving 1he characters the ini1ia1ive. X. Move 1he crea1ure away 
from the charac1ers a number of hexes equal to i1s Agili1y Ra1ing. Then 
each characler may move as far as would be allowed in one Action 
Round (see 29.2). Finally, move 1he crea1ure again (as above). Y. Move 
1he creature away from the characlers a number of hexes equal to it s 
Agili1y Rating. Z. Conduct ln1erac1ion Q . Before returning to En­
coun1er Step 5, roll percentile dice. If the result is equal to or less 1han 
1he highes1 /nielligence or Empalhy Roling among 1he charac1ers, in­
form 1hem 1ha1 1he crea1ure has been attemp1ing to communica1e. If 
1he creature possesses psionic powers, 1he square of one characler's 
Mental Power Roling may be used inslead of an Intelligence or Em­
pathy Rating . AA. Each characler may move as far as would be allow­
ed in one Ac1ion Round (see 29.2) . Then check to see if the characters 
become aware of the crea1ure's communication at1emp1 in accordance 
wi1h Interaction Z, before returning 10 Encounter S1ep 5. BB. Time 
passes as neither side moves. Before returning to Encounter S1ep 5, roll 
two dice . If the result is less I han the highest Intelligence or Empathy 
Rating among 1he characters, inform 1hem 1ha1 1he creature is a11emp-
1ing to communicate. If 1he creature possesses psionic powers, the 
square of one character's Mental Power Rating may be used ins1ead of 
an Intelligence or Empa1hy Ra1ing . CC. The par1y and 1he crea1ure are 
attemp1ing 1ocommunica1e. Multiply 1he creature's Intelligence Roling 
by 1he highes1 Linguislics Skill Level among 1he characters (minimum 
of one) or, if the creature has psionic powers, multiply it s Intelligence 
Rating by 1he highest Psionic Communication Skill Level plus 1he 
highest Menial Power Roling possessed by one charac1er. Roll percen-
1ile dice. If the result is equal to or less 1han 1he product calcula1ed 
above, a successful means of communication has been established; the 
GM should play 1he crea1ure as an NPC . If the dice result is greater 
than 1he product, return 10 Encounter S1ep 5. Only one dice roll is 
al!owed per a11emp1, but as long as both sides choose 10 con1inue com­
municating, one dice roll may be made each time. However, 1he chance 
of success is reduced by 10 percen1age points for each addi1ional a1-
1emp1 (this is cumulative). The passage of abou1 three hours should be 
noted for each at1emp1. 
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(28.8) NPC REACTION TABLE 
ROLL DIFFERENCE KEYWORD NPC REACTION 

-111 to -120 Attack Viciously tries to kill the party. 

-101 to -110 Attack Tries to grievously hurt the party. 

-91 to -100 Attack Attacks party to stop them. 

-81 to -90 Attack Takes the offensive to 
warn the party. 

-71 to -80 Attack Tries to stop party 
without bloodshed. 

-61 to -70 Attack Aims weapons at the party. 

-51 to -60 Attack Draws weapons on party. 

-41 to -50 Hesitant Prepares to take offensive action. 

-31 to -40 Cautious Distrustful and will wait and see. 

-21 to -30 Wary Doubts party's word, but 
remains patient. 

-11 to -20 Suspicious Needs more knowledge to act. 

-01 to -10 Suggestable Will listen to party's story. 

0 Friendly Will aid the party if possible. 

+01 to + 10 Suggestable Will hear the party out. 

+11 to +20 Suspicious Thinks party is here to 
make trouble. 

+21 to +30 Wary Nervous because party could 
cause harm. 

+31 to +40 Cautious Party intimidating and fear 
is growing. 

+41 to +50 Hesitant Party causing great fear. 

+51 to +60 Flee Backs away from party slowly. 

+61 to + 70 Flee Tries to hide from party. 

+71 to +80 Flee Moves quickly away from party. 

+81 to +90 Flee Runs frantically away from party. 

If rhe actions of rhe party cause a shifr into Flee or Attack reaction from a 
less extreme reaction, the NPC receives rhe Initiative in the firsr Acrion 

[29.6] FIRE MODIFIER SUMMARY 
Chance to Hit Target ... 
Base Hit Chance minus 
(Terrain Value x Terrain Multiplier) plus 
character's Dexterity Rating (if skilled) plus 
square of character's Skill Level 

Any of the following modifiers that apply are also considered and 
are cumulative. 

(Modifier) if the Firing Character. .. 

I -201 ... moves on foot in same Action Round. 

I - 301 ... is driving a vehicle. 

I - 51 ... is in a moving vehicle. 

I -101 ... is firing at more than one target in the same Action 
Round. Apply modifier to all fires for each target beyond one(e.g. , 
if 3 different targets are fired at, all hit chances are reduced by 20). 

I - 51 ... is firing more than one shot with a recoil weapon in the 
same Action Round. Apply modifier to all fires for each fire 
beyond one (e.g., if 4 fires are made, reduce all hit chances by 15) . 

(Modifier) if the Target is ... 

I -451 ... Very small I - 301. .. Small I+ 201. .. Large 

I +401. .. One hex I +201. . .Immbbile 

(Double Terrain Valuel. .. Prone (Hit impossiblel. .. Miniscule 
The GM may apply further subtractions if rhe target is partially obsrructed 
by a distincr object (remember, natural rerrain features are accounted for 
by rhe Terrain Value and Multiplier). The Base Hir Chance and the Terrain 
Multiplier are lisred on the Weapon Chari. The Terrain Value is listed on 
the Terrain Effects Chart. See 29.4 for additional weapon fire restricrions. 

Round. Upon reaching O (Friendly), no further shifting can occur for the 
party's benefil. If the die roll matches I he NPC's Aggression x 10 exacrly, 
inrerpret it 10 mean extreme inrerest, and sexual a11rac1ion if possible. A 
party can ruin rhis reaction by raking harmful acrions. See 28.7 for ex­
planation of use . 

Friendly ShiftstTOWARDSOJ 

No weapons showing. 
Character has military rank and NPC was/is in military 

Party spokesman's social standing within ± 1 of NPC's~ 

Characters are disguised as allies or are allies. 

Characters have correct papers/ID or forgeries which 
pass inspection . 
NPC party outnumbers characters 

Characters adopt friendly attitude toward NPC's~ 
Characters adopt helpful attitude toward NPC's~ 

Hostile ShiftstAwAv FROM 01 

Weapons showing. 

Weapons ready. 

Weapons aimed . 

Party spokesman's social standing beyond ± I of NPC's~ 

Characters' disguise is seen through . 

Characters' false papers/ID are discovered. 

Characters appear to be the enemy or are the enemy. 

Characters outnumber the NPC party. 

Characters cannot speak the NPC's language. 
Characters adopt an angry or disdainful at'titude~ 

Character(s) revealed as psionic; no NPC's psionic. 
Characters actually threaten NPC's~ 

Shifl2 
Shift 1 

Shift 1 
Shift 2 

Shift 1 

Note8 

Shift 1 

Shift2 

Shift 1 

Shift2 

Shift4 
Shift 1 

Shift2 
Shift3 
Shift4 
Note8 

Shift2 
Shift 1 
Shift2 
Shift2 

A. If the characrers have not designated a spokesman, rhese shifrs are ig­
nored. B. The GM should shift 1 for every two characrers or NPC's, roun­
ding fracrion up. C. These acrions are verbally enacred by the players in 
their interplay with rhe GM. 

(30.8) TOXIN EFFECTS MATRIX 

o~ ~o 
TOXIN TYPE► ,._-4(i. ~ '.'I-' ,t:-" .,,o 

COMPOSmON 
.t; .O''i>o ,._.<fo t-c; t-..;J" 

Human/Humanoid 201 p 15s Ne Ne 

Mammalian 101 15c 5s Ne R 

Terran-Like 15s p toe R Ne 

Protein p D Ne 15s 101 

Carbon D Ne - 15t p 5c 

Non-Carbon Ne IOs R IOc p 

Number. results indicate Hit Strength (see 30.1 and 30.2). 
Ne: No effect. R: Creature raging; will attack for remainder 
of current Action Round and entirety of next Action 
Rounds with its Combat Rating doubled. D: Creature daz­
ed; blai;ks out for a number of Action Rounds equal to the 
roll of one die. When the creature regains consciousness, it 
will lie raging (result R). P: The individual loses one point 
from his Endurance Rating (Combat Rating, if creature) 
each Action Round. When the rating r_eaches 0, he loses one 
point from his Strength Rating (Agility, if creature) each Ac­
tion Round. When that rating reaches 0, the individual is 
dead. c: Apply any hits received to creature's Combat 
Rating only. s: Treat as stun strength (see 30.4). t : Apply hits 
in accordance with Hit Table. However, after a number of 
minutes (four Action "Rounds apiece) equal to the roll of one 
die, the effects of the hits disappear (unless the individual 
dies as a result of the hits). See 30.7 for explanarion of use. 
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[30.9] HITTABLE (32.3) HYPERJUMP TABLE 
.._,e, PERCENTILE C, ,,+ ~'"' DICE MINUS o~~+-~e,+-,._,,; HYPERJUMP 

,,_c,f:, ... 01- CHANCE 'l<,\_t-ve,+<,; JUMP OUTCOME AND SPACESHIP LOCATION 

f:, 
,,.~...,,o 1-Z -40 or less No Perfect jump; perpendicular to the plane d'"'"' Armor Result ...... 'l"i ... + t-."o'~ Cl::I: 

o'\"-~ "''"r, 'I CNUMBER OF FIRESI C(O.. of the system ecliptic, directly above ~.,,,, .... 'I+"\,~ 1 2* 3.4 5o, ::1:5 destination planet at the closest safe jump <o ~o+~ ~,,. more Ou.o point. 
1or•- No effect NE -39 to -20 -50 Perfect jump; as above. 
2 1 Strength NE -19 to 0 -40 Perfect jump; as above. ,_ 

,., 3 1 Dexterity NE + 1 to + 10 -30 Good jump; as above plus one die roll 
4 2 Endurance NE AU's beyond closest jump point. 

& 2 Agility •NE +11 to +20 -20 Good jump; as above plus two dice roll 

6 3 Endurance I NE 
AU's beyond closest jump point. - +21 to +30 -10 Slight jump error; as above plus percentile 

7 3 Strength 2 s dice roll AU's beyond closest jump point. 
8 4 Endurance 2 s +31 to +40 0 Minor jump error; as above plus 10 x ·-
9 4 Agility 2 s percentile dice roll AU's beyond closest 

10 5 Endurance 2 s jump point. 
r-,r +41 to +50 +10 Major jump error; a perfect jump to the 11 5 Strength 2 1 s - star nearest the destination star with the 

12 6 Endurance 3 2 s same Spectral Class letter. 
13 6 Dexterity 3 2 s +51 to +60 +20 Major jump error; the GM uses one die 
14 7 Endurance 3 2 s to determine the random destination . The 

15 7 Agility 3 2 I L 
destination star is used as the zero point. 

+61 to +70 +30 Jump randomized; the GM uses two dice 
16 8 Endurance 3 2 2 L to determine the random destination . Sol ., 
17 8 Strength 4 3 2 I L is used as the zero point. 

18 9 Endurance 4 3 2 2 L +71 to +80 +40 Jump failure; the hyperjump does not oc-

19 9 Agility 4 3 2 2 L 
cur and the spaceship's jump engine suf-
fers heavy damage. 

20 10 Endurance 4 3 3 2 L +81 to +90 +50 Jump randomized; the GM uses percen-
21 10 Strength 4 3 3 2 L tile dice to determine the random destina-
22 11 Endurance 5 4 3 2 L tion. Sol is used as the zero point. 

23 11 Dexterity 5 4 3 2 H +91 or more +60 Jump disaster; within the gravity wells of 
the destination star system. Use the 

24 12 Endurance 5 4 3 3 H Equipment Damage column of the Hit 
25-26 13 Strength 5 4 3 3 H Table (30.9) to check for spaceship 

27-28 14 Endurance 5 4 4 3 H damage; roll two dice and add 15 to the 
dice result . 

29-30 15 Agility 5 4 4 3 H See 10.0and 32.2 for explana1ion of use. 

31-33 16 Endurance 6 5 4 4 p Random Destination: The GM secre1 ly rolls 1he indica1ed die or dice 

34-37 17 Strength 6 5 5 4 p 1hree limes 10 de1ermine 1hree coordina1es . The firs! roll de1ermines 1he X 
coordinate; 1he second roll the Y coordina1e; and 1he 1hird roll 1he Z coor-

38 18 Endurance 6 6 5 5 T dinale . If !he resuh of a roll is an even number, 1hecoordina1e is posi1ive; if 
or more 1he resuh is an odd number, 1he coordinale is nega1ive. The GM secre1ly 
•use 1his column when involved in any close combat or locales the lhree coordinate resuh s on 1he ln1ers1eller Display and informs 
accidenl. NE: No effecl. S: Superficial damage. L: Light the characters thal they are lost in space. A character may a11emp1 an 
damage. H: Heavy damage. P: Partially des1royed. T: as1 ronom y skill 1ask 10 de1crmine I heir lm:a1io11 (sec 12 .0) . l1 is p,issiblc 1ha1 
To1ally destroyed . Sec 30. 1 for explana1io11 ,,ruse. a random destination will lie o ff 1he lnlerslellar Display. 

(32.5) INTERSTELLAR ROUTE CHART 
DESTINATION STARPORT 

(33.5) INTERPLANETARY ½ 1 2 3 4 5 
EARTH ROUTE CHART 

½ None None 0/0/2 0/0/6 0/0/10 0/0/15 DESTINATION SPACEPORT 

1 None 01015 0/ 0/ 10 0/2/ 15 0/6/ 20 2/10/15 ½ 1 2 3 4 
2 0/0/2 0/0/10 0/ 10/ 20 2/15/25 6/20/30 10/25/35 ½ R R R A 
3 0/ 0/ 6 0/ 2/ 15 2/ 15/25 10/20/ 30 15/25/ 35 20/30/45 1 R R A A A 

4 0/0/10 0/6/20 6/20/30 15/25/35 20/35/45 30/40/50 2 R A A G G 
5 0/ 0/ 15 2/ 10/ 25 10/ 25/ 35 20/30/45 30/40/50 3 R A G G G 

EA RTH 
4 A A G G G 

If 1he dis1ance (in ligh1 years) is equal 10 or less 1han 1he firs1 numbe~ a 
R: Course Red. A: Course Amber. G: Course green jump route exists. If 1he distance is grealer 1han the first number but 

less than or equal to 1he second number, an amber jump rou1e exists. If the Green . 1-1: No rou1e. See 33.5 for details. 
distance is grea ter than the first and second numbers, bu1 less 1han or equal 
to the 1hird number. a red jump route exist s. See 32.4 for details. 
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STAR SYSTEM LOG 
System Name ..:O:...:rc..:io'"'n.:..:i.::.s ____ _ Coordinates +8, +25, + 3 Distance from Sol 26 LY 

" .! 
..J 
<l 
a: 
"" ::, 
w 
z 

BIOSPHERE 
(-21 

NEUTRAL( +2l 

2a 
V 

Type _______ _ 

Moons (nr.) __ _ 

Name __________________ _ 
Size (-11 _____ _ Type _____ __ _ 

Resources _______ _ Moons(nr.) __ _ 

Name ~T~it~u~s'----- -----------­
Size (01 ~6~----- Type Earth-like 
Resources _R_i_ch_______ Moons (nr.) _O __ 

Name __________________ _ 
Size (0) ______ _ Type _______ _ 

Resources _______ _ Moons (nr.) __ _ 

Name ~K~ry....!....:o ______________ __ _ 

Size (01 _3______ Type Earth-like 

Resources .:.;R:.:.:ic::..:h.;._______ Moons (nr.) _O __ 

Name __________________ _ 
Size (0) ______ _ Type _______ _ 

Resources _____ __ _ Moons (nr.) __ _ 

Name Laidley 

Size (0) --'4 _____ _ Type Tolerable 
Moons(nr.) _1 __ Resources ~R~ic~h _ _____ _ 

Name __________________ _ 
Size ( +1) _____ _ Type _______ _ 

Resources _______ _ Moons (nr.) __ _ 

Name __________________ _ 

Size ( +11 _____ _ Type _______ _ 

Resources _______ _ Moons(nr.) __ _ 

Name Acarpous 

Size(+1) ..:8'------- Type Hostile 
Resources _P_o:...o:...r______ Moons (nr.) _4 __ _ 

1
~Name 

~R08,.'0 Size ( + 1) _____ _ 
Resources _______ _ 

Type _______ _ 

Moons(nr.) _ _ _ 

Name __________________ _ 

HOSTILE Size ( +1) _____ _ Type _______ _ 

Resources _ ______ _ Moons(nr.) __ _ 

SYSTEM NOTES 
Interstellar Routes 
GREEN ______________ _ 

AMBER _K--'ry_o_t_o_E_a_rt_h _________ _ 

RED ______________ _ 

Interplanetary Routes 
___ T_it_u_s TO _K_ry_,_o __ _ 

----- TO -----

----- TO -----

TO----­

----- TO ----­

TO -----

r G [7 A X R 
t G [l A l R 

C' G l A [I R 

O G 1 A U R 

[J G n A r' R 

r' G [' A 'l R 

Size2Ring; 1 HP 

1 HP 

1HP, 1HP, 2HR, 3TP 

Capital World _K_ry.,_o.:.._ ______ _ 
Federal Fleet Astroguard Squadron 
Spaceports Kryo ( Class 2) ; Titus ( Class ½) 
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ADUEftTURE 
GUIDE 

The Adventure Guide provides an extensive treatment of the encounters that 
are likely - or unlikely - to occur in Universe. Some 80 creature and Non­
Player Character encounters, as well as 10 spaceship encounters, are fully de­
tailed and ready for the Gamesmaster's use. In addition, the Adventure Guide 
section features a complete, ready-to-play adventure, Lost on Laidley, which 
makes use of the Orionis Star System Log (see facing page) and four-page, full­
color World Logs inserted elsewhere in this book. Note that other adventures, 
supplements, and accessories for Universe are published by SPI and available at 
your adventure game shop. 

Adventure Guide Contents 
Lost on Laidley Star System Log . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 66 

IX. Encounters . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 68 
X. Adventure: Lost on Laidley . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 80 

Appendix A: Logsheets . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 85 
Appendix B: Player's Charts and Tables . . . . . . . . . . . . . . . . . . . . . . . . . . 99 
Index ............. . .... . ..... .. .. .. ..... . . .......... .. . . ... 107 
Lost on Laidley World Logs .. . ......................... . ..... Insert 
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The Universe Adventure Guide is divided into two distinct parts. 

Encounters is used by the GM as a continuing source 
of creatures, non-player characters, spaceship encounters, 
and accidents that may be used from adventure to adven­
ture. The players should not be allowed to see Chapter IX, 
Encounters, at all. Although they will eventually run out, 
the encounters presented will continue to be a source of in­
spiration and ideas for the imaginative GM. 

Lost on Laidley is a single self-contained adventure, 
intended to be played once by the GM and the players dur­
ing their first session of Universe. The Chapter presents a 

completely generated star system that serves three pur­
poses. It is the setting for Lost on Laidley; it is a com­
prehensive example of world generation; and it may be the 
backdrop for adventures created by the GM. The players 
should be allowed to see only Sections 39 and 40 of the 
adventure. The contents of the remaining Sections will be 
revealed to them during play. After the adventure has been 
played, the format of Lost on Laidley and the ideas 
presented within it will continue to guide the GM in the con­
duct of his own adventures. 

IX. Encounters 
The following creatures, non-player 

characters, spaceships, and accidents are us­
ed by the GM when the appropriate en­
counter occurs (see 27.0). These lists should 
not serve as the sole source of encounters; 
after the GM has run a number of adven­
tures, the supply will dwindle and the GM 
should start to develop his own encounters 
(although he may continue to get many ideas 
from these encounters). Federal encounters 
are not described in this chapter; they occur 
in accordance with 27.4. 

[35.0] Creatures 
The GM should choose one of the 

following 40 creatures when a creature en­
counter occurs. He consults the appropriate 
column (common, rare, or unique) of the 
Creature Location Chart (27 .6) to quickly 
find which creatures (by identity number) are 
eligible to appear in the party's environ, and 
makes the selection from that group. An 
item-by-item explanation of the creature des­
criptions follows and detailed explanations 
of all creature powers are included in this sec­
tion on page 73. 

If a creature description indicates that 
more than one creature is present, the GM 
should roll one die, two dice or percentile 
dice (as seems appropriate to the situation) to 
determine how many creatures there are. 

Each creature description provides the 
GM with a complete and variable explana­
tion of the creature's attributes and is 
organized as follows: 
Identity Nr. Identifies the creature when 
referring to the Creature Location Chart. 
Restrictions. Aside from a creature's en­
viron location, additional restrictions may be 
placed on the ranges of temperature, gravity, 
and water availability in which the creature 
may exist. Specific sites for the creature may 
also be suggested (see the list of sites in 24.8). 
Combat Rating. A quantification, ranging 
from 1 to 15, of the creature's brute strength 
and endurance. Certain creatures are in­
capable of combat (represented by na). The 
creature's strength when attacking (or de­
fending in close combat) is equal to its Com­
bat Rating times one half of its Agility Rating 
(rounded down). When a creature's Combat 
Rating is reduced to 0, it passes out. 
Agility Rating. A quantification, ranging 
from 1 to 15, of the creature's speed and 
nimbleness. Certain creatures are immobile 
(represented by na). A creature may move a 

number of hexes equal to its current Agility 
Rating each Action Round. 
Aggression Rating. A quantification, 
ranging from 1 to 12, of the creature's self­
preserving and aggressive instincts. A crea­
ture's Aggression Rating is used to determine 
the creature's reaction to the party (28.4). 

Intelligence Rating. Some creatures have 
intelligence comparable to man's, listed in 
such cases as a range of 1 through 12. Most 
creatures have no intelligence (marked na). 

NOTE: The preceding four ratings are listed 
as a range of three or four possible ratings for 
each creature, to allow variety when using 
the same creature type more than once. The 
GM should choose specific ratings from 
these ranges for each creature he uses. 

Initiative Percentage. A number, from 1 to 
20, representing the creature's awareness and 
ability to get the jump on its adversaries. 
Multiplied by the Terrain Value to determine 
the base awareness chance at the beginning 
of an encounter. 

Composition. The basic stuff of life that the 
creature is composed of. Types include 
humanoid, mammalian, terran-like, protein, 
carbon, and non-carbon. Each creature has a 
primary composition and a secondary com­
position (followed by a percentage chance). 
The GM may roll percentile dice to see if the 
creature consists of the secondary composi­
tion; otherwise, the primary composition is 
used. Composition determines how a crea­
ture will be affected by drugs and toxins (30. 7). 

Size. A category matching the target size 
categories in 29.7. These include very small, 
small, man-sized, large, one-hex, two-hex, 
and so on. An additional category, mini­
scule, is used for bugs, microorganisms, and 
other creatures too small to fire a weapon at. 

Powers. A list of one to five powers the 
creature may possibly possess, with a percen­
tage chance for each. Upon choosing a crea­
ture, the GM rolls percentile dice for each 
listed power to see if the creature has it. The 
powers and their variable availability give 
each creature a unique and ever-changing 
modus operandi. The GM may "mix and 
match" powers as much as he desires. 

Warning. A visual or sensual description to 
be read to the characters if they and the 
creature are aware of each other at the mo­
ment of encounter. A warning allows the 
characters to choose a strategy while know­
ing very little about the appearance and 
nature of the creature. 

Sight. A visual description to be read to the 
characters if they are aware of a creature that 
is itself not aware at the moment of en­
counter, or when they get their first good 
look at the creature later in the encounter. 
Sight describes a creature in objective visual 
terms, but reveals nothing that would not be 
immediately obvious. A character may not 
fire at a creature until he has heard this 
description. 

Perception. An analytical description read 
to the party if a character successfully 
perceives. Once sight has been established, 
the party may attempt the perception tasks 
listed in the life sense skill (10.0) and/or the 
perception tasks listed in the biology skill 
(12.0). If the creature has a non-organic com­
position, the GM may allow a perception 
task using a scientific skill other than 
biology. Perception may reveal vulnerable 
areas of the creature, its intentions towards 
the party, its method of propulsion, attack, 
defense, and ingestion, and other informa­
tion that will aid the party in dealing with the 
creature. 
Examination. A physiological description 
read to the party if a character successfully 
conducts examination (see the biology skill, 
12.0). Examination may only be attempted if 
the creature is dead, unconscious or safely 
restrained. Examination may reveal strange 
fluids in the creature's interior systems, en­
tirely unique interior systems, valuable 
chemicals, drugs or poisons in the creature, 
and whether or not it is edible. 
NOTE: Warning, sight, perception, and ex­
amination may also reveal any powers 
possessed by the creature. Each power in Ex­
planation of Creature Powers lists one of 
these four categories and should be revealed 
to the party when they are read that category 
description (if they have not been made 
aware of the power by the creature's actions). 
The GM may always alter or elaborate upon 
the wording of a description to better fit the 
situation. Many creatures do not possess all 
four description categories; such a creature 
possesses no attributes of interest that would 
be revealed in the category. 

Certain creatures with bizarre attributes 
have special procedures for their use listed at 
the end of their description. 

None of the creatures is given an actual 
name. If the characters are encountering a 
creature that they already know exists in the 
area, the GM should provide a name. If they 
are encountering a previously undiscovered 
creature, the GM should allow the party to 
agree upon a name. 



CREATURE Nr. 1: Man-size 
Restrictions: Ligh1 vege1a1ion; woods; 
fores!. Non-corrosive a1mosphere. Gravi1y 
of0.6101.6. Tempera1ure be1ween 30° and 
100°. 
Combat: 2-3 AV: 3-6 AG: 1-3 
IN: na Initiative: 20Jo 
Composition: Mammalian; 1erran lOOJo 
Powers: Edible 50Jo; camouflage 50Jo; 
heigh1ened smell 300Jo 
•Warning: You see a group of large four­
legged en1i1ies which seem 10 be busy grazing 
on 1he local flora. 
•Sight: Each entity is two me1ers long and 
stands almost two me1ers high al 1he 
shoulder. They look like 1erran swine, but 
have elonga1ed pointed snou1s (abou1 10 10 
16 centimeters long). They appear s1upid and 
harmless. 

CREATURE Nr. 2: Small 
Restrictions: Light vege1a1ion; woods; 
forest; marsh. Musi have non-corrosive a1-
mosphere. Gravity be1ween 0.4 and 1.4. 
Temperature between 20° and 100°. Near 
water. 
Combat: 1-3 AV: 1-2 AG: 2-3 
IN: na Initiative: 20Jo 
Composition: Mammalian; terran 400Jo 
Powers: Dart shoo1ing lOOOJo; edible lOOJo; 
heightened hearing 300Jo; poison a11ack 350Jo; 
camouflage 50Jo 
•Warning: You hear a crashing and roo1ing 
in the nearby undergrow1h. 
•Sight: A meter-long hedgehog-like enti1y 
covered in 15-20cm long quills. Locomo­
tion is by slithering on belly since creature is 
legless. 
•Perception: Entity has an1ea1er-1ype 
mouth and single eye. Shoo1s quills al 
1hrea1ening objects or enlities if frigh1ened. 
•Examination: Belly is nol coaled wi1h 
quills. Entily is helpless if 1urned on back 
since powerful locomo1ive muscles are on i1s 
underside only. 

CREATURE Nr. 3: Miniscule 
Restrictions: Marsh; jungle. Must have 
non-corrosive atmosphere. Gravi1y be1ween 
0.4 and 2.0. Tempera I ure above 50°. 
Combat: na AV: 8-10 AG: 10-12 
IN: na Initiative: 150Jo 
Composition: 1erran; pro1ein 200Jo 
Powers: Camouflage IOOOJo; flighl IOOOJo; 
poison a11ack IOOOJo; radar sense 600Jo; 
swarm mind 300Jo 
•Warning: You no1ice 1ha1 members of your 
parry not wearing body armor are acting 
s1rangely, as if they are suffering from some 
illness, though the exact na1ure of 1he pro­
blem is not clear. 
•Perception: The illness will be diagnosed 
as a 1ype of poison (virulent, viral, paralytic, 
or psycho1ic, but nol a spore) and will be 
connected with a one-inch long insecl present 
in great numbers. 
•Examination: lnsecl has powerful quarter­
inch sting in tail containing poison .. 

CREATURE Nr. 4: 2-hex 
Restrictions: Lighl vegetation; woods; 
marsh; forest; jungle. Normal a1mosphere 
only. Gravity of 0.6 to 2.5. Temperature be1-
ween 50° and 150°. 
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Combat: 8-10 AV: 6-8 AG: 9-12 
IN: na Initiative: 150Jo 
Composition: Terran; protein lOOJo 
Powers: Chitinous carapace 900Jo; tunneling 
650Jo; en1rapment 350Jo; poison a11ack 800Jo; 
regenera1ion 200Jo 
•Warning: You spol segmented centipede­
like entity 8 me1ers or more in leng1h and 2 
me1ers !hick. 
•Sight: The entily has 8 10 10 body 
segments, a score of 1riple-jointed legs (wi1h 
broad softly padded feel) and a set of man­
dibles. 
•Examination: The padded feel can be used 
as scoops 10 assist in rapid 1unneling. Man­
dibles are 1he prime weapon. 

CREATURE Nr. 5: Small 
Restrictions: Light vegetation; woods; 
marsh; forest; jungle. Non-poisonous, non­
corrosive atmosphere. Gravi1y of 0.6 10 1.6. 
Temperature between 100° and 175°. 
Combat: 4-6 AV: na AG: 3-5 
IN: na Initiative: 30Jo 
Composition: Pro1ein; terran 50Jo 
Powers: Adhesive secre1ion IOOOJo; poison 
lOOOJo; radar sense 200Jo; regeneration 50Jo; 
edible600Jo 
•Warning: You observe an odd, cac1us-like 
form of vegeiation. 
•Sight: Vegeta1ion is less than a meter tall 
and 20 centime1ers in diameter and appears 
10 be entirely smoo1h-skinned. 
•Examination: Plant has sweel center 
favored by local fauna who are induced 10 
steer clear of ii only by its defenses, a s1icky 
subslance 1hat makes mou1hs adhere 10 it 
and a poison which it then secre1es. 

CREATURE Nr. 6: Man-sized 
Restrictions: Light vege1a1ion; woods. Any 
a1mosphere 01her than 1hin. Gravity of 0.410 
1.2. Tempera1ure be1ween 75° and 150°. 
Waler must be readily available. 
Combat: 4-7 AV: 8-10 AG: 3-5 
IN: na Initiative: 20Jo 
Composition: Mammalian; 1erran 200Jo 
Powers: Swarm mind lOOOJo; edible lOOJo; 
poison a11ack 800Jo 
•Warning: You observe a small herd (6-18) 
of what appear 10 be four-legged lizards. 
They are grazing on local flora. 
•Sight: Two additional legs (101al of 6) par­
tially retrac1able and lipped wi1h sharp claws 
as main defense. Stands one meter 1all and 
abou1 2 me1ers in length. Forked tail. 
•Perception: Entity is very fast for her­
bivore. 
•Examination: Entity is omnivore (not her­
bivore) with retracting fangs for rearing 
meat. Herd group moves and ac1s as one. 
Usually ea1 only flora and carrion, but will 
a11ack for meat if starving. 

CREATURE Nr. 7: Very small 
Restrictions: Light vege1a1ion; woods; 
forest; marsh; jungle. Normal or poisonous 
atmosphere. Gr'avity of 0.6 10 1.2. 
Temperature be1ween 50° and 200°. 
Combat: 1-2 AV: 10-12 AG: 4-6 
IN: na Initiative: 50Jo 
Composition: Terran; protein 300Jo 

Powers: Edible 50Jo; swarm mind 600fo; 
poison allack 50Jo; flying lOOOJo 
•Warning: You hear a low droning buzz. 
•Sight: A score of 20-centimeter long insec-
1ile creatures much like dragonflies. 
•Perception: Entities are slightly territorial, 
but herbivorous . 

CREATURE Nr. 8: Large 
Restrictions: Woods; forest. Non­
poisonous atmosphere. Gravity of0.6101.6. 
Temperature of 50° 50 100°. Must be near 
water source. 
Combat: 7-12 AV: 8-10 AG: 10-12 
IN: na Initiative: 150Jo 
Composition: Mammalian; terran 300fo 
Powers: Heigh1ened vision 900Jo; heighten­
ed smell lOOOJo; camouflage 800fo 
•Warning: You have a feeling that you are 
being watched. 
•Sight: Hairless, otherwise wolf-like 
3-meier long entily wi1h prehensile 1ail. Has 
long "whiskers" or feelers around eyes. 
•Perception: Mouth contains large sharp 
fangs. Entity is carnivore. Will not flee or 
01herwise leave. 
•Examination: "Whiskers" are sense 
organs used 10 smell prey. Entily has no 
"nose" in terran sense ... just bare organs. 

CREATURE Nr. 9: Man-sized 
Restrictions: Volcanic; craler; barren; light 
vege1ation. Thin atmosphere only. Gravi1y 
of0.2 to 0.8. Tempera lure less than 200°. 
Combat: 6-8 AV: 6-8 AG: 7-10 
IN: na Initiative: 200Jo 
Composition: Mammalian; terran 150Jo 
Powers: Radar sense IOOOJo; poison a11ack 
lOOOJo; poison lOOJo 
•Warning: You hear a horrible sucking 
sound originating nearby. 
•Sight: A short six-legged, hairless dog-like 
entity. Black skin. Headless, wi1h neck en­
ding in muscular mouth-like opening. En1i1y 
s1ands 1 ½ me1ers al 1he shoulder and is 2 
me1ers long . 
•Examination: Entily is 1001hless. lns1ead, 
s1rong muscles crush foreign mailer in 1hroa1 
while poisonous secre1ion breaks down 
fibres. Carnivorous. Re1rac1able claws for 
pinning prey on front and rear legs. 

CREATURE Nr. 10: Small 
Restrictions: Wa1er. Lake or pond only. 
Musi have atmosphere. Gravi1y be1ween 0.4 
and 1.6. Tempera1ure between 75° and 150°. 
Combat: 5-8 AV: 8-10 AG: 3-5 
IN: na Initiative: 1 OJo 
Composition: Terran; pro1ein 200Jo 
Powers: Heightened hearing lOOOJo; poison 
900Jo; reflecl i ve carapace lOOfo 
•Warning: You observe a small blur of red 
ou1 of1hecornerofyoureye. 
•Sight: Small amphibious saurian about a 
merer long wi1h 8 legs, 1ail, and fea1hery 
ridges along back. Covered in iridesceni red 
scales. 
•Perception: Enti1y is omnivorous, timid, 
and reclusive. 
•Examination: Fea1hery ridges are sense 
organs. Feel are webbed wi1h clear mem­
branes. 



CREATURE Nr. 11: Large 
Restrictions: Crater; barren; light vegeta- -
tion. Non-corrosive, non-poisonous at­
mosphere. Gravity of 0.4 10 1.6. 
Temperature between 75° and 200°. Usually 
found near water. 
Combat: 2-4 AV: 1-3 AG: 8-10 
IN: na Initiative: 50Jo 
Composition: Terran; protein 200Jo 
Powers: Camouflage 500Jo; edible 300Jo; 
heightened vision 400Jo; poison discharge 
800Jo 
•Warning: You observe a large, bird-like en­
tity approximately 4 meters high. 
•Sight: Entity appears to be watching party. 
Has short wings, feather-like skin, four legs, 
and large comb. 
•Perception: Size of wings indicates that en­
tity is flightless. Teeth in beak-like mouth in­
dicate carnivore or omnivore . 
•Examination: Reveals poison discharge as 
gaseous cloud from anal orifice (where ap­
propriate). 

CREATURE Nr. 12: 19-hex 
Restrictions: Water. Temperature between 
50° and 150°. Large body of water only. May 
be submerged or on surface . 
Combat: 12-15 AV: 12-15 AG: 10-12 
IN: na Initiative: 200Jo 
Composition: Protein; terran 200Jo 
Powers: Adhesive secretion 300Jo; radar 
sense 500Jo; regeneration 400Jo (not center 
hex); inky discharge 300Jo 
•Warning: A large undulating mass under 
your party is rising rapidly toward you. 
•Sight: A collection of squid-like tentacles 
joined at the center and about 25 meters in 
diameter. 
•Perception: Has 30 12-meter long suckered 
tentacles. No body at center point , but lidless 
eyes and sharp beaks are at the tip of each 
tentacle. Presents man-sized target in each 
hex occupied (due to open structure). Ob­
viously very dangerous . 
•Examination: Small, powerful' heart-like 
organ at center. Nerve collections at end of 
each tentacle form brain of sorts. 

CREATURE Nr. 13: Small 
Restrictions: Air. requires non-corrosive at­
mosphere and moisture. Gravity of 0.2 to 
1.0. Temperature between 50° and 200°. 
Combat: 1-2 AV: 1-2 AG: 1-2 
IN: na Initiative: lOOJo 
Composition: Protein; carbon 400Jo 
Powers: Poison discharge lO0OJo; multiple 
attack IOOOJo; kinetic absorption lOOJo; 
unknown propulsion 50Jo; poison 150Jo 
•Warning: What appear to be windblown 
puff-balls are headed in your direction . 
•Sight: Each ball is 50 centimeters in 
diameter. Balls have fuzzy appearance. 
•Perception: Balls are loose aggregations of 
seedpods which are discharged when in 
presence of energy source (including body 
heat). Entity itself is a floating plant. 

CREATURE Nr. 14: Large 
Restrictions: Barren; crater; light vegeta­
tion. Must have atmosphere. Gravity of 0.4 
to 2.0. Any temperature. Sunlight. 
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Combat: na AV: na AG: na 
IN: na Initiative: na 
Composition: Protein; carbon 200Jo 
Powers: Edible lOOJo 
•Sight: An artichoke-like plant 3 meters tall 
and 4 meters in diameter. Leaves will be open 
and flat on ground during daylight , but close 
up to form perfectly sealed chamber at night . 

CREATURE Nr. 15: Large 
Restrictions: Air. Normal atmosphere only. 
Gravity of 0.2 10 1.0. Temperature above 
100°. 
Combat: 4-7 AV: 10-11 AG: 5-7 
IN: na Initiative: 150Jo 
Composition: Protein; terran 450Jo. 
Powers: Unknown propulsion IOOOJo ; multi­
ple auack IOOOJo; radar sense 600Jo; balance 
disruption lOOJo 
•Warning: You hear a rushing noise and a 
flapping of wings. 
•Sight: A IS-meter long "flying" reptile-like 
entity. Wings are used mostly 10 guide entity, 
seldom flapped. Span of 5 meters . 
•Perception: Two orifices on leading edge 
of wings near juncture with torso. Two 
retracting talons on underside. 
•Examination: Orifices are actually 
biological "supercharger" used to maintain 
speed and altitude. Entity is carnivore with 
large needs since energy for "supercharger" 
is provided by body. 

CREATURE Nr. 18: Large 
Restrictions: Woods flat; woods hills; light 
vegetation flat; light vegetation hills ; ice flat; 
ice hills . Any non-poisonous atmosphere. 
Gravity of 0.6 to 1.6. Temperature between 
0° and 90°. 
Combat: 3-6 AV: 3-5 AG : 3-5 
IN: na Initiative: 50Jo 
Composition: Protein; terran 400Jo 
Powers: Edible 800Jo; heightened smell 
900Jo; invisibility IOOOJo 
•Warning: You observe a group of herd 
animals (between 10 and 200) grazing on the 
local vegetation. Each entity weighs about 
one ton apparently and measures close to 3 
meters in length. They appear to be antelope­
like, but are six-legged and not horned. 
•Sight: Entities will always become invisible 
when frightened. 

CREATURE Nr. 17: Man-sized 
Restrictions: Any environ . Gravity between 
0.2 and 1.2. Must have non-poisonous, non­
corrosive atmosphere. Temperature between 
0° and 75°. 
Combat: 7-9 AV: 6-9 AG: 9-12 
IN: na Initiative: 200Jo 
Composition: Protein; terran 400Jo 
Powers: Entrapment IOOOJo; heightened vi­
sion 600Jo; poison auack 700Jo; reflective 
carapace lOOJo; adhesive secretion 800Jo 
•Warning: You notice a camouflaged pit 5 
meters deep and covered with a sticky web­
like film . If unaware, one random member 
of the party falls into the pit. 
•Sight: The inside of the pit is covered with a 
sticky substance. Bottom contain~ three tun­
nels (each one meter in diameter). Sound of 
skiuering in darkness. 

•Perception: Occupant is a 2-meter long 
insectile-appearing entity much like a 
wingless wasp or hornet. 
•Examination: Creature inhabits tunnels 
created by some departed life-form. Uses as 
both home and trapping device. Will leave 
tunnels if it thinks it can make a kill. 

CREATURE Nr. 18: Man-sized 
Restrictions: Any environ. Found only in 
poisonous or corrosive atmosphere. Gravity 
of 0.2 to 0.8. Temperature between 50° and 
150°. 
Combat: 6-8 AV: 2-4 AG: 5-7 
IN: na Initiative: 20Jo 
Composition: Carbon; non-carbon 400Jo 
Powers: Radar sense 200Jo; acid 100%; 
adhesive secretion 400Jo; ·unknown propul­
sion 200Jo. 
•Warning: You see a jellyfish-type creature 2 
meters in diameter. II is transparent and the 
internal organs are clearly visible. 
•Sight: Entity's spherical shape is broken by 
two pseudopods, each about 2 meters long. 
Each pseudopod has a ring of black dots on 
it. Entity glistens as if wet. 
•Perception: Black dots appear to be sense 
organs of some sort. They are coated with 
some sort of secretion. 

CREATURE Nr. 19: Very small 
Restrictions: Woods ; forest; marsh . Non­
poisonous, non-corrosive atmosphere. 
Gravity of 0.4 10 1.2. Temperature between 
50° and 100°. Only found near water (large 
pond or small lake). 
Combat: 1-2 AV: 7-9 AG: 4-5 
IN: 5-7 Initiative: 150Jo 
Composition: Protein; terran 500Jo 
Powers: Camouflage IOOOJo; radar sense 
lOOJo; edible 200Jo; mind control 900Jo; psionic 
communication 50Jo 
•Warning: A character with a Mental Power 
of 4 or greater feels that he is being observed. 
•Sight: The source of the emanations ap­
pears to be a small ( I-foot long) toad-like en­
tity which is barely discernable. Entity has 
three legs, skin which changes color 10 blend 
with surroundings . Appears 10 have tufted 
antennae along backbone. 

CREATURE Nr. 20: Small 
Restrictions: Woods; forest; marsh . Non­
corrosive atmosphere. Gravity of 0.4 to 1.0. 
Temperature between 75° and 125°. 
Combat: 7-11 AV: 9-12 AG: 10-12 
IN: 1-3 Initiative: 200Jo 
Composition: Mammalian; terran 300Jo 
Powers: Entrapment 850Jo; camouflage 
IOOOJo; heightened smell 900Jo 
•Warning: You hear a rustling noise from 
the trees above. 
•Sight: A I ½-meter tall monkey-like entity 
with two long tentacles (2 meters each) in­
stead of arms, a circular, sharp-toothed 
mouth, single central eye. Hairless. Skin ap­
pears to change color. 

CREATURE Nr. 21: 4-hex 
Restrictions: Volcanic hills; volcanic moun­
tain; crater hills; crater mountain; crater flat; 
barren flat ; barren hills; barren mountain . 
Must have atmosphere . Gravity 0.2 to 0.8. 
Temperature between 60° and 200°. 



Combat: 12-15 AV: 9-12 AG: 9-12 
IN: na Initiative: 200Jo 
Composition: Protein; carbon 5% 
Powers: Tunneling 100%; entrapment 40%; 
poison attack 100%; camouflage 50%; 
regeneration 30% 
•Warning: The earth begins 10 rumble and 
lose solidity. 
•Sight: A gigantic (20-meter long, 7-meter 
thick) worm-like entity. Segmented. 5-meter 
maw at one end contains ridged muscles for 
crushing prey or defense. 
•Perception: Maw also has poisonous 
digestive juices secreted from sacs inside 
muscle ridges. Heavily-lidded visual sensor 
located inside maw (protected by muscle). 

CREATURE Nr. 22: 2-hex 
Restrictions: Water. Must have some at­
mosphere. Gravity of 0.5 to 2.5. 
Temperature between 50° and 125°. 
Combat: 6-8 AV: 7-9 AG: 4-6 
IN: na Initiative: 15% 
Composition: Protein; terran 20% 
Powers: Radar sense 80%; energy ingestion 
IOOOJo; balance disruption I 00%; acidic cir­
culatory fluid 70%; camouflage 15% 
•Warning: You experience a sense of 
disorientation and your sensors begin to give 
off "jangled" readings indicating a large 
power source nearby. 
•Sight: A 9-meter long by 2-meter thick eel­
like entity without apparent head or tail. 
Glows slightly. 
•Perception: Entity "eats" and stores 
energy (like a large battery). Retractable eye 
stalks at both ends used for guidance. 

CREATURE Nr. 23: Large 
Restrictions: Barren flat; barren hills; light 
vegetation flat; light vegetation hills; crater 
flat. Non-poisonous, non-corrosive at­
mosphere. Gravity of 0.4 to 1.0. 
Temperature between 20° and 80°. 
Combat: 4-7 AV: 7-10 AG: 4-6 
IN: na Initiative: 6% 
Composition: Protein; terran 5% 
Powers: Radar sense 80%; poison 100%; 
camouflage 50Jo; psionic communication 
60%; web shooting 5% 
•Warning: You observe a large, many­
legged entity skittering away from you . 
•Sight: Entity appears to be a giant spider­
like being, with a dozen legs meeting in a 
smooth, round body. Each leg is about 3 
meters in length. 
•Perception: Entity is actually two species. 
Spider-like entity has low-level nervous 
system. Higher level system is provided by 
symbiotic moss growing on body. Moss is 
pojsonous. "Spider" is herbivore. 

CREATURE Nr. 24: Man-sized 
Restrictions: Any environ containing a 
large body of water nearby (ocean, lake, or 
large pond). Must have atmosphere. Gravity 
of0.4 to 1.4. Temperature between 50° and 
150". 
Combat: 4-6 AV: 5-8 AG: 3-5 
IN: 1-3 Initiative: 10% 
Composition: Protein; terran 5% 
Powers: Capture 80%; inky discharge 40%; 
poison attack lOOJo; camouflage I 00% 
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•Warning: A scaled humanoid appears 
before you. 
•Sight: Entity has webbed feet, gills, bluish 
scales, and is 3 meters tall. 
•Perception: Entity is adapted to both sur­
face atmosphere and water. Hands have 
retractable claws. Teeth indicate entity is a 
carnivore. 

CREATURE Nr. 25: Large 
Restrictions: Found only in the absence of 
atmosphere. 
Combat: 10-12 AV: 8-10* AG: 6-8 
IN: 5-7 Initiative: 20% 
Composition: Carbon; non-carbon 40% 
Powers: Unknown propulsion 75%; energy 
drain 100%; energy blast 40% 

• Warning: You see a floating, red, pulsing 
light with a radius of about 3 meters. It gives 
off a constant discharge of heat (350°) and 
radiation. 
•Perception: All equipment being drained 
of power by entity. 
•Examination: Entity views energy sources 
as "life ." Draws no distinction between man 
and machine. Will neither attack nor flee. 
• Agility is "na" if entity does not have 
unknown propulsion. 

CREATURE Nr. 28: Small 
Restrictions: Air. Any atmosphere . Gravity 
between 0.2 and 0.8. Temperature less than 
2000. 
Combat: na AV: 4-7 AG: 2-4 
IN: 3-5 Initiative: 5% 
Composition: Carbon; protein 30% 
Powers: Unknown propulsion 100%; radar 
sense 30%; psionic communication 20%; 
poison discharge 50%; heightened hearing 
70% 
•Warning: You see a balloon-like object in 
the distance. 
•Sight: Object is living entity composed of 
gasbag body and half a dozen 2-foot trailing 
tendrils grouped on underside. 
•Perception: Being maintains altitude via 
gases produced by body and stored inside en­
tity. Same gases can be vented out underside 
as means of protection having same effects as 
poison. 
•Examination: Tiny tendrils are sensors and 
manipulative appendages at the same time. 
Entity is simple-minded floating plant which 
converts air and sunlight into gases to feed 
itself. 

CREATURE Nr. 'XI: Large 
Restrictions: Volcanic; crater; barren. Must 
have some atmosphere. Gravity of0.6 to 1.6. 
Temperature between 50° and 250°. 
Combat: 8-10 AV: 4-6 AG: 9-12 
IN: 2-4 Initiative: 20% 
Composition: Non-carbon; carbon 20% 
Powers: Camouflage 100%; entrapment 
40%; armored carapace 65%; tunneling 
100%; acid 100% 
•Warning: You catch a movement out of the 
corner of your eye. 
•Sight: Movement generated by nearby 
rock. Appears to be somehow animated. 
Rock is 3 meters in diameter by I meter high. 
•Perception: Rock is living entity capable of 

disappearing by burrowing into and eating 
rock. 
•Examination: Entity secretes acid which 
"digests" rock. Entity is apparent creator of 
nearby tunnel system. 

CREATURE Nr. 28: Small 
Restrictions: Air. Some atmosphere re­
quired. Any gravity. Any temperature. 
Combat: na AV: na AG: na 
IN: na Initiative: 0% 
Composition: Carbon; non-carbon 300Jo 
Powers: Swarm mind 100%; energy absorp­
tion 100%; energy ingestion 5%; energy 
drain 10%; kinetic absorption 100% 
•Warning: The air is increasingly filled with 
sticky scraps of some diaphanous mem­
brane. 
•Sight: Membrane is crossed with tiny silver 
filaments that catch sunlight. 
•Perception: Scraps are sometimes blown 
apart or together by the wind. Larger scraps 
pulse with light. Appear to absorb energy. 
•Examination: The membranes are cells 
which when separate are harmless, if annoy­
ing. When the number which blow together 
reaches a critical mass (several thousand), 
they form a single entity which may even 
develop a rudimentary intelligence. 

CREATURE Nr. 29: Man-sized 
Restrictions: Any land environ . Gravity of 
0.2 to 0.6. Non-corrosive atmosphere. 
Combat: 6-8 AV: 6-9 AG: 8-10 
IN: 2-4 Initiative: 10% 
Composition: Terran; mammalian 20% 
Powers: Heightened visual sense 60%; 
adhesive secret ion 70%; flying I 00% 
•Warning: You observe a large bat -like 
creature about 2 meters tall with a wingspan 
of 4 meters. 
•Sight: The entity has a somewhat 
humanoid torso and face, but no arms and 
long (2 meter) tendrils instead of legs. The in­
itial bat-like appearance is a result of the 
large leathery wings. 
•Perception: Entity has compound eyes, is 
carnivorous, aggressive, and seemingly in­
telligent. 

CREATURE Nr. 30: Miniscule 
Restrictions: Any environ except water. 
Must have atmosphere. Only encountered if 
party are not wearing expedition suits or one 
or more such suits have been punctured. 
Combat: na AV: na AG: 7-8 
IN: 8-10• Initiative: 20% 
Composition: Protein; terran 10% 
Powers: Unknown propulsion 100%; radar 
sense 80%; psionic communication 40%; 
mental attack 10%; mind control 100% 
•Warning: One or more party members 
begin to behave erratically, picking fights 
with others in the party, breaking equipment, 
and so forth. 
•Perception: Disturbed party members in­
fected by foreign organism. 
•Examination: Attacking organism iden­
tified as almost microscopic tick-like entity 
of malevolent intent. Never attacks. Uses 
mind control instead. 
*Entity will possess intelligence only if 
psionic communication is possessed . 



CREATURE Nr. 31: Man-sized 
Restrictions: Any environ. Only thin at­
mosphere or no atmosphere. Any gravity. 
Any temperature. 
Combat: 10-13 AV: 9-12 AG: 5-8 
IN: na Initiative: 5% 
Composition: Carbon; non-carbon 50% 
Powers: Unknown propulsion 1000/o; 
energy ingestion 1000/o; energy blast 200/o; 
energy drain 600/o; radar sense I 000/o 
•Warning: A sphere of plasma appears. It 
glows intensely from inner light. 
•Sight: The sphere is perfectly rounded and 
undulates slightly as it moves. It has a 
diameter of 2 meters. Float s several cen­
timeters from earth. Rotates slowly 
clockwise. 
•Perception: Area within 5 meters of entity 
is very hot (in terms of both thermal and 
radiation effects). 
•Examination: Radiation lingers over area 
after passage. 

CREATURE Nr. 32: Small (pod) 
Restrictions: Light vegetation; woods. 
Non-poisonous, non-corrosive atmosphere. 
Gravity of 0.6 to 1.8. Temperature less than 
2000. 
Combat: 6-8 AV: 5-7* AG: 9-12 
IN: 5-7 Initiative: 100/o 
Composition: Protein; carbon 400/o 
Powers: Unknown propulsion 100/o; swarm 
mind 800/o; mind control lOOOJo; psionic com­
munication 900/o; multiple attack 1000/o 
•Warning: Character with Mental Power of 
4 or greater will experience a premonition of 
evil so strong as to be a physical force. 
•Sight: A patch of tangled plants containing 
watermelon-like pods about a meter long . 
Plants are knee high. 
•Perception: Psions will perceive this as the 
source of the "evil" emanations. 
•Examination: Pods weigh 35 pounds. 
Clear skin reveals seed-like forms inside. 
Pods attack by bursting and squirting seeds 3 
meters in all directions. "Seeds" fold out 
upon leaving pod and take on a manta ray 
form . Attach to spinal column from whence 
they can control the entity to which they are 
affixed. 
• Agility refers to "seeds" only. 

CREATURE Nr. 33: Large 
Restrictions: Woods; forest; jungle. Must 
have atmosphere. Grnvity of 0.6 to 1.2. 
Temperature between 50° and 100°. 
Combat: 9-13 AV: 9-13* AG: 11-12 
IN: 6-8 Initiative: 200/o 
Composition: Protein; terran 200/o 
Powers: Heightened smell 1000/o; adhesive 
secretion 800/o; edible 100/o; psionic com­
munication 200/o; vegetation control 50/o 
•Warning: You see what appears to be a 
giant mushroom about 3 meters tall . A 
character with a Mental Power of 4 or greater 
will experience a feeling of being watc~ed. 
•Sight: Object pulses slightly and is covered 
with secretion. 
•Perception: Tentacle or appendage hidden 
within broad head. 
•Examination: Appendage is eating orifice 
on neck-like muscle which leaps out to 
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devour prey. Appendage range is 5 meters 
(one hex). 
*Refers to neck orifice only; the plant itself is 
not mobile . 

CREATURE Nr. 34: Small 
Restrictions: Light vegetation; woods; 
forest. Non-corrosive, non-poisonous at­
mosphere. Temperature between 30° and 
100°. 
Combat: 5-8 AV: 4-7 AG: 6-8 
IN: 8-12 Initiative: 200/o 
Composition: Humanoid; mammalian 50/o 
Powers: Invisibility 1000/o ; illusions 900/o; 
mind con:rol 600/o; psionic communcation 
900/o; mental attack 300/o 
•Warning: A character with Mental Power 
of 4 or greater feels that he is being watched. 
•Sight: When visible, appears to be a tiny 
humanoid one meter tall with large (8-inch 
long) pointed ears. Has two tentacles instead 
of arms. 

CREATURE Nr. 35: Large 
Restrictions: Woods; forest; jungle; marsh. 
Non-poisonous, non-corrosive atmosphere. 
Gravity of 0.6 to 2.6. Temperature between 
50° and 100°. 
Combat: 9-12 AV: 4-6 AG: 6-8 
IN: 2-4 Initiative: 100/o 
Composition: Mammalian; terran 200/o 
Powers: Heightened smell 600/o; tunneling 
800/o; radar sense 500/o 
•Warning: You feel as though you are being 
watched. 
•Sight: A gigantic, 3-meter tall shaggy teddy 
bear-like creature with 6 arm-like appen­
dages (also serving as legs). Has large, toothy 
maw. Eyeless . 
•Perception: Shape of teeth indicates that 
entity is omnivorous. 

CREATURE Nr. 36: Small 
Restrictions: Air. Must have atmosphere. 
Gravity 0.2 to 1.2. 
Combat: na AV: 12-15 AG: 6 
IN: 10-12 Initiative: 100/oOJo 
Composition: Carbon; non-carbon 200/o 
Powers: Unknown propulsion 100%; 
psionic communication 600/o; heightened 
hearing 300/o; immaterial IOOOJo 
•Warning: One character cannot get an 
unknown tune out of his hed. 
•Sight: You see a murky gas cloud from 
which emanates a strange, almost musical 
sound. 
•Perception: Gas cloud is non-hostile entity 
composed of energy. 
•Examination: Entity dissipates if stunned. 

CREATURE Nr. ':fl: Man-sized 
Restrictions: Non-volcanic land environ. 
Non-corrosive, non-poisonous atmosphere. 
Gravity of 0.4 to 1.6. Temperature between 
40° and 120°. 
Combat: 8-12 AV: 10-12 AG: 10-12 
IN: 2-4 Initiative: 50/o 
Composition: Humanoid; mammalian400Jo 
Powers: Chameleon 1000/o; illusions 800/o; 
heightened smell 900/o; mind control 100/o; 
psionic communication 200/o 

•Warning: One or more members of your 
party have strangely disappeared from sight. 
•Sight: In own shape, entity is 2-meter tall 
humanoid covered with long silken fur. Head 
features pointed ears, muzzle (with rows of 
sharp teeth) and whisker-like sensors much 
like cat whiskers. Long tail emanates from 
lumbar region. Hands and feet are partly ten­
tacled, partly clawed (retractable). 
•Examination: Entity is carnivore which 
will stalk party, adopting forms of members 
already killed until all are dead. Entity will 
then return to kills, eating some and stashing 
others. Entity is unable to communicate 
unless psionic communication is possessed 
and will have only the physical appearance of 
an object it is simulating, not its mental 
powers. 

CREATURE Nr. 38: 2-hex 
Restrictions: Land environs only. Non­
corrosive atmosphere. Gravity 1.2 to 2.6. 
Temperature 100° to 250°. 
Combat: I 1-13 AV: 1-3 AG: 6-9 
IN: 9-12 Initiative: 50/o 
Composition: Terran; protein 300/o 
Powers: Armored carapace 400/o; mind con­
trol 50/o; heightened vision 50/o 
•Warning: A large shape moves at the edge 
of the party's sight. 
•Sight: You observe a large humanoid ap­
proximately 12 meters high. Though the tor­
so, head, and arms seem terran enough, the 
entity has four legs radiating from its torso in 
a spider-like manner. Primitive clothing 
covers the torso. 
•Perception: Clothing hides the fact that 
torso structure is somewhat arachnid and 
features carapace. 

Creature will always communicate on an "ig­
nore" result . 

CREATURE Nr. 39: 2-hex 
Restrictions: Any land environ. Must have 
atmosphere. Gravity of 0.4 to 0.8. 
Temperature between 0° and 150°. 
Combat: 12-15 AV: 10-12 AG: 10-12 
IN: 10-12 Initiative: 200/o 
Composition: Terran; protein 200/o 
Powers: Capture 900/o; regeneration 60%; 
heightened vision 500/o; psionic communica­
tion 200/o; chitinous carapace 1000/o 
•Warning: You hear an oddly pitched hum­
ming sound. 
•Sight: Entity is a 3-meter tall, 8-meter long 
insectile being much like a praying mantis. 
Has large, strong mandibles as primary 
weapon . Front legs appear to have almost 
humanoid gripping members . Has com­
pound eye. 
•Examination: Entity is carnivorous and 
will either attempt to capture party members 
for food or will rip open their bodies and use 
them as repositories for larvae. 

CREATURE Nr. 40: Man-size 
Restrictions: Any land environ. Any type 
of atmosphere. Gravity of 0.4 to 1.0. 
Temperature between 50° and 250°. 
Combat: 2-3 AV: 11-12 AG: 5-8 
IN: 7-10 Initiative: 150/o 
Composition: Protein; carbon 50/o 



Powers: Swarm mind IOOOJo psionic com­
munication 60070; mental attack 250Jo; mind 
control 800Jo; poison discharge I OOOJo 
•Warning: You see a glowing dust cloud 
hanging in the air. 
•Sight: Cloud is filled with sparkling lights . 
Appears gaseous. 
•Perception: Lights are actually tiny fire-fly 
sized insectile entities which flit about within 
a cloud of gases !hat they discharge in flight. 
Gases are poisonous. 
•Examination: If a character with a Mental 
Power of 4 or greater is within 5 meters (same 
hex) of the cloud, one or more of the entities 
which make up the cloud will land on him 
and lay its eggs. Treat eggs as acidic. 

EXPLANATIONS 
OF CREATURE POWERS 

A power improves or specializes a 
creature's attributes, giving it advantages 
when interacting with characters . 

The GM secretly determines which 
powers a creature will possess by rolling 
percentile dice once for each power listed in 
the creature's description. The GM may use 
any of these powers in a logical manner when 
designing his own creatures and may intro­
duce new powers of his own devising to the 
already existing creatures. Certain powers 
provide a creature with psionic skills, like 
those available to the characters. A creature 
that uses such powers may also suffer psionic 
backlash (see 10.3). Explanations of all 
creatures powers follow, in alphabetical 
order. Each power lists one of the four 
creature description categories (warning, 
sight, etc.,). Unless the power is used in such 
a way that it is immediately obvious to the 
players, it is revealed to them when they are 
read the listed description . 

Acid (Perception). Substance on some part 
of creature's exterior will eat through expedi­
tion suit in one Action Round and, at the 
GM's discretion, through armor at a slow 
rate. May be combined with poison (see 
below). 

Acidic Circulatory Fluid (Examination). 
Identical to acid; released if creature is punc­
tured. 
Adhesive Secretion (Perception). Skin, 
suckers, or web strands contain sticky 
substance which easily restrains any in­
dividual the creature attacks. Hits received 
by a character attacked by a creature with 
adhesive secretion and capture are not reduc­
ed as listed in the capture description. 

Armored Carapace (Perception). Armor 
with beam projectile Defense Strengths rang­
ing from 3 to 5. 
Balance Disruption (Examination). Am­
bient energy emissions that scramble the hu­
man sense of balance. Roll one die; every 
character with a Mental Power Rating less 
than the die result immediately suffers the ef­
fects of shock (see 30.3). This is not con­
sidered an attack; it occurs automatically 
during the creature's turn of the Action 
Round. 
Camouflage (Sight). The creature may only 
be seen at half the normal range or less. Add 
& to the creature's Initiative Percentage. 

CaptlH'e (Perception). When attacking a 
character, reduce any hits received by the 
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character by 3. If the adjusted number is O or 
higher, the character is considered rest.rained 
by the creature (suffering the adjusted 
number of hits), and remains restrained until 
the creature is stunned, passes out or dies. 

Chameleon (Perception). The creature may 
assume the form of any living entity within 
its sight. If the party is unaware of the 
creature, it may appear to the party as one of 
their own when they see it. The creature's 
Combat and Agility Ratings are halved when 
assuming another form . One Action Round 
is required for the creature to change shape 
(it may not attack or move while changing). 

Chitinous Carapace (Perception). Armor 
with a projectile Defense Strength ranging 
from 3 to 5 and with a beam Defense 
Strength of 1. 

Dart Shooting (Perception). May attack by 
projecting quills or other natural projectiles . 
Its range (in hexes) equals one half of its 
Combat Rating (rounded down). The Hit 
Strength of a dart equals half the creature's 
Combat Rating minus the range. 

Edible (Examination). Fit for consumption 
by humans. 

Energy absorption (Examination). Stun 
weapons and beam weapons have no effect 
on the creature. 

Energy Blast (Perception). Emits powerful 
blasts of heat, electricity or radioactivity. The 
creature may attack one character at a range 
(in hexes) equal to its Combat Rating. The at­
tack is resolved by subtracting the range 
from the creature's Combat Rating (only). 
Roll one die, add the modified rating to the 
result, and locate the sum on the Hit Table to 
determine the hits received by the character. 
Armor may be used to aid defense. 
Energy · Drain (Perception). The creature 
lives off the surrounding electrical energy. At 
the beginning of each Action Round, one 
item belonging to the party that is within a 
number of hexes of the creature equal to or 
less than its Combat Rating immediately 
loses all its power. This will affect beam 
weapons, scientific equipment, and any 
other electrical/electronic devices. The 
creature will always move toward such items. 

Energy Ingestion (Perception). The Com­
bat Rating of the creature is increased by the 
number of hits it receives. The Agility Rating 
is reduced normally. The first time the 
creature ingests energy, its Aggression Rating 
is increased to 12. The creature is killed if it is 
attacked with a stun weapon . 

Entrapment (Perception). The creature has 
constructed or is able to construct simple 
traps to capture unwary passers by. A 
creature with tunnelling creates camouflaged 
pits. A creature with web shooting creates a 
net or large web. If the party is unaware of 
such a creature, the GM shou,ld have one 
character (determined at random) fall into 
one of the traps. 

Flight (Sight). The creature is winged and 
capable of flight. When flying, its Movement 
Rate is three times its current Agility Rating. 
Its normal Agility Rating is always used when 
calculating its strength. If the creature's 
Agility Rating is reduced to less than half its 
original value, the creature can no longer fly . 

Heightened Hearing/Smelling (Examina­
tion). The creature may see twice as far as 
humans can. It sees as well in darkness as 
humans do in the light. The creature is never 
unaware during an encounter and no charac­
ter may successfully perform an ambush skill 
task against it. 

Illusions (Perception). May create im­
material, harmless but entirely convincing 
visual illusions o[ anything within its sight. 
The creature may not move or attack while 
doing so . 

Immaterial (Perception). The creature 
possesses no solid form and is not affected by 
projectile fire, beam fire, poisons, or close 
attack. It is visible and may suffer the effects 
of a stun weapon . The GM may allow it to 
pass through solid objects. 
Inky Discharge (Examination). Emits opa­
que substance that creates total darkness, 
Emission counts as the creature's attack for 
one Action Round. The discharge spreads 
one hex in every direction each Action 
Round (two hexes in Round of Emission). 
Usually restricted to underwater use. 

Invisibility (Perception). The creature is not 
placed on the Action Display. The GM notes 
the position and movement of the creature in 
his mind, informing the characters when the 
creature performs any visible actions . The 
creature is not immaterial; it may be affected 
by attack and may not move through solid 
objects. 
Kinetic Absorption (Perception). Projectile 
weapons and blows have no effect on the 
creature. 

Mental Attack (Perception). If the creature 
is not moving, it may attack by directing a 
blast of psionic energy at one character. Roll 
one die. If the result is greater than the 
character's Mental Power Rating, the char­
acter is stunned for a number of Action 
Rounds equal to the difference. Exception: 
If a 10 is rolled, the character's Endurance 
Rating is immediately reduced to O (he passes 
out). If a 1 is rolled, roll percentile dice, 
locate the result on the psionic Backlash 
Table (10.4) and apply the outcome to the 
creature. 

Mind Control (Examination). The creature 
possesses this skill at a level ranging from 610 
10 and a Mental Power Rating of 4 to 7 (see 
10.0). 

Multiple Attack (Perception). May attack 
each and every character within its range 
once during its turn of the Action Round. 

Poison (Examination). Skin or other ex­
terior area is coated with a toxin (to humans 
at least). If the character touches a poisoned 
area with his bare skin, the GM should imple­
ment one or more of the following : 

• Virulent. The character loses one point 
from his Endurance Rating each Action 
Round. When that reaches O (and the 
character passes out), he loses one point off 
his Strength Rating each Action Round. 
When that reaches 0, the character is dead. 

· • Virus. Same effects as virulent poison. 
However, the unit of time per point lost is in­
creased to one minute, one hour or one day, 
at theGM'sdiscretion. 

• Paralytic. The character's Dexterity and 
Agility Ratings are immediately reduced to 0 



(he may not move or handle devices at all). If 
he receives successful treatment, he heals at 
four times the normal rate. 

• Psychotic. The character immediately goes 
into fits of hallucination, paranoia and 
mindless babble. The GM should control the 
character when it seems appropriate. These 
effects cease immediately upon successful 
diagnosis and treatment. No characteristics 
are affected. 

• Spore. The character suffers no effects at 
all until some future moment determined by 
the GM. At that point, implement the effects 
of any of the above poisons. 

• Infectious. Any of the above poisons may 
be made contagious at the GM's discretion, 
and will spread to any character that is expos­
ed toil. 

Successful diagnosis of a poison stops 
any additional damage from occuring to the 
victim. Treatment must succeed 10 reverse 
the effects of poison (to begin the healing 
process). The GM may wish to reduce the 
Skill Level of a character a1temp1ing 10 
diagnose or treat a character suffering from 
alien poisons. 

Poison Attack (Perception). Toxin on the 
creature's primary a1tack appendage (claw, 
stinger, tail , fangs, quills, etc.). If a 
character's protective attire is punctured 
when attacked, he suffers the effects of 
poison (see above). 

Poison Discharge (Examination). Creature 
may attack by emitting toxin in gas or liquid 
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form from its mouth or other orifice. 
Substance may be projected a number of 
hexes equal to half the creature's Combat 
Rating. A character in a hex entered by the 
substance is poisoned if not wearing protec­
tive a1tire, see preceding. 

Psionic Communication (Examination). 
The creature posseses this skill at a level rang­
ing from 6 to 9 and a Mental Power Rating 
ranging from 4 to 7 (see 10.0). 

Psychokinesis (Examination). The creature 
possesses this skill at a level ranging from 6 to 
10 and a Mental Power Rating ranging from 
4 to 7 (see 10.0). 

Radar Sense (Perception). The creature 
"sees" by emitting energy waves. The 
creature may be visually blind but sees as well 
as a human and is not affected by darkness. 

Reflective Carapace (Perception). Armor 
with beam Defense Strength ranging from 3 
to 5 and with a projectile Defense Strength of 
1 or 2. 
Regeneration (Perception). The creature 
regains one lost Combat or Agility Point at 
the beginning of each Action Round (unless 
the Rating has been reduced to 0). 

Swarm Mind (Perception). All the creatures 
in the encounter share one mind. What one 
sees or feels, all see or feel (although hits suf­
fered by one are not suffered by all). If more 
than one creature is eligible to a1tack a single 
character in one Action Round, they may 
combine their strengths into one total (in­
stead of al!acking separately). 

[36.0] Non-Player Characters 
The GM should choose one of the 

following non-player characters when an 
NPC encounter occurs. Being careful not 10 
disrupt the adventure in progress (unless the 
GM wishes to do so), these NPC's are ex­
tremely useful in spicing up an otherwise 
slow-moving section of the adventure or to 
set up plot lines which the players might want 
to follow up in the future. 

These NPC's are presented in a format 
which gives the GM enough information to 
play them on the spur of the moment, yet 
does not restrict the . GM by being too 
specific. The GM is free to use these listings 
as he sees fit; he should change whatever does 
not suit his tastes. 

The Characteristic Ratings of each NPC 
are given as letters which represent ranges for 
each characteristic. Before actually placing 
the NPC's into play, the GM should choose a 
value for each characteristic from the range 
indicated in the following table. 

All CHARACTERISTICS MENTAL 
LETTER EXCEPT MENTAL POWER POWER 

A Poor (I, 2) - 0 

B Mediocre (3, 4) I, 2 

C Average (5, 6) 3 

D Good (7, 8, 9) 4, 5 

E Exceptional (10, 11, 12) 6 

An NPC's Environ Skill Level is for the 
environ in which he is encountered. If in a 
spaceport, the GM chooses a home environ 
for the NPC. All other Environ and Gravity 
Skill Levels for the NPC are determined in 
accordance with 5.4. 

Some NPC encounters involve a group 
of NPC's. In such a case, the GM rolls one 
die to determine how many there are. The 
Aggression Ratings listed for each NPC are 
indications of his/her overall reaction to 
combat situations and may need to be modi­
fied to fit the altitude indicated in the GM's 
description, which is intended to guide the 
GM in that particular encounter only. If the 
NPC is enticed to join the party, the listed 
Aggression Rating should be used thereafter. 
(36.1) Common NPC's 

NPC Nr. C1: Drug Dealer 
Spaceport 
ST(B) EN(C) DX(C) AY(B) IN(C) 
MP(B) EM(A) LD(B) AG(C) 
SS: Lower middle class 

Skills: Urban 2; Grav HY-1; Temp HO; 
Environ 2; Trading 2; Transport Econ 4; 
Handguns 2; Law 1; Ambush 1. 

Possessions: Plastic pistol. 

Time Dilation (Perception). The creature 
may conduct two attacks (against the same 
character or different characters) during its 
turn of an Action Round. Its Agility Rating 
is subtracted from the chance to hit the 
creature with ranged fire. 

Tunnelling (Perception). The creature has a 
network of tunnels with various openings 
determined by the GM that it may move 
through at its full Agility Rating. The 
creature may create new tunnels at the rate of 
one hex per every two Action Rounds (the 
GM may reduce or increase this rate). One 
Action Round must be spent for the creature 
to create an opening into or out of the 
ground. 

Unknown Propulsion (Sight). Floats with 
no apparent means of support. The creature 
may move its full Agility Rating each Action 
Round, regardless of what is in its hex or 
along its intended path (however, it may not 
move through walls). Until its Agility Rating 
is reduced to 0, the creature may always 
move at its full Agility Rating. 

Vegetation Control (Examination). The 
creature is one with the vegetation around it. 
Any movable parts of plants and trees (bran­
ches, vines, roots, etc.) may be called upon to 
entwine or strike one character as the 
creature's attack for an Action Round. 

Web Shooting (Perception). The creature 
spins webs and shoots web strands to entwine 
its prey. May conduct a close attack (see 29.9) 
from a distance of three hexes or less. 

•First Description: As the characters are 
preparing to leave on their voyage, they are 
approached by a man who asks if he could 
talk to them in private . 

•GM"s Description: This individual is 
attempting to get past customs officials with 
a great deal of illegal drugs. He has such a 
vast amount he cannot get all of them on his 
ship. Without telling the party what the 
shipment is, he asks them if they would help 
him deliver an overorder of material. He will 
pay them handsomely and asks their 
discretion. If the party shows any inclination 
to turn down the offer, the man will 
withdraw, not wanting to arouse suspicion. 

NPC Nr. C2: Diplomat 
Spaceport 

ST(B) EN(B). DX(C) AY(B) IN(D) 
MP(C) EM(E) LD(C) AG(A) 
SS: Skilled tech 

Skills: Urban 3; Grav EX-1; Temp HO; 
Environ 4; Diplomacy 6; Linguistics 8; Law 
4; Streetwise 2; Laser pistol 1. 

Possessions: Audio-sealed case, laser 
pistol, translator. 



•First Description: As the characters 
prepare to leave the spaceport, they are 
called into the security office where they 
meet this individual. 
•GM's Description: This person is a 
diplomat from the planet the characters are 
on to the planet for which they are bound. 
He needs immediate transport and asks the 
characters if they are willing to take him on. 
He is all he seems to be; the characters will be 
rewarded financially for their efforts on his 
behalf. If they refuse, no harm will come to 
them in any way. 

NPC Nr. Cl: Scholar 
Spaceport 
ST(B) EN(A) DX(A) AY(A) IN(D) 
MP(B) EM(C) LD(A) AG(A) 
SS: Family dominates planet 
Skills: Urban 2; Grav LT-1; Temp NL; En­
viron 1; Economics 5; Mining 4; Geology 3; 
Physics 1. 
Possessions: Camera. 
•First Description: As the characters load 
or unload their ship in port, they see some­
one taking pictures of them. 
•GM's Description: This is a scholar on 
vacation who has chosen this planet to visit. 
The character's ship looked iilteresting, and 
he wanted a picture. 

NPC Nr. C4: Smuggler 
Spaceport 
ST(B) EN(C) DX(C) AY(B) IN(C) 
MP(B) EM(B) LD(C) AG(D) 
SS: Independent trading family 
Skills: Urban 2; Grav LT-1; Temp CD; En­
viron 2; Handguns 2; Automobile 1; For­
gery/ Counterfeiting 1. 
Possessions: Stun gun. 
•First Description: The characters see a 
person shoving large boxes down a waste 
disposal chute. 
•GM's Description: The person is a smug­
gler whose partner is downstairs at the other 
end of the chute waiting for the contraband . 
This individual is very jumpy and will not 
hesitate to fire upon the party if approached 
too closely. 

NPC Nr. CS: Trader 
Spaceport 
ST(B) EN(B) DX(C) AY(B) IN(D) 
MP(B) EM(C) LD(C) AG(C) 
SS: Independent trading family 
Skills: Urban 2; Grav NW-1; Temp CD; En­
viron 2; Trading 6; Economics 3; Handguns 
2; Pilot 2; Streetwise 3; Diplomacy 2; Shu11le 
1; Planetology4. 
Possessions: Stun pistol, portable com­
puter, geoscanner, expedition suit, camera, 
trade stuffs. 
•First Description: As the characters are 
talking to the booking agent at the starport, a 
distinguished looking person approaches 
them and asks for a minute of their time. 
•GM's Description: This person is an im­
portan; interstellar trader who has overheard 
the players state their next port· of call. He 
may ask them to deliver something; find their 
ship valuable for a separate trip after the 
next; ask them to pick something up and 
deliver it on further; etc. He is what he ap­
pears to be. 
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NPC Nr. Cl: Reporter 
Spaceport, Urban 
ST(B) EN(B) DX(C) AY(C) IN(C) 
MP(B) EM(C) LD(A) AG(C) 
SS: Fallen on hard times 
Skills: Urban 2; Grav LT-1; Temp NL; En­
viron 2; Automobile 2; Direct-lift 1; Disguise 
1; Streetwise 4; Diplomacy 3; Linguistics 1. 
Possessions: Automobile, camera, audio 
recording equipment. 
•First Description: While the party is in the 
spaceport, they are witness to an important 
incident of the GM's creation (a murder, the 
arrival of a celebrity, an escaped criminal). 
They are then accosted by an individual ask­
ing them a lot of questions. 
•GM's Description: This reporter works 
for a planetary news service and will press the 
characters for all the information they have 
to give and then some. It will become very 
annoying very quickly as this individual is 
both tenacious and intimidating. 

NPC Nr. C7: Religious Fanatics (one die) 
Spaceport, Urban 
ST(B) EN(B) DX(B) AY(A) IN(C) 
MP(B) EM(C) LD(A) AG(A) 
SS: Poor colonist family 
Skills: Urban 1; Grav LT-1; Temp NL; En­
viron 2; Recruiting 1; Streetwise 2; Diplo­
macy 1. 
Possessions: None. 
•First Description: The characters are ap­
proached by a group of people who begin to 
talk about the party's obvious lack of belief. 
•GM's Description: These apparent 
fanatics are actually a front for a political 
organization skirting taxes by using a 
religious front. The group will try to sell the 
party books or buttons or some worthless 
junk for exorbitant prices. They will give 
the party a hassle if nothing is purchased. If 
the party refuses any offers at all, the GM 
must determine whether this group becomes 
unruly. 

NPC Nr. Cl: Robbery Victim 
Urban, Suburban 
ST(B) EN(B) DX(B) AY(B) IN(C) 
MP(A) EM(B) LD(A) AG(A) 
SS: Local establishment 
Skills: Urban 1; Grav LT-1; Temp NL; En­
viron 2; Law 1; Automobile 1. 
Possessions: An automobile. 
•First Description: The characters find the 
unconscious body of a male lying in an 
alleyway. 
•GM's Description: The man has been 
mugged and robbed. He is a lawyer who 
might have been carrying valuable papers 
(GM's discretion) which were also snatched. 
At first he will be groggy with a small chance 
of mistaking the characters for his assailants. 
After fully awakening, he will need the 
characters' help to reach the authorities. 

NPC Nr. C9: Fence 
Urban 
ST(B) EN(B) DX(C) AY(C) IN(D) 
MP(A) EM(B) LD(C) AG(C) 
SS: Lower middle class 
Skills: Urban 2; Grav LT-1; Temp NL; En-

viron 2; Streetwise4; Gambling2; Disguise3; 
Forgery/Counterfeiting 3; Handguns 3. 
Possessions: False identity, plastic pistol, 
various stolen items. 
•First Description: As the characters are 
strolling down a street, they are approached 
by an individual who tries to entice them to 
buy some goods. 
•GM's Description: At first, the items of­
fered by this individual will be typical: 
cameras, watches, jewelery, etc. If the 
characters express enough interest, the fence 
will begin to offer harder to find high-tech 
items for very low prices. The fence is not 
hostile and will back off if threatened. 

NPC Nr. C10: Street Person 
Urban, Suburban 
ST(B) EN(B) DX(B) AY(C) IN(A) 
MP(A) EM(B) LD(B) AG(C) 
SS: Un fostered orphan 
Skills: Urban 1; Grav HY-1; Temp HO; En­
viron 2; Streetwise 4; Gambling 2; 
Automobile 1; Ambush 1. 
Possessions: None. 
•First Description: The party is spoken to 
by a figure in a shadowy doorway as they 
travel through the streets. 
•GM's Description: This figure could be 
any number of things: a beggar asking for 
money; a drug seller hawking his wares; a 
hustler looking for an easy mark in a card 
game; a pimp. How far the street person will 
go to engage the party is up to the GM. 

NPC Nr. C11: Sanitation Engineer 
Urban, Suburban 
ST(A) EN(A) DX(B) AY(B) IN(A) 
MP(A) EM(B) LD(A) AG(A) 
SS: Lower middle class 
Skills: Urban 1; Grav LT-1; Temp NL; En­
viron 1; Streetwise 1. 
Possessions: None. 
•First Description: The characters see a 
person walking down the street next to a 
moving truck. 
•GM's Description: This is a sanitation 
engineer collecting garbage. If this has 
already been played, the person could be 
something else in disguise - a lawman, 
perhaps, or a spy. 

NPC Nr. C12: Thieves (one die) 
Urban, Suburban 
ST(B) EN(C) DX(B) AY(B) IN(C) 
MP(A) EM(B) LD(C) AG(C) 
SS: Oppressed minority 
Skills: Urban 1; Grav LT-1; Temp NL; En­
viron 2; Streetwise 1; Automobile 3; Laser 
Pistol 2; Blades 2; Ambush 2; Unarmed 
Combat 1. 
Possessions: Automobiles, laser pistols, 
knives . 
•First Description: As the party travels in 
their vehicle down a semi-deserted street in a 
city, they are sideswiped by another car and 
stopped. As they get out, another vehicle 
pulls up behind them. 
•GM's Description: These individuals are 
part of a highly organized auto theft ring. 
They will pull out their weapons, order the 
party to stand against the wall, and drive off 
with the party's vehicle, also taking any 
equipment inside . If the party puts up no 



resistance, there will be no cause for combat. 
This gang is willing to engage in a quick fire 
fight and then escape in their vehicles. 

NPC Nr. C13: Thieves (one die) 
Urban 
ST(C) EN(B) DX(C) AY(B) IN(B) 
MP(A) EM(A) LD(C) AG(D) 
SS: Poor colonist family 
S_kills: Urban 3; Grav LT-1; Temp NL; En­
viron 2; Streetwise 3; Battlefield 2; Jet pack 1; 
Handguns 2; Blades 2; Ambush 3; Unarmed 
Combat 1. 
Possessions: Pistols, daggers, stun guns. 

•First Description: The first description in 
this case may be a hit on the head; the group 
of thieves will attempt to ambush and rob the 
party. 
•GM's Description: Basically the same as 
preceding; the thieves will not kill the party 
except in open combat. If the party gives in, 
no one will be seriously harmed. 

NPC Nr. C14: Travelling Doctor 
Road 
ST(A) EN(B) DX(C) AY(A) IN(C) 
MP(B) EM(C) LD(A) AG(A) 
SS: Skilled tech 
Skills: Urban 1; Grav LT-1; Temp NL; En­
viron 2; Diplomacy 2; Chemistry 1; 
Diagnostics 3; Treatment 2; Biology 1; Pro­
gramming 1; Compu/Robot Tech 1. 
Possessions: ATV (Civ Level 6), robot with 
medical systems (Civ Level 7). 
•First Description: As the party travels 
along, they are hailed by a man and his robot 
by the side of the road . Their vehicle is park­
ed nearby. 
•GM's Description: This doctor's vehicle 
has broken down and he cannot fix it. He 
roams the countryside helping the populace 
and keeping them fit. He needs the party for 
either help or transportation to the local 
town. He will offer money or services if the 
party seems hesitant. 

NPC Nr. C15: Recalcitrant 
Farm Boys (two dice) 
Small settlement 
ST(B) EN(B) DX(C) AY(B) IN(A) 
MP(B) EM(B) LD(B) AG(C) 
SS: Communal colony 
Skills: Urban O; Grav LT-1; Temp CD; En­
viron 4; Blades 2; Longarms 1; Unarmed 
Combat 2; Agriculture 4. 
Possessions: Horse cart, farm equipment, 
truck, rifle. 
•First Description: The party comes upon a 
small farming community which is in ob­
vious need of some new equipment. They are 
greeted by some of the locals. 
•GM's Description: These are a bunch of 
very proud people. They separated 
themselves from the rest of the population to 
prove their project could be done without 
assistance. If the party tries to leave and get 
them help, or suggests they do that, the 
farmers, led by the young men, will hinder 
the party from leaving. They do not want the 
knowledge they are actually struggling to 
leak out. Depending on the circumstances, 
violence is not impossible. 

NPC Nr. C1&: Land Owner 
Environ 
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ST(B) EN(B) DX(A) AY(A) IN(B) 
MP(A) EM(B) LD(A) AG(D) 
SS: Local establishment 
Skills: Urban O; Grav LT-1; Temp NL; En­
viron 3; Trading 2; Agriculture 3; Geology 1; 
Longarms 1. 

Possessions: Truck, rifle, short wave radio. 

•First Description: The party sees a sign 
stating "No Trespassing" followed shortly 
by a man in a truck pulling up behind them. 
•GM's Description: The man is a loner who 
has retreated to his tract of land hidden from 
society and deeply resents intrusions by 
anyone. If the party does not leave (as he will 
insist they do) he will not hesitate to fire on 
them. He is a bit nuts. 

NPC Nr. C17: Colonist 
Environ 
ST(B) EN(C) DX(B) AY(A) IN(B) 
MP(B) EM(A) LD(B) AG(B) 
SS: Poor colonist 
Skills: Urban O; Grav HY-2; Temp HO; En­
viron 4; Trading 2; Life Support 2; Shuttle 1; 
Agriculture 2; Mining 2; Glider 1. 
Possessions: Glider, knife, expedition suit, 
respirator helmet. 
•First Description: As the party travels 
cross-country, they find a person sitting on a 
rock looking very dejected. 
•GM's Description: This person is very 
tired of being a colonist and wants to leave. 
He will attempt to convince the characters to 
take him along anywhere they are going. If 
they refuse, he will not get violent, just more 
depressed. 

NPC Nr. C18: Miner 
Mountains 
ST(B) EN(C) DX(C) AY(B) IN(D) 
MP(A) EM(C) LD(C) AG(C) 
SS: Lower middle class 
Skills: Urban O; Grav HY-1; Temp NL; En­
viron 5; Planetology 4; Trading 3; Sled 4; 
Mining 3; Geology 5; Handguns 1; Laser 
Pistol 3. 
Possessions: Jetpack, expedition suit, sled, 
laser pistol, rifle, stun gun, short wave radio, 
geoscanner, chemanalysis lab, mining robot. 

•First Description: The party stumbles 
upon a very small mining operation with a 
few people and robots. 
•GM's Description: This trader has 
discovered a very rich gem deposit which he 
slowly mines, using the gems for barter to 
receive supplies . He will claim he mines a 
low-yield ore deposit which barely pays for 
itself. He is hiding the real information 
because he likes living relatively alone and in­
dependent. 

NPC Nr. C19: Lawman 
Road 
ST(C) EN(C) DX(D) AY(C) IN(B) 
MP(A) EM(B) LD(D) AG(D) 
SS: Skilled tech 
Skills: Urban O; Grav LT-2; Temp NL; En­
viron 4; Machine Gun 2; Longarms 2; Hand­
guns 4; Helicopter 3; Battlefield 2. 

Possessions: Helicopter, machine gun, nee­
dle pistol, impact armor, short wave radio. 

•First Description: As the party drives 
along a road, they are hailed and told to stop 
by an individiual in a helicopter. 
•GM's Description: The person is a lawman 
looking for a group who stole a vehicle like 
the one the party is riding in. If the party's 
papers and ID's are in order, they will not be 
hindered; otherwise the lawman will detain 
and possibly arrest the party, depending on 
how suspicious the party is. 

NPC Nr. C20: Villagers (two dice) 
Jungle, Forest 
ST(C) EN(C) DX(B) AY(B) IN(B) 
MP(A) EM(A) LD(B) AG(C) 
SS: Communal colony 
Skills: Urban O; Grav LT-1; Temp HO; En­
viron 5; Animal Drawn 4; Bows 4; Blades 2; 
Survival 4; Ambush 2. 
Possessions: A blade weapon, a bow 
weapon, arrows. 
•First Description: As the characters are 
foraging through· the undergrowth, they run 
into a group of backward natives, who are 
very curious about these strange looking in­
dividuals. 
•GM's Description: The villagers are 
harmless unless provoked, in which case they 
will fight to kill. They have valuable informa­
tion concerning the area (flora, fauna, gaudy 
mineral deposits) and, if communication is 
possible, they will serve as guides and helpers 
given good treatment by the party. 
(36.2) Rare NPC's 
NPCNr. R1: Psion 
Spaceport 
ST(B) EN(B) DX(B) AY(C) IN(D) 
MP(D) EM(B) LD(A) AG(C) 
SS: Independent trading family 
Skills: Urban 4; Grav NW-3; Temp CO; 
Environs (all) -4; Handguns 1; Pilot 1; 
Navigation 6; Psionic Boost 4; Mind Control 
3; Psionic Comm 4; Psion Tech 2; Life Sense 
2; Glider 1. 
Possessions: Expedition suit, stun gun, 
internal gravity web, propulsion gun. 
•First Description: In the course of tiding 
over between trips, the characters meet a 
psion who has just had a falling out with her 
old ship and crew. 
•GM's Description: The psion is a very 
beautiful woman who was relieved of her 
duties due to an ill-fated liaison with the 
pilot. Her career is checkered with this kind 
of behavior; her love affairs affect her 
performance too much. She will attempt to 
hide this as she needs work, and will try to 
sell herself just on her skills, which are 
impressive. 

NPC Nr. R2: Stowaway 
Spaceport (just before or after leaving) 
ST(C) EN(C) DX(B) AY(C) IN(D) 
MP(A) EM(B) LD(B) AG(B) 
SS: Lower middle class family 
Skills: Urban 1; Grav LT-1; Temp NL; 
Environ 2; Programming 6; Chemistry 4; 
Geology 3; Asteroid Mining 2; Planetology 
1; Laser Pistol 1. 
Possessions: None. 
•First Description: In a pressurized part of 
the ship, the characters discover a stowaway. 
He is unarmed, with little inclination to fight. 
•GM's Description: This human is trying to 



escape from an insane asylum. He has 
determined the planet which the characters 
are leaving is in danger of a huge seismic 
shock which will cause great damage. The 
authorities locked him up to prevent panic; 
they think he is crazy; the GM should decide 
for himself. 

NPC Nr. R3: Stowaway 
Spaceport 
ST(A) EN(B) DX(B) AY(B) IN(C) 
MP(A) EM(B) LD(A) AG(A) 
SS: Local establishment 
Skills: Urban O; Grav LT-1; Temp HO; 
Environ 3; Streetwise 1; Glider 1; Blades 1. 
Possessions: None. 
•First Description: In a stateroom, the 
characters find a lovely young girl attempting 
to hide in a closet . She is very docile and very 
nervous. 
•GM's Description: The girl is running 
away from her parents who treat her fairly 
well. She simply has never been in space and 
wants to see what it's all about . 

NPC Nr. R4: Clergyman 
Spaceport, Urban 
ST(B) EN(B) DX(C) AY(B) IN(B) 
MP(B) EM(B) LD(B) AG(C) 
SS: Skilled tech family 
Skills: Urban 1; Grav LT-1; Temp HO; En­
viron 2; Streetwise 2; Disguise 4; Forgery/ 
Counterfeiting 2; Blades 1. 
Possessions: Knife. 
•First Description: The party is approached 
by a man wearing odd clothes but with a 
strange smile on his face. 
•GM's Description: This individual will 
claim to be part of a local religion whose pur­
pose is to try to convince people to stay home 
rather than wander around the galaxy. He 
will engage the characters in conversation for 
as long as they will listen. During this time, 
he will pick their pockets. If caught, he will 
feign amnesia (or some other malady) and 
play upon the party's sympathy. If it looks as 
ifhe will be turned in, he will fight, but only 
to free himself and run away. 

NPC Nr. RS: Lawmen (one die) 
Spaceport, Urban 
ST(B) EN(C) DX(C) AY(B) IN(B) 
MP(A) EM(B) LD(C) AG(C) 
SS: Communal colony 
Skills: Urban 1; Grav LT-1; Temp NL; En­
viron 2; Streetwise 1; Laser Pistol 3; 
Automobile 2; Body Armor 1. 
Possessions: Laser pistol, stun pistol, nee­
dle pistol, reflective armor. 
•First Description: As the characters are 
strolling through the starport, a figure rushes 
by them followed shortly by other figures ob­
viously chasing the first one. 
•GM's Description: These lawmen are 
chasing an escaped criminal and will enlist 
the aid of the characters if they wish. This 
will be done by asking the crowd in general to 
help stop him. If the party aids and the 
criminal is apprehended, the lawmen will be 
extremely grateful and offer to assist the par­
ty in any logical way they can. 

NPC Nr. R8: Entertainer 
Urban, Town 
ST(A) EN(B) DX(C) AY(C) IN(B) 
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MP(A) EM(B) LD(A) AG(A) 
SS: Family runs planetary corporation 
Skills: Urban O; Grav LT-1; Temp NL; En­
viron 1; Disguise 8; Linguistics 3; Streetwise 
1; Diplomacy 1. 
Possessions: None . 
•First Description: As the characters are 
walking down a street, a luxurious ground 
vehicle stops and out steps a well-dressed in­
dividual. 
•GM's Description: This person is an enter­
tainer in an opera being performed tonight at 
this location . Unless the party makes some 
move to communicate with this person, the 
encounter will pass on by. If approached by 
the characters, the entertainer will gladly talk 
to them, being off-worlders as they are. 

NPC Nr. R7: Runaway 'Bot 
City 
Civ Level 8 Robot (#3) 
Systems: Aerodynamic, learning, self­
activation, weapon, weapon targeting. 
•First Description: The party sees a bot fly­
ing through the air toward them, firing a 
laser at random. 
•GM's Description: The bot has malfunc­
tioned en route to its owner, and has taken 
flight thinking it is mining for certain 
minerals . It must be disabled and brought 
under control. 

NPC Nr. RB: Pollce Vehicle 
Road 
ST(C) EN(C) DX(C) AY(C) IN(B) 
MP(A) EM(C) LD(D) AG(C) 
SS: Skilled tech family 
Skills: Urban 2; Grav HY-1; Temp HO; En­
viron 3; Streetwise 3; Battlefield 1; Laser 
Pistol 4; Handguns 2; Longarms 2; Unarmed 
Combat 1; Automobile 3; Body Armor 1. 
Possessions: Automobile, stun gun, laser 
pistol, rifle, impact armor, short wave radio, 
photographic equipment, jetpack. 

•First Description: If the party is driving, 
the vehicle pulls them over. If they are on 
foot, the vehicle pulls up next to them. 
•GM's Description: These are lawmen who 
saw the party, became curious, and decided 
to investigate. Unless there are any 
discrepancies, they will just ask routine ques­
tions and depart. 

NPC Nr. R9: Police Imposters 
Road 
ST(C) EN(B) DX(B) AY(B) IN(B) 
MP(A) EM(B) LD(B) AG(C) 
SS: Poor colonist family 
Skills: See RS. 
Possessions: See RS. 
•First Description: A police vehicle pulls 
the party over to the side of the road . 
•GM's Description: A group of thieves 
have stolen this vehicle and are out to make 
the most of the situation. They will, at the 
very least, claim the party's vehicle has im­
proper registration and attempt to impound 
the vehicle . If the party is not riding, they will 
attempt 10 appropriate the party's weapons 
and equipment, claiming their possession is 
illegal. They will fight if pushed far enough . 

NPC Nr. R10: Rangers (one die+ 21 
Environ 

ST(C) EN(B) DX(C) AY(C) IN(B) 
MP(A) EM(B) LD(C) AG(D) 
SS: Family fallen on hard times 
Skills: Urban 1; Grav LT-1; Temp NL; En­
viron 4; Ban le field 2; Machine Guns 3; Paint 
Guns 2; Military Ground Vehicles 2; Vehicle 
Tech 2; Treatment 1. 
Possessions: ATV (Civ Level 8), sub­
machine guns (Civ Level 5), paint guns (Civ 
Level 6), reflect/impact armor (Civ Level 6), 
vehicle kit , first aid kit. 
•First Description: As the party is travers­
ing a marsh , they come upon another vehicle 
paralleling their course. 
•GM's Description: This vehicle contains 
two rangers with the rest of them scattered in 
the marsh away from the party. Upon en­
countering the characters, the rangers will 
regroup and view the party with great suspi­
cion. The rangers are searching for a downed 
satellite containing valuable information. It 
is suspected a military power wanted the 
satellite and the rangers are wary the party 
may be involved. 

NPC Nr. R11: Hunter 
Woods, Forest, Jungle 
ST(D) EN(C) DX(C) AY(C) IN(B) 
MP(A) EM(A) LD(C) AG(D) 
SS: Independent trading family 
Skills: Urban O; Grav HY-1; Temp HO; En­
viron 4; Bow 6; Longarms 6; Ambush 7; 
Unarmed Combat 5; ATV 4; Streetwise 1; 
Weapon Tech 1; Bat I lefield 1. 
Possessions: One of the following: long 
bow and arrows; rifle, neuroscanner; 
weapon kit. 
•First Description: As the characters are 
travelling overland, they come upon a figure 
moving slowly through the brush . 
•GM's Description: This is a hunter who is 
after illegal game. He is extremely wary to the 
authorities and will be hesitant to deal openly 
with the characters. If he is questioned about 
what kind of game he is hunting, he will lie or 
divert the question, because poaching carries 
extreme punishment. He will resist capture 
violently. 

NPC Nr. R12: Archeologist 
Ruins 
ST(B) EN(B) DX(B) AY(B) IN(E) 
MP(C) EM(C) LD(A) AG(B) 
SS: Family runs planetary corporation 
Skills: Urban 1; Grav HY-2; Temp HO; En­
viron 4; Handguns 1; ATV 3; Sled 2; 
Diplomacy 1; Agriculture 2; Planetology 2; 
Programming 2; Biology 1; Geology 4; Con­
struction 4; Linguistics 3. 

Possessions: ATV, life support equipment, 
one laser pistol, superoid camera, 
chemanalysis lab, bioscanner. 
•First Description: As the characters are ex­
ploring ruins (or possibly just passing the 
time) they notice a woman carefully picking 
her way through some rocks. 
•GM's Description: She is an archeologist 
looking for information concerning elder 
civilizations. She is convinced man explored 
this part of the galaxy in a previous genera­
tion ; these are the ruins of that exploration. 
She will calmly present her evidence to the 
party. She is totally wrong. 



(36.3) Unique NPC's 

NPC Nr. U1: Civil Inspector 
Spaceport 
ST(A) EN(A) DX(B) AY(B) IN(C) 
MP(A) EM(C) LD(B) AG(C) 
SS: Lower middle class family 
Skills: Urban O; Grav LT-1; Temp NL; 
Environ 3; Streetwise 1; Handguns 1; 
Unarmed Combat 1; Agriculture 1; 
Planetology 2. 
Possessions: Stun gun, briefcase- with 
forms and papers. 
•First Description: As the characters 
lounge in the spaceport bar, a man 
approaches them with a very curious look on 
his face. 
•GM's Description: The man is an 
inspector looking for planetary exploiters 
and abusers. Men whose descriptions match 
the characters were seen in this bar just last 
week. He is highly suspicious of the party 
and will probably call in the lawmen unless 
truly convinced of his error. The odds of this 
happening are small. 

NPC Nr. U2: Technician 
Spaceport, Urban 
ST(C) EN(C) DX(C) AY(B) IN(C) 
MP(B) EM(C) LD(C) AG(D) 
SS: Oppressed minority 
Skills: Urban 1; Grav LT-1; Temp NL; 
Environ 3; Streetwise 4; Demolitions 3; 
Handguns 3; Blades 5; Disguise 3; Electro 
Tech 3. 
Possessions: Plastic explosives, timing 
device, pistol (Civ Level 6), knife, electro kit. 
•First Description: The party is informed 
while in port that electrical repairs have 
become necessary on their vehicles due to 
new fire control regulations. A repairman 
shows up to effect the repairs. 
•GM's Description: The man is an agent of 
an organization dedicated to random 
violence. Unless the characters take some 
precautionary measures, a timed explosive 
device will be implanted in either their ship or 
vehicle, whichever is applicable. The agent, 
by the way, has mistaken the characters' ship 
or vehicle for someone else 's. 

NPC Nr. U3: Spy 
Urban 
ST(C) EN(D) DX(D) AY(C) IN(C) 
MP(C) EM(B) LD(D) AG(D) 
SS: Poor colonist family 
Skills: Urban 2; Grav LT-2; Temp NL· 
Environ 3; Demolitions 3; Longarms 3; 
Handguns 4; Paint Gun 7; Linguistics 2; 
Disguise 5; Weapon Tech 2. 
Possessions: Needle pistol, plastic pistol, 
dagger, false JD . 
•First Description: A man in the same place 
~s the characters is shot by an unknown 
assailant. 
•GM's Description: If the characters help 
this man, they will eventually discover he is a 
federal spy operating to uncover a black 
market in computer parts wh_ich is 
undercutting the federally-sponsored 
corporations. The headquarters is on this 
world. The spy may die and leave the 
characters with clues and information; he 
may live and ask the party for some sort of 
aid in his task. 
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NPC Nr. U4: Local Doctor 
Town 
ST(B) EN(B) DX(C) AY(B) IN(C) 
MP(A) EM(B) LD(B) AG(C) 
SS: Skilled tech family 
Skills: Urban 1; Grav LT-1; Temp HO; En­
viron 2; Teaching 1; Diagnosis 3; Treatment 
2; Handguns 1; Chemistry 1. 
Possessions: Medical scanner (Civ Level 
8), chemanalysis lab (Civ Level 6), chemsyn­
thesis lab (Civ Level 7), plus various 
laboratory items such as flasks, microscope, 
etc. 
•First Description: As the party enters a 
small settlement out in the wilderness, they 
are introduced to the local doctor who, they 
are told, is also the mayor. 
•GM's Description: This individual has 
discovered rare trace elements in the drinking 
water which, when augmented with additives 
of his own creation, cause the local populace 
to be very docile. He is in semi-retirement 
and wishes nothing more than to remain here 
with the adulation of this town . He is not 
dangerous and will give up his dream if he is 
threatened. 

NPC Nr. U5: Art Dealer 
Urban, Suburban 
ST(A) EN(A) DX(A) AY(B) IN(A) 
MP(B) EM(B) LD(A) AG(A) 
SS: Family dominates planet 
Skills: Urban 1; Grav LT-1; Temp NL; En­
viron 1; Diplomacy 1; Trading 1; Forgery/ 
Counterfeiting 1. 
Possessions: Outside of his shop and 
clothing, none. 
•First Description: The party sees an in­
teresting work of art in the window as they 
walk into an art shop. 
•GM's Description: The work of art has 
been created to cover a masterpiece which 
was thought lost ages ago. The exact type of 
piece is left up to the GM. If the players are 
enticed to purchase the item, examination 
with a chemlab will give information as to the 
existence of the hidden work. The store 
owner will be very affable and will not push 
the item, which he believes to be a worthless 
piece of junk . 

NPC Nr. UI: Slaver 
Farmland 
ST(B) EN(C) DX(B) AY(B) IN(C) 
MP(A) EM(A) LD(C) AG(D) 
SS: Lower middle class family 
Skills: Urban 0; Grav NW-1; Temp NL; En­
viron 3; Agriculture . 6; Animal Drawn 1; 
Tractor 1; Truck 1; Trading 4; Longarms 2. 
Possessions: A hydroponic farm, farm 
equipment, rifle, slaves. 
•First Description: The party happens 
upon a huge hydroponic farm with many 
workers, and their owner approaches them. 
•GM's Description: This farm owner is also 
a slaver, the workers all being owned by him. 
On this planet there is no law preventing 
humans from owning others, and he has 
made such an arrangement economically 
feasible. He will hide the fact that he owns 
the workers for as long as possible and, if 
found out, will evict the characters from his 
land. He will fight if provoked. 

NPC Nr. U7: Artist 
Hills, Mountains 
ST(A) EN(B) DX(D) AY(C) IN(C) 
MP(C) EM(C) LD(B) AG(B) 
SS: Oppressed minority 
Skills: Urban 0; Grav LT-1; Temp NL; En­
viron 2; Glider 1; Teaching2; Survival 2. 
Possessions: Foodstuffs and sculpting 
tools. 
•First Description: As the characters round 
a bend on a backwoods road, they see an in­
credible edifice; it reflects light in all direc­
tions and seems unworldly. 
•GM's Description: This is a piece of 
sculpture created by a hermit artist who lives 
in a hut nearby. The artist retreated away 
from society to create this masterpiece; even 
to the untrained eye it is beautiful. It is so 
large that moving it would be impossible 
without heavy equipment. Thus, there is lit­
tle the party can do to hurt it. If the 
characters take hostile action, the artist will 
hide, confident his work will remain after the 
party has left. 

NPC Nr. UB: Disease Carrier 
Jungle, Forest, Woods 
ST(B) EN(B) DX(B) AY(B) IN(B) 
MP(B) EM(C) LD(B) AG(B) 
SS: Poor colonist family 
Skills: Urban 0; Grav NW-1; Temp CD; En­
viron 3; Agriculture 4. 
Possessions: Farm tools. 
•First Description: As the party forages 
through the brush, they come upon a small 
farm growing wild exotic tubers. 
•GM's Description: The farmer and his 
family all are carriers for a dread disease (the 
exact type is left up to the GM). They are im­
mune because they eat the tubers daily. If the 
characters take some of the food (which the 
farmer will offer), they will avoid getting ill 
until the supply runs out. 

(37 .O] Spaceship Encounters 
A spaceship encounter may occur when 

using the Deep Space or Planet Space col• 
umn of the Encounter Table . The following 
encounter descriptions indicate whether they 
occur in deep or planet space and are divided 
into common, rare, and unique categories. 
Remember, when the party is travelling in a 
spaceship, an encounter check is conducted 
once per day (24-hour period). 

[37.1) Common Spaceship Encounters 
1. Deep Space. While heading out of the 
system, the characters are hailed by a trading 
vessel heading into the system with some 
refined ore for the settlements. The vessel is a 
Corco Mu, and the voice on the radio is 
friendly. 

The GM should decide where this vessel 
is from and what world it is heading to. It 
poses no threat to the party. 

2. Planetary Space. The party's vessel is 
approached by a Dagger bearing federal ID 
and hailing the party to stop. 

This is a federal ship calling for routine 
inspection of the goods and material the ship 
is carrying. They will inspect closely and will 
hand out fines and arrest guilty parties if 
such items are found. 



3. Planetary Space. While in orbit, the 
party finds that a Piccolo has gained rapidly 
on them and hails them to slow up and 
prepare to be boarded. 

This is the Astroguard needing to ascer­
tain where the party's vessel came from, 
where it is going, and with what purpose. 

4. Deep Space. The party's ship passes a 
Corco Gamma heading out of the system. 

This is a Biological Survey Mission 
heading for a new system.' The presence of 
habitable worlds has just been confirmed 
and this is the first survey mission to go there 
to collect specimens. There is a suspicion of 
danger, and the ship has brought along some 
weaponry to defend itself. The crew is 
hopeful no danger will be present. 

5. Planetary Space. At first radar indica1es 
and then visual sightings confirm a Ter­
willicker 5(X)() is rapidly tumbling end over 
end toward the party's vessel. 

A collision is imminen1 unless the pilo1 
can avoid the accident. Make a check for col­
lision, using the accident procedure (see 
27.8). The rationale for this out-of-control 
spacecraft is left up to the GM . 

[37.2) Rare Spaceship Encounters 
1. Deep Space. As the party heads into a 
system from the jump point, they notice a 
Corco Zeta heading toward them at a brisk 
clip. No radio contact can be made, and 
there is no possibility of collision. 

The ship has been disabled by a meteor 
strike and cannot hail the party's ship nor 
maneuver in any fashion. If the party does 
not attempt to change course and catch them 
(a maneuver the GM should play out), they 
will drift helplessly into interstellar space. If 
it appears the party will not stop to help, the 
Zeta will attempt to gain their attention by 
firing their burster. 

2. Deep Space. Near the jump point into 
1he system, the party encounters a Corco 
Gamma drifting slowly. 

If the party attempts to raise the ship by 
radio, they will receive a brusque reply in­
dicating that all is well. Ac1ually, on board 
1hat vessel an argument is 1aking place 
between the navigator and the captain con­
cerning the fact they have jumped to a system 
they did not wish to. The psion on the Gam­
ma will attempt to contact the psion on the 
party's vessel to ask for help. 

3. Planetary Space. The party's vessel 
passes a Clarinet. 

This is a scientific mission carrying sup­
plies to a colony on a far-off star. The colony 
is new and needs all the help it can get. The 
Clarinet's communications officer asks if 
any on the party's ship are interested. 

[37.3r Unique Spaceship Encounters 
1. Deep Space. A Piccolo, obviously 
damaged, is drifting out near the jump point. 

The crew of IO are criminals and wish to 
hijack the party's vessel. Their maneuver 
power is gone, but they can st ill fight. They 
will feign innocence and will try to get on 
board the other vessel armed and try for a 
1akeover. They jumped into this system 
escaping from authorities. 
2. Planetary Space. A ship of totally 
unknown design is in a slow elliptical orbit 
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around a moon. 

This ship is either (a) and old space 
probe or (b) a wrecked alien craft. The GM 
should decide for himself, as he should also 
decide why it is derelict. This encounter may 
need a great deal of time to play out. 

[38.0] Accidents 
The accident s listed fall into two 

categories: those the characters can prevent 
and those they cannot. The GM may choose 
from either category. The accidents they can 
prevent will involve a check which deter­
mines whether their skill has avoided the un­
fortunate occurrence. When any incident oc­
curs in which equipment becomes damaged, 
the characters' tech skills may be called upon 
to effect repairs. 

The procedure for effecting the repair of 
an item is detailed in 13.1. See 27 .8 for addi­
tional information on accidents. 

The base chance to avoid a common (C) 
accident is 75%; a rare (R) accident, 50%; 
and a unique (U) accident, 25%. Each of the 
following accident types can occur in any one 
of the three possible degrees indicated (C, R, 
orU). 

(38.1) Avoidable Accidents 
Vehicle Accidents 

(Cl A rut in the road causes possible loss of 
control. (RI An underground stream has 
caused a sink hole to appear just in front of 
the vehicle; try to avoid getting stuck. (UI A 
landslide threatens to bury the vehicle. 
(Cl While travelling near a marsh, the 
ground begins to sink away; try to avoid be­
ing mired. (RI A sudden seismic tremor 
causes possible loss of control. (UI A sudden 
increase in volcanic activity causes magma to 
spurt toward the vehicle; try to avoid it. 

(Cl While travelling along a cliff, a wheel 
slips toward the edge; try to avoid becoming 
stuck. (RI Brakes begin to act sporadically 
while rolling down a hill; try to avoid possi­
ble accident. (UI Earthquake causes large 
fi ssure to form in road; try to avoid falling in. 

(Cl In a city, another vehicle ignores a traffic 
signal and heads directly toward your vehi­
cle; try to avoid it. (RI While driving by a 
construction site, a beam has broken loose; 
try to avoid it falling on you. (UI A crazed 
pedestrian steps right out in front of your 
vehicle; try to avoid running him over (an 
NPC encounter may result if you succeed). 

Suit/ Armor Accidents 
(Cl If character's Gravity Skill Level is less 
than 1, a fall is possible. (RI The character 
has wedged his boot into a crevice; try to ex­
tricate it without causing damage . (UI A 
violent wind storm has sprung up carrying 
with it debris and small rocks; try to reach 
cover without being pummeled. 

(Cl A boulder comes rolling down a hill; try 
to avoid being struck. (RI Ice cracks open in 
front of you; try to avoid falling in . (UI Jet­
pack is buffeted by winds; try to land safely. 

Air Vehicle Accidents 
(Cl Downdraft threatens to pull craft off 
course; try to regain control. (RI Electrical 
storm causes instrument loss; try to land 

safely. (UI Violent hail storm forces an 
emergency landing. 
Marine Vehicle Accidents 
(Cl Large swells cause difficulty in reaching 
land ; try to return safely. (RI Violent storm 
threatens to swamp vessel. (UI Huge creature 
collides with vessel and possibly capsizes it. 

Outer Space Accidents 
(Cl As you try to land your shuttlecraft, 
unexpected terrain threatens to cause landing 
problems. (RI As your ship comes out of 
hyperjump, you encounter a meteor storm; 
try to avoid collision. (UI Flying through the 
tail of a comet causes instrument malfunc­
tion; the ship must be flown manually. 

(Cl Near the spacecraft, a shuttle loses con­
trol and heads for your craft; try to avoid col­
lision. (RI Some unexplained disturbance 
causes your orbit to decay; try to avoid fall­
ing into atmosphere before gaining control. 
(UI Shuttle landing gear fails; try to avoid 
crash. 

(38 .2) Unavoidable Accidents 
Common 
• If in a poison or corrosive atmosphere, a 
scanner will stop giving correct readings. 
• If in a thin atmosphere, a chemsynthesizer 
will stop cold. 

• If in any star system other than an "M" 
spectral class, star flares cause photographic 
equipment to malfunction . 

• If in a contaminated atmosphere, any radio 
will not work. 
• If in a vacuum, any holographic equipment 
will not work. 

• A violent storm brews up and any exposed 
equipment is damaged. 
• A mild seismic quake topples any exposed 
equipment . 

• If in a temperature zone above 100°, any 
cooling system will malfunction. 
• If in a corrosive atmosphere, any air system 
will shut down . 

• The ignition for any ship drive system fails. 

• Computer freezes up . 

Rare 

• Any character in a temperature type (CD 
or HO) 2 removed from his home type con­
tracts a disease. 
• A captured creature destroys its cage and 
attempts to escape. 

• A robot stop following commands . 
• A meteor strikes ship causing damage. 

• In a stressful situation, any force field 
overloads. 

Unique 
• If in a corrosive atmosphere, any equip­
ment exposed will deteriorate. 
• Any hand-held energy weapon explodes. 

• Any grenade explodes. 
• Any spaceship pod begins to leak. 

• Any computer will not allow access to in­
formation. 
• Any Civ Level 8 robot attacks it s owner. 

As with the other lists, this one is intend­
ed 10 guide and inspire the GM, not limit 
him . Feel free to invent your own accidents. 



X. Adventure: 
Lost on Laidley 

This chapter presents a complete star 
system and adventure for use by the GM and 
a suggested five players. It is recommended 
that this adventure be played before the GM 
starts designing his own worlds and adven­
tures, so that all concerned get a good grasp 
of the many game systems and opportunities 
that are available. Before beginning the 
adventure session, the GM should read all 
the Sections of the Chapter. He should allow 
the players to see Sections 39.0 and 40.0, the 
Orionis Star System Log, the three World 
Logs, and the Environ hex map only. The 
GM should have a good grasp of the rules in 
the GM Guide and the players should at least 
be aware of the importance of their 
characteristics, skills and equipment. 

The adventure takes place in the Orionis 
star system (see 39.0). However, use of the 
star system need not stop with this adven­
ture. The GM may wish to begin his own 
adventures in this system or borrow ideas 
from it when creating his own systems. The 
Orionis system was generated in exact accor­
dance with the rules of Chapter VI and serves 
as an example when learning the world gen­
eration system. 

[39.0) The Orionis System 
The GM and the players should look 

over the Orionis Star System Log and the 
three World Logs included in this booklet. 
All the basic information about the system is 
explained on the logs. Historical information 
and additional details can be found in this 
section. With the exception of some undis­
covered resources on Laidley, all the infor­
mation would be known by the characters. 

Orionis is an F6 type star (yellow-white) 
26 light years from Sol. It is the most distant 
system to be extensively colonized by the 
federation. Eighty years ago (in 2251), ex­
ploration and colonization of the system 
opened with the arrival of an expedition 
financed by a South American conglomer­
ate. Its efforts to colonize Titus were soon 
overshadowed by the arrival of a Scandina­
vian coalition on Kryo. The Nordic settlers 
quickly turned their small, cool planet into 
the center of activity in Orionis. The system 
is peaceful, and federal control is thus light. 
A volunteer Astroguard squadron operates 
out of the Kryo spaceport, and a federal 
ranger brigade bivouacs in New Oslo (with a 
battalion detached to Titus). If necessary, 
federal naval and trooper forces will hyper­
jump in from sector headquarters. 

Aside from the information on the 
System Log, no details are provided for 
Acarpous, a huge, hostile world. If the GM 
wishes to use the planet or its moons for an 
adventure, he should complete the proce­
dures outlined in 24.0 and 25.0 of World 
Generation. 

(39.1.) Titus is a large, humid planet 
with 20,000 settlers living on its 
scattered islands. 

When colonization of the Orionis 
system began, Titus was considered the 
prime candidiate for system supremacy. 
However, the lack of high value resources 
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and its restrictive escape velocity retarded 
development; Kryo became the center of 
Orionis commerce. Titus has a spectacular 
set of rings and, orbiting further out, a small 
moon (1HP, not shown). A small spaceport is 
located in Orion, the planet's capital and 
largest town, with limited freight service to 
Kryo, but no interstellar facilities. The col­
onists generally live in a manner similar to 
life in 1900- some industrialization combin­
ed with heavy agriculture. The major re­
source of Titus is its delicious high-protein 
fruits, found in great abundance throughout 
the temperate climates. Demand for this fruit 
keeps merchants coming to Orion to take the 
delicacies to other worlds (where they are 
sold at exorbitant prices). Surface shipping is 
the main form of transportation on the calm 
seas of Titus, and most of the settlements hug 
the coastlines. 

The following environs of Titus are of 
special interest. Titusian fruits exist in each 
environ with edible plants. 
n02 Edible plants 
n03 2,000 people, iron, edible plants 
n06 Edible plants 
n09 9,000 people (including 6,000 in Orion 

and a federal ranger battalion), edible 
plants, cesium, iron 

n12 3,000 people, edible plants, copper 
n18 Iron 
n20 Helium 
n23 1,000 people, copper 

s06 Edible plants 
s03 Chlorine 
s13 Edible plants 
s12 Edible plants 
s10 Edible plants 
s09 Edible plants, 5,000 people 

[39.2) Kryo, the capital world of the 
Orionis system, is a small cool planet 
with 10 million inhabitants. 

A coalition of Scandanavian countries 
began colonization of Kryo soon after Titus 
was settled. Taking advantage of the planet's 
slight gravity and its abundance of natural 
resources, the colonists quickly set up a 
viable industrial base. Kryo's major exports 
include precision machine tools, tech kits, 
light weaponry, and high-quality optical 
equipment. Kryo is prevented from full fi­
nancial independence by its lack of resources 
necessary to manufacture armor, spaceships, 
medicines, and related goods. These things 
and such basics as wood and fertilizers must 
be imported. Kryo's orbiting spaceport pro­
vides freight service and limited passenger 
service to and from Sol and a few nearby 
systems. The installation is small, supporting 
an Astroguard squadron, light repair 
facilities, and a combined Kryo/Federal staff 
of 60. A shuttle service flies between the 
spaceport and New Oslo twice daily. 

The environs of Kryo contain the 
following: 
n01 Iron, argon 
n02 1 million people, edible plants, light 

fiber plants, carbon chemicals 
n03 7 million people (including I million in 

New Oslo), federal ranger brigade, car-

bon chemicals, edible plants, light 
fiber plants, iron, phosphorus 

n04 200,000 people, aluminum, sulfur 
n05 Iron, aluminum, carbon chemicals 
s01 Iron 
s06 500,000 people, nitrogen, chemicals, 

carbon chemicals, edible plants, iron, 
silver 

s04 Iron, aluminum 
s03 1.3 million people, nitrogen chemicals, 

edible plants, carbon chemicals, iron 
s02 1,000 people, nitrogen chemicals, car­

bon chemicals, edible plants, iron 
(39.3) Laidley is an unsettled planet on 
which most of the adventure occurs. 

As described in 40.1, Laidley recently 
hosted an unsuccessful exploration mission 
of about 100 explorers and pioneers from 
Kryo . One side of the planet always faces 
Orionis; thus, temperatures vary on the 
planet much more than on most worlds (see 
below). Although Laidley has no appreciable 
surface water, the warmer environs show 
traces of moisture. A network of small 
streams has been observed in a lightly 
vegetated area (Environ 7). The environs of 
Laidley have the following average 
temperatures and resources: 

n01 0° 
n02 25? nitrogen chemicals 
n03 -25? radioactives 
n04 -25? silver 
n05 25? nitrogen chemicals, silver 
n06 75? nitrogen chemicals, silver, 

phosphorus 
n07 50? nitrogen chemicals, edible plants, 

adamantine 
n08 0? cesium 
n09 - 50? radioactives 
n10 - 75? ammonia 
n11 - 50? mercury 
n12 0? silver 
n13 50? nitrogen chemicals , edible plants 
s01 0? germanium 
s06 25°, silver, germanium 
s04 -25°, germanium 
s03 - 25 °, phosphorus, germanium 
s02 50°, silver, nitrogen, phosphorus 

Note: Many of these resources may be 
undiscovered. If the GM wishes, he may con­
ceal their presence from the players. These 
resources have little effect on the enclosed 
adventure, but the GM may come up with a 
geological expedition to Laidley to hunt for 
undiscovered resources (radioactives, silver, 
and adamantine would certainly be finds). 

[40.0) The Players 
and the Characters 

Once the GM has assembled the players 
who are going to participate in this adven­
ture, they should decide whether or not to 
generate their own characters. Lost on 
Laidley is designed as a learning experience 
for all concerned, and it might be better if 
each player is free to experiment with the 
game systems without the fear that a mistake 



would cause his character's death. To 
facilitate this, five pre-generated characters 
are detailed in 40.2 through 40.6. These 
characters are varied in their characteristics 
and skills to allow many game systems to be 
used during the adventure. They are also 
designed to mesh well with the mission as it 
stands. These characters may only be used 
until the end of the adventure on Laidley. 
After that the GM should have players 
generate their own. 

If there are five players, the GM assigns 
each player one character or allows them to 
be chosen randomly. With fewer than five 
players, certain players may play more than 
one character or the GM may play any which 
are left over. It is not normally recommended 
that a player control more than one charac­
ter, but for this adventure the GM may allow 
it. If the GM decides not to use all five 
characters, they should be chosen by priority. 
Each character is listed in order of his impor­
tance to the successful completion of the mis­
sion. Character #1 is the most important, 
character #5 the least. The players should be 
informed of this information only if they 
question the selection of characters; other­
wise they may receive clues as to the proper 
way to resolve the adventure they might not 
have thought of themselves. 

If the players wish to generate their own 
characters, the GM should allow it, remind­
ing the players of the rationale discussed 
above. To aid in the successful completion of 
the mission, the GM may assign one or two 
of the pre-generated characters to aid the 
fledgling party. Characters #1 or #2 (or both) 
would be ideal choices. As before, the 
players could run these additional charac­
ters, or the GM may run them as NPC's. 

Once the players have their characters, 
the GM should examine their Character 
Records for completeness and accuracy. 

If the players are using the pre­
generated chartacters, the players should 
give their character a name. Note: The En­
viron Skill Level is listed for each character's 
Home Environ only; all other environ Skill 
Levels should be extrapolated as explained in 
Case5.4. 

[40.1) The GM should read or 
paraphrase the following background 
of the adventure for the characters. 

This is the story of the ill-fated expedi­
tion that Darmath Svenson, the adventure's 
sponsor, will present to the characters as he 
heard it from the expedition's commander. 
The characters have been hired by Svenson to 
go on this mission. If the players are using the 
pre-generated characters, it was through 
their explorer character that the initial con­
tact was made with Darmath's secretary. If 
the players are using their own characters, 
the GM should invent the connection. The 
characters are escorted into Darmath's per­
sonal office, located somewhere in down­
town New Oslo. It is the office of a man who 
is president of his own trading firm , a firm 
which is doing very well financially. Darmath 
is a dashing middle-aged man in good shape. 
For a complete description, see 41.1. He 
will ask the characters to make themselves 
comfortable and will then relate this tale: 

One year ago, a scientific expedition set 
out from New Oslo for Laidley (see 39.0 for 
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information concerning the system, which 
should be shown to the players). The expedi­
tion was concerned with exploration and 
mapping of that world in preparation for 
possible colonization. They landed without 
incident, set up Laidley Base I, and then pro­
ceeded to investigate the area (Environ 13 of 
the World Log). Laidley proved very in­
hospitable, having a poison atmosphere and 
almost no water. A great deal of the expedi­
tion's time was spent synthesizing oxygen 
and water. Some readings seemed to indicate 
there was some water underground. One 
favorable attribute was the plant life; not on­
ly was it edible, but very flavorful as well. 
Another interesting item was a strange 
creature which the expediton called an 
Auroch. It was a docile herd animal, vaguely 
swine-like, which roamed the world. The 
Aurochs never threatened the expedition, be­
ing herbivores and appearing very stupid. 
Various sighting of other creature types ex­
cited zookeepers on Kryo, and a biological 
survey mission had been planned for early 
next year. These detailed creature reports had 
been sent back by the expedition's biologist, 
Mordecala Svenson, Darmath Svenson's 
sister. 

After eight months of painstaking ex­
ploration and examination, the expedition 
was ready to give up on Laidley. There was 
not enough water to justify active coloniza­
tion. Then one day scanning revealed traces 
of surface water 8,000 km west of Laidley 
Base I. Mordecala was chosen to lead a small 
scouting party to the site to investigate. They 
chose a Floater to avoid the volcanic range to 
the west. 

This scouting party consisted of 10 ex­
pedition members, all of whom disappeared. 

Their journey took 200 consecutive 
hours of flying. The trip was uneventful until 
the end. (At this point, Svenson will play a 
tape of the scouting party's last radio 
transmission. They had been having trouble 
with the radio's transmitter and the message 
is garbled as a result .) 

" .... having a . ... . with monopole elec-
trical sy- ..... possibly .... .land the Floater 
here ..... water!. .... oh, no ..... Cord, help 
steady the ..... going to land ..... the lake ... -" 

The voice was a female, and Darmath 
will tell the characters the voice was 
Mordecala's. 

Three days after the last transmission, 
the volcanic range became active, and the ex­
pedition's safety was in jeopardy. Because 
the world showed so little promise, the ex­
pedition commander (Svenson here indicates 
extreme disgust with the choice) chose to 
leave the world . Knowing the fate of the 
scouting party was in doubt (but fearing the 
worst) the commander ordered a fly-by of 
the area from where the party's last transmis­
sion was received. Upon seeing no trace of 
them, not even the wreckage of the Floater, 
the commander ordered a state funeral for 
the 10 and returned to Kryo. Questioned 
upon his return, the commander admitted 
that, because no trace at all had been spot­
ted, there was doubt as to the fate of the 
scouting party. The funerals were cancelled. 
All investigators admitted the curious fact 
was the absence of any metal debris, but 
most concluded the party's Floater had sunk 
into the lake which was mentioned. 

Svenson believes there were no remains 

because the party had landed the Floater, 
repaired it, and proceeded to return to 
Laidley Base I. Their radio was inoperative, 
so they could not have radioed in, and the ex­
pedition left without them. At least, this is 
the hope he is clinging to. The accident oc­
cured four weeks ago. 

Svenson will supply the party with all 
the necessary equipment and transportation 
to Laidley. He will drop them off on the 
world at Laidley Base 1 on his way out­
system to complete a business deal. His ship, 
the Star Vision (Corco Iota class), will carry 
the characters, a crawler, and plenty of 
equipment to Laidley, and the ship's lander 
will provide transportation to the surface. If 
the missing expedition has not returned to 
the base, the characters will have 18 days 
to complete ·their mission, for then Svenson 
will be returning to Kryo, and will stop at 
Laidley to pick them up. The characters will 
be able to contact the ship from anywhere on 
Laidley via their vehicle's radio and they will 
be picked up wherever they are at the mo­
ment. 

Their mission is to first find out what 
happened to Mordecala. Svenson wishes 
concrete proof of one form or another; he 
wants to be sure of what happened to her. 
Second, any unusual creatures the characters 
can capture and bring back with them they 
will be paid for (Svenson is not interested in 
the Aurochs). 

The characters are offered 5 Trans 
apiece for completing the mission, and dou­
ble that if any interesting creatures are cap­
tured. Svenson will pay triple that if concrete 
evidence of Mordecala's fate is brought 
back. 

Svenson will gladly answer any ques­
tions the characters present to him, then he 
will urge them to prepare themselves for the 
mission, as he wishes to leave tomorrow. 

[40.2) Character 11: Explorer 
ST: 5 EN: 4 DX: 4 AV: 5 IN: 7 
MP: 3 LO: 7 EM: 4 AG: 8 
SS: Family fallen on hard times 
Age: 28 Money: 600 Mils 
Skills: Urban 1; Grav NWl-1), LTl21, 
HVl-11, EXl-31; Temp NL; Environ 
MN/LV 14); EVA 2; Handguns 2; Pilot 2; 
Survival 2; Ground Vehicles-ATV 3; Biology 
1; Geology 1; Streetwise 1. 
Possessions: None except clothing. 

[40.3) Character 12: Scientist 
ST: 4 EN: 5 DX: 5 AV: 3 IN: 9 
MP: 2 LO: 3 EM: 4 AG: 3 
SS: Skilled Tech Family. 
Age: 32 Money: IOTrans, SOOMils 
Skills: Urban 0; Grav NW(1), Lt( -11, 
HV(-3), EX(-51; Temp CD; Environ 
PK/WO (3); Chemistry 3; Planetology 3; 
Biology 3; Geology 1; Laser/Stun Pistol 1: 
Ground Vehicles Truck111; Vehicle Tech 1; 
Streetwise 1. 
Possessions: Civ Level 6 chem synthesizer, 
clothing. 

(40.4] Character 13: Space Trooper 
ST: 6 EN: 6 DX: 7 AV: 6 IN: 4 
MP: 2 LO: 6 EM: 3 AG: 8 
SS: Lower Middle Class. 
Age: 32 Money: 3 Trans, 600 Mils. 
Skills: Urban 1; Grav NW(-3), LT(0I, 



HY(2), EXI0l; Temp HO; Environ HL/VO 
14); Body Armor 4; Machine Gun 2; Paint 
Gun 3; Suit Tech 1; Ground Vehicles ATVl1l; 
Laser/Stun Pistol 3. 
Possessions: Reflect/impact armor (Civ 
Level 7), clothing. 

[40.5) Character 14: Doctor 
ST: 4 EN: 4 DX: 8 AV: 4 IN: 9 
MP: 2 LO: 2 EM: 6 AG: 4 
SS: Local Establishment. 
Age: 36 Money: 4 Trans, 600 Mils. 

Skills: Urban 2; Grav NWI -1), LTl1l. HY 
( -1 l. EXI - 31; Temp NL; Environ FL/JU 
(21; Teaching 3; Diagnostics 4; Treatment 3; 
Ground Vehicles Automobiles(1I; Laser/ 
Stun Pistol 1; Electro Tech 2; Physics 1. 

Possessions: Medi scanner (Civ Level 6), 
clothing. 

[40.6) Character 15: Ex-Scout 
ST: 4 EN: 3 DX: 4 AV: 4 IN: 6 
MP: 2 LO: 3 EM: 7 AG: 5 
SS: Skilled Tech Family. 
Age: 24 Money: I Tran, 300Mils. 
Skills: Urban 0; Grav NWl1l, LTl-1I, HY 
(-31, EX(-5I; Temp HO; Environ PK/VO 
121; EVA 2; Handguns 2; Pilot 2; Survival 2; 
Air Vehicles Gliderl1l, Direct Liftl1l; Treat­
ment 1; BiolQgy 1; Suit Tech 2. 

Possessions: None except clothing. 

[40. 7) Darmath Svenson will provide 
The characters with the following 
equipment for their use on Laidley. 
Crawler (ATV). See 21.1 and the Land Vehi­
cle Chart for all specifications on this vehicle. 
The crawler has an oxygen synthesis system 
programmed to work in the poison at­
mosphere of Laidley. Four weeks of food 
and water for five are aboard. The rear oft he 
vehicle is sealed off from the passenger com­
partment to provide 10 cubic meters of space 
to store creatures in their own atmosphere. 
An air lock large enough for one man sepa­
rates the two compartments. Built into the 
crawler are a planetary shortwave and a 
neuroscanner. 

The following items are loaded into the 
crawler: six Civ Level 7 expedition suits 
(character #3 will probably want to use his ar­
mor instead); one Civ Level 8 bioscanner; 
one Civ Level 8 chemsynt hesizer; one first 
aid kit; one energy scanner; one basic repair 
kit; one suit kit; one Civ Level 8 electrokit; 
on~ Civ Level 6 vehicle kit; four force cages; 
one super cage (eight cubic meters); two metal 
cages (one cubic meter each); three Civ Level 
8 laser pistols; two Civ Level 5 pistols; two 
Civ Level 8 stun pistols; one Civ Level 6 paint 
gun; one Civ Level 8 needle pistol; and 
binoculars. 

The characters may also bring along any 
equipment they already own. If they wish to 
leave any behind, Svenson's associates in 
New Oslo will watch it. 

[41.0] The Gamesmaster's 
Background 

The situation as Darmath Svenson 
described it to the characters is accurate as 
far as it goes. His suppositions concerning 
the fate of the missing expedition are er-
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roneous, however. Nothing of the fate of the 
missing explorers is known to anyone but its 
five surviving members, and the players 
should not be able to find out any of it unless 
they find the explorers . 

The description of Svenson is a guide as 
to how his part should be played by the GM. 
The final interpretation of his personality is 
up to the GM, as he is the one who will be 
"acting" the part of Svenson for the player's 
benefit. 

The Fate of the Missing Explorers 
The floater carrying Mordecala Sven­

son, Cord Tenon, and their eight compa­
nions suffered electrical problems as it flew 
over the jagged peaks of the Kishtu Heights . 
After their radio failed, they spotted the lake 
(hex 1622 of the environ map) and chose to 
land the craft on its surface. Immediately 
after the floater settled on the lake, acidic 
agents in the water began corroding the 
metallic underside of the craft. The explorers 
threw a large liferaft in the water, correctly 
assuming the acid would not eat through its 
synthetic construction. Wearing expedition 
suits and carrying what equipment they 
could, the 10 made for the shore 500 meters 
away. Looking back, they saw a transparent 
slug-like thing (the slug in natant form, see 
42.3) drag their dissolving floater beneath the 
surface of the rolling lake. 

Mordecala lead the party away from the 
deadly lake northeast to a cave in hex 1522. 
There Cord set up their chem synthesizer to 
purify water from a nearby stream and 10 
synthesize oxygen from the atmosphere. 
However, it soon became clear that the initial 
supply of oxygen in their suits and the 
amount the synthesizer could produce would 
not be enough to sapport more than five peo­
ple after five days. They were saved from a 
grisly decision when the four days were near­
ly up by the horrifying arrival of the slug in 
its new incarnation. Three explorers died 
right away during the slug's attack and two 
others died due to exposure to the poison at­
mosphere when their suits were punctured in 
combat. Mordecala discovered that beam 
weapons hurt the creature terribly and thus 
was able to drive it away. Rather than chase 
the slug, Cord, Mordecala and the other 
three survivors tended to their fallen com­
rades and then moved their camp to a large 
clearing with a good field of vision. 

The five remained there for days, exert­
ing themselves as little as possible so as to 
conserve oxygen. There was plenty of 
purified water and they knew that some of 
the plants around them were edible. The slug 
returned a few times but was easily driven off 
with beam and stun weapons. Ten days after 
the crash, they were finally able to repair 
their radio and attempted to contact Laidley 
Base. Unbeknownst to the survivors, the 
Laidley expedition had already departed 
(they had been in the cave during- the fly­
over). Totally unaware of the departure 
plans, Mordecala and Cord could only 
assume that their radio had an undetectable 
transmission problem. 

Unless the characters are delayed , they 
will touch down at Laidley Base 30 days after 
the crash of the floater. The survivors are 
totally bewildered by the lack of a rescue at­
tempt, but refuse to give up hope. Occa­
sionally they will shoot off a flare or transmit 

with their seemingly defective radio. The slug 
has not bothered them for the past 15 days. 
(41.1) Darmath Svenson hires the 
characters to undertake the adventure 
while in New Oslo on the planet Kryo. 

A wealthy interstellar trader (dealing in 
high quality optics), Darmath Svenson had 
very little to worry him. He had cut quite a 
swath through the society of New Oslo . Hav­
ing inherited the business from his en­
trepreneur father, his own acute trading in­
stincts had set him up for life financially, and 
his taste for sporty ground cars and even 
sportier women was legendary. His exotic 
whims ranged from various spices to strange 
alien creatures. This devil-may-care existence 
was shattered with the news his sister 
Mordecala had been lost on an expedition to 
the planet Laidley. 

News of her demise was sketchy at best, 
but Darmath was determined to discover 
what had happened. Along with his sincere 
concern for his sister was his curiosity regard­
ing rumors of very strange creatures inhabit­
ing the planet. He instructed his secretary to 
examine his company's files for an explorer 
he could hire for this mission. She discovered 
a man who had grown up in an environ 
similar to the one in which his sister was lost, 
and also knew how to operate an ATV. A 
man of such qualifications could retrieve any 
creatures encountered and also search for 
any trace of Mordecala. Darmath was not 
quite sure his sister was dead (although he 
feared the worst), and would not truly accept 
her fate without concrete proof. His 
characteristic ratings are: 
ST: 5 EN: 6 DX: 3 AV: 3 IN: 8 
MP: 2 LO: 6 EM: 4 AG : 2 
SS: Independent Trading Family. 
Skills: Urban 2; Gravity Lt 1; Temp NL; En­
viron MN/WDl2I; Pilot 2; Economics 4; 
Trading 5; Automobile 3; Shuttle 2; Motor­
boat 2; Gambling 2; Biology 1. 

Darmath is a handsome male of Scan­
dinavian descent; he is middle-aged, but in 
very good shape. He does not wish to actual­
ly risk his own skin and instructs the party as 
such. His little sister Mordecala was/is very 
close to him and resembles him slightly 
(enough so that the characters would notice). 

(41 .2) The adventure begins as the 
characters board a transporter shuttle 
with Darmath Svenson at the New 
Oslo terminal to fly to the Kryo orbiting 
spaceport. 

The trip to the spaceport takes about an 
hour. Six hours after the characters arrive at 
the spaceport, the Star Vision is ready to 
depart. While waiting, the characters will 
undergo a short courteous federal inspection 
(Svenson is known and trusted at the Kryo 
spaceport). The rest of the time is the 
characters' to do with what they will. The 
journey from Kryo to Laidley in the Star Vi­
sion takes about six days (calculated in ac­
cordance with 33.0). 

The Star Vision is a Corco Iota Class 
luxury freighter with the following pods: 
light weapon, augmented jump, energy, full 
service luxury, crew, lander, standard cargo, 
buffered cargo, living cargo. All pods are ar­
mor Class I. The ship is fully crewed; the 
characters may relax during the voyage. 



After going into orbit around Laidley, 
the characters will be directed to the ship's 
lander pod where they will board the Spectral 
Dancer. Dancer's pilot informs the 
characters that the craft cannot land in steep, 
mountainous terrain (anything greater than 
Terrain Value 2), so when the characters call 
for pick-up in 18 days, they should be in 
an accessible area. The lander will depart the 
Star Vision and deposit the party, and all 
their equipment about 100 meters from the 
remains of Laidley Base .I. No sign of the 
missing expedition will be found at all . The 
characters are on their own . 

During the transit from New Oslo to 
Laidley Base I, the GM should check for en­
counters in accordance with 27 . 1, using the 
appropriate column of the Encounter Table. 
It is possible that an encounter on the way to 
Laidley will delay or alter the conduct of the 
mission. 

[42.0) Laidley 
Once the characters have landed at 

Laidley Base and the lander has departed, 
they have entered into the heart of the adven­
ture. The GM should read this Section 
carefully, to familiarize himself with the 
overall situation on Laidley so that he may 
properly interact with the characters as they 
seek their goals. 

Environ 13 (containing Laidley Base) 
and the environs lying between it and the sur­
vivors' environ do not have environ hex 
maps. The characters will probably plot a 
route of travel between the base and the lake 
area in Environ 7. A likely route will take 
them through 2,000 km of Environ 13, 2,000 
km of Environ 5, and 2,000 km of Environ 2, 
from which they would enter Environ 7 in 
hex 0130 to 0135 . Of course, the GM should 
not suggest this route, but should keep in 
mind that if the party is not travelling the en­
tire length or width of an environ, he should 
estimate the distance they traverse . 

Laidley Base is a group of simple huts 
which may be sealed from the poison at­
mosphere . Some heavy equipment has been 
left behind, including an operable oxygen 
synthesizer that will provide for at least 30 
people. The party will find nothing of use 
that may be carried in the crawler (the syn­
thesizer is the size of a small hut). 

(42.1) A hex map of Environ 7 on 
Laldley ls provided for use by the GM 
and the players. 

The GM should show the players this 
map before starting the adventure. It is 
assumed all the information on the map was 
gathered during an orbital mapping flight 
well before the character's mission. 

Environ 7 is a light vegetation/moun­
tainous environ, and most of the map shows 
features of this type. Some variation in the 
form of peaks, hills, flat areas, barren areas, 
and woods are also present. Some volcanic 
areas exist on the east and south edges (adja­
cent to environs 6 and 18). The mass of peaks 
in the middle of the environ form the Kishtu 
Heights, a series of canyons and steep moun­
tains. Winding through the Kishtu is a net­
work of small streams and dry stream beds 
that lead to the lake in which the missing ex­
plorers lost their floater (hex 1622). The lake 
has a diameter of about 40 km. 
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The GM should remember that the ter­

rain and contour of any hex the party cur­
rently occupies is considered their environ 
for purposes of encounters and movement , 
regardless of the overall nature of Environ 7. 

(42.2) The five surviving members of 
the missing expedition are encamped 
in a clearing in hex 1522 of the Environ 
7 hex map. 

Two of the survivors are Mordecala 
Svenson (Darmath Svenson's sister), and 
Cord Tenon, the original mission's chemist. 
Mordecala was the biologist, and her skill 
and knowledge saved the remaining members 
from the slug during the attack in which it 
killed the five others. Both Mordecala and 
Cord are residents of New Oslo, and knew 
each other before this ill-fated mission . They 
have become very close due to the fear and 
tension, and will try and protect each other in 
any pressure situation. Cord's skill as a 
chemist has kept the group alive by synthesiz­
ing water and oxygen with his lab. Mordecala 
knows all the information concerning the 
slug as listed for the GM except the tunneling 
ability. As far as they are aware, the thing is 
still in the lake. Mordecala's characteristic 
ratings are: 
ST: 3 EN: 4 DX: 4 AV: 4 IN: 7 
MP: 2 LO: 7 EM: 6 AG: 7 
SS: Independent Trading Family. 
Skills: Urban 1; Grav Lt 1; Temp NL; En­
viron MN/WDl3I; Laser/Stun Pistol 2; 
Direct Lift 1; Programming 1; Biology 6; 
Geology 1. 

Cord's characteristic ratings are: 
ST: 4 EN: 5 DX: 4 AV: 4 IN: 6 
MP: 3 LO: 5 EM: 5 AG: 5 
SS: Skilled Tech Family. 
Skills: Urban 1; Grav Lt 1; Temp NL; En­
viron MN/WDl2I; Laser/ Stun Pistol 1; 
Handguns 2; Pilot 1; ATV 1; Chemistry 6; 
Programming 1; Electro Tech 1. 

The possessions for the group as a 
whole: planetary shortwave radio; basic 
repair kit; expedition suits; laser pistols (Civ 
Level 8) ; stun pistols (Civ Level 7); pistols 
(Civ Level 5); chemsynthesizer (Civ Level 8); 
flare gun and I dozen rocket flares, life raft , 
sundry minor miscellaneous items (knives, 
personal effects). 

The three other remaining members 
should be named and personalized by the 
GM, remembering that if any die (as describ­
ed in 42.4), these will be the first to go . Their 
characteristic ratings are: 
ST: 3 EN: 3 DX: 3 AV: 5 IN: 5 
MP: I LO: 4 EM: 2 AG: 2 
SS: Skilled Tech Family. 
Skills; Urban 0; Grav Lt 1; Temp NL; En­
viron MN/WDl2I; Laser/Stun Pistol 1; 
Handguns 1; Direct Lift 1; Biology 1; 
Geology 1; Any skills the GM sees fit 1. 

(42.3) The slug is a dangerous creature 
that wanders the Kishtu Heights and 
surounding area in Environ 7. 

The slug is encountered in accordance 
with 42.4 and 42.5. 

Size: Two Hex (large in first hex, one hex in 
second hex). 
Combat: 14 AV: 4 (12 when in water) 
AG:11 

IN: No Initiative: lOOJo 
Composition: Carbon-based 
Powers: Heightened smelling, regeneration , 
kinetic absorption. Dart shooting: May 
shoot one metal spike from above its mouth 
as an attack each Action Round . Chance to 
hit man is 800Jo minus 10 percentage points 
for each hex distant. Hit Strength and range 
as in power description . Acid: Teeth and 
mouth secrete acid for dissolving metal. Acid 
will not harm expedition suit. Reduce effec­
tiveness of character's armor by one when 
attacked by slug. Tunnelling: Will always 
have a tunnel entrance within 10 hexes each 
time encountered . Agility Rating doubled 
when in tunnel. See notes below for further 
information . 
•Warning: A glistening trail of rusty powder 
leads towards a large quivering shape in the 
distance; or slurping sounds are heard within 
the entrance to a tunnel encrusted with red 
powder. 
•Sight: Eight-meter long slug-like creature 
covered with a sticky, rust-colored powder 
constantly dropping off its body and forming 
a trail behind it. Blue-green splotches are 
visible beneath the coating. Large cog-like 
teeth at its front end seem to make up its 
mouth. 
•Perception: The slug's teeth drip an 
organic acid capable of dissolving metals. 
The acid neutralizes after a few minutes in 
the open . The creature's coating and trail are 
its perspiration and excrement , the metallic 
residue of its digestive process. A small 
orifice directly above its mouth looks as if it 
emits matter rather than taking it in. 
•Examination: The slug lives on the metallic 
elements it ingests. Some of its intake is con­
verted into small adamantine spikes that the 
creature shoots to break rock as it tunnels, 
searching for new concentrations of food . 
The acidic water of the lake and the streams 
running into the lake are the source of the 
creature's power. If the creature is hurt and 
returns to its water before dying, it 
regenerates immediately (it also regenerates 
when out of water, at a slower rate). The 
creature dislikes plastics and other non­
metallic elements and may be easily restrain­
ed in two force cages or a sturdy, non­
metallic container (if large enough). 

History and Additional Information: 
Prior to the arrival of the stranded explorers, 
the slug existed in another form. It floated 
through a lake (hex 1622 of the environ hex 
map) like a jellyfish, ingesting metallic 
elements brought into the lake by many small 
streams. The slug was very similar to the lake 
it festered in; they both dissolved and in­
gested metals using powerful acids. The 
creature however, had a distinct form and a 
mind . When the explorer's floater settled on 
the lake and started to corrode, the slug went 
wild ; never before had it received so much 
concentrated food at one time. Along with 
the floater's hull, the slug took in the craft's 
source of power, a plate of magnetic 
monopoles. This caused violent reactions 
and mutations in the creature which almost 
killed it. The creature did not die, however; 
after three days it slithered ashore in a new 
amphibian form with abilities that enabled it 
to travel and tunnel in its craggy environ­
ment. 



Though aggressive, the creature likes to 
live and will flee if it is being hurt. The 
creature will always head for water or, if no 
water is nearby, to a tunnel entrance. 

If the characters encounter the slug when 
they have the crawler, the slug will be much 
more interested in attacking the vehicle than 
the characters. If the characters leave the 
crawler behind when an encounter with the 
slug occurs, the GM may have the creature 
destroy the crawler, unbeknownst to the 
characters. 

[42.4) While the characters are on 
Laidley, the GM uses the "100 Thousand 
or less" column of the Encounter Table 
for all encounter checks. 

The procedure in 27.1 is used with the 
following modifications: 
Common NPC: No NPC encounter. The 
surviviors are transmitting with their radio. 
If the characters are in the crawler and its 
radio is on, they receive the message and may 
respond. The survivors can give the 
characters exact coordinates of their loca­
tion. 
Rare NPC: Treat as no encounter. One of the 
five survivors dies. 
Unique NPC: Choose a unique NPC from 
36.0. 
Common Creature: Always treat as an en­
counter with a herd of Aurochs (creature #1 
in 35.0). Roll percentile dice to determine 
how many are present. 
Rare Creature: Choose an appropriate 
creature from 35.0. Exception: If the party 
is within sight of a stream on the Environ 7 
hex map, they encounter the slug. 
Unique Creature: Choose an appropriate 
creature from 35.0. Exception: If the party 
is within 200 km of a stream on the Environ 7 
hex map, they encounter the slug. 
Common, rare or unique accident: 
Choose an appropriate accident from 38.0. 
No event: Locate the dice result among the 
following list of events: 
82-88. If the party is within 300 km of a 
stream on the environ 7 hex map, they come 
acrosss a trail of rust-like powder about three 
meters wide (the slug's path). Following the 
path in one direction will lead the party to the 
nearest stream; the other direction will lead 
them to a tunnel entrance (roll percentile dice 
for the number of kilometers distant), 
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89-96. The survivors shoot off a flare . If the 
characters are in hex 1522, they may follow 
the flare's trail to the survivor's camp. If the 
characters are within two hexes of 1522, they 
see a reddish glow on the horizon in the 
general direction of 1522. The GM should 
keep track of flares fired by the survivors. 
When 12 have been used, no more are 
available. 
97-98. The survivors have turned their radio 
on for 1 hour to listen for transmissons. If 
the characters transmit with the crawler's 
radio during this time, contact is established. 
The survivors can give the characters exact 
coordinates of their location. 
99. The survivors have turned their radio on 
for 2 hours to listen for transmissions. See 
above. 
100. The survivors have turned their radio on 
for 4 hours to listen for transmissions. See 
above. 
[42.5) The following events occur 
automatically if the appropriate 
conditions are met. 
1. Each time the party comes to a stream 
hexside, the GM rolls two dice and subtract's 
the hexside's distance (in hexes) from the lake 
(1622) from the dice result. Locate the modi­
fied result in the following list: 

0 or less: The stream is dry. 
1-4: The stream is a trickle of water or 

puddles no more than 1/2-meter wide and 10 
cm deep. The water is drinkable if boiled. 

5-7: The stream is a flow of water about 
two meters wide and 1/2-meter deep. Easily 
traversable. The water is drinkable if purified 
(a simple synthesis task; refer to the chem­
istry skill). 

8-10: The stream is a rushing brook with 
steep banks. Dangerous to cross on foot, no 
problem for crawler. The water is slightly 
acidic but may be made drinkable with heavy 
purification (advanced synthesis task; see 
chemistry skill). 

11 or more: The stream has cut a deep 
wide gorge and is totally impassable. The 
water is very acidic and may not be made 
drinkable. The GM may wish to check for 
damage to any metallic equipment that 
comes in contact with the water. 

Exception: A stream hexside may not 
have less water than a part of the same stream 
fork further away from the lake. For exam­
ple, if a stream hexside of0716 has a trickle of 
water, a stream hexside of 0918 may not be 

dry if encou_ntered by the characters later on. 
2. If the party comes to the shore of the lake, 
and the slug has not yet been killed, they 
automatically encounter the creature here. 
The water in the lake has the same properties 
as that in an impassable stream (see 
preceding). 
3. If the party travels along the stream 
separating hex 1522 from 1623, they will en­
counter the survivors 200 meters from the 
north side of the stream (in 1522). 
4. Exactly 18 days after the party is drop­
ped off at Laidley Base, Darmath Svenson's 
spaceship will be in orbit around Laidley at­
tempting to contact them. Radio contact 
may be established with the crawler's radio 
or with the survivor's radio. Once contact is 
achieved, the GM rolls one die to determine 
how many hours will pass before the shuttle 
touches down to pick them up. Note: The 
shuttle may not land in an area with a Terrain 
Value above 2. 

[43.0] Adventure Afterword 
Lost on Laidley was designed to be a 

teaching adventure and an introduction to 
Universe for both the players and the GM. 
The GM must keep this in mind while run­
ning the adventure, and freely discuss any 
problems which he or the players might have. 

The information presented in the adven­
ture cannot cover all possible contingencies, 
and the GM must be prepared to flesh these 
areas out. If any of the players own a copy of 
Universe, it would be wise to insist they do 
not read Lost on Laidley, as it would greatly 
detract from their enjoyment of the adven­
ture. In this regard, the GM may want to 
alter a few pertinent details to prevent any 
player from becoming overconfident. 

The Orionis system holds many in­
teresting adventures in addition to the one 
presented. Perhaps the biological survey mis­
sion to Kryo could be played, for instance. 
The GM should use this star system to its 
fullest extent, thus giving himself time to set 
up adventures of his own and become confi­
dent in his abilities as a GM. 

Once the campaign has begun, the GM 
should feel free to alter any details mention­
ed concerning the settlement and coloniza­
tion of the Orionis system to be consistent 
with his own ideas. 

Page 66 contains the Star System log, and inserts containing 
the World logsheets and Environ Hex Map required to play 
"Lost on Laidley" are included, filled out and ready for use. 
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CHARACTER RECORD 
Character Name ________________ _ Age __ Sex _ _ _ Player Name _ _______________ _ 

Potentials: Physique__ Coordina1ion __ ln1ellee1 __ s,,cial Background__ Study Points __ Social Standing _______ _ 

Initial Skill Pts __ Fields of Study: ------------------------------------------

Characteristics: S1reng1h (ST) ______ _ Endurance (ENI ______ _ Dex1eri1 y (DX) ______ _ Agilil y (AV) _____ _ 

Intelligence (IN) ___ _ Menial Power (MP) ___ _ Leadership (LOI ___ _ Ernpa1hy (EM) ___ _ Aggressio n (AG) ___ _ 

Profession ------~--------

SKIUS (Level Llmlt/Characterlatic Limit) 

Military Skills 

Ambush7/AY 

Anillery 6/IN 

Ba11lefield 6/LD 

Blades7/DX 
Body Armor 6/ AV 

Demolitions 6/DX 

EVA6/AY 

Jet pack 6/ AV 

Unarmed Comba1 8/ AV 

ArcGun8/DX 

Bows7/DX 

Handguns 5/ DX 

Grenades 8/ DX 

Laser/ Stun Pistol 5/DX 
Longarrns 6/ DX 

Machine Guns 5/DX 

Paint Gun 7/DX 

Gunnery9/DX 

Missile Guidance 9/IN 

Pilo19/IN 

Space Tac1 ics 9/ LO 

Psionic Skills 

Life Sense 8/IN 

Mind Control 9/IN 

Navigation 9/IN 

Psionic Boos1 8/IN 

Psionic Communica1ion 8/IN 

Psychokinesis 9/IN 

Psion Tech 8/ DX 

ENVIRON SKILL DISPLAY 

Peaks (PK) 

Mountains (MN) 

Hills (HLI 

Flat (FL) 
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Level EP's 

level EP's 

z 0 5 > E !!! :::! ~ :? 
C: 01) 'O <J 

~ 
<:J "' 00 > ::, <J 

C: ::, 0 cu .:::i ~ ~ al IJ-

Inland Water (IN) 

Water Surface (SF) 

Water Submerged (SB) 

Skill Pts __ Benefit Level __ Money: Trans _____ _ _ Mils ______ _ 

Vehicle Skills 

Air Vehicles 9 

• Direc1 Lift 

• Glider 

• Helicopter 

• Jet Plane 

• Propeller Pla ne 

• Shuttle 

Ground Vehicles 9 

• All-Terrain \lehicle 

• Animal Drawn 

• Automobile 

• Sled 

• Tractor 

• Truck 

Marine Vehicles 9 

• M o to rboat 

• Oar Boat 

• Sailing Ship 

• Submarine 

• Supervesscl 

Military Vehides 9 

• Armed All-Terrain Vehicle · 

• Armored Personnel Carrier 

• Half Track 

• Self-Propelled Artillery 

• Tank 

~ 
~ 

Urban 
Skill Level 

Level 

~ 
cu 
2 

g 
<> 
2 

Gravity Skill Levels 

0.0-0.4G (NW) 

0 .7-1.0G(LTI 

--
--
-

I .3-l .7G (HY) 

2.0- 2.5G (EX) 

Temperature Range 

-50-0° (CD) 

25-100° INLI 

125-175° IHOI 

EP's Scientific Skills 

Astronomy 6/IN 

Biology 9/ IN 

Chemistry 9/IN 

Diagnosis 9/IN 

Geology 7/IN 

Phys ics 6/IN 

Planet o logy 7/IN 

Programming 8/IN 

Treatment 9/IN 

Technical Skills 

Compu/ Robot Tech 9/IN 

Construction 6 

Electro Tech 8/DX 

Energy Tech 6/DX 

Spaceship Tech 9/IN 

Suit Tech 8/DX 
VehicleTech8/DX 

Weapon Tech 8/DX 

Interpersonal Skills 

Diplomacy 6/EM 

Disguise 8/DX 

Economics 8/1 N 

Forgery/Counterfeiting 8/ DX 

Gambling6/IN 

Law8/IN 

Linguistics 8/IN 

Recruiting6/EM 

Streetwise4/EM 

Teaching6/EM 

Trading6/EM 

Environmental Skills 

Agriculture 8 

Asteroid Mining& 

Mining& 

Survival 8/IN 

POSSESSIONS 

Level EP's 

Level EP's 

level EP's 

level EP's 



APPENDIX A, PAGE 86 

Name_____________ Profession _ ___________ _ 

Age _____ Sex _____ Soc. Standing _______________ _ 

ST __ /_ EN _ _ /_ DX _ _ /_ AY _ _ /_ IN MP 

LO __ EM __ AG __ Perception ___ Temp _ __ Urban __ 

HomeEnviron ___ Level ___ Gravity ___ Level __ _ 

Skills(Level) Money and Possessions 

Name _____________ _ Profession ______ ______ _ 

Age _____ Sex _____ Soc. Standing ______________ _ _ 

ST __ /_ EN __ /_ DX _ _ /_ AY _ _ / _ _ IN MP 

LO __ EM ___ AG ___ Perception ___ Temp ___ Urban __ _ 

HomeEnviron ___ Level ___ Gravity ___ Level __ _ 

Skills (Level) Money and Possessions 

Name _____________ _ Profession ____________ _ 

Age _____ Sex _____ Soc. Standing ______________ _ 

ST __ /_ EN __ /_ DX __ /_ AY _ _ /_ IN MP 

LO __ EM ___ AG ___ Perception ___ Temp _ __ Urban __ 

Home Environ___ Level 

Skills(Level) 

Gravity ___ Level __ _ 

Money and Possessions 

◄NPCRecord 
As noted in 27.4, the GM is respon­

sible for the creation, interjection, and 
upkeep of all Non-Player Characters . 
Although a full character record may be 
used for NCP's, it is recommended that in­
dex cards be used instead. The forms pro­
vided here may be printed on such cards, 
allowing the GM to maintain a file of 
NPC's pertinent to his campaign. Simply 
take a good photocopy of the master to a 
quick printer and have them print it on the 
blank side of 3 • x 5 • index cards. The lined 
side may be used to keep additional notes 
about the NPC (such as his location, if he 
runs a shop, his history). The NPC's listed 
in 36.0 (and those the GM creates) will be 
easier to use if transferred to these cards . 

All Characteristic Ratings are ab­
breviated as on the Character Record. To 
save room on the card, only the Environ 
and Gravity type with the highest Skill 
Level are listed. All other levels would be 
extrapolated from these if the NPC 
wandered from his environ (see 5.4). If the 
NPC has many skills, the back of the card 
may be used to list the excess. Note: The 
Perception listing is used with an advanced 
skill described in the Universe First Con­
tact supplement, pubished separately by 
SPI and available at local dealers. 

Adventure Record► 
The Adventure Record (see facing 

page) allows the GM to have at his finger­
tips all the data pertinent to the characters 
playing in his adventure. Prior to the start 
of play, but after the adventure has been 
outlined to the players and they have 
chosen their characters, the GM gives a 
copy of the Adventure Record to the 
players and has them fill in the data refer­
ring to their characters. The GM then 
keeps the Record behind his screen for 
ready reference and notes. He will be able 
to record the passage of time, characters' 
wounds, calculate accident chances and 
the like, without asking the players for in­
formation, and take notes about the 
adventure and its progress. If these 
records are saved, they form the core of a 
campaign history which will prove in­
valuable at later dates for reference. 

When having the players fill in their 
Possessions, only the most important 
should be entered, such as weapons, tech 
kits, and scientific equipment. For Main 
Skills, only those skills which the character 
would use the most or are most relevant to 
this adventure should be entered along 
with their Skill Levels. 
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unlVIRSI ADVENTURE NUMBER: 

ADVENTURE RECORD GAME DATE: Start End Real Date 

CHARACTER NAME: PLAYER NAME: 

ST 
IEN IDX IAY I IN IMP ILD IEM IAG 

Profession: I Social Standing: I Weight Carried: 

Urban Skill: loravity Skills: NW LT HY EX I Temperature: I Highest Environ Skill: 

Main Skills: 

Possessions: 

CHARACTER NAME: PLAYER NAME: 

ST 
IEN IDX IAY I IN IMP ILD IEM IAG 

Profession: I Social Standing: I weight Carried: 

Urban Skill: loravity Skills: NW LT HY EX I Temperature: I Highest Environ Skill: 

Main Skills: 

Possessions: 

CHARACTER NAME: PLAYER NAME: 

ST 
IEN IDX IAY I IN IMP ILD IEM IAG 

Profession: I Social Standing: I Weight Carried: 

Urban Skill : loravity Skills: NW LT HY EX I Temperature: I Highest Environ Skill: 

Main Skills: 

Possessions:· 

CHARACTER NAME: PLAYER NAME: 

ST 
IEN IDX IAY I IN IMP ILD IEM IAG 

Profession: I Social Standing: I Weight Carried: 

Urban Skill: loravity Skills: NW LT HY EX I Temperature: I Highest Environ Skill: 

Main Skills: 

Possessions: 

ACTION ROUNDS (16 seconds) HOURS DAYS 

Spokesman: 
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ENVIRON HEX MAP 
1 hex=100km 

SPI grants permission to 
photocopy the Environ Hex 
Map for personal use. 

NOTE: To locate a particular hex 
on the map (e.g ., hex 11-31) read 
straight across the hex row (indi­
cated w ith a bold numeral) and 
read diagonally down the hex col­
umn (indicated with an italic num­
erall to the intersection of row and 
column. 



BIOSPHERE 
(-21 

NEUTRAL(+ 21 

HOSTILE 

SYSTEM NOTES 
Interstellar Routes 
GREEN 

AMBER 

RED 
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STAR SYSTEM LOG 
Systam Name Coordinates 

Type 
Moons(nr.) ___ 

Type 
Moons (nr.) ___ 

Type 
Moons (nr.l ___ 

Type 
Moons lnr.) ___ 

Type 
Moons (nr.) ___ 

Type 
Moons(nr.) ___ 

Type 
Moons (nr.) ___ 

Type 
Moons (nr.) ___ 

Type _______ _ 

Moons (nr.l __ _ 

Type _______ _ 

Moons (nr.) __ _ 

Type--------
Moons (nr.l __ _ 

Type-------
Moons lnr.l __ _ 

Interplanetary Routes 
TO OG OA 

TO OG OA 

TO OG OA 

TO OG OA 

TO OG OA 

TO OG OA 

The Star System Log should be photocopied by 
the players before use. and the original should be 
preserved. SPI grants permission to photocopy this log 
for personal use only. 

Distance from Sol 

Capital World 
OR Federal Fleet 
OR Spaceports 
OR 

OR 

OR 

OR 
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WORLD LOG: Size 0 
Gravity: None (NW) Action Round Movement: + 8 

NAME ________ _ TYPE ___ _ MOONS lnr I __ _ 

DISTANCE FROM STAR _ _ _ ATMOSPHERE _ __ _ MEAN TEMP 

HYDROGRAPH DAY LENGTH HUMAN POPULATION _ _ _ 

SETTLEMENT STATUS ___ __ _ LAW LEVEL CIV LEVEL 

SPACEPORT CLASS ___ RESOURCES ___________ _ 

n04 

NAME ________ _ TYPE ___ _ MOONS lnr I _ _ _ 

DISTANCE FROM STAR _ __ ATMOSPHERE ___ _ MEAN TEMP 

HYDROGRAPH _ __ DAY LENGTH___ HUMAN POPULATION _ _ _ 

SETTLEMENT STATUS ____ _ LAW LEVEL ___ CIV LEVEL __ 

SPACEPORT CLASS ___ RESOURCES ___________ _ 

WORLD LOG: Size 1 
Gravity: Trace (NW) Action Round Movement: +8 

NAME _ _______ _ TYPE ___ _ MOONS lnr I __ _ 

DISTANCE FROM STAR ___ ATMOSPHERE ___ _ MEANTEMP __ 

HYDROGRAPH ___ DAY LENGTH ___ HUMAN POPULATION __ _ 

SETTLEMENT STATUS ____ _ LAW LEVEL ___ CIV LEVEL _ _ 

SPACEPORT CLASS ___ RESOURCES __________ _ 

WORLD LOG: Size 2 
Gravity: 0.2 (NW) Action Round Movement: +8 

NAME ________ _ TYPE ___ _ MOONSlnrl _ _ _ 

DISTANCE FROM STAR ___ ATMOSPHERE ___ _ MEAN TEMP 

HYDROGRAPH ___ DAY LENGTH ___ HUMAN POPULATION __ _ 

SETTLEMENT STATUS _____ LAW LEVEL ___ CIV LEVEL __ 

SPACEPORT CLASS ___ RESOURCES _______ ____ _ 

WORLD LOG: Size 3 
Gravity: 0.4 (NW) Action Round Movement: +4 1 

HOW THE ENVIRON NUMBERS WORK 
Note that the northern (n) and southern (s) hemispheres represent 
a complete globe . When both hemispheres are the same size, iden­
tical numbers in the outermost band of each hemisphere are con­
tiguous (e.g ., in a Size 3 world, n02 is contiguous with s02). When 
the northern hemisphere is larger, the outermost northern band is 
identically contiguous with northern and southern bands (e.g., in a 
Size 4 world, s02 is contiguous with n06. n07, n08, just as n02 is 
contiguous with the same northern environs). 



WORLD LOG: Size 4 
LOGSHEETS, PAGE9/ 

Gravity: 0.7 (LT) Action Round Movement: +2 NAME _ _ _____ _ TYPE __ _ MOONS lnr. l __ _ 

DISTANCE FROM STAR __ ATMOSPHERE ___ MEAN TEMP 

HYDROGRAPH _ _ DAY LENGTH _ _ HUMAN POPULATION __ 

SETTLEMENT STATUS ___ _ _ LAW LEVEL CIV LEVEL 

SPACEPORT CLASS __ 

s05 

RESOURCES - - ------- ------ --- --

WORLD LOG: Size 5 
Gravity: 1.0 (LT) Action Round Movement: None 

s02 

s05 
s03 

NAME _______ _ TYPE _ _ _ MOONS lnr. l _ _ _ 

DISTANCE FROM STAR __ ATMOSPHERE __ _ MEANTEMP _ _ 

HYDROGRAPH __ DAY LENGTH __ HUMAN POPULATION __ REMARKS 

SETTLEMENT STATUS ____ _ LAW LEVEL __ CIV LEVEL __ 

SPACEPORT CLASS__ RESOURCES ________ __ _ 



8: 
ts 
~ 
~ 
~ 
~ 
~ 
~ 

n22 

NAME _ _ ___ _____ _ TYPE ___ _ MOONS lnr l __ _ 

DISTANCE FROM STAR ___ ATMOSPHERE ___ _ MEAN TEMP __ _ 

HYDROGRAPH ___ DAY LENGTH _ __ HUMAN POPULATION __ _ 

SETTLEMENT STATUS _____ _ LAW LEVEL ___ CIV LEVEL __ 

SPACEPORT CLASS ___ RESOURCES ___ __________ _ 

WORLD LOG: Size 6 
Gravity: 1.3 (HY) Action Round Movement: -2 

n16 

REMARKS 



WORLD LOG: Size 7 
Gravity: 1. 7 (HYI Action Round Movement: -4 

n02 n16 

n22 n04 

NAME __________ _ TYPE _ _ _ _ MOONS (nr I ___ _ REMARKS 

DISTANCE FROM STAR _ _ _ ATMOSPHERE _ ___ MEAN TEMP 

HYOROGRAPH _ _ _ OAY LENGTH _ __ HUMAN POPULATION 

SETTLEMENT STATUS _____ _ LAW LEVEL ___ CIV LEVEL __ 

SPACEPORT CLASS ___ RESOURCES _____________ _ 
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WORLD LOG: Size8 
Gravity: 2.0 (EX) Action Round Movement: -6 

NAME _ ___ ___ _ TYPE __ _ MOONS 1nr l __ _ 

DISTANCE FROM STAR _ _ ATMOSPHERE _ __ MEAN TEMP 

HYDROGRAPH __ DAY LENGTH __ HUMAN POPULATION 

SETTLEMENT STATUS ___ _ _ LAW LEVEL __ CIV LEVEL 

SPACEPORT CLASS ___ RESOURCES _________ _ 
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REMARKS ______ _ ________ _ 
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WORLD LOG: Size 9 
Gravity: 2.5(EXI Action Round Movement: -8 

n02 n16 

NAME _ ______ _ TYPE __ _ MOONS lnr I __ _ 

DISTANCE FROM STAR __ ATMOSPHERE ___ MEAN TEMP __ 

HYDROGRAPH _ _ DAY LENGTH __ HUMAN POPULATION __ 

SETTLEMENT STATUS _ ___ _ LAW LEVEL CIV LEVEL _ 

SPACEPORT CLASS _ _ RESOURCES _______ __ _ 
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REMARKS ==-------------
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ASTEROID LOG 
Gravity= None (NW) Action Round Movement: + 8 

It is assumed that the asteroid belt is spread out and covers an entire orbital path. 
This log shows the major asteroids in the belt; any number of smaller bodies 
should be detailed by the GM. THe GM should also determine the distances be­
tween asteroids. Treat asteroids as a Size 4 world when rolling to determine re­
sources. This log may also be used to map a world's ring. The GM should use two 
through six of the environs. A ring is considered a Size 1 or 2 world for purposes 
of determining resources. 

NAME _______ _ TYPE __ _ MOONSCnr.l __ _ 

DISTANCE FROM STAR -- ATMOSPHERE None MEANTEMP __ 

HYDROGRAPH 0% DAY LENGTH__ HUMAN POPULATION __ 

SETTLEMENT STATUS ____ _ LAW LEVEL__ CIV LEVEL _ 

SPACEPORT CLASS__ RESOURCES _________ _ 
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PLAYERS' [5.1) CHARACTER HERITAGE 

CHARTS AND TABLES 
Potential Multlpller and Study Points 

BUM OF POTENTIAL STUDY POINTS 
DIE POTENTIAL MULTIPLIER MULTIPLIERS RECEIVED 

This set of Charts and Tables for use with Universe 
1 ½ (Poor) 4 or fewer 6 

2-3 I (Below Average) 4½ to8½ s 
is provided for the use of the players. A complete 4-6 2 (Average) 7to9½ 4 
set of all Charts and Tables, for the exclusive use 7-9 3 (Above Average) 10 to 11½ 3 
of the gamesmaster, can be found beginning on 10 4 (Exceptional) 12 or more 2 
pa-ge 48 of this book. 

To de1ermine po1en1ial multiplier for physique, coordina-

To use this set of Charts and Tables, players may tion, intellect, and social background, roll one die and locate 
the result under "Po1ential Multiplier." After all four poten-

make photocopies for their personal use (only), rials are de1ermined, add all four multipliers together to 

either directly from the book, or after cutting de1ermine how many Study Points the character receives 

carefully along the dashed lines. 
under 1he "S1udy Points Received" column. 

[5.3] HABITAT TABLE 

I ~,►'-
,."1,►~o"1t.~ 

I ._o'-'-t. ,o1,o" 
o't.s'°-~•o'" I o"0,,;..-<co0 

,;,t.~'-i"\)6 FIRST DIE RESULT 

I + 1 2 3 4 6 6 7 8 9 10 

I -3 4:HL- VO 6:SF 4:FL-CR 4:HL-IC 2:HL-CR 2:HL-CR 3:FL-CR 2:HL-BN 4:FL-MA 3:HL-JC 
NW-HO HY-NL LT-NL NW-NL/I NW- NL/2 HY- NL/ 2 LT-NL/I HY-CD/2 HY-NL/I NW-NL/3 

~ 
-2 3:HL-WD 4:HL-LV 4:FL-CR 3:FL-BN 4:SF 2:HL-CR 3:HL-FT 4:MN-VO 3:HL-VO 2:HL-WD 

LT-NL/I NW-NL NW-CD/ I LT-HO/I LT-NL/4 HY-NL/I LT-NL/I NW-HO/I LT-HO/I LT-HO/4 

-1 4:HL-JU 6:FL-LV 3:HL-WD 3:HL-LV 4:HL-IC 2:HL-WD 4:FL-BN 3:PK-WD 3:MN-LV 5:SF 

I EX-NL NW- HO LT-NL HY-NL/I HY-CD/ I LT-NL/I LT-CD LT-NL/I LT-NL/I LT-NL/2 

I 0 5:FL-IC. 3:HL-CR 3:FL-JU 3:HL-VO 2:MN-LV 3:MN-CR 3:MN-WD 3:FL-WD 3:MN-VO 3:HL-VO 
HY-NL HY-NL/I LT-HO/I NW-CD/I NW-NL/2 HY-NL/I HY-NL/I LT-NL/I HY'-NL/2 LT-NL/2 

4:MN- WD 3:MN-LV 4:PK-FT 5:FL-IC 2:HL-BN 4:FL-WD 3:HL-BN 3:HL-JU 3:MN-FT 2:FL-JU 

' 
HY-NL HY-NL/I HY-HO HY-CD EX-NL/2 EX-NL LT-HO LT-NL/2 LT~NL/1 HY-NL/3 

2 4:MN-WD 6:SB 3:HL-LV 2:MN-BN 4:FL-BN 2:FL-LV 2:FL-LV 3:MN-FT 4:FL-WD 3:MN-CR 
HY-NL HY-NL HY-HO/I LT-HO/I LT-NL LT-NL/I LT-NL/I HY-NL/I HY-CD/I NW-HO/3 

3 5:MN- JU 4:HL-LV 4:HL-JU 3:HL-BN 6:FL-IC 5:IN 4:FL- MA 2:MN- LV 4:FL-IC 2:HL-CR 
EX-NL LT-NL HY-HO NW-NL/I EX-CD HY- NL HY- NL/2 LT- NL/I HY-NL/I LT-NL/2 

4 5:HL-IC 4:FL-WD 2:MN-BN 4:HL-WD 3:FL-CR 3:FL-WD 2:HL-BN 3:HL-LV 4:MN-VO 2:HL-LV 
LT-NL HY-HO LT-NL/I LT-NL LT-NL/I HY-NL/I LT-HO/2 LT-NL/I EX-CD/2 HY-NL/I 

5 4:HL- LV 4:FL- BN 3:HL- WD 5:FL-IC 3:HL-CR 5:IN 3:HL- VO 2:FL-LV 3:MN- WD l :HL-WD 
HY-NL HY-NL LT-NL/ I HY-NL HY- CD/ I LT- NL/ I HY-NL/I EX-HO/ 3 EX-NL/2 HY-NL/4 

8 4:FL-LV 4:FL-LV 4:PK-LV 4:IN 3:PK-BN 3:FL-FT 3:MN-VO 3:FL-JU 5:FL-MA 2:FL-LV 
HY-CD LT-HO HY-NL LT-NL/I HY-HO/I LT-CD/2 EX-NL/I HY-HO/I EX-HO/2 NW-HO/4 

7 4:MN- WD 3:HL-VO 4:MN-FT 2:FL-WD 3:SB 3:HL-FT 3:MN- FT 3:PK- LV 3:HL-JU 2:HL-CR 
LT-HO LT-NL/I HY-NL HY-HO/ I EX- NL/ 3 HY-NL/I LT-NL/2 HY-NL/I LT-HO/2 LT-HO/4 

8 4:FL-BN 4:MN-FT 3:FL-FT 3:MN-FT 4:HL-WD 3:FL-FT 4:FL-IC 4:HL-FT 2:HL-CR l:HL-LV 
HY-NL HY-NL HY-NL/I HY-NL/I EX-HO LT-CD/I HY-NL/I EX-CD/I HY-NL/I HY-NL/2 

9 5:SB 3:HL- WD 4:HL-LV 3:HL-LV 4:FL-IC 4:F(-IC 4:SF 4:MN-JU 3:HL-VO 3:HL-FT 
EX-NL HY-NL LT-HO HY-HO/ I HY- NL/I LT-NL/I HY- NL/I EX-NL/I HY-HO/I HY:.NL/1 

10 5:FL-MA 4:FL-JU 4:HL-JU 4:HL-LV 3:FL-WD 2:MN-LV 3:HL-WD 3:MN-FT 4:HL-FT 2:MN-BN 
EX-NL LT-NL LT-HO LT-HO LT-NL/I LT-NL/I LT-HO NW-NL/I EX-HO/2 HY-NL/2 

11 4:FL-JU 4:FL-WD 3:HL-BN 4:FL-BN 3:HL-FT 4:MN-LV 3:PK-BN 3:FL-WD 2:HL-CR l:FL-LV 
LT-NL HY-CD LT-CD/ I HY-CD EX- NL/ I HY- NL LT- NL/I LT-CD/ I EX-NL/2 Lt-CD/3 

12 3:HL-BN 5:MN-FT 3:HL-CR 3:MN-CR 5:FL-CR 4:FL-WD 3:FL-FT 3:HL-FT 4:HL-FT 2:FL-CR 
HY-NL EX-CD HY-NL/I HY-HO/I EX-CD LT-NL HY-HO/I LT-CD/I EX-HO/I LY-CD/3 

1.3 4:MN-CR 3:MN-BN 3:PK- CR 3:FL-BN 4:FL-MA 3:PK-CR 2:MN-BN 4:MN-JU 2:HL-BN 3:FL-MA 
HY-NL LT-NL LT-CD/ I EX-NL/I EX-Nt./1 HY-HO/ I EX-NL/2 HY-NL/I HY-NL/I HY-HO/4 

14 3:MN-LV 4:MN-BN 4:MN-FT 3:MN-VO 2:HL-WD 3:HL-LV 4:HL-VO 2:FL-LV 3:FL-WD 3:FL-LV 
EX-NL/I EX-NL EX-NL EX-NL/ I HY-HO/I EX-NL/I EX-NL/I LT-NL/I HY-NL/2 EX-HO/I 

Environ Skill Lcvcl :Con1our-Fca1ure 
Gravi1y- Tempera lure/ Urban Skill Level (if any) 

All abbrevia1ions are explained in 1he Environ, Gravi1y, and Tempera lure sec lions of Character Record . See 5.2 for explanalion of use. 
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[5.7] SOCIALSTANDINGTABLE 
WEALTH: INITIAL 

MODIFIED ONE DIE SKILL POINT 
DIE RESULT SOCIAL STANDING TIMES ... MODIFIER 

-10,1 ... Unfostered orphan 1 Mil +3 

0 Oppressed minority 10 Mils 0 

1,2 Poor colonist family JO Mils +l 

3 Family fallen on hard times 100 Mils +l 

4 Communal colony 10 Mils +2 

5-7 Lower middle class family 100 Mils 0 

8-10 Skilled tech family I Tran +l 

11-13 Local establishment (business I Tran - I 
or farm run by family) 

14-15 Independent trading family 10 Trans +2 

16-17 Family runs planetary corp 10 Trans - I 

18 Family dominates planet 100 Trans -2 

19 Family dominates star system 100 Trans -2 

20 Family influences entire 200 Trans -3 
federation 

21 Wealthy dile1tan1e 200 Trans -4 

See 5.6 for explanation of use. 

[5.8] INITIAL SKILL POINTS 
IF THE MODIFIED 
RESULT IS ... THE CHARACTER RECEIVES . .. 

0 or less I Initial Skill Point 

1-3 2 Initial Skill Points 

4-6 3 Initial Skill Points 

7-9 4 Initial Skill Points 

10 or more 5 Initial Skill Points 

Roll one die and add the Initial Skill Point 
Modifier (listed wi1h character's social slanding on 
the Social Standing Table) 10 the die result. · 

[6.5] CHARACTERISTIC z 

MODIFIER CHART "' c,"- ~"'~ -~ ~ 
~~c;~ "'~"-o.,~,..::l 

If~.,. ,i>~~(:i""<,,,'l:',-.~ CIC 
,,,,~ ~ ,_,,; ,:> «-" -t- 0 ~.,. C, 

4-'I:' $-Q QC- .,."' _;; ~<,; ::,"" "'~ !i 
CHARACTERISTIC► 

FIELD OF STUDY 

Theoretical Science 
Applied Science 

0 0 0 0 8 2 0 0 
0 0 4 0 8 0 0 0 
0 0 0 0 0 0 2 4 

0 

0 

Business 

Humanities 

The Mind 
The Body 
The. Military 

General 
TOTAL CALCULATED 
IN ABOVE COLUMN IS 
MULTIPLIED BY 
THESE POTENTIALS► 

0 

0 0 0 0 6 2 0 4 - 15 

0 2 0 0 4 6 0 0 - 25 

8 4 4 4 0 0 0 0 + 15 

4 5 0 4 0 0 5 0 +~ 

<>.;:;i+ o.;:;"° .c_.,o!c} o.;;i+ l(,C- ~C- ~C-~..., ~ 
,..-.";,-" ,..~ ~.,."'.;;,, ,..~¢-" «-"" "'"' «..;;,,oc,~~o j 

"-~o~ "-~ ~Q~ "-~o~ ,;; ,;; ,;; o; ~o "' 
~ o .... " ~ " " " o >-oo c,0 oC? c,-+' !!, 

c; c; <ti.,. 

0 

Modifiers are applied to the percentile dice roll for the li sted characteristic if 
lhe character studied the listed field . All applicable modifiers for a single 
characteristic are added togelher. Then the total is multiplied by the Potential 
Multipliers that apply 10 that characteristic. See 6.4 for further explanation. 

[6.6] CHARACTERlmC 
GENERATION TABLE 

PERCENTILE 
DICE RESULT CHARACTERISTIC 
+MODIFIER RATING 

7orleaa 1 

8-15 2 

16-24 3 

25-34 4 
36-57 5 

58-83 6 

84-96 7 

97-108 8 

109-119 9 

120-129 10 

130-139 II 

140ormore 12 

When genera1ing the Mental Power 
Rating, divide rating by 2 (rounding 
frac1ions down). An Agility Rating of 
less than 5 is considered a 5. See 6.4 for 
explanation of use. 

Effects of Age Table 
[7.8] PROFESSION 

PHYSICAL TABLES DIE CHARACTERISTIC 
+AGE POINTS LOST 

Employment Table 
340,1 ... 0 

DECLARED YEARS 
36. 36 1 OF EMPLOYMENT 

DIE 4 8 12 16 20 'SJ,38 2 
1-2 4 4 8 12 12 39. 40 3 
3-5 4 8 8 12 16 41, 42 4 
6-8 4 8 12 12 16 43. 44 5 
9-10 4 8 12 16 20 46, 46 6 

A character in the thinker or col- 47 or more 7 
onist profession does not use this 

See 7.4 for explanation. table. See7.3 for explanation. 

Skill Point Table 

YEARS OF EMPLOYMENT Beneflta Table 
MODIFIED 4 8 12 16 20 DIE RESULT 1 DIE+ ACTIVE 

2-5 
YEARS IN BENEFIT 

4 6 7 7 PROFESSION LEVEL 

6-9 2 5 7 8 8 5-10 A 

10-13 2 6 8 9 10 11-14 B 
14-17 3 6 8 10 II 15-18 C 

18-21 3 7 9 11 12 19-23 D 

22-26 4 7 10 12 14 24-28 E 

27-32 4 8 11 13 15 29-30 F 

Roll one die and add 1he character's Explanation of each result is 
Inlelligence Rating and the Skill listed in appropriate profes-
Point Modifier for his profession sion. See 7. 7 for explanation 
to lhe die result. See 7.5 for ex- of use. 
planation of use. 

l 
I 
I 
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SKILL 
SUMMARY 
Skill: How the skill is used. Related equipment/EP gain . 

MILITARY SKILLS 
Ambush: BC+ AY + Battlefield SL+ Environ SL+SL2-(enemy Environ 
SL+enemy Battlefield SL2). 

T► Move secret ly, enemy unaware: ( 15 x Terrain Value)% 
T► Move secretly, enemy aware: (5 x Terrain Value)% 
T► Close combat, enemy unaware: 300Jo 
T► Ranged fire, enemy unaware: 500Jo 
None/0, I . 

Artillery: BC - I per 100 meters distance fro m target+ IN +SL2• 

Mounted Gun/0, I. 

Battlefield: lnitiative = Die Roll+SL (doubled if NPC) ; 
Willpower Check= May use SL instead of Mental P ower; 
Encounter=SL modifies Awareness Check (see 28 .2) . 
None/0( l nitiative roll only), GM assigns point for success ful battle pla n. 

Blade•: Close Com bat Strength=DX or AY + SL2+ Weapo n Hit Strength 
T hrown Weapon BC+DX + SL2• 

Dagger or sword/0. 

Body Armor: All EVA attributes included in this skill ; ability to use 
augmented body armor (see 29.2) ; 
Close Combat Strength=ST + Hit Strength of Armor+SL2• 

Protective Attire 10, I (accident); 0 (close attack). 

Demolition•: BC + DX + SL2. Explosives/0, I , 2 . 

EVA: Encumbrance Rating of attire is reduced by SL (26.4, 29.2); 
Avoid a Suit/ Armor Accident=BC+AY +SL2. 

Protective Attire/0, I (accident). 

Jet Pa.ck: Avoid a Jet Pack Accident=BC + A Y +SL2 (27 .8 , 29.3) . 
Jet Pack/0, I (acc ident) . 

Unarmed Combat: C lose Combat Strength = DX or AY + SL2 

(reduce Level by I when fighting a creature). None/9, 0 . 

Arc Gun: BC + DX+SL2• ArcGun/ 0. 

Bow•: BC+DX+SL2. 

Short Bow, Long Bow, or Cross Bow/ 0. 

Handgun•: BC+ DX +SL2. 

Pistol, Needle Pistol, Laser Pistol, or Stun Pisto/10 

Grenade•: BC+DX + SL2+(ST, when throwing great dis tance). 
A ny grenade type/ 0. 

laHr/Stun Pl•tol: BC + DX +SL2• Laser or Stun Pisto/10 . 

Longarm•: BC+DX + SL2• 

M usket, Carbine, or Needle Rifle/ 0. 

Machine Gun•: BC+DX+SL2• 

Submachine Gun or Emplaced Machine Gun/0 . 

Paint Gun: BC+DX+SL2. PaintGun/ 0. 

Gunnery: See 9 .2. 
Burster, Hunter Pod, Weapon Pod, or Arsenal Pod/ I. 

M IAile Guidance: See 9. 2 . 
Hunter Pod, Weapon Pod, or A rsenal Pod/see 9.2 . 

Pilot: See 9.2. 
Spaceship, Shuttle, or Battlecraftlsee 9 .2 . 

Space Tactics: See 9.2 . 
Spaceship/see 9.2. 

PSIONIC SKILLS 
Life SenH: SL su litracted from awa reness chance during encounter. 
T► Perception of a creature's IN is 200Jo+SL2• 

None/9 (awareness), 0 (perception). 

Mind Control: 100Jo+MP +SL2-target 's MP2. 
Psionic Rig increases range/ 0, l. 

Navigation: Success ful Jump Chance=SL2+MP2+(10xStarport Class) 
- distance in Light Years. 
Spaceship with hyperj ump engine; Standard Jump Pod(+/); 
Augmented Jump Pod (+2)/0, I, 2, 3. 

P•ionic Communication•: Communication Chance= IOOJo + 
MP+SL2+ receiver's MP + receiver 's SL2. 

Psionic R ig increases range/0 . 

P•ionic Boost: 250Jo + MP +SL2• Psionic Rig (+2) /0. 

P•ychokine•i•: BC=IOOJo - World Size + MP +SL2• 

Psionic Rig increases effectiveness/ 0. 
P•ionTech: BC+ IN2+SL2• 

Electrokit (increases Skill Level; see 22. 0)/0 , I, 2. 

ALL VEHICLE SKILLS 
BC to avoid accident (25% , 50%, o r 750Jo) + Vehicle Per fo rmance 
Modifier+DX+Sub-SL 2• 
See I / .0/0, I (accident check or after 30 hours driving). 

SCIENTIFIC SKILLS 
All: BC + IN +S L2• 

A•tronomy: 
T► Locate unexplored planet (when in system space) : 900Jo. 
T► Locate uncharted p lanet (when in sys tem space) : 70% . 
T► Locate own position after mino r jump error: 600Jo; after major 
jump error: 40% ; after rando mi zed jump: 20%. 
Spaceship, Civ Level 8 Spaceship ( +8), Explorer Pod (+I), Survey Pod 
(+2)/0, I, 2, 3. 

Biology: SL is reduced by 2 when dealing with no n-carbon based 
life (to a minimum of I). 
T► Perceive during a crea ture encounter: I0 OJo . 
T► Perceive with a b iosca nner : 200Jo. 
T► Examine with a bioscanner (requires o ne ho ur) : 300Jo. 
Civ Level 7 Bioscanner, Civ Level 8 Bioscanner (+I), Medical Pod ( + /), 
Explorer Pod (+2), Robot Biosystem (+2), Bio Research Pod (+3)/0, I. 

Chemi•try: 
T► Find abundant chemicals: 700Jo. 
T► Find abundant and trace chemica ls and complex compounds: 250Jo. 
T► Synthesize si mple compo und : 20%. 
T► Synthesize complex compound: - 50Jo. 
Civ Level 5 Chem Lab, Civ Level 6 Chem Synthesizer, Explorer Pod, 
Civ Level 7Chem Lab(+ /), Bio Research Pod(+/ ), Civ Level 8 Chem 
Synthesizer ( +2), Robot Chemical System ( +2)/0, I. 

Diagno•i•: 
T► Diagnose ailing being: 900Jo-(3 x number of hit s patient received). 
If result is above Chance, diagnosis ha.s failed; 0 to 20 less, successful 
diagnos is; 21 to 40 less, success ful and treatment SL + I ; 41 to 70 less, 
successfu l and treatment SL + 2; 71 or more less, successfu l 
and treatment SL + 3. 
First A id Kit, Spaceship, Civ Level 6 Mediscanner ( +/), Bio Research 
Pod(+ / ), Civ Level 8 Mediscanner(+2), Medical Pod (+3), Robot 
Medica/System( +3) / 0, I, 2 . 

Geology: 
T► Find abundant minera ls and resources: 70%. 
T► Find abundant and trace minera ls and resources: 30%. 
T► Scan for three minerals or resources with a geoscanner: 60% . 
T► Scan for a ll tunnels and fissures 3 meters o r more wide: 500Jo. 
T► Scan for volca nic activity : 60%. 
T► Scan for all tunnels and fissures : 20%. 
Geo Lab, Civ Level 6 Geoscanner, Explorer Pod, Bio Research Pod 
(+ / ), Civ Level 8 Geoscanner( +2), Robot Geo System ( +2)/0, I. 

Phy•ic•: 
T► Determine type, intensity, danger of energy with energy scanner: 80%. 
T► Determine energy po wering device o r no n-protein c reature: 70"7o. 
T► Determine energy o r force type which caused result: 50% . 
T► Determine possible effect o f energy or force beforehand : 400Jo . 
T► Tap an energy source: 200Jo (use lowe r of Physics o r Energy Tech SL). 
Energy Scanner, Explorer Pod, Bio Research Pod (+l) / 0, I, 2 . 

Planetology: 
T► Determine hydrograph OJo and locate la nd and liquid masses: 850Jo. 
T► Determine temperature of environs: 75%. 
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T► Determine atmosphere: 650/o . 
T► Determine general resources : 500/o . 
T► Determine contours: 400/o. 
T► Determine dominant feature by environ: 20"7o. 
T► Determine genera l resources of environs: I 00/o. 
T► Determine detailed geography and geology of all environs including 
sites: - 50/o . 
Survey or Explorer Pod needed for task with 40"7o or less BC. 
Survey Pod needed for task with 100/o or less BC. A single dice roll applies 
to the chosen task and all tasks with a higher "7o. 
Spaceship with at least4 pod capacity, or with Explorer Pod ( + /), 
or with Survey Pod (+3)/0, I, 2, 3. 

Programming: Skill reduced by 2 with a robot (to a minimum of I). 
T► Gain control of robot without controller: 300/o (requires 
Electrokit or Robot Kit). 
T► Call up unrestricted information in a computer: 900/o. 
T► Call up restricted information in a computer: 300/o. 
T► Call up top-level secrets in a computer: IO"lo . 
T► Alter protected computer information : 100/o. 
ComputerorRobot/0, I, 2. 

Treatment: 
T► Treat an ailing being : I "7o. 
See Diagnosis and /2.310, I, 2. 

TECHNICAL SKILLS 
All: BC+IN 2+SL2/ 0, I, 2. 

Compu/RobotTec:h: -2 to Skill Level when repairing robots . 
Basic Repair Kit, Civ Level 7 Electrokit (for computers, +/), Civ Level 8 
Electrokit (for computers, +2), Robot Kit ( + 1 ), Robot and Equipment 
Pod(+3). 

Con■truction: See 13 .0. 

Electro Tec:h: -2 to Skill Level when repairing Civ Level 8 item. 
Basic Repair Kit, Civ Level 7 Electrokit (+/), Civ Level8 Electrokit (+2), 
Robot and Equipment Pod ( +3), Radio. 

EnergyTec:h: See 13 .0 . 

Space■hip Tech: -2 to Skill Level when repairing spaces hip engine 
or armor. 
Civ Level 6 Spaceship Kit (superficial damage), Civ Level 7 Spaceship 
Kit (light damage, + /), Civ Level 8 Spaceship Kit (heavy damage, +2). 

Suit Tech: - 2 to Sk ill Level when repairing armor. 
Basic Repair Kit, Suit Kit, Civ Level 7 Armor Kit(+/), Civ Level8 
ArmorKit(+2), Robot and Equipment Pod(+3). 

Vehicle Tech: -2 to Skill Level when repairing military or air vehicle, 
or armor on any vehicle. 
Basic Repair Kit, Civ Level6 Vehicle Kil ( +/), Civ Level 7 Armor Kit 
(+!), CivLevel8 VehicleKit(+2), CivLevel8A rmorKit(+2), 
Robot and Equipment Pod ( +3). 

Weapon Tec:h: - 2 to Skill Level when repairing artillery and 
spaceship weapons. 
Basic Repair Kit, Civ Level6 Weapon Kit ( + 1), Civ Level 8 Weapon 
Kit ( +2), Robot and Equipment Pod ( +3), Spaceship Kit required to 
repair spaceship weapons. 

INTERPERSONAL SKILLS 
Diplomacy: Used for communications tasks; see 14.0 . 
None/0, I, 2. 

Di■guiH: BC+ DX+SL2• 

T► Disguise to gain anonymity: 600/o . 
T► Disguise to resemble extensively observed person : 40"7o . 
T► Disguise to resemble person briefly seen o r in pictures on ly: 25 0/o. 
Disguisematerials/0, I, 2. 
Economic■: Price prediction requires 12 hours. 
T► Determine price of an item: 350/o - number of future weeks predicted 
+IN+SL2. · 
Business Computer, Computer time, lnterstel/ar Commlink/0, I , 2. 
Forgery/ Counterfeiting: BC+ DX + SL2• 

T► Forge commercial document: 50"7o. 
T► Forge world or local government document: 30"7o . 
T► Forge Federal document: 100/o. 
T► Counterfeit JOO Mil note: 100/o. 

T► Counterfeit I Tran note : 00/o. 
None/0, I, 2, 3. 

Gambling: BC+IN+SL2• 

T► Gamble at casino/ gambling house: 350/o, minimum bet I Mil, 
maximum bet I Tran . 
T► Gamble at informal gathering in public place: 400/o, minimum bet 
I Mil, maximum bet 100 Mils . 
See ·14.0 for betting and payoff procedures . 
None/0, I . 

Law: BC+IN+SL2. 

T► Bribe authority to ignore criminal act: 200/o+(l xevery 100 Mils 
offered) - (IO x Law Level)-(secret GM reduction fo r loyalty). 
T► Convince authority that a criminal act is legal or that party is exempt: 
IO"lo -authority's Intelligence-( !Ox Law Level). 
T► Successfully defend innocent party: 350/o +( !Ox Law Level). 
T► Successfully defend guilty party: 350/o-(IOxLaw Level). 
None/0, I, 2. 

Lingui■tica: Knows number of languages equal to Skill Level. C hance 
to communicate during an NPC encounter is NPC's IN +character's 
IN+SL2• 

See 28.6, Procedure CC for communications with creatures. 
Civ Level 7 Translator(+/), Civ Level 8 Translator(+2) /0, I . 

Recruiting: BC+EM+SL2• 

T► Hire NP C's in spaceport or urban: 500/o. 
T► Hire NPC's in suburban or town : 300/o. 
Minimum time is 6 hours. See 14.0 for NPC pay and attributes . 
None/0, I, 2, 3. 

StreetwiM: Use for communications tasks; see Diplomacy, 14.0. 
None/0, I, 2. 

Teaching: BC +EM+SL2+ student's IN. 
See 14 .0 for procedure. 
None/0, I, 2. 

Trading: Chance of a successfu l bargaining: 200/o + Empathy+SL2• 

None/0,1. 

ENVIRONMENTAL SKILLS 
Agriculture: BC + IN+SL2 ( - 2 when Y:orking with hydroponics). 
Robot Agriculture System ( +2)/0, I, 2. 

Asteroid Mining: BC + IN +SL2. 

Rock Blaster(+/), Robot Miner System (+2), Robot Geo System 
(+2)/0, I, 2. 

Environs/Urban: Twice SL is subtracted from awareness chance 
du ring creature or NPC encounter. SL is added to initiative die roll . 
SL used in Ambush task. 
None/ I SL increase per 8 weeks in environ. 

Gravity: SL added to Action Round Movement Rate (see 29 .2) and 
affects gravi ty-related accident (see 38.0). 
None/ I SL increase per 8 weeks in gravity type . 

Mining: BC+IN+SL2. 

T► Mine raw ore from an identified source: 250/o. 
T► Refine raw ore: 00/o. 
Rock Blaster(+ 1), Robot Miner System (+2), Robot Geo System 
(+2)/0 , I, 2. 

Survival: BC+ IN +(Survival SL+Environ SL)2. Survive in environs 
with the following: 
T► Edible game and / or plants: 900/o. 
T► Arable land: 600/o. 
T► Any type of vegetation: 300/o . 
T► Water in environ: 00/o . 
T► On world with water: - 500/o . 
T► On world with no water: -l50"7o. 
None/0, I, 2 . 

Key : Skill : How the skill is used. Related Equipment!EP Gain. BC: 
Base Chance . SL: Skill Level. This summary does not take precedence 
over sections 8.0- 15 .0. Related Equipment: Devices that are required 
to use the skill and / or that aid in using the sk ill are listed. Skill Level 
increases provided by various items of equipment are listed in parentheses . 
EP (Experience Point) Gain: If a die or dice roll conducted when using 
the skill shows the listed digit on either die, o ne Experience Point is gained. 
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[19.0] WEAPONCHART [20.0] PROTECTIVE ATTIRE CHART 

:z: ., 
4. ""' <,; ~ w ... :I'; ~"v .. ~ ""~ C, a:: C, C ,.,..., t~~ .,~1 ~</,~ ~"""' ~ .,,., :5 ;: z .., 0 2 4 6 8 a:: ., 

~ 
w w TERRAIN MULTIPLIER► .,_c, z TYPE . ,.,.:. ~r:; ,. ,.c."'~ .,,~o->' c,~ ~o,.,.,~ 'b,.,.,,.,.,.,~ !::I!; a:: > ... w RANGE IN HEXES► 0 1-4 5-13 14-25 26-40 :z:O wC c}~" .:i-_f-" q~/' ~ ,.,~ qo"' o"' :z:., w ., .., c,::! ua:: ARMOR 

~ ... > iii" 
_.,. 

a:: :c 0 WEAPON BASE HIT CHANCE ~i!: f! Reflective 6 II 15w 12 2 I 3 2 
2 8 6 Paint Gun 35 25 10 -10 -25 12 7 Reflective 8 9 28w 24 I 2 s 5 
6 8 8 Paint Gun 35 25 10 - 10 - 25 3 9 Impact 5 22 9 None s 2 I 9 
4 10 ·' 8 Arc Gun 20 IS s -10 - 25 4 12 Impact 7 18 31w 18 3a 4 2 18 
4 s s Pisto110 60 40 0 p p 2 .08 Reflective/ Impact 7 20 31w 18 4a 3 4 II 
4 s 6 Plastic Pistol9·10 60 40 0 p p I .2 Reflective/ Impact 8 16 46w 24 2a s s 20 
2 I 8 Needle Pistol3·10 55 35 - 10 p p 2 2 Armor Vest 6 2 1.5 None None 2p 2p None 
I 6 6 Laser Pistol 60 40 20 0 - 20 4 I Respirator Helmet 6 6 4 12 None 2p 2p None 
3 6 8 Laser Pistol 60 40 20 0 - 20 2 2 Respirator Helmet 8 4 10 24 None 4p 4p None 
I 8 7 Stun Pistol4 65 30 p p p 2 I Battle Sleeve 8 4 15w None None Sp Sp 25 ~ 
2 9 8 Stun Pistol4 65 30 p p p I 2 FORCEFIELD :i.. 

IS 7 5 Machine Gun1 p 40 20 0 -20 12 3 Force Field On 8 2 55 None Imm 6 0 Imm 
~ 
~ 

10 s 6 Submachine Gun10 40 35 10 0 p s 2 Force Field Off 8 2 55 None None 0 0 None @ 
2 4 ) Musket10 p 0 -20 - 40 p s .3 :i:.: 

EXPEDITION SUIT ~ 

6 7 6 Rifle10 30 35 20 0 - 15 3 .8 
Expedition Suit 6 II 6 12 2 I I None ;;J 

:i.. 
4 6 5 Carbine10 45 35 IS -5 - 25 3 .6 Expedition Suit 7 7 llw 24 I I I None ~ I I s Needle Rifle3·10 40 30 10 - 20 p s 2 

2 I 7 Needle Rifle3·10 40 30 10 -20 p 3 3 
w: Waiting period of one week required Body Armor Skill Level. p: Provides par- 5;l 
upon purchase. Exception: Waiting period tial protection only. Imm : Wearer may not ~ 

3 4 I Short Bow2·10 IS 25 011 p p I .2 for ba11le sleeve is two da ys. a: Movement move at all . He may not a ttack o r fire any t'1 s,, 
2 6 l Long Bow2· 1° p 20 10 511 _5511 3 .6 of wearer may be augmented, depending on type of weapon except a beam weapon. 

~ 
I 3 Crossbow 0 30 10 -15 p 4 .s c:) 

t'1 
25 4 Fragmentation p so -10 -6011 p .s .I ..... 

~ Grenade 
[21.2] MARINE VEHICLE CHART ,f·~ ~ "' " 

4 4 Smoke Grenade7 p so - 10 -6011 p .s . I t--0 ,,,_c; ~c; ft, ,~ 

4 4 Illumination' p so -10 -6011 p .s . I 
»o~ ft,t--" cl ~'t' -,:.-1' ~'IJ 

<,;'- ~ ~ o o .,,.., ~<Ii o " l',.,_fc.t-- ~ o't--.f ~ 
Grenade ,.,.:. ""'" ~~ ft,<,;~;:. ft,'<,,; .,,,, "~~ ~ ,I' ~"" ~;,- -lll':I' VEHICLE ~" qt--~~ t--",. 4 j 4 .~ ,,,_'Ii c,t'-. q"-oo t--"-•~ 'f-;~• J:4-• 

4 4 Gas Grenade6 p so - 10 -6011 p .s . I ASSOCIATEDSUB-SKILL c," ~ ,+ ~ ~ q ,+ -# ,@ ~ ~ 

6 I Dagger' p 10 - 3011 p p .2 .01 Sailing Ship 3 90 u 10 s 8 4 -20 I 3/2 12 

na 10 I Sword8 p p p p p 2 .3 Mini Submarine 6 300 IS 25 15 3 I +5 I 3/2 4 

Flexicraft 6 1000 150 100 60 20 so + IS 6 2/ 4 40 
NOTES: MOTORBOAT 

1. Must be emplaced before first fire. 2. May not be fired by prone character. 3. The target may Reef Walker 7 600 20 20 10 6 15 +5 2 3/3 18 
be affected by substance in needle; see 30.7. 4. The strength of weapon used to check for stun on- SUBMARINE 

ly; see 30.4 (Terrain Value considered 0). 5. Target hex and all adjacent hexes are filled with gas Water Scooter 7 s I IS 10 I .2 + IS I 1/1 2 
for six Action Rounds; all beings there which do not have their own air supply suffer the effects MOTORBOAT.SUB 

of the appropriate poison (see 30.7). 6. Hit Strength is used in close combat; Hit Strength is 3 if Amcf.hlbianl 6 180 20 25 15 4 3 -15 l 3/2 s 
thrown . 7 . Target hex and all adjacent hexes are treated as if it were dark for six Action Rounds. MOT RBOAT.SUS 

8. Target hex and all adjacent hexes are treated as if it were light for six Action Rounds. 9. Will L: See Land Vehicle Chart for further than one associated sub-skill is listed, use 
not be detected by metal detector. 10. Weapon produces recoil with each shot (see 29.6). 11. details. U: Unlimited range. Where more the one appropriate to current use of vehi-
Strength Rating of firing (or throwing) character added to hit percentage. P: Prohibited. cle. 



(21.1) LAND VEHICLE CHART 

Scout Car 
ATV 

Crawler 
ATV 

5 
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35 12.5 25 

Wheeled 

Legs 

Rovttr 

8 200 100 45 25 3 - I 8 5 + 25 24 4/ 3 7 4 

8 200 100 10 5 N N 8 5 + 25 24 4/ 3 7 

8 150 300 75 45 4 - 2 2 + 25 24 3/ 3 5 0.5 
ATV 

Mobile Lab 
ATV 

8 250 100 50 30 2 + 1 9 25 + 15 24 4/ 3 10 6 

Amphibia nm 
ATV 

6 180 20 25 15 3 + 1 4 3 - 15 24 3/ 2 5 3 

Van Rig 
TRUCK 

6 240 24 100 65 + 2 5 150 - 10 12 3/ 2 8 6 

Car 
AUTOMOBILE 

5 40 10 200 120 1.5 0 3 -25 6 1/ 1 5 

Horse Cart 
ANIMAL DRAWN 

U 10a 15a 2 + 2 6 2 - 15 2 1/ 1 4 0.5 

AutoSled 

Tractor 

Half-Track 

Loricate 

6 60 15 25 15 3 0 2 0 6 2/2 4 0.5 

APC 

Armored ATV 

Tank 

Self-Propelled 
Artillery 

5 35 

7 1000 

6 700 

6 200 

6 2000 

5 2000 

5 

50 

50 

15 

50 

10 

15 

25 

50 

75 

50 

25 

10 

15 

30 

45 

30 

15 

4 - 1 

2 -2 

1.5 + 1 

3 -1 

3 0 

2 + 1 

1 100 

8 4 

12 6 

6 1 

4 2 
3 

- 20 6 1/ 1 

0 24 4/ 4 

+5 24 5/ 4 

+ 15 24 5/ 5 

+20 24 6/ 6 

0 24 6/ 5 

5 

7 

8 

5 

6 

7 

a: Speed in km/ hr represents a pace which 1he animal 
may main1ain over a long period of 1ime. Speed in 
hexes/ Ac1ion Round represen1s 1he maximum speed 
which can be main1ained for a shon period of 1ime. 

m: See Marine Vehicle Chan for fun her de1ai ls . 

U: u,ilimi1ed rang.c. 

(21.3) AIR VEHICLE CHART ... 

VEHICLE 
ASSOCIATED SUB-SKILL 

Draaonfly 
GLIOik 

Ornithopter 
GLIDER 

Propeller Plane 

Jet 

Air Car 
JET 

Levitator 
DIRECT LIFT 

Floater 
DIRECT LIFT 

Skimmer• 
DIRECT LIFT 

"' > 
~ 
> 
0 

6 

8 

5 .1 

300 200 15 

5 200 40 

7 1000 600 

8 1300 10 

5 

9 

7 

7 4000 

8 600 

8 500 

U .3 

U .4 

U .6 

N: None. 

MAXIMUM WORLD SIZE 
BY ATMOSPHERE 

0~ 
c,"' ,,,. .. 

4+"' .. t s-~"' 
p 

p 

p 

p 

p 

3 

4 

3 
3 
6 

5 

7 

7 

9 

9 

12 

5 

8 

3 

.1 -25 .5 1/1 

12 0 

25 -5 
50 +25 

2 +20 

1/ 1 

.5 2/2 

2 3/ 3 

3/2 

6m 6m 6m 100 100 0 10 4/ 4 

6m 6m 6m 10 5 + 25 6 l / l 

7m 7m 7m 5 3.5 + 10 7 1/ 1 

2 

20 

8 

25 

5 

40 

8 

5 

Helicopter 
Shuttle 
SHUTTLE OR PILOT 

6 150 20 p 

8 

3 

8 

6 6 5 -20 2/3 5 
7 8000 640 20 8 40 200 + 10 5 4/ 4 120 

P: Prohibited. 
U: Unlimited range; overhaul required once per year at a cost of 100 Trans. 
m: Cannot be used on a world Size 3 or less . 
*May not be used in an environ with a Terrain Value greater than 2. 

3 
7 

18 

10 

20 

20 
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[22.0) PERSONAL EQUIPMENT CHART 

~o ►'fl- ~o ~• " ~ ...... .;)'ii ~t,O '1-t,'l ,,,..., ~ .... ((' .. , t. \)'i, ,,,o ~"" t.~'r; ,c-:; (.~ t. "\; ~ ~ ~ r,,t. 
...,,,,-4 ""~(:; ,,... ,-"'<-"' ...,,\; ~~:'<, ~~ 

N-.; "''r;~og "'°'"<-"' ,j.,._,-.., -<.'"'.fl-.;)S 'b►"'t. -
'i,~\; .... ~.~ 'bt~'<, SCIENTIFIC c," ,'+' "~(· s ~o """ COMMUNICATIONS c,~ ..f-~o 'l~(• 

Geo Lab 5 15 1 0 2 hr 1 hr Headset Radio 5 1 .2 0 na 1 hr 

Geo Scanner 6 25 6 0 1 hr 1 hr Planetary Shortwave 5 20 .4 0 na 1 hr 

Geo Scanner 8 7 15 +2 .5 hr 2 hr Interplanetary Radio Dish 7 5 2 0 na 1 hr 

First Aid Kit 4 5 1 0 1 hr I hr Planetary Headset 8 1 2 0 na 2 hr 

Medi Scanner 6 10 12 +l .5 hr 1 hr Interstellar Commlink 8 1 2 na na 2 hr 

Medi Scanner 8 5 10 +2 .3 hr 2 hr Translator 7 2 16 +1 None 1 hr 

Bio Scanner 7 7 8 0 (a) 1 hr Translator 8 1 48 +2 None 2 hr 

Bio Scanner 8 2 12 + 1 (a) 2 hr RECORDING EQUIPMENT ~ 
:i... 

Neuro Scanner 8 5 18 na None 2 hr Audio Recorder 5 2 . 1 na AR 1 hr ~ 
Chem Lab 5 20 2 0 1 hr 1 hr Still Camera 

~ 
4 3 .1 na AR 1 hr £ 

Chem Lab 7 15 7 + 1 .5 hr 1 hr Superoid Camera 5 5 .4 na AR 1 hr :i.: 
:,a 

Chem Synthesizer 6 25 2 0 4 hr 1 hr Holographer 7 15 3 na AR 1 hr ;;i 
:i... 

Chem Synthesizer 8 22 6 +2 2 hr 2 hr CAGES ~ 
Energy Scanner 7 5 10 0 (a) 1 hr Metal Cage 0. 5m3 2 2 .1 na na 1 hr ~ 
TECH KITS Metal Cage 8m3 2 50 .5 na na 1 hr [!: 

~ 
Basic Repair Kit 5 5 1 0 (b) na Super Cage 0.5m3 5 1 .2 na na 1 hr 

~ 
Suit Kit ,7 2 2 0 (b) na Super Cage 8m3 5 30 1 na na 1 hr C) 

t'l1 
Armor Kit 7 15 20 +1 (b) na _, Force Cage 8 3 20 na AR 2 hr .... s: 
Armor Kit 8 15 30 +2 (b) na VISION EQUIPMENT 

Weapon Kit 6 7 2 +1 (b) na Night Glasses 7 .3 3 na na 1 hr 

Weapon Kit 8 7 4 +2 (b) na Rocket Flare 5 .5 .1 na AR na 

Electro Kit 7 5 11 +I (b) na Anaerobic Torch 6 .5 .1 na AR na 

Electro Kit 8 5 15 +2 (b) na Flashlight 4 .5 .1 na AR 1 hr 

Robot Kit 8 15 30 +1 (a) na Binoculars 5 1 .1 na na 1 hr 

Vehicle Kit 6 30 25 +l (b) na na: Not applicable. AR: Activation takes one Action Round. (a): See 12.0 for -
Vehicle Kit 8 30 35 +2 (b) na explanation. (b): See 13.1 for explanation. See pages 28 and 29 for descrip-

Spaceship Kit 6 100 60 0 (b) na tioQS. Additional equipment includes: Psionic Rig (10.1), Jet Pack (21.3), In-

Spaceship Kit 7 100 75 +1 (b) na 
ternal Gravity Web (33,.3), Audio-sealed Case, Business Computer, Rock 
Blaster, False Identity, and Plastic Explosives (22.4). 

Spaceship Kit 8 100 100 +2 (b) na 
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[29.6) FIRE MODIFIER SUMMARY 
Chance to Hit Target ... 
Base Hit Chance minus 
(Terrain Value x Terrain Multiplier) plus 
character's Dexterity Rating (if skilled) plus 
square of character's Skill Level 

Any of the following modifiers that apply are also considered and 
are cumulative. 

(Modifier) if the Firing Character ... 
( -201 ... moves on foot in same Action Round. 

( -301 .. . is driving a vehicle. 

( - 51 .. . is in a moving vehicle. 

( -101 ... is firing at more than one target in the same Action 
Round . Apply modifier to all fires for each target beyond one (e.g., 
if 3 different targets are fired at, all hit chances are reduced by 20). 

I -51 ... is firing more than one shot with a recoil weapon in the 
same Action Round . Apply modifier to all fires for each fire 
beyond one (e.g., if 4 fires are made, reduce all hit chances by 15). 

(Modifier) if the Target is .. . 

(-461 ... Very small (-301 ... Small ( +201 ... Large 

( +401 .. . One hex ( +201 ... lmmobile 

(Double Terrain Valuel ... Prone (Hit impossiblel ... Miniscule 

The GM may app)y·further subtractions if the target is partially obstructed 
by a distinct object (remember, natural terrain features are accounted for 
by the Terrain Value and Multiplier) . The Base Hit Chance and the Terrain 
Multiplier are listed on the Weapon Chart. The Terrain Value is listed on 
the Terrain Effects Chart . See 29.4 for additional weapon fire restrictions. 

[16.4) ROBOT CHASSIS CHART 
,.,,,, I<, I<, 

~ ,<!- ,<!- "'-"' .,."" <I:' 
ROBOTTYPE cl:' /<,~r:,"- ,,,_,,,~ ~~ ;:-.,.c> 0,§<-~~ .,.~o~ if... tt"' ~ ... ~ 
CIVLEVEL7 ,._<I:' 1<-+ ~ ,p~ q<I:'~~ q,"-~~ ~.,.o~ .,o~<,, c,O ~<,; 

<, Q t'C,.,. t'q ~ 

Brummagen I 17 5 I 350 2 2 2 I 75 800 

Brummagen II 8 2 3 35 3 110 150 

Manner31b 20 3 5 200 4 4 I I 70 520 

Manner 38sd 9 8 8 90 2 I 2 2 125 300 

Manner 38sdf 5 I 10 8 2 3 2 90 120 

Frazette Blue 6 II 3 0 0 50 45 

CIVLEVELI 
Brummagen Ill 38 12 2 450 5 4 5 6 600 580 

Manner44 33 4 s 900 5 5 s 4 450 1020 

Manner&Oed 20 12 6 60 4 4 2 4 200 140 

Menner 61sdf 18 7 9 15 4 2 s 7 770 140 

Frazette Green 22 9 10 250 4 s 6 4 600 370 

Frazette Amber 18 14 12 150 3 3 4 4 280 240 

Soldlstant RAR 21 II 13 550 2 I 6 6 850 660 

Soldlstant V-201 8 13 14 5 2 3 3 6 400 85 

Soldlstant V-202 32 IS IS 700 5 5 6 7 1200 850 

Port Capacity and weight are in kilograms. Port Capacity is the weight that 
may be carried. Cost (in Trans) includes cost of the listed hardware and soft­
ware systems. 

[13.1) DAMAGE REPAIR TABLE 
DAMAGE► PARTIALLY TOTALLY 

SUPERFICIAL LIGHT HEAVY DESTROYED DESTROYED 

BASE REPAIR 
50% 20070 -10070 -40% Impossible CHANCE 

REPAIR TIME 
xi x2 x4 x8 Impossible MULTIPLE 

-----------------------. 

1 or less No effect 

2 I Strength 

3 I Dexterity 

4 2 Endurance 

5 2 Agility 

6 

7 

8 

9 

10 
11 

12 

13 

14 

15 

16 

17 

18 

19 

20 

21 

22 
23 
24 

25-26 

27-28 
29-30 
31-33 

34-37 
38 
or more 

3 Endurance 

3 Strength 2 

4 Endurance 2 

4 Agility 2 

5 Endurance 2 

5 Strength 2 

6 Endurance 3 

6 Dexterity 3 

7 Endurance 3 

7 Agility 3 

8 Endurance 3 

8 Strength 4 

9 Endurance 4 

9 Agility 4 

10 Endurance 4 

10 Strength 4 

11 Endurance ~ 

11 Dexterity 

12 Endurance 

13 Strength 
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18 Endurance 

5 

5 

5 

5 

5 

6 

6 

6 

1 

2 
2 

2 

2 

2 

3 
3 

3 

3 

3 

4 

4 

4 

4 

4 

4 

5 

5 
6 

1 

2 

2 

2 

2 

3 

3 

3 

3 

3 

3 

4 

4 

4 

5 

5 

I 

2 

2 

2 

2 

2 

2 

3 

3 

3 

3 
4 

4 

s 

*Use this column when involved in any close combat or 
accident. NE: No effect. S: Superficial damage. L: Light 
damage. H: Heavy damage. P: Partially destroyed . T: 
Totally destroyed. Sec 30.1 for cxplana1ion of use. 
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[12.3) TREATMENT RESULTS TABLE 
TOTAL DAYS REQUIRED TO REGAIN 
POINTS LOST ONE CHARACTERISTIC POINT 

1, 2 I Day 

3,4 3 Days 

5-7 6 Days 

8-10 10 Days 

11-14 16 Days 

15 or more 24 Days 

The time required for a character to heal may be 
reduced, depending on his Endurance Rating 
and the quality of treatment he receives. If one or 
more of a character's Physical Characteristics 
has been reduced to zero, he may suffer perman­
ent damage that may not be healed . See 12.3. 
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INDEX 
The following index is an alphabetical listing of 
skills, professions, charts, tables, and general rules 
sections included in Universe. Charts, tables, and 
logsheets are indicated in italic type, and general 

rules areas are distinguished by bold type. Note that, 
in many cases, charts and tables appear in both the 
Gamesmaster's set and in the players' set, as in­
dicated by a second, parenthesized page number. 

Accidents, 79 
Accident Procedure Summary, 46 
Action Rounds, 38 
Actual Price Table, 51 
ADVENTURE GUIDE, 67 
Adventure Record, 87 
Air Vehicles, 16 
Air Vehicle Chart, 55 (104) 
Ambush, 12 
ArcGun, 13 
Artillery, 12 
Asteroid Mining, 23 
Astroguard, 8 
Astronomy, 17 
Base Repair Time Summary, 46 
Battlefield, 12 
Binary/Trinary Star System 

Summary, 58 
Biology, 18 
Blades, 12 
Body Armor, 13 
Bows, 13 
Character Action, 34ff 
Character Development, 6 
Character Generation, 3ff 
Character Heritage, 4 
Character Heritage Table, 49 (99) 
Character Professions, 6 
Character Record, 85 
Characteristic Generation Table, 

50 (100) 
Characteristic Modifier Chart, 

50 (100) 
Chemistry, 18 
Civil Inspector, 8 
Colonist, 8 
Compu/ Robot Tech, 20 
Construction, 20 
Creature Encounters, 68ff 
Creature Interaction Matrix, 63 
Creature Reaction Table, 63 
Damage, 40 
Damage Repair Table, 51 ( 106) 
Delta Vee Summary, 47 
Demolitions, 13 

Diagnosis, 18 
Dice, 3 
Diplomacy, 21 
Diplomat, 8 
Disguise, 21 
Doctor, 8 
Economics, 21 
Electro Tech, 20 
Encounters. 68ff 
Encounter Table, 62 

Energy Tech, 20 
Enforcer, 8 
Enforcer Encounter Table, 59 
Environ Hex Map, 88 
Environ Type Chart, 58 
Environmental Skills, 23 
Equipment, 26ff 
EV A (Extra-Vehicular Activity), 13 
Explorer, 8 
Fire Modifier Summary, 64 ( 106) 
Forgery/ Counterfeiting, 22 
Freefaller, 8 
Gambling, 22 
Gamesmaster's Charts and 

Tables. 49ff 

GAMESMASTER'S GUIDE, 1 
Geographical Features, 30 
Geology, 18 
Gravity, 23 
Grenades, 13 
Ground Vehicles, 17 
Gunnery, 14 
Habitat Table, 49 (99) 
Handguns, 13 
Handyman, 9 
Hit Table, 65 (106) 
Hulls, 42 
Hyperjump Table, 65 
Initial Skill Points Table, 50 (100) 
Interpersonal Skills, 21 
Interplanetary Route Chart, 65 
Interplanetary Travel, 45 
Interstellar Route Chart, 65 
Interstellar Trader, 9 

Interstellar Travel, 44 
Jet Pack , 13 
Land Vehicle Chart, 55 ( 104) 
Land and Water Distribution 

Chart, 59 
Laser/ Stun Pistol, 13 
Law, 22 
Lawman, 9 
Life Sense, 15 
Linguistics , 22 
Logsheets, 85ff 
Longarms, 13 
Lost on Laidley. 80ff 

Background, 82. Orionis System 
Log, 80, Laidley, 83. Star System 
Log, 66. World Logs, insert. 

Machine Guns, 13 
Marine Vehicles, 17 
Marine Vehicles Chart, 54 (103) 
Merchant, 9 
Military Skills, 12 
Military Vehicles, 17 
Mind Control, 15 
Mining,24 
Missile Guidance, 14 
Monetary Summary, 46 
Moon Tables, 56 
Navigation, 15 
Non-Player Characters 

(NPC'sl. 74ff 
NfC Reaction Table, 64 
NPC Record, 86 

Paint Gun, 13 
Personal Equipment, 28 
Personal Equipment Chart, 56 (105) 
Physics, 18 
Pilot, 14 
Planet Creation Table, 57 
Planet Size and Type Table, 57 
Planetology, 19 
Players' Charts and Tables. 99 
Pods, 43 
Pod Attribute Chart, 47 
Population and Technology, 32 
Profession Tables, 50 ( 100) 



Programming, 19 
Protective Attire Chart, 54 ( 103) 
Protective Equipment, 27 
Psion Tech, 20 
Psionic Backlash Table, 51 
Psionic Boost , 15 
Psionic Communication, 15 
Psionic Skills, 15 
Psychokinesis, 16 
Ranger, 9 
Recruiting, 23 
Reporter/ Journalist, 9 
Robots, 24ff 
Robot Chassis Chart, 51 ( 106) 
Robot Systems, 25 
Scientific Skills, 17 
Scientist, 9 
Scout, 10 
Sequence of Events, 2 
Skills, 11 ff 
Skill Summary, 52 (101) 
Social Standing Table, 50 (100) 

INDEX, PAGE 108 

Space Combat, 45 
Space Combat Skills, 14 
Space Pirate, 10 
Space Tactics, 14 
Space Technician, 10 
Space Travel, 42ff 
Spaceship Attribute Chart, 41 
Spaceship Encounters, 78 
Spaceship Tech, 20 
Spacetrooper, 10 
Spy, 10 
Star Sailor, 10 
Star Systems, 30 
Star System Log, 89 
Streetwise, 23 
Suit Tech, 20 
Survival, 24 
Teaching, 23 
Technical Skills, 20 
Terrain Effects Chart, 62 
Thinker, 11 
Toxin Effects Matrix, 64 

Trading, 23 
Treatment, 19 

Treatment Results Table, 51 (106) 
Unarmed Combat, 13 
Urban, 24 
Vehicles (Equipment), 27 
Vehicle Skills, 16 
Vehicle Tech, 20 
Weapons (Equipment), 27 
Weapon Chart, 54 (103) 
Weapon Skills, 13 
Weapon Tech, 20 
World Atmosphere Table, 51 
World Day Length Table, 57 
World Development Table, 59 
World Generation. 29ff 
World Gravity Table, 51 
World Hydrograph Table, 59 
World Logs, 90ff 
World Resource Table, 60 
World Temperature Table, 57 
Zero-G Miner, 11 



WORLD LOG: Size 6 (TITUS) 
Gravity : 1.3 (HY) Action Round Movement: - 2 

n16 

NAME Titus TYPE Earth-like MOONSlnr.l 2 REMARKS 

DISTANCEFROMSTAR 1.5AU's ATMOSPHERE Normal/ Con MEAN TEMP 75° 
HYDROGRAPH 80% DAY LENGTH HUMAN POPULATION 20, (}()() 
SETTLEMENT STATUS Pioneer colony LAW LEVEL 2 CIV LEVEL 4 
SPACEPORT CLASS ½ RESOURCES Ea,ble plants ( exportable), helium, 
chlorine, iron, cesium, copper 

r 
0 en 
--t 
0 
z 
r 
~ 
a 
r 
m 
-< 
r 
0 
G) 
_en 

~ 
G) 
m 



01 ENVIRON HEX MAP 

03 
1 hex = 100km 
Environ nr. n07 of Laidley. 

Average Temperature: 50° 
05 

Top of map is north, 

leading to environ n02 
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29 SPI grants permission to 
photocopy the Environ Hex 
Map for personal use. 

NOTE: To locate a particular hex 
on the map (e.g. , hex 11-33), read 

33 1 ~ I I I . 1 : -=--+--- 1-t=.:-f=-.J::- J t--::i::-- 1 I~~ +-!-.:::- I 1-=-r -+,;:: I I "'- I ::=--r---=:r--=- 1 1 --'--+=- 1 ,:; I 33 straight across the hex row (in· 
dicated with a bold numeral) and 
read diagonally down the hex co· 

35 lumn (indicated with an iralic num­
eral) to the intersection of row and 
column. 

~ 
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LOST ON LAID LEY LOGS, PAGE 3 

WORLD LOG: Size 4 (LAIDLEY) 
Gravity: 0.7 (LT) Action Round Movement: +2 

□= Flat = Peaks and Cliffs 

= Hill D = Light Vegetation 

D = Mountainous w,~ =Woods 

NAME Laidley TYPE Tolerable MOONS(nr.) 7HP 
DISTANCE FROM STAR 5 A U's ATMOSPHERE Poison MEAN TEMP 0° 
HYDROGRAPH 0% DAY LENGTH HUMAN POPULATION 0 
SETTLEM ENT STATUS Explored, abanrloned 

SPACEPORT CLASS 0 
LAW LEVEL O CIV LEVEL 7 

RESOURCES Nitrogen chemicals (exportable}, silver 

(exportable}, germanium (exportable}, edible plants, ammonia, 

phosphorus, radioactives, cesium, adamantine, mercury 

REMARKS Laidley orbits Orionis like our moon orbits the Earth. The 

shaded side is always in darkness, while the other side is always light. 
The temperature modifiers should be ignored. 

~.,},j = Volcanic ~ = Human Settlement 

□=Water = Jungle f!;od = Craters 

~ = lceCap (B-~ = Marsh 



LOST ON LAID LEY LOGS, PAGE 4 

NAME Kryo TYPE Earth-like MOONS(nr.) 0 

DISTANCE FROM STAR 2. 5 A V 's ATMOSPHERE Thin MEAN TEMP 25° 

HYDROGRAPH 40% DAY LENGTH HUMAN POPULATION 10 million 

SETTLEMENT STATUS Full- tech colony LAW LEVEL 3 CIV LEVEL 7 

sPACEPORTCLAss 2 RESOURCES Iron (exportable), carbon chemicals 

( exportable), aluminum, light fiber plants, edible plants, sulfur, argon, 

nitrogen chemical, silver, phosphorus 

WORLD LOG: Size 3 (KRYO) 
Gravity: 0.4 (NW) 

Action Round Movement: +4 
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